A Toolkit for the First War of the 21st Century: Afghanistan 2001. 

rev. 10/12/01

ABOUT THE GAME KIT

Map: use S&T 147 “Holy War Afghanistan” map. Note that Salang Tunnel is destroyed (mark mountain hex 3613 with black “X” counter to indicate no road connection here).

Scale: 30 km/hex, ~2 day turns (same as “Arabian Nightmare”)

Length of game: As desired. Adjust based on losses/Victory.

Units: Afghani (all) = regiment/battalion/irregular 

           American/Allied = battalion/company 



  Unit Size (battalion)





  Unit Type (armor)

Combat
Movement 

Strength#
Allowance*











☼
Infantry
Mech. Inf.
Commando
Camp

Aircraft
Ambush












@--l

“Mounted”
Armor

Irregular
Supply 
    Airbase
Helicopter

# (1) indicates combat strength may be used for defense only

   a after combat strength indicates strength is doubled for attacks 

   d after combat strength indicates strength is doubled for defense

* p after movement allowance indicates paratroop (air droppable)

   h after movement allowance indicates airmobile (helicopter-borne)

   m after movement allowance indicates mountain troops 

   L movement allowance indicates “leader”—can choose 7 (leg) or 12 (mech)

SET UP 

 1. American/Allied units

 2. Afghan rebels (Northern Alliance, etc)

 3. Taliban  (set up inverted, except regiments)

 4. All Afghani rebels can make one turn’s move, if possible

Start locations are provided with Order of Battle/Scenario notes below.

SEQUENCE OF PLAY

  American/Allied Player (goes 1st in each turn) 

    Add Reinforcements, Check for Taliban Defections

    Search (may examine d6 inverted Taliban units, plus those in neighboring hexes)

    Move American/Allied (but not Afghan rebels)

    Combat (American/Allied and Afghan rebels)

    Move Afghan rebels (only)

    Drop Food Aid

  Taliban Player

    Add Reinforcements

    Move

    Combat

MOVEMENT

Usual wargame rules: move any or all units, one at a time, can’t skip hexes, etc. May break-down or build-up Afghani units at any time (3 battalions = 1 regiment, same type).

Terrain Effects Chart


Leg*
  Mech
           Combat Effect

Clear/desert
  1
       1

       none

Rough

  2
       2

defender doubled

Marsh

  3
     NA 

attacker halved

Mountain
  4
     NA

defender tripled

Road

  1
        1

       none   

Track

  2
        2

       none

City

  1
        1

defender doubled

Town                 1                1

       none

* Leg is any unit with less than 8 MP

Air-mobile units may either move using their movement allowance or may be moved to any hex anywhere on the map at no cost within 12 hexes of either an American/Allied battalion or base. Only Air-mobile commandos may land in mountain hexes. When air-moving to or from a hex next to any Taliban combat unit, an air-mobile unit has a 1-in-6 chance of being shot down (eliminated by Stinger missiles, AA, etc).

Taliban may move one non-mech battalion (or leader) per available helicopter unit as above. Helicopter unit is lost at end of move (i.e., shot down).

Paradrop: May drop anywhere, but once dropped, may move only as regular leg unit. If moved to a friendly airbase, unit may be air-dropped again.

Overrun is allowed at odds of 6-1 or greater. Defender is automatically eliminated and attacker may keep on moving. 

Taliban dummy counters may be placed and moved as desired by the Taliban player. 
STACKING 

Unlimited

ZONE OF CONTROL (ZOC) 

Units must stop upon entering enemy ZOC (except Irregulars), may leave next turn.

Can’t move directly from one ZOC to another ZOC (except Irregulars)

ZOCs do not force combat.

Only American battalions and Afghani regiments have ZOCs

ZOCs do not extend into mountain hexes, except along roads.

ZOCs do not extend into City hexes or neutral countries (Iran, China, all on T.1)

COMBAT

Usual wargame rules: figure odds, rounding in favor of defender. All defenders in hex must be attacked as a single defense strength. Units are not required to attack. Any defender may be attacked only once per turn.

Units with combat strength in parentheses, i.e., (1), can’t attack, may only defend.

American/Allied units attack and defend at half strength if out of supply. 

