Yom Kippour 73 (VV #39)

Translation by Matthew Hayes
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[Translator’s note:  I’ve provided these rules on an “as-is” basis and can take no responsibility for any inconsistencies or errors.  [Where I have queries on the rules I have included them in square brackets].

Yom Kippour simulates the Syrian offensive and the Israeli counter-offensive in the Golan from 6th to 19th October 1973 plus the battles for the Chinese Farm and the Israeli crossing of the Suez Canal from 15th to 21st October 1973.  One player controls the Egyptian or Syrian forces, the other the Israelis.

Note: This game uses a system devised for Arnhem 1944 (VV 13) and Kharkov 1943 (VV 25) which allows a great deal of fluidity.  We advise players to read the activation example before playing.

A game by Théophile Monnier from an original system by Nicolas Stratigos.

The game requires a 6-sided die (1d6)

0 General rules

0.1 Game Scale

One turn represents approximately half a day of real time.  A map hex represents to approximately 2km in the Golan or 3km in the Sinai.  The unit counters represent battalions, brigades or headquarters with their organic units.

0.2 Terrain

One map depicts part of the Suez Canal, the other the Golan.  A hexagonal grid is superimposed on the map to regulate movement and combat.  Terrain effects on movement and combat are summarised on the Terrain Effect Chart.

1 Units and Organisation

1.1 Units

All infantry units have 8 operation points (OP).  All armoured and mechanised units have 12 operation points.  These operation points are used to regulate movement and combat.

Each unit has the following attributes: combat value, identification, unit name, formation colour code, NATO symbol and size.

Combat units are grouped by formations.  A colour code allows formations to be easily distinguished.

1.2 Unit losses

Units have several combat steps.  Brigades have 3 and battalions 2.  When a unit loses a step:

· If it has 3 steps, a loss marker (“perte”) is placed underneath it and its combat value is halved.

· If it has 2 steps, or has 3 steps with a loss marker, it is turned over.

· Units with only 1 step (artillery and HQs) are eliminated on receiving their first loss.

1.3 Head Quarters (“EM”/”QG”)

HQ counters have the same attributes as combat units plus their C3i rating (see 10.5).

Head-quarters counters represent the sources of command and supply for the other units.  They have a combat value and only one combat step.  Their reverse is used to show that they have been activated.

HQs can project their combat value for attack or defense to one hex within its command range to which it can trace a line of communication (LOC) free of enemy Zones of Control (EZoC).  (See 9.1).  In this case, the HQ’s combat value is added to the value of the unit that is attacking or defending.

HQs can only be destroyed if they are alone in a hex or if all the units with which it is stacked are destroyed.

Note:  A destroyed HQ comes back one turn afterwards and can be placed by the owning player in any hex which is in supply and not in an EZoC.

Artillery

Artillery counters have the following attributes:

· Bombardment value

· Support modifier

· Range (in hexes)

Artillery units only have one combat step and the reverse shows that the unit has already used its bombardment value or attack support modifier this turn.  The defense modifier is shown on the back of the counter.

Note: Katuchya units defend with a value of 1, other artillery units defend with a value of half their bombardment value.

1.4 Organisation and command

Each formation consists of a HQ and a variable number of attached units.  A colour code allows rapid identification of which organisation a unit belongs to.

During a game turn, players can activate their units in two ways:  either x units of the same formation all within the command radius of their HQ, or y units belonging to different formations or outside the command radius of their HQ (see 3) or whose HQ is disorganised.

Note:  the values of x and y are given in the individual rules for each nationality’s doctrine.  You should note that some Egyptian units are not part of any formation (shown by black formation bands) and must therefore be activated by the second method (see 3, 10, 19).

2 Sequence of Play

Each game of Yom Kippour is made up of several turns (depending on the scenario) and each turn has several phases:

2.1 Sequence of Play

1 Air phase

Each player rolls on the aviation allocation table to determine the number of air missions available.

2 Supply and command phase, reinforcement phase

Both players check the lines of supply and command of all their units (see 9 and 12) and reinforce their armoured units.

3 Initiative phase

Each player throws 1d6 to determine who has the initiative for this turn.  The Israeli player wins ties (see 19 for specific rules).

4 Operations phase

· Bombardment sequence:

Starting with the player with initiative, players alternate bombardments on single hexes.

· First player activation sequence:

The player with initiative activates up to x units belonging to the same formation or y units of his choice (including this turn’s reinforcements, see 17).  These units may move, place themselves in defensive positions or fight.  

· Second player activation sequence:

The second player does the same with his units. In some circumstances, the first player’s units may react (see 6.4).

Players alternate activation sequences in this way until:

· There are no more units to activate,

· The players both pass in succession,

· The turn ends (see 2.2)

5 Administration phase

· Activated (“Activée”) and Disorganised (“Désorganisation”) markers are removed.

· The turn marker is moved forward one box.

2.2 Ending a turn

The game turn can end prematurely under the following circumstances:

· if both players in succession pass on their activation phase.  A player can decide to pass on his activation phase by not activating any units.  If the other player does the same, the turn ends automatically.

· If one of the players has activated all his units, the other may undertake an activation sequence.  At the end of each activation sequence after the second the player must roll 2d6.  On a roll of 11 or 12, the turn ends automatically.

3 Activation

3.1 General

A unit must be activated in order to fight or move.  A unit is activated during the operations phase by the owning player either during a formation activation or a general activation.

· Each unit may be activated only once in a game turn (exception Fatigue).

· A unit can only move and engage in combat during its activation (exceptions reaction movement (see 6.4 or artillery applying defensive support (see 8.2)).

