SPEARHEAD SUMMARY SHEET

FIRING NOTES

No firing if move more than ½ speed (Combat Movement) 5.11.   

Assault guns, SPG’s all units w/o turrets, crew served weapons (n/a Ger. HMG’s) may not move and fire 7.1.3.  SMG units that move ≤ 3” may fire (AI only) in Stationary Infantry Movement Phase 7.5.3.

Attacking units may not enter close combat and fire.

Friendly platoons can only fire over attached support platoons (vice versa).  Support weapons may extend their range when positioned directly (touching) behind another unit 7.4.1.

Fire inside a terrain feature is limited to 3”.

In order to provide direct fire, you must have LOS, range and Arc of Fire 7.4.

Arty Arc of Fire is ± 45˚ (incl. mortars).

Ambush Fire-safe for 1 turn, unless not in concealment.

Vehicles with a single DEF factor may be fired at with AT or AI 7.6.1.  Indirect fire weapons may perform direct fire against APC’s with AI factors.  

Only stationary units make Disappearing Fire.

A Disappearing target that is fired at and suppressed, completes movement and is then suppressed.

Inf AT fire has 3” range.

Use AI factor when firing at soft vehicles including trucks.  

CLOSE COMBAT

Infantry should always Close Assault vehicles, especially suppressed tanks in sectors.

Overruns against a transporting vehicles and crew served weapons destroys target, passengers and towed  weapons 10.2.

Infantry Assault is performed like normal movement (6”max. incl. motorcycles) 10.1.

Infantry cannot assault vehicles unless inside terrain or suppressed anywhere 10.1.

BC’s may lead troops in CA (if not alone) and may defend 3.2.2.

Attacking platoons that are Suppressed by the fire of units defending a Sector may enter Close Combat as Suppressed Platoons (-2).  However, if attackers are Suppressed by fire from outside the town (as Disappearing targets), or from town Outskirts, they are stopped short of contact with the Sector (1”) as per usual rules 11.4.

Keep pairing off victorious attackers and defenders until one side is victorious 11.6.

APC’S

APC’s represent vehicle and inf.  Inf in APC’s fire out 9” (AI) or 3” (AT).  Inf platoons must attack APC’s at a range of only up to 3” using their AI factor (inf anti-armor procedures are not used) 7.9.

They may overrun and fight in sectors.

THE COMMAND SYSTEM

Initiative ties are re-rolled.

Indirect fire attached units must support those units.  Soft targets have priority 8.4.

Higher level HQ’s must be attached.

A Plt which assumes BC, may only be used to maintain CZ.

Only fighting BN’s are given orders.

Units under Flank March may be given a Time of Arrival.

Reserve BN’s not committed until at least one fighting BN is spotted.

For attacking player, reserve BN’s may be kept up to ¼ of table length on table.

SPOTTING

Spotting on hills, add +3”

Tall fields block LOS and provide spotting cover.

FO FIRE

Target specific platoons.

Divisional FO’s have DEF 5, ride in jeep, move 12” and spotted like Dismounted inf.

FO may control fire for up to 3 separate Plt’s or an entire Arty / Mortar BN.

DIV FO may call in fire at any target (not subject to priority/proximity rules).  Multiple targets must be within 6” of each other.

BN FO is subject to priority/proximity rules.

PRE-PLANNED FIRE

Use 3” or 4” beaten zone.

Automatic response

Preferred by Russians

Recommended for attackers

Beaten zone is parallel with table edge

Must specify turn of bombing (before play begins)

Includes Rolling bombardment missions

Each PLT is attacked once for each arty BN.

Eventually returns to General Support. (N/A for Russians)

ROCKET ARTILLERY
Must also roll a 4-6 to show up in addition to response unless pre-planned.

May fire at suspected positions.

1 turn delay unless pre-planned.

With an FO, each  PLT receives 1 beaten zone (no single target platoon).

For pre-plan, each BN receives 1 beaten zone.

HOUSE RULES / CLARIFICATIONS

Unsupported armor are armor without infantry support.

Recovery Vehicles Rules-They may attempt 1 recovery each turn they are within 1 inch of a destroyed vehicle.  Roll 4-6 for Germany.  Roll 5-6 for Russia.  See scenario notes for VP gain.

