JUMPING ON KOLWEZI
The Thirtieth Anniversary
A game by Amaury de Vandière, honed to perfection by Eric Euben and Luc Olivier; and translated by Charles Vasey (with help from Gary Phillips).
Dedicated to the memory of Sergent-chef Norbert Daniel, killed on 20 May 1978 at Métal Shaba.

1 - Introduction

Jumping On Kolwezi is a solitaire game simulating the para-drop on Kolwezi by Légion paratroopers of 2e REP (Operation Léopard), and the liberation of the town and of the surrounding areas occupied by the Katangan rebels (Operation Bonite).

The game requires one six-sided dice (1d6) and one ten-sided dice (1d10, 0 is treated as 10).

2 – Game scale
– Map scale;
in an urban zone, about 500 metres per connection; between urban zones, about 1,200 metres per connection.

– Time scale

1 hour per game turn on 19 May (3 turns from 15h30 to 17h30), 2 night turns (18h30 and 21h30), and 2 hours per turn on 20 May (6 turns of 6h30 to 16h30). The last turn does not include a Katangan Action Phase.
– Unit scale
1 back-printed counter = 1 section

1 counter with no back-printing = 1/2 section, 1 group, 1 PC (command unit)
3 - Map
Jumping On Kolwezi has two maps. These are Area to Area maps; the areas are linked by the connecting lines.

The main map covers Kolwezi and the surrounding mining towns. Each mining town (Camp Forrest, Métal Shaba, Luilu, Mine Principale, Kapata, Villages) consists of five areas. The town of Kolwezi, laid out on a specific map, consists of many more, it is split into sectors (Vieille Ville Ouest, Vieille Ville Est, Nouvelle Ville, Manika), but the entire group forms a single urban zone.

The mining towns and the town of Kolwezi are called urban zones, and edged in blue.

There are connecting lines joining areas between the interior of the urban zones, and the connecting lines joining the urban zones to each other. There is only one type of connection. The areas are of different types: clear terrain (green circle), protected terrain (green square) and elevated terrain (red triangle). The objective areas (hostages, lorries, airport road) are edged in blue. [Trans note: map differs from rules.]
4 – Turn sequence
1.1 – Game turns
1 – Para-drop Phase (French units) 

– Choice of a drop zone (from the two possible zones ZSA and ZSB).

– Free placement of the parachute units on the three areas of the jump zone (within the stacking rules).

– Test with 1d6 per parachute unit, they are Pinned on a score of 0 (dice modifier – 1 if the adjacent Katangan include a dummy, dice modifier – 1 if a night jump).

2 – French Action Phase
– French Movement.
– Turning over of the Katangan units adjacent to the French units.

– French fire.

– Katangan fire.

– French Assault movement.

– Assault resolution.

3 - Katangan Action Phase (not on last turn)

– Katangan Movement. 

– Turning over of the Katangan units adjacent to the French units.

– French fire.

– Katangan fire.

4 - Administrative Phase 

– Test for Pinned units.

– Removal of dummies.

Note: Fire alternates, because the French were always able to impose their fire-power.

5 - Units
5.1 - French units
The 2e REP consists of two tactical PCs, two support-sections (the medium mortars section SMM, and Recce section SER), and four companies with each 1 PC and 3 sections. The first assault wave consists of Tactical PC Erulin (reduced PC), the 1st company (Poulet, green), the 2nd company (Dubos, red) and the 3rd company (Gausseres, black). The second assault wave consists of Tactical PC Coevoet, (regimental PC) the 4th company (Grail, gray), the SMM (Verna) and the SER (Halbert). [Translator’s note: these last two inverted in rules.] The first wave drops at the beginning of the first turn (15h30), the second wave drops at the beginning of any turn starting with the first night turn (18h30).

All the combat sections have two loss steps (front and back), the PCs have one only.

The full strength sections (except the SMM and SER) have an anti-tank capability (marked AC). The anti-tank capability is only effective when the LRAC (Trans note: Lance-Roquette Anti-Char) team have landed. For this, when armour is encountered, the French must score less than or equal to the number of that turn with 1d6.