· The activation of the HQ unit itself is free (i.e. it does not count against the number of units activated).

To avoid ambiguity an activated marker (“Activée”) can be placed on units at the end of their activation.

3.2 Activation by formation

The player can activate x units in command and belonging to the same formation during an operations phase. (See 9 and 10)

An HQ must be activated to allow this type of activation.

· The formation HQ may not be destroyed or disorganised.

· Units must be in command (see 9.1)

A player can use artillery support during this kind of activation as long as the artillery unit itself is in command, activated and meets the criteria in 8.2.

The player is not obliged to activate all x units in a formation.  Others may be activated during a general activation (see 3.3).

An HQ that has already been activated cannot initiate any more formation activations, only general activations.  Nevertheless the player can decide to reactivate an HQ for another formation activation.  In this case the HQ is automatically fatigued at the moment of activation and suffers the same penalties as a fatigued unit (see 3.5).

3.3 General activation

Instead of activating units of a single formation via their HQ, the player can decide to activate units which are not commanded by the same HQ, which are commanded by an HQ that has already been activated or disorganised or which are not in command.  To do this he chooses a general activation of up to y units (see 10).  These units do not need to be in command and can be any distance from each other.

Note: An out of command units or units whose HQ is destroyed/disorganised has its PO allowance halved (see 8.2).

A unit that is out of command or whose HQ is destroyed/disorganised must pass a C3i test to activate (see 10.5).  If it fails, the unit may not activate, although another attempt can be made in a subsequent activation phase.

Activation mechanism

The way units can be activated is relatively flexible and allows for many different combinations of movement and combat.

· Action order

During its activation, a combat unit may move and attack in any order it wishes.

In the case of an overrun the unit or stack of units can move again and fight after its first battle (see 7.1).

In the event of a normal or prepared attack, units can again fight adjacent units after any advance after combat.  (see 7.1).

An activated artillery unit may move, bombard an enemy hex or participate in, or contribute support to a battle (see 8) 

· Freedom of combination

In the course of an activation the player can move all or some of the activated units, attack with one or more of these units and then move other activated units in any order that respects the following rules:

· entering an EZoC halts movement and combat before the end of the activation is mandatory (see 4.3).

· a unit may fight more than once in a turn

· an enemy unit may be attacked several times in a turn

· however, an activated unit or a stack may not halt its movement  and then re-start it later in the same activation sequence.  

Note: a stack of units undertaking a sequence of overruns cannot stop and then resume movement after other units have fought or moved.  Equally, units advancing after combat must chose whether to attack any units exerting ZoCs when advancing.  Several units or stacks combining to attack an enemy hex after movement cannot continue movement after the battle.  They can, however, advance after combat if they win the attack and, if they have enough POs left, may attack adjacent units.

3.4 Fatigue

A unit can be reactivated by HQ or general activation in a subsequent activation phase.  Such units are automatically marked as Fatigued at the beginning of their activation.

3.4.1 Effects of fatigue

All actions attempted by the unit cost +1PO (the movement cost of a hex is increased by 1, an overrun costs 2PO, etc.)  The unit’s combat value is also halved (rounding up).

3.4.2 Recovering from fatigue

To remove a fatigue marker costs a HQ or unit half its PO during its first activation of the turn.

4 Zones of Control

4.1 General

Combat units project a zone of control (ZoC) into all six adjacent hexes.  A unit’s ZoC effects movement and combat.

4.2 ZoC effects:

· Most units extend a ZoC into their own hex and into the six adjacent hexes, except across a river.

· HQs, artillery units and units with a combat value of 1 only project a ZoC into their own hex.

· A unit moving into an enemy ZoC (EZoC) must spend 1 extra PO and stop movement.  In the event of a succesful overrun, the unit may carry on moving as long as it has enough POs left to do so (see 7.1).

· A unit which starts its movement in an EZoC can disengage by spending +2 PO.

· A unit can move directly from an EZoC to another EZoC by paying +3 PO (this already includes the +2PO cost of leaving an EZoC) but only if this ZoC belongs to a different enemy unit. 

· A unit may not move directly from an EZoC to another EZoC belonging to the same enemy unit.

· The presence of a friendly unit in an EZoC cancels its effects on retreat (see 7.7), supply lines (see (12.1) and movement.  Friendly ZOCs do not, however cancel out EZoCS.

ZoCs and combat

· Combat is compulsory for a unit that ends its movement in an EZoC in the course of an activation phase (see 3.4).

Exception: a unit in a town, village or a defensive position (see 14) is not obliged to fight enemy units exerting an EZoC onto it, even if it did finish its movement in an EZoC.

· A unit that enters an EZoC during an advance after combat is not obliged to attack.

· A unit that begins an activation phase in an EZoC is not obliged to fight.

· A unit or stack that retreats into an EZoC as a combat result loses one step per EZoC hex entered. 

5 Stacking

The stacking limit in any given hex is 6 stacking points.  Stacking points are as follows:

· Brigades: 3
· Battalions: 1
Stacking limits take effect at the end of an operations phase.  During a phase friendly units may move over each other without any ill effects.  Units over the stacking limit at the end of an operations phase are eliminated (owner’s choice).  Markers never count towards stacking points.

6 Movement

6.1 General

During its activation, a unit can move for some or all of its potential by spending operation points (“PO”) as required by the type of terrain entered.

A unit is never obliged to spend all its PO but any unspent are lost for this activation.