Combat Results Table (d6)
Roll
1-3
1-2
1-1
2-1
3-1
4-1
5-1
6-1


-----------------------------------------------------------------------------

1
AR
DR
DR
DR
DE
DE
DE
DE



5/3
4/4
3/5
3/6
2/8
1/9
0/9
0/9

2
AR
AR
DR
DR
DR
DE
DE
DE



6/2
5/3
4/4
3/5
3/6
1/8
0/8
0/9

3
AR
AR
EX
DR
DR
DE
DE
DE



7/2
6/2
5/3
4/4
3/5
2/8
1/8
0/9

4
AE
AR
EX
EX
DR
DR
DE
DE



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

5
AE
AE
AR
EX
DR
DR
DE
DE



9/0
8/1
6/3
5/3
4/4
3/4
2/8
1/8

6
AE
AE
AR
AR
EX
DR
DR
DE




9/0
8/1
7/2
6/2
5/3
4/3
3/6
2/8

Attacks at less than 1-3 are treated as 1-3

Attacks at greater than 6-1 are treated as 6-1

AE: attacker eliminated

AR: attacker retreat (eliminated if must retreat into enemy ZOC)

EX: exchange—DE, attacker loses unit with combat strength equal or greater

DR: defender retreat (eliminated if must retreat into enemy ZOC)

DE: defender eliminated. Afghani combat unit creates irregular(irregular is destroyed)

#/# indicates American/Allied casualties killed per company. Number to left of slash applies to the attacker, number to right is the defender. Multiply this number by number of companies involved (battalion equals three companies). Note: wounded are approximately 4-5 x number killed. (Note: Afghani casualties may be estimated the same as for American/Allied (regiment = 3 battalions), but triple # due to lack of medical care.

Casualties are doubled for American/Allied units that are out of supply.

Collateral civilian casualties may be estimated each combat taking place in a population (~50,000 people), town (~100,000), or city hex (~500,000). Compute casualties for both defender and attacker, add them, and multiply this total by a hex-type multipler to obtain civilian casualties. Population multipliers: population hex—2x, town hex—4x, city hex—10x (assumes most of populace hides/flees). Air-only attacks create collateral civilian casualties at same rate as Allied/American casualties for same odds in population hex, x2 for town, x5 for city. (Note: this formulation is 100% a guess on my part)

Units eliminated because they cannot retreat count as 10 casualties/company.

Air movable (“h”) units may conduct a retreat via air if desired or trapped. Roll d6; on a “1” the unit is destroyed instead by Stinger missiles (count as 10 casualties/co). Any such movement must end at friendly base, and counts as the unit’s movement for next turn. 

Air droppable units (paratroop) may drop directly on top of enemy units and attack. They are eliminated on any result except DR or DE.

SUPPLY

All Afghani units (Taliban and rebels) and American/Allied companies (air support) are always in supply.

American/Allied battalions trace to supply site in friendly country (set up at start of game). 8 MP to road or track, then any length along road or track. 

American/Allied units out of supply halve combat and movement factors, rounded down.

American/Allied player may air drop supply to battalions in Afghanistan: One air unit is required per turn per leg battalion, two air units per mech battalion.

Supply routes are blocked by ZOCs, or any unit with a combat strength.

AIR POINTS/AIR BASES  (note: Taliban have airbases in all controlled cities)

Each air point represents ~20-30 planes. They may be applied to any attack to shift combat odds. Shift one column per air unit: to right for attacker, to left for defender. 

American/Allied air units may be used only once per turn, for attack, defense, or supply. They cannot be lost.

Taliban MIG unit may be used on turn 1 only, and then is eliminated.

American/Allied air points may also be used to attack Taliban units independently, not in conjunction with a ground unit. In such cases, the basic odds for a single air point depend on the terrain in the defender’s hex: 1-1 for clear/desert/marsh, 1-2 for rough/city, 1-3 for mountain. Each additional air point shifts the odds one column to right, expect in mountains where 2 air units are needed for each shift. Only DE results apply, and all units in the hex are affected. Destroyed Taliban combat units create irregulars (1 per hex).

Americans can establish a new airbase in any captured city, town, or clear hex occupied by an in-supply battalion on turn 2 or later. May use one turn after being placed.

FOOD AID

American/Allied player may place one “food aid” counter per turn in any population hex at the end of Northern Alliance movement phase. Taliban player can capture food aid counter with any combat unit and “eat” (eliminate) it to convert one (1)-4 into a 1-5 battalion, or create one (1)-4. The new unit appears in the food aid hex. 