The full strength sections (except the SMM) have a sharpshooter capability (marked TE). The SER has a double TE at full strength; and a normal TE if it is reduced.

The 2e REP is on foot, but can be motorised by using the Gécamine lorries (7 lorry counters are available, and one counter is necessary per transported unit).

5.2 - Katangan units
The Katangan rebels have available the PC, combat sections, combat groups and dummies, plus an armoured AML platoon. The combat sections and the armoured platoon have two loss steps (front and back).

Note: section combat value is 5, combat value 6 if 7.62mm machine-gun, combat value 7 if 12.7mm machine-gun.

Certain combat groups are motorised, as well as combat sections (in the case of losses, the combat section loses its motorised capability: the back of the counter is on foot).

5.3 - Assignment of the Katangan units
5.3.1 - Vieille Ville (red colour)

In the Vieille Ville, there are a PC, a pool of six sections (three with Combat value 5, two of value 6, one of value 7), two groups (Value 2), and five dummies (Value 0). The PC, the combat groups and the dummies are randomly placed in the protected terrain, upside down.

When the PC is discovered, three combat sections are drawn randomly from the pool, and placed, one with the PC, the two others at the closed areas free of enemy units, and if possible free of friendly units. Additionally, if possible choose the areas not yet reached by the Legionary Paratroops (Note: if this is not possible, one should regard this as the return in strength of units not detected in the first sweep by the Legionary Paratroops). The three sections remaining in the pool are eliminated. The values of the sections are revealed once they are in place (use the back of the counter for placement).
5.3.2 - Nouvelle Ville and Manika (blue)

A section with value 5 is in Nouvelle Ville facing the connection to Vieille Ville. Two sections of value 5 are in Manika facing the connection to Vieille Ville and to Nouvelle Ville. All are in difficult areas.

Two groups (Value 2) and three dummies (Value 0) are placed randomly face down face in the unoccupied areas de protected terrain in Nouvelle Ville and Manika.

5.3.3 – Armoured and Motorised Reinforcements (green)

1 AML platoon, and 1 motorised group value 2. At the end of the French Action Phase, if the French have left their initial attack zone (Vieille Ville Est for a drop on ZSA, Nouvelle Ville for a drop on ZSB), the armoured counter-attack is launched.
Two die rolls are used:
– The first defines the arrival sector of the reinforcements: 1 or 2 Vieille Ville Ouest by the route to the Mine Principale (A), 3 to 6 Nouvelle Ville by the airport road (D). In the case of a drop on ZSB, the Legionary Paratroops may block access to Nouvelle Ville. In that case, the Reinforcements stay on the road the between the Airport and Nouvelle Ville).

– The second defines the aggression level of the armoured platoon: 1 to 4 very aggressive (they are moved systematically until adjacent to the nearest unit of 2e REP), 5 and 6 less aggressive (they move to fire range of the nearest unit of 2e REP, but stop at two connections distance. If the Legionary Paratroops move into range, they will withdraw if possible up to one connection).

5.3.4 - Mining towns (yellow)

A randomly drawn unit is placed in each town, face down, from amongst the following: a PC, 4 groups of value 2, two dummies value 0. The remainder are placed in the day infiltration pool (without being revealed). When a unit of 2e REP arrive at an Area outside but adjacent to a mining town, the unit present in revealed. It is placed in the nearest Area of protected terrain to the moving unit of 2e REP.

If this activates a PC, the mining town receives three sections value 5, two sections value 6, and one section value 7 in addition to the PC. 3 randomly drawn sections (from those units ready for placement) are stacked with the PC, and the three other are randomly placed one per Area in the rest of the mining town (benefitting from protected terrain if possible, then randomly – by roll of dice). The motorised section value 4 is placed in an “adjacent” mining town (direct connecting lines) and free of units of the 2e REP (if there are several, decide with dice. If there are none, place them on an Area between two mining towns).

5.3.5 – Night infiltration (black)

The units using night infiltration are placed at the beginning of the Katangan Action Phase on the first night turn (18h30).

2 motorised units value 1, are placed each in a town not occupied by the 2e REP (choice of the towns is made randomly).