6.2 Operations for movement

In Yom Kippour 1973, operations that can be carried out by units are measured in operations points.  Movement, combat (7.2) or entering defensive positions (14) all cost a certain number of POs.

6.3 Terrain effects

Terrain effects on movement and combat are given on the terrain effects chart.

6.4 Reaction Movement

The non-phasing player’s units can react under certain circumstances.  After the phasing player has announced a normal or prepared attack against a hex the non-phasing player can react with one or more in-command units under the same command as the units being attacked.  (I.e who belong to the same formation .  Exception: independent units may always attempt to react).  Units activated in this way can spend 3PO and may enter the hex under attack (they are not obliged to do so and may instead move elsewhere in order to counter any eventual enemy exploitation).

Fatigue or disorganised units may not react.

Reaction movement is free but the reacting unit must pass a C3i test (either its own or its HQ’s – see 10.5).

7 Combat

In Yom Kippour 1973, combat is a function of movement.  Units must spend a certain number of PO to engage adjacent enemy units.

7.1 Types of attack

· Overrun

Units spend 1 PO to attack and must all have started their movement stacked in the same hex.  Overruns may not benefit from air support (exception: see doctrine 10) but one artillery may participate.  The defender may not benefit from air support.  The number of overruns is not limited.  If the defender does not retreat, the phasing player may attack again after the attacking unit(s) have suffered any losses from the preceding combat.  The odds for the combat are shifted one column to the left.

· Normal attack

Units spend 3PO to engage in combat.  This attack may benefit from air support as may the defender.  Artillery units belonging to involved formations may participate.

Units that have attacked may engage in a second (or more) attack of the same type (or overrun) against adjacent enemies following an advance after combat, or, if they have not moved after the combat, against any adjacent enemy units.

· Prepared attack

Units spend 5PO to engage in combat.  This attack can benefit from air support as may the defender. 

Artillery units belonging to involved formations may participate.  The odds for the attack are shifted one column to the right.  Only one prepared attack is allowed per unit per activation phase.  Attacking units may engage in one or more follow-up normal attacks or overruns.

The choice of attack type also effects combat results as shown on the Attack/Defense Postures table:

If several units attack the same enemy unit using different attack types (normal or prepared) the type of attack with the lowest PO cost is used.

7.2  General

During their activation, units can move and attack  (in any order) adjacent enemy units.

Combat is compulsory in some cases (entering EZoCs, see 4.3).

· A unit can attack all adjacent enemy units.

· A unit must attack at least one enemy unit exerting an EZoC on it.

· An enemy unit may be attacked by all friendly units which are adjacent to it.

7.3 Multiple attacks

· All enemy units in the same hex must be attacked together, and all must participate in the defense.  Their defense value is the sum of all their combat values.

· Different units attacking from the same hex (i.e. in the same stack) can attack different enemy units (except in an overrun where units in a stack must attack the same enemy hex).

· If a unit or stack is adjacent to several hexes containing enemy units it can attack them all simultaneously.  A unit or stack can thus attack several enemy hexes.

· A unit’s combat value may not be divided between several combats.

7.4 Modifiers

Modifiers are as follows:

· Israeli armour brigades or battalions suffer a DRM of –1 attacking, or +1 for the attacker on defense if they are engaged alone against an Arab all-infantry force.

· Arab armour brigades suffer a DRM of –1 attacking, or +1 for the attacker on defense if they are engaged alone against an Israeli all-tank force.

· If all the brigades of a division or all the battalions of a brigade are involved in an attack on the same hex they have a DRM of +1.

· Each engineering unit receives a +1 DRM if attacking a town or defending in one.

· Antitank units marked with an asterisk receive a +1DRM against enemy tanks.

· If mechanised infantry units and tanks combine to attack the same hex they receive a +1 DRM.

· If all enemy units are attacking across bridge hex-sides the defender receives a column shift in its favour.

In general defenders receive the benefit of their hex’s terrain.

· All armoured units that attack a town or village have their combat value halved.

All these modifiers are cumulative.

7.5 Combat resolution

Combat is resolved as follows:

· The attacker announces the type of attack and the target.

· The defender can react with eligible units.

· The attacker and defender allocate their air support without revealing them.  AA fire occurs.

· The attacker totals the engaged combat value after adjustment.

· The defender totals engaged combat value after adjustment.

· The ratio of the attacker’s combat value to the defender’s is calculated  This ratio is always rounded to the nearest integer.  (Note: and not in favour of the defender!  E.g 1.49 vs 1 rounds to 1:1; 1.50 vs 1 rounds to 2:1).

· The attacker rolls a die against the C3i table and applies the modifiers obtained (optional).

· The attacker rolls 1d6, adds any DRMs and column shifts and consults the CRT for the final result.

7.6 Combat results

Combat results are given as numbers that may effect the attacker or the defender.  This number indicates the number of combat steps that the force  must lose - or the number of hexes that must be added to the mandatory retreat - indicated by the letter R (exception 14).  A D result will disorganise units.

The owning player decides how combat losses should be taken from his units and the number of hexes of retreat, starting always with the mandatory retreat ( R )., then losses then optional retreats.  The defender applies his losses, then the attacker does so.

Results in red indicate that the attacker or defender must lose at least one step before retreating, no matter what kind of attack of defense posture has been chosen.

The choice of attack or defense postures may require losses from the attacker or defender.

If armoured units are present on both sides of the combat, then the first loss must be taken from an armoured unit.

7.7 Retreats and advances after combat

· Retreat

The owning player may decide to retreat instead of losing combat steps.

A unit or stack of units cannot retreat into a hex occupied by enemy units.  In the event of a result that effects both sides, the defender applies his combat results first.