TALIBAN DEFECTION/DISBANDING

During each American/Allied reinforcement phase, check for possible Taliban defection/disbanding. Roll twice/turn for defection: once for any one regular Taliban unit (non-terrorist, not stacked with any of the 4 Taliban leaders) anywhere in Afghanistan (Commando Solo broadcasts) and once for any one regular Taliban unit next to any Rebel Afghan unit. Immediately replace the Taliban unit with an equivalent (or worse, if none available) Rebel unit. Roll for disbanding a number of times equal to the number of uncaptured Food Aid counters within Taliban Afghanistan. For each aid counter, success indicates that any one regular Taliban unit within 4 hexes of the counter may be removed. 

Defection Table (d6)

6+
Defect/Disband

1-5
Stand fast

+1 for each city captured by American/Allied player originally controlled by Taliban 

+1 if any American/Allied battalion is present within Afghanistan

+1 if any non-captured food aid counter exists within Taliban Afghanistan

+2 if unit cannot trace a line of communications (any length) to any Taliban city

+1 per Taliban leader unit eliminated (Military HQ, Omar, bin Laden, Government)

-1 if any American/Allied combat unit eliminated

-1 per American/Allied battalion eliminated (round fractions down)

-1 if next to Taliban leader counter or any terrorist (black) unit

FOG OF WAR

Taliban units other than regiments begin game inverted. American can inspect the top unit of any stack he is next to, except those in mountains. American can also inspect d6 number of stacks (top unit only) each turn. Flip such units back to hidden at end of turn.

Taliban Ambush “units,” if examined by ground unit, force the examining unit to undergo an attack at odds of one roll of d6 (roll die and then conduct an attack at those odds). This eliminates the Ambush unit. Ambush units may not be moved once placed.

VICTORY 

Capture/destruction of Bin Laden counter and 3 key Taliban leaders (military HQ, Omar, government/hostages) is assumed to cause a Taliban collapse. If this constitutes a victory depends on how many casualties result in the process—use whatever you feel is suitable.

APPROXIMATE ORDER OF BATTLE (OOB) 

Taliban and Northern Alliance forces represent approximate strength available as of September 2001. May be stronger or weaker. American/Allied units are about the maximum that might be available as of mid-October; use whatever mix is desired.

Taliban (break down as 3 battalions/regiment, same type):  

12-13x 3-5 Regiments (infantry)

2x 3-10 Regiments (1 armor, 1 mech)

2x 3-8 Regiments (motorized)

1x 3-7 Regiment (mounted)

3x 1-8 artillery

4x 0-L leaders (bin Laden, Military HQ, Govt (includes hostages), Omar)

2-3x Terrorist Holy Warrior/Islamic Legion Regiments (6-6, 6-8)

3x 1-U air points (2x HIND helicopters, 1x MIG)

6x (1)-0 terrorist camps plus 6x 1-4 Terrorist Irregular (one per camp)

d6x Ambushes

12-(# Ambushes)x dummies (blanks)

Taliban reinforcements: (d6-1)x (1)-4 Irregulars plus 1x dummy and 1x 1-5 battalion/turn

Set Up: South and west of Northern Alliance front line as desired. 

Northern Alliance (break down as Taliban except as noted): 

4x 3-5 Regiments

2x 3-8 Regiments (break down as 2x 1-8 and 1x 1-10)

2+d6x (1)-4 Irregulars (set up after Taliban forces)

2x 0-L HQ (Rabbini, Masood II)

Gen Dostum:

1x 3-7 regiment 

1x 3-5 regiment

1x 0-L HQ (Dostum)

Rebel reinforcements: 1 unit/turn. Roll d6: 1-3 = battalion (to Northern Alliance), 4-6 = Irregular (anywhere in Afghanistan, but not next to any Taliban unit). 

Set Up: Main forces east and north of “front line.” As of 10/5/01, front line ran more or less along hex 3905-3910-3811-3814-3914-4412, plus Bagram and hexes to north and east. On 9/27/01 it ran approximately along 3905-4207-4209-4409 (plus Bargam area), etc. All non-mountain hexes along front line must be covered by ZOC or units. 

Dostum forces set up within 6 hexes to south of Mazare-e Sharit.