2 foot groups value 2, are set up in the areas on the edges of Kolwezi (noted as A to F on the map), free of Legionary Paratroops, and where possible the areas the furthest from units of 2e REP (dice in case of choice).

5.3.6 – Daytime Infiltration 

The destroyed combat groups (0, 1 or 2) are placed face down in a pool. On 20 May, at the beginning of each Katangan Action Phase, one unit is drawn randomly. If this is a dummy, it is returned to the pool. If it is not a dummy, it is placed either in a mining town (motorised unit), or in an Area on the edge of Kolwezi (foot unit), just as for the night infiltrations.

If one draws the PC «mining town», a mining town free of enemy units is chosen at random, and it is placed with its six sections (plus the motorised section in the adjacent mining town). Note: this eventuality (unlikely) of a Katangan counter-offensive obliges the French to ensure the security of the town.

5.4 - Actions of the Katangan units
The main units (PC, sections, and motorised reinforcements) are assigned to a zone (Nouvelle Ville, Vieille Ville Est, Vieille Ville Ouest, Manika, one of the mining towns). They move towards the French units attempting to find them, and will seek combat. They may stack together. Foot units cannot leave their assigned zone voluntarily (but they can retreat after an assault). Those that are motorised can leave to attack the closest French (if there are no more French in their assigned zone).

The other units (Value 0, 1 and 2, all initially face down) do not seek combat. They seek to retain control of the objectives (hostages, lorries, and the Area giving access to the airport road). They thus seek to approach the objective zones by avoiding the French if they can. They may not stack.

All the Katangan units fire systematically, firstly at the PC (tactical then company), then on the support sections (SMM then SER), then on the combat sections, then on the Pinned units.
5.5 - Other units
The Zaïrois paratroops (at the airport) and the Belgian paratroops (who arrive by plane to evacuate the civilians once the town is liberated) are not represented in the game.

The local Lorries (7 markers) are placed on the GCM (Gécamine) Area.
The groups of civilian hostages are represented by seven markers placed on the objective areas (squares with blue borders): four in Vieille Ville Ouest, two in Manika and one in Nouvelle Ville.

6 - Movement
It is not permitted in the Movement Phase to enter an Area occupied by the enemy. At the end of each Movement Phase, the Katangan units, face down, adjacent to French units, are turned face-up. The Katangan dummies, which are only removed in the Administrative Phase, thus block movement.

The troops on foot move from Area to Area, up to 3 connecting lines maximum crossed per turn.

The motorised troops (« mot » on the counter) can move without any distance limit within on urban zone (Kolwezi is a single urban zone), and may also each turn cross a series of connecting lines leading from the departure urban zone to another urban zone (stopping at the edge of the destination urban zone).

7 - Stacking and the role of the PC

There is no theoretical limit to stacking, but a French stack cannot contain units of two different companies (the Tactical PCs, the SER and the SMM stack freely).

In a stack, if a PC is present, up to three units plus the PC may fire by combing their Fire Strength (limited to units of the same company as the French PC: SER and SMM excluded).

French units stacked with a Tactical PC can additionally receive Mortar Support.

8 - Firing
8.1 – AP Opportunity Firing 

If a unit enters any Area adjacent to an enemy unit (without stopping there) the enemy unit may make an AP Fire against it (Movement Phase). If it activates a hidden Katangan unit, a value of 1 is taken by default (ignore whether it is 0, 1 or 2).

8.2 - Other Firing
A unit may make only one Fire, AP or AC, per Firing Phase of its own side.

8.3 - Resolution of AP Firing
Use 1d10, and add the value of the unit. A score of 20 or more is required to eliminate, 15 or more to pin with the loss of one step, 10 or more to pin without a step loss. 

The following modifiers are used: 

– 2 to the French if hostages are present in the target Area ; 

– 2 if the target is in protected terrain (do not use if the target is motorised and pour Opportunity Fires); 

– 1 the target is in elevated terrain;

+ 1/– 1 the Firer/Target has a TE capability (cumulative if several units with TE, + 2/– 2 for the SER at full strength).
 Each Fire targets one and only one enemy unit.