If possible, units must be retreated according to the following priorities:

· Towards a hex free of EZoCs.

· Through terrain that costs the least movement points

· In the general direction of a friendly map edge.

· Towards the hex furthest from an enemy unit.

A unit can retreat into an EZoC but loses a combat step per EZoC hex entered unless they also contain a friendly unit.

A hex can retreat into a hex in excess of the stacking limits – stacking limits are enforced at the end of the operations phase (see 5).

Retreating units may retreat into different hexes so long as they have all retreated the same number of hexes.

A unit that retreats into a hex containing a friendly unit which is subsequently attacked may  participate in the combat and may (at the owner’s choice) lose steps and must retreat if required.

A unit that is forced to retreat off the map is eliminated.

· Advance

When a unit or stack retreats or is destroyed, it leaves a vacant hex and possibly a retreat path of hexes (depending on the length of the retreat).

Victorious units that have participated in the combat can then move into the hex left vacant and advance along the retreat path of the defeated unit(s).  (exception: tank, motorised, or mechanised troops are not obliged to follow the retreat path of retreating units, after the first hex).

Units advancing after combat must pay the movement costs for each hex  in the same way as normal movement with the exception of the first hex. Their movement must stop as soon as they enter an EZoC again with the exception of the first hex.  Advancing after combat is never compulsory.  

In the event of combat results effecting both sides, the attacking player must convert all of his adverse results into step losses if he wishes to advance after combat or stay in place.

Only the attacker may advance after combat.

Example: a 1 / 2 result indicates that the defender must: lose 2 combat steps and remain in place of lose 1 step and retreat all his units one hex, or retreat all his units 2 hexes.  The attacker must retreat one hex or lose 1 step.  If he chooses the second option, he can then advance into the hex left vacant by the defender, if he retreats.

If the defender retreats two hexes, the attacker can follow the defender along his retreat path.  Any EZoCs in the first hex entered do not prevent the victorious unit entering the second hex on the retreat path (exception : breakthrough, see 7.8).

If the result had been  1 / 2 R, the defender would be obliged first to retreat one hex and then take the / 2 result.

Limits on advance:

· If an enemy unit is eliminated before fulfilling all the losses required by the CRT, the attackers can convert the residual into hexes advanced, if they have enough PO remaining.

Example: a -/3R result eliminates a unit which only had one combat step.  The attacker can now advance 3 hexes.

· Fatigued units may advance but must pay the required movement penalties.

· If a unit does not have enough PO to move into the next hex, it must stop.

7.8  Special results

If a combat result is in bold print on the CRT, a breakthrough has occurred.  A breakthrough marker (“Percée”) is placed on the hex occupied by the defender before its retreat or elimination.  This marker cancels out all EZoCs exerted into this hex and all 6 adjacent hexes (although not of any unit remaining in the breakthrough hex).  Units advancing after combat or any other units activated in the same operations phase can move through the marked hex (or the six adjacent) hexes without being stopped by EZoCs but must pay +1 PO for each hex entered in addition to terrain costs.

Breakthrough (“Percée”) markers are removed at the end of the operations phase in which they were placed.

8 Artillery

An artillery unit can participate in a combat in its own hex or in non-adjacent hexes.  Each artillery unit has a range shown in hexes, excluding the firing unit but including the target.

The bombardment value can be used against a hex within range.  The support modifier can be used to support any attack or defense within range.

An artillery can use its bombardment value or support modifier once per turn (if activated) and its defense modifier once even if it has been activated already.

Artillery counters are turned over to indicate that they have used their bombardment strength.

8.1 Bombardment

One or more artillery units may, while activated, bombard an enemy-occupied hex.

If a friendly unit belonging to the same formation (division) is next to the hex being bombarded, add +1 to the 1d6.

Artillery units firing from a distance use the bombardment table and may add their bombardment value to any air bombardment.

8.2 Fire support

Artillery units may participate in combat by adding their die modifiers.

· Attack fire support

In order to participate in an attack, the artillery unit must be in range or adjacent to the target and must have been activated.  The modifier is added to the die roll.

An artillery unit firing from a distance never suffers unfavourable combat results.

Firing range is measured from the artillery unit to the attacked unit.

· Defense fire support

Any artillery unit not in an EZoC can support a unit being attacked, whether it has been previously activated or not.

The defending unit must be in range of the artillery unit.

An artillery unit which provides defensive support and which is not in contact with the attackers does not suffer any unfavourable combat results.

8.3 Restrictions in use

· Artillery in contact

An artillery unit in an EZoC suffers the following penalties:

· It may not support a friendly unit with its defense modifier.

· If it participates in combat with an adjacent unit it uses its bombardment value halved.

(Note; katuschyas have a combat value of 1 if attacked by an adjacent unit).

· They suffer unfavourable combat results.

· Terrain modifiers

Bombardment values are halved when the target is a PDP or a woods or urban hex.  The bombardment point total is calculated and then halved (rounded up).

Other modifiers are shown on the bombardment table

· Divisional integrity

A divisional artillery unit may only support attacks and defenses by units of its own division (see scenarios for any exceptions).  This restriction does not, however, apply to bombardments.

9 Command

9.1 Command radius

Each HQ has a command distance equal to n hexes from the HQ (exclusive) to the commanded unit (included).  (The value of n varies by nationality, see 10).

In order to be in command, a unit must be able to trace a line of Command (LOC) to its HQ.  The LOC can cross all kinds of terrain and EZoCs but not hexes occupied by enemy units.