The 2+d6 Irregulars set up after anywhere in Taliban-controlled Afghanistan, after Taliban sets up, but not next to any Taliban unit.

American/Allied: 

3x 12-10 (1/24)

3x 12-10 (Mar)

3x 10-6h (Mar)

3x 12-6 (Mar)

3x 9-6m (10th Mtn)

3x 11-5 (Centcom brigade)

3x 8-5p (82nd ready brigade)

1x 8-5p artillery (from Italy, w/82nd)

3x 9-6h (1/101)

3x 6-12h air cavalry (160th Air Regiment)

3x 8-5p (2x Ranger brigades)

6x 2-6h Special Forces companies (Delta Force, Green Berets, Seals, etc)

1x 1-7h CIA “company”

9x 2-6h British Commandos (3x), French Legion (3x), Russian Spetnatz (3x) 

8x 0-8 supply bases

12x air points

Set up: in any city outside of Afghanistan, or off-map, as situation requires. The CIA unit set up anywhere within Taliban Afgahnistan but not next to any Taliban combat unit.

CREDITS

Rules and counters by Paul Haase (copyright ( 2001), based on ideas developed originally by Jim Dunnigan in “Arabian Nightmare” Basic Game, “Operation Olympic,” “Year of the Rat,” and other simulations.

Map by Strategy & Tactics (#147, “Holy War Afghanistan” by Joe Miranda, about the 1980s Soviet/Afghan rebels war. Decision Games, 1991)

Combat values, casualty counts, etc. are based on my interpretations of information in How to Make War, 3rd Ed (James Dunnigan, Quill Press, 1995). All errors are my own.

DESIGNERS NOTES
This material is a quickly thrown-together kit, based on largely on information from Jim Dunnigan’s How to Make War and assorted rules lifted from his simulations of the 1970s-80s. He also suggested several additions to my original concept (including Food Aid, Commando Solo, and the extra-strong Taliban terrorist combat units). 

My objective was to create a crude-but-simple toolkit to explore various anti-Taliban scenarios, the forces required, how such scenarios could play out, and how many casualties might be expected. To use it yourself, you’ll have to scrounge up a copy of the Afghanistan map from “Holy War Afghanistan” (Strategy & Tactics 147, 1991). 

The OOB is extremely approximate, and the Afghani force mixes provided (armor, artillery, mounted infantry, etc) are mostly imaginary and given primarily for flavor. The strength and effect on combat of air units is also my best guess. Adapt combat values, numbers and types of units, and anything else as you see fit and/or the situation changes. For instance, commandos might more simply just have a plain combat strength of 3.

The rules assume some knowledge of wargaming. Please fill in my omissions as need be.

The casualty counts are my adaptation of formulas provided in How to Make War and count individual American/Allied combat deaths. The number wounded would be 4-5 times as much. Be aware that the formulas probably represent average counts over longer periods than probably covered here, but they give some idea of what could be expected.

It might be stretching things a little bit to give any unit a ZOC at this scale, but the simplistic game system works much better if at least some units on each side have ZOCs.

Other additions might be rules for winter weather, refitting of Northern Alliance units with new equipment from Russia, fluctuating world opinion with TV broadcasts, etc. Some blocked mountain hexsides might also be added to better show the valley structure.

Various scenarios can be set up, depending on your assumptions and prejudices. Some that I’ve explored (mostly solitaire) include:

· special forces raids from outside of Afghanistan

· large-scale raid to capture/set up an airbase within Afghanistan, followed by special forces raids

· all-out invasion by 6-8 American/Allied brigades from Pakistan and/or Uzbekistan, etc

· pure air campaign, with the Northern Alliance doing the fighting

For a better solitaire game, invert the appropriate number of Taliban/terrorist ambush, terrorist camp, leader, irregulars, dummy, and battalion counters and mix them up. Assemble them into stacks of two and/or three, and place on the map without looking at them. Move these units only if exposed by American/Allied reconnaissance.

Please contact me with any questions, comments, or complaints at paulha@sonic.net.
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American/Allied Forces

Russian Spetznatz—brown

French Foreign Legion—lt. blue

U.S. Marines—dk. blue

U.S. Army—Green

U.S. CIA—dk. grey

United Kingdom—red 

Northern Alliance—orange, tan
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