8.4 – AC Fires against Armour
Against the AML, only the AC Fires are possible (against an adjacent Area). An AC Fire is resolved with a 1d6, without modification. The scores are as follows: 1-3 destroyed, 4-5 loss of one step.

8.5 – AP Fires at long distance
The AML platoon has a value of 10 at one connection (flipped counter 5). It has a value of 5 at two or three connecting lines range (flipped counter 3). It does not suffer the Fire Modifier  for the French TE.

The SMM has a value of 3 at one connection (individual arms, flipped counter 1). It has a value of 6 at two or three connecting lines range (Mortar fire, flipped counter 3). These units can only fire out to two or three connections during daytime and if the intermediate areas are “aligned” and not protected or elevated terrain. [Translator’s note Aligned = no 90 degree connections, areas are “in line”.]
8.6 – Mortar Support (AP indirect fire)

The SMM may use Mortar Fire at two, three or four connecting lines distance, on the sole condition that the target must be adjacent to a Tactical PC. This Fire can be added to the Fires of the units stacked with the PC.

9 - Assaults
Only unpinned French that have not fired may launch assaults. To do this, in the Assault Phase they enter an adjacent Area occupied by the Katangan (if this is a dummy it is automatically eliminated).

9.1 - Resolution of assaults
Use 1d10, and add to it the value of the unit. It requires 12 or more tp destroy the target. The following modifiers are used: – 1 for the French if there are hostages present in the target Area, – 1 for the French if the Katangan is in protected or elevated terrain, – 2 to the Katangan in reply if they are pinned.

Each unit targets one enemy unit and one only. A non-pinned Katangan unit may retreat one connection before an assault.

The assaults against armour and motorised units are resolved in the same manner (except that the -1 for protected terrain does not apply).

– Failure of an assault.

If the Katangan survives the assault, then the units reply (same resolution system), then the French units return to their departure Area and become Pinned.

9.3 – Pinned Units
Pinned units cannot, move (they retreat before an assault), nor fire, nor assault (but they can fight in reply to an assault). Pinned PC cannot, co-ordinate the Fire of several units, nor benefit from Mortar Support. Each time that a French unit suffers a “Pin” result without step-loss, the winning target is increased. A Pinned unit that receives another Pinned result remains Pinned (but the winning target of the French increases).

The Pinned units test with 1d6 in the Administrative Phase. On 1 or 2 (French) or 1 to 4 (Katangan), they remain Pinned.

10 - Sundry
10.1 - Lorries
In the Administrative Phase of the last game turn of each day (17h30) either the French occupy the Gécamine Area and recover the lorries to motorise themselves, or the lorries are destroyed.

To embark, the French unit (PC or section) must be in the same Area as a lorry. After its Movement, it is treated as motorised. One debarks at the end of Movement. One cannot mix motorised and foot Movement during the same Movement Phase.

A lorry can only move if stacked with a French unit (that moves with it). It is eliminated if the transported French unit suffers a loss (as a result of Opportunity) or if the Katangan enter the Area in which it is.

10.2 - Hostages
At the end of the last game turn of the day (17h30), they are executed if their Area is occupied by the Katangan in the Administrative Phase (including the possibility of a renewed attack or infiltration). The hostage counter is removed from the game only if it is executed, otherwise it remains in place (even if liberated).

10.3 - Airport road
The Airport road Area is controlled by the last side to have moved through it (initial control is Katangan).

11 – Victory Areas
Only the Katangans score VP:

– 5 VP if they control the airport road.

– 5 VP per hostage group executed.

– 2.5 VP for each French combat step lost.

– 1 VP per Katangan combat step remaining at the end of the game (including dummies).

– 1 VP per French counter that has been Pinned.
The victory level of the French is as follows:
– 0 à 4 VP: Dazzling victory
– 5 à 10 VP: Victory
– 11 à 20 VP: Partial failure
– 21 VP and +: Bloody failure.

Historical result (On 20 May in the evening):
5 VP (2 French dead treated as 2 Pins, 3 mining towns not cleared treated as 3 Katangan combat steps remaining).
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