At the beginning of each turn, both players check the command status of all their units.  Units that are out of command (OOC) are marked with a (“NC”) counter and are adversely affected for the whole turn.

9.2 OOC effects 

Units incapable of tracing a LOC to their HQ at the beginning of a turn are marked with a Not Commanded (“NC”) counter.  They can only be activated by general activation; not as part of a formation.  An OOC unit can only use half the usual POs.  [I.e 4 for infantry, 6 for mechanised, motorised and armoured].

10 Doctrine

10.1  General

The doctrines or states of readiness of the various combatants require various changes or restrictions to the basic rules.  They are listed by nationality:

10.2  Israelis

Command radius: Sinai 6; Golan 7

Activation: by formation 12; general 6

Penalty: -1 column if units from different divisions participate in the same combat.

Special cases: Units arriving before their HQ can only be activated by general activation.

The Israelis may use an air mission during an overrun attack.

10.3  Egyptians

Command radius: 4

Activation: by formation: all units; general 4

Penalty: -1 column if units from different divisions participate in the same combat.

Special cases: Units arriving before their HQ can only be activated by general activation.

10.4  Syrians

Command radius: 5

Activation: by formation: all units; general 3

Penalty: -1 column if units from different divisions participate in the same combat.

10.5    C3i

HQs have a C3i  ranging from A (good) to C (mediocre).  In some circumstances units must test against their HQ’s C3i rating.  Independent units’ C3I ratings are listed by scenario.

In order to pass a C3i test players must roll a 3, 4, 5 or 6 on 1d6 for level A; 4, 5 or 6 for level B and 5 or 6 for level C.

(Optional) A formation’s C3I rating can be used at the moment of combat to provide modifiers.  The attacking player rolls 1d6 on the C3I table.  If the letter F (for Fumble) is obtained the player throws 2d6 and applies the results below (all affecting the attacker):

2: Bad ground-air coordination, the air support hits the wrong target and the opposing player benefits by 1 column to the right 

3: Orders not transmitted: -2 DRM

4: No advance after combat even if victorious

5: Communications breakdown: no artillery support during this combat.

9: Traffic problems: one of the attacking units does not join in the combat (defender’s choice).

10: Supply failure for one of the armoured units engaged in the combat: its combat value is halved (defender’s choice).

11: your aircraft are engaged by SAMs, any air support missions are aborted.

12: Total command breakdown: no support of any kind for the attack in progress (good luck!)

11 Disorganisation

11.1  General

Units can be disorganised following bombardment or as a result of combat (see 7.6 and 8).  Disorganised units are penalised as follows:

· Units

A disorganised unit loses its ZoC.  It may be activated but must pass a C3i test (see 10.5).  It fights with a –2 DRM.

· HQ

A disorganised HQ cannot activate by formation.  Units under its command which wish to activate as part of a general activation must pass a C3I test (see 10.5).

12 Supply

12.1   General

In order to be supplied a unit must trace a line of supply (LOS) to an HQ capable of supplying it or directly to a supply source.

A LOS can cross all types of terrain (except impassible) but may not enter an enemy occupied hex or an EZoC (unless occupied by a friendly unit).

Units’ supply statuses are checked at the start of each turn.

12.2   Supply

· To be in supply a unit must be capable of tracing a LOS to a supplied HQ within 4 hexes or to a road within 2 hexes which in turn leads to a friendly map edge.

· To be in supply a divisional HQ must be able to trace a LOS to a road within 2 hexes which in turn leads to a friendly map edge.

· Egyptian friendly map edges: hexes 1201 to 1301 and 0101 to 0119.

· Syrian friendly map edges: hexes 1401 to 1601 and 1701 to 1721.

· Israeli friendly map edges: hexes 1701 to 1712 (Sinai) and 0420 to 1121 and 0115 to 1010 (Golan).

12.3 Supply penalties:

· When a unit cannot trace a LOS at the beginning of  a turn, it is marked with an Isolated counter with the following consequences:

· A tank or mechanised units cannot spend more than half its POs.

· Attacking units’ combat values are halved and may not participate in prepared attacks.

· Units defend normally.

· An isolated unit which cannot trace a LOS at the beginning or a turn is marked with an Out Of Supply (“NR”) counter with the following consequences:

· A tank or mechanised units cannot spend more than a quarter of its Pos

· Attacking units’ combat values are halved and may not participate in normal or prepared attacks.

· Units defend at half their combat value.

13 Strategic Uncertainty

(Optional) The following rules limit player knowledge of the position and strength of enemy units.

13.1   Stack inspection

You can examine enemy stacks only under the following conditions:

· The stack is engaged in combat with friendly (at the moment of declaration of attack type).

· If a friendly unit is adjacent to an enemy stack.

13.2   Stacking order

Players can stack in any order, for example placing the weakest unit on top to hide stronger units.

Note: players can agree to use game markers (Activated, Fatigued, etc.) to hide the units on top of stacks.

14 Defense works

14.1   General

A unit can adopt a defensive posture of prepared position (“PdP”) at any time in its movement.  In order to do this, it must spend a certain number or POs.

Any units which wish to put themselves into prepared positions must spend half their POs.   Prepared positions cannot be transferred between units.  If a stack of units wish to put themselves into prepared positions, each unit in the stack must spend the necessary POs.

14.2   Effects

· Units receive a defensive modifier (see TEC).

· A unit in a prepared position is not obliged to attack enemy units exerting an EZoC on it.

· A unit in a prepared position may ignore a mandatory retreat but must take an extra step loss instead.

