Valor & Vengeance

Player Aid Chart

Spotting & Weapons Range           

Spotting                 Direct Weapons Fire

Weather Conditions

Fog                                               3 hexes                    3 hexes

Night                                            1 hex *                     1 hex

Clear                                            8 hexes                     8 hexes

· Leaders with the aid of night vision can spot 9 hexes away and only heavy weapons/artillery may be used 

· In the case of flares the range is 6 hexes from the marker. All direct fire units may fire if within range

· Role at the start of every turn for weather determination.  Use a 1d6 and a roll of 1-4 is fog. A roll of 5,6 means the weather is clear.

Combat Modifiers 

All modifiers are cumulative

Suppressed unit fires +1

Target is stunned +1

Unit is inactive and fired upon +2 to attacker

Unit that is pinned fires/fired upon+2

Target is on higher elevation +1

Turn is at night +1

Target is in trench +1

Target is on lower elevation  –2

Target within in range but has not fired and attacked with artillery/air or heavy weapons +1 (roll for scatter)

Target is within range and has fired in current impulse -1

Target is fired on from the flank  –2

Target is fired on from the rear -3

Melee Modifiers

All modifiers are cumulative

Chechen to hit in Melee 5 or lower

Russian to hit in Melee  3 or lower

For each Chechen unit in excess of the number defenders  –1

If the Russian melees a hex with at least 3 units  –1

Target hex is on higher ground +1

Target hex has a trench and the attack comes from a non-trench hex +1

Target is attacked from flank or rear -2

Target is stunned or inactive –3

Terrain Costs 

Higher elevation 3mp per level entered/crossed

Trail movement is 1mp for each hex

Entering a mined hex 3mp (roll for mine attack 7 or less kills the unit if unit survives the result is a stun)

Lower elevation 2mp (there is an erratum that reduces this cost 1mp and is up to player discretion)

Quick Artillery/Heavy Weapons/Air Assets Resolution

Russian Artillery (6 guns)

1.) 5 or less hits target on d10

2.) 1d6 roll of 1,2,3 target scatters (no scatter skip to step 4)

3.) Scatter occurs use 1d6 if result 1-4 target stunned 5,6 no effect

4.) If no scatter occurs use a 1d6 for kill check 1-3 kills unit if Chechen, a roll of 4,5,6 Chechen unit is stunned

Russian Heavy Weapons

1.) 4 or less hits target on d10 (follow steps 2-4 above if a hit occurs)

Russian Air Assets

1.) Roll of 6 or less from SU25 target hit/Roll of 5 or less from Helicopters target hit. Use a d10

2.) 1d6 roll of 1,2 and target scatters (follow artillery resolution after completing this step)

Chechen Heavy Weapons

1.) 4 or less hits the target on d10 (follow above procedure until you reach step then refer to step below)

3.) 1d6 roll of 1,2 kills the Russian Unit. A roll of 3-6 Russian unit is stunned

Direct Fire Resolution

1.) Roll d10 to determine hit

2.) If a hit occurs roll d6 for kill check

 *If target is Russian a roll of 1 kill the unit if not unit is suppressed

 *If target is Chechen a roll of 1,2 kill the unit if not target is suppressed 