Leaving a prepared position in order to move [and presumably attack]  in a subsequent activation costs 3PO.

14.3   Fortifications

The effects of fortifications (the Bar Lev Line and fortified villages in the Golan are the same as those of prepared positions. 

15 Bridges and anti-tank ditches

15.1  General

Bridges are the only means by which combat units can cross a river or a canal.  The costs to cross a bridge are shown on the TEC.

15.2  Crossing the Suez Canal

Egyptian units may cross the Suez Canal from hex 701 to hex 802 (see scenario).

15.2.1 Israeli floating bridges

The three Israeli engineer units have the ability to allow 2 combat steps of tanks or infantry (mechanised or otherwise) or a full battalion of artillery to cross the canal per turn.  To do this, the engineer unit must be next to the canal and the crossing unit must move over it.  Crossing in this way costs 4PO for a mechanised or armour unit but is free for ordinary infantry.  Units can spend the rest of their PO to move once they have crossed. 

If two or three engineer units are stacked in the same hex, the crossing capacity doubles or triples.

15.2.2 Israeli prefabricated bridge

The Israelis have a prefabricated bridge that they must take to the canal before using its crossing capacity.  The marker can move 4 hexes a turn and only along a road.

Once this bridge is in place it is treated the same as a normal bridge.

If this bridge is attacked by enemy units while on its way to the canal it is automatically destroyed if it is alone in a hex or if all units stacked with it are destroyed or retreat.   It has no stacking value and, once in place, cannot be destroyed.

15.3   Crossing anti tank ditches

Syrian engineer units allow 6 steps of tanks, mechanised infantry or any kind of vehicle to cross the ditch per turn.  To do this, the engineer unit must be next to the ditch and the crossing unit must move over it.  Crossing in this way costs 4PO Crossing in this way costs 4PO for a mechanised or armour unit.  Units can spend the rest of their PO to move once they have crossed.

Roads are cut by the anti-tank bridge but a unit may use them before or after they’ve crossed.

Crossing an anti-tank ditch costs +2PO for an ordinary infantry unit and they do not need an engineer to be present.

16 Aviation

16.1  General

Users have a variable number of air missions each turn.

There are three types of mission: bombardment, support or SAM suppression (for the Israelis only, see 16.3).

A player indicates during the bombardment phase or at the moment of combat if he wishes to use an air mission by placing the marker on the hex to be attacked.

Bombardment or support values are accumulated if more than one mission is used on the same target.

16.2   Determining air support

The number of missions available is determined by throwing 1d6 and consulting the aviation table.

16.3   Anti-aircraft activity

The following units may attempt to abort air missions within their action radius: Syrian and Egyptian AA battalions, SAM 3 and 6 and Hawk batteries, Israeli HQs.  After the enemy aircraft has been placed, the owning throws 1d6 on the antiaircraft table for each unit that can fire and that is in range.

A unit can only fire one anti-aircraft mission per turn (invert the unit or use some other marker) but can still fight in other ways.

16.4  Suppressing SAM batteries

An air mission can be used to destroy a SAM battery.  If the mission survives antiaircraft fire, the Israeli player rolls 1d6 for each mission.  A roll of 6 destroys the battery.

16.5  Destroying SAM and Hawk batteries.

An easier way of destroying a missile battery is to attack it with ground forces.  The battery is automatically destroyed if it is alone in a hex or if all units stacked with it are destroyed or retreat.  Batteries do not count against stacking limits.

16.6  Helicopters (optional, Sinai)

Helicopters can transport either an Israeli para battalion or a battalion of Egyptian special forces.

Loading a battalion costs 2PO for the para or commando unit that can then move an unlimited number of spaces across the map.  It then costs 2PO to unload.  Loading and unloading is forbidden in EZoCs.  Troops can spend the rest of their PO after unloading.

17 Reinforcements

17.1  General

Reinforcements are listed with their hex and turn of entry.  On their entry turn reinforcements spend the number of PO required for their entry hex.  Reinforcements can use their entire movement allowance even if they are not within the command radius of an HQ.

If an enemy unit occupies an entry hex, the reinforcement appears on the next turn in an adjacent hex.

18 Replacements:

Replacements represent armoured vehicle repairs.

18.1  Use

Replacements replenish armoured units that have taken losses.

One replacement point allows one step to be restored.

An eliminated unit may not be reconstructed.

Infantry and artillery units may not receive replacements.

Replacement points may not be accumulated from turn to turn – if there are no destroyed tank steps then no replacement points may be spent.

You may not, of course, build up a unit to greater than its initial value.

18.2   Procedure

For a unit to receive replacements, it must be both in command and supply, it can, however be in an EZoC.

Replacements are received during the replacement phase at the beginning of the sequence of play.  For replacement capacities see the scenario descriptions.

19 Scenarios

Yom Kippour 1973 has two scenarios.  The first covers the Syrian attack on the Golan and the Israeli counter-attack, 6 to 10 October 1973 and lasts 9 turns.  The second covers the crossing of the Suez Canal by the Israelis, the battles for the Chinese Farm and the offensive in Africa, it lasts 12 turns.

19.1   The Golan front

The players set up their units as indicated.  The Israeli player sets up first.

· Special Rules:

· The Syrian player automatically has initiative for the first two game turns.

· The Syrian player receives a replacement point on turns 3, 6 and 9.  The Israeli player receives one a turn from turn 4.

· Israeli units that enter the map before their HQs may only be activated by general activation.

· The 9th, 55th, 334th and 405th artillery battalions may support all Israeli units.

· Victory conditions

The Syrian player wins as follows:

· Strategic: exit at least 6 steps of armour or mechanised infantry from hex 0115 and/or hex 0111.

· Operational: control Kuneitra, Nafakh, Yéhudia and Juhander with supplied units at the end of the game.

· Tactical: if not driven back behind the purple line by the end of the game.

· Options

· The game lasts one extra turn (benefits the Israelis).

· 3rd DB enters on turn 2 between 1701 and 1611 (benefits the Syrians)

· Initial Syrian set-up

All units are set-up within the command radius of their HQs.  Syrian forces may not deploy within the demilitarised zone.

HQ 5th DI: 1716

HQ 7th DI: 1609

HQ 9th DI: 1605

2 x SAM6 and 2 x SAM 3 East of the demilitarised zone.

· Syrian reinforcements

· Turn 2

HQ 1st DB: enter with its units via 1712 to 1716 (Syrian player’s choice).

· Turn 3

HQ 3rd DB: enter with its units via 1701 to 1608 (Syrian player’s choice).

· Israeli set-up (West of the anti-tank ditch).

HQ 36th MD: Nafakh

7th brigade, north of Nafakh.

188th brigade south of Nafakh

A battalion from each of these brigades may start the game in prepared positions.

Golani brigade, 820th brigade.  One unit at least (Israeli player’s choice) in Kuneitra, Ushinya, Rafid and Juhader.

9th, 55th, 334th, 505th artillery battalions (anywhere – Israeli player’s choice).

Hawk: anywhere – Israeli player’s choice.

· Israeli reinforcements

· Turn 3

679th brigade: 0111

HQ 240th DB, 4th and 17th Brigades: 0115

9th brigade, 0521

· Turn 4

Rest of the units of the 240th TD: between 0111 and 0115.

HQ 146th DB and the rest of the units: 0521

19.2   The Sinai front

The players set up their units as indicated.  The Egyptian player sets up first.

· Special Rules:

· The Israeli player automatically has initiative for the first game turn.

· There is no bombardment phase during the first turn.

· Independent Egyptian units (marked with a blank band) and units arriving before their HQ can only be activated by general activation.

· The Egyptian player receives one replacement point on turns 3, 6 and 9.  The Israeli player receives one every other turn from turn 4.

· Victory conditions

The Israeli player wins as follows:

· Strategic: exit at least 6 supplied steps of armour or mechanised infantry  from hexes 1321, 1521, 1621 and/or 1721 and control Déversoir, Foussoum and Sérafoum or exit 3 steps and control at least 1 hex of Ismalia as well as the other villages listed.

· Operational: control El Kubri, Camp Geneifa, Camp Odeda, Foussoum and Sérafeum with supplied units at the end of the game.

· Tactical: if not driven back behind the Suez Canal by the end of the game.

· Options

· The Egyptian player can transfer units from East to West of the Canal via hexes 0802/071 (benefits the Egyptians).

Note: the Egyptian player must keep units in the Sinai otherwise the Israelis automatically win an operational victory.

· The Egyptian player can deploy the 16th DI and the 21st DB anywhere he wants behind the front line (benefits the Egyptians).

· All of the 23rd MD enters on turn 3. (benefits the Egyptians).

· All of the 4th DB enters on turn 5. (benefits the Egyptians).

· The game lasts one extra turn (benefits the Israelis).

· The Israeli player may activate – as part of each formation activation – a whole brigade which is not part of the formation activated.  (benefits the Israelis).

· Turns end on a 10,11 or 12 from turn 8 onwards. 

· Initial Egyptian set-up

Units are deployed within command radius of their HQs, to the West of the deployment zone and North of  hex row xx05 inclusive.

HQ 16th DI and 21st DB: 0901

130th amphibious brigade ( C ) Botzer

Ein jalloud Brigade (B): Fayid

Kuwaiti batallion (B): Fanara

182nd para brigade (A): Ismalia

129th Commando (A): Ismalia

3 x SAM6 and 2 x SAM 3 to the East of the Suez Canal (one battery must be in 0507).

· Egyptian reinforcements

· Turn 2

116/23: 0105

· Turn 3

67/23: 0105

· Turn 4

25/7th DI (C ): 1712

· Turn 5

118/23: 0105


73rd Commando (A), 2/4, 23/3rd M (B), Maroccan brigade (B): 0208


150th para brigade (A): 0501

· Turn 7

6/4: 0114

· Turn 8

HQ 23rd DM + the rest of the division: 0105

35th armoured brigade (B): 0208

HQ 4th DB + the rest of the division: 0114

HQ 6th DM + division: 1521 and 1621

· Initial Israeli set-up

All units are deployed within command radius of their HQs, to the east of the front line.  The prefabricated bridge enters via hex 1704 on the first turn.  It is activated free.

· Israeli reinforcements:

· Turn 3

HQ 162nd DB + division: 1702 and 1704

· Turn 7

HQ 252nd DB + division: 1709 and 1712

Charts and Tables:

Terrain Effects Chart (TEC)


Movement
Combat

Terrain
Infantry
Mech.
Infantry and Mech

Clear (“Clair”)
1
1
-

Difficult (“Difficile”)
1
2
-1 column

Forest/Cultivated (“Foret/cultivé”)
1
2
-1 column

Sand (“Sable”)
2
4
-

Dunes (“Collines”)
1
2
-1 column

Escarpment
+1
+2
-1 DRM

Anti tank ditch (“Fossé antichar”)
+1
(see rule)
-1 column

Village
1
1
-1 DRM

Town (“Ville”)
1
1
-1 column (see 7.4)

Road (“Route”)
1
½
-

Track (“Piste”)
1
1
-

Fortification/Prepared Position
-
-
-1 column

Bridge (“Pont”)
-
+1
-1 column

Crossing (“Franchissement”)
(see rule)

-1 column

Enter an enemy ZoC (EZoC) +1; leave an EZoC +2

All modifiers are cumulative

Bombardment Table

Die
2
4
6
10
15
20+

1
-
-
-
-
-
d

2
-
-
-
-
d
d

3
-
-
-
d
d
D

4
-
-
d
d
D
D

5
-
d
D
D
D
D

6
d
D
D
D
D
D

d – one unit in the hex is disorganised (owner’s choice)

D – all the units in the hex are disorganised

Target is an HQ –1 DRM; friendly unit adjacent to target +1 DRM

C3i Table

Die
A
B
C

1
-
-
R

2
R
-
-

3
-
R
R

4
-
-
-

5
-
R
-

6
-
-
R

See 10.5

[This table doesn’t seem to fit in with the rules as printed at all, I’d just ignore it]

Attack/Defense Postures

Attack
Cost
Modifier
Support
Advance after combat (attacker)
Attacker results

Overrun
1
-1 column
1 (Israeli) aircraft
Remaining PO, 2nd attack possible.
Unfavourable: retreat allowed

Normal
3
-
Artillery, aircraft
Remaining PO, 2nd attack possible on adjacent hex if enough PO
Unfavourable: retreat allowed

Prepared
5
+1 column
Artillery, aircraft
Ditto, second prepared attack not allowed
Favourable: advance compulsory

Unfavourable: 1 loss minimum if retreats.

Defense
Cost
Modifier
Support
Defender results


Normal
0
-
Artillery, 1 Israeli aircraft
Retreat possible
-

PdP
1/2PM
+1 column
Artillery, aircraft
Retreat possible (1 loss minimum)
-

Air Support Table


Israel
Egypt
Syria

Turns
Golan
Sinai



1-2
1d6 – 2
1d6
1d6
1d6

3-4
1d6
1d6 + 1
1d6 – 1
1d6 – 1

5-7
1d6
1d6 + 1
1d6 – 2
1d6 – 2

8+
1d6 + 1
1d6 + 2
1d6 – 2
1d6 – 2

Minimum one mission per turn.

Antiaircraft Table

Die
EM
Hawk
ZSU
SAM6
SAM3

Range (S/G)
1 / 2
- / 15
1 / 2
9 / 12
10 / 15

1
-
-
-
-*
-*

2
-
-
-
-
-*

3
-
-
-
-
-

4
-
-
-
-
-

5
-
A
A
A
-

6
A
A
A
A
A

A: mission aborted

* risk of friendly damage on 1 or 2 on 1d6

Combat Results Table (CRT)

Die
1 / 4
1  / 3
1 / 2
1 / 1
2 / 1
3 / 1
4 / 1
5 / 1
6 / 1
7 / 1
8 / 1
9 / 1

-1
4D / -
4D / -
3D / -
3D / -
3 / 1
2 / -
2 / 1
2 / 1
1 / 1
1 / 2
- / 1
1 / 1R

0
4D / -
4D / -
3D / - 
3 / 1
2 / -
2 / 1
2 / 1
1 / 1
1 / 2
- / 1
1 / 1R
- / 1R

1
4D / -
3D / -
3 / 1
2 / -
2 / 1
2 / 1
1 / 1
1 / 2
- / 1
1 / 1R
- / 1R
1 / 2R

2
3D / -
3D / -
2 / -
2 / - 
2 / 1
1 / 1
1 / 2
- / 1
1 / 1R
- / 1R
1 / 2R
1 / 2R

3
3D / -
2 / -
2 / - 
2 / 1
1 / -
1 / 2
- / 1
1 / 1R
- / 1R
1 / 2R
1 / 2R
- / 2R

4
2 / -
2 / - 
2 / 1
2 / 1
1 / 1
- / 1
1 / 1R
- / 1R
1 / 2R
1 / 2R
- / 2R
- / 2RD

5
2 / - 
2 / 1
2 / 1
1 / -
1 / 2
1 / 1R
- / 1R
1 / 2R
1 / 2R
- / 2R
- / 2RD
1 / 3RD

6
2 / 1
2 / 1
1 / -
1 / -
- / 1
1 / 1R
1 / 2R
1 / 2R
- / 2R
- / 2RD
1 / 3RD
- / 3RD

7
1 / -
1 / -
1 / -
1 / 1
1 / 1R
- / 1R
1 / 2R
- / 2R
- / 2RD
1 / 3RD
- / 3RD
1 / 4RD

8
1 / -
1 / -
1 / 1
1 / 1
1 / 1R
1 / 2R
- / 2R
- / 2RD
1 / 3RD
1 / 3RD
- / 3RD
- / 4RD

9+
1 / 1
1 / 1
1 / 1
- / 1R
- / 1R
1 / 2R
- / 2RD
1 / 3RD
1 / 3RD
- / 3RD
1 / 4RD
- / 4RD

Modifiers (7.4)
Combat Results (7.6)

DRMs: Israeli tank attack vs. Arab infantry, tank battles, engineers, divisional or brigade integrity, different division, artillery.
R: Defender must retreat 
Red: 1 mandatory step loss

Column shifts: aviation, terrain effects.
- : no losses or retreat
D: Disorganised

1
2
3
4
5
6

7
8
9

(end of Golan scenario)
10
11
12

(end of Sinai scenario)
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