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FM 04-001 – Operational Procedures uses play examples to 
describe in detail the rules and mechanisms of the C3 Series.  

The reader should keep in mind that this Field Manual is not a 
strategy guide, nor it describes any best practice for 
commanding units. Some of the actions explained here, 
despite being technically correct, are only intended to provide 
a procedural example and could lead to unpleasant results if 
used on the battlefield. 

1. Movement 
The exact movement cost for a hex considers the unit’s 
Movement Type (by foot or by mechanized / motorized 
vehicles) and its deployment on the ground, called Movement 
Mode and determined by its current Posture. Tactical 
Movement Mode will probably be the most used, giving a unit 
a good mobility and allowing the use of roads. 

A unit’s Movement Mode determines which terrain it will be able 
to avoid or forced to traverse: A hex can be only a minor 
nuisance for a unit using Column Mode, and a major obstacle 
for a unit advancing in Deployed Mode. 

1.1. Column Movement 

200th Guards Regiment, 12th Guards Tank Division starts in hex 
3920, in Road Posture. It is a Mechanized unit, as indicated by 
the unit type symbol, and it is moving in Column Mode as 
indicated by its Posture marker. 

The unit uses the Mechanized Column column on the 
Movement Table. As it is moving in Column Mode, the unit pays 
for the most favorable Terrain Type, the most favorable Terrain 
Feature and for any Obstacle crossed (see 8.2, Calculating 
Movement Costs). 

 

Hex 3819 contains Hill 1 and Hill 2 Terrain Type, and is partly 
covered by Forest Terrain Feature. The total cost is 2 
Movement Points, as follows: 

• 2 Movement Points for the most favorable Terrain Type 
(Hill 1).   

• No MPs for the Forest Terrain Feature, as the unit is 
moving in Column Mode and any Terrain Feature not 
completely covering the hex is ignored (see 8.2, point 4). 

• No Obstacle is crossed, and no extra MPs are expended. 

Hex 3720 contains Hill1 and Hill 2 Terrain Type, and is 
completely covered by Forest Terrain Feature. The total cost is 
4 MPs: 

• 2 MPs for the most favorable Terrain Type (again, Hill 1). 

• 2 MPs for the Forest Terrain Feature, that cannot be 
ignored as it covers completely the hex. 

Hex 3619 contains Hill 1, Hill 2 and Town Terrain Type, is partly 
covered by Forest Terrain Feature and also contains a Road. 
The total cost is 2 MPs, as follows: 

• 2 MPs for the most favorable Terrain Type (Hill 1 or Town, 
having the same MP cost). 

• No MPs for the Forest Terrain Feature, that can be ignored 
again as it does not cover the whole hex. 

• The Road cannot be used as the unit did not enter the hex 
from a Road hexside (see 8.3, Road Movement). 

Hex 3519 contains Hill 1 Terrain Feature, is partly covered by 
Forest and has a Major Road. The total cost is 1 MP, as follows: 

• The unit is entering a Major Road hex from a Road 
hexside, so Warsaw Pact decides to use Road Movement. 

This decision can be changed for each hex moved, and 
the unit could revert to non-road movement at any time 
(see 8.3, Road Movement). 

• 1 MP for the Major Road. 

• No additional MPs, as Terrain Type and Terrain Feature 
are ignored when using Road Movement. 

Hexes 3418 contains Hill 1, Town and a Minor Road. The total 
cost is 2 MPs, as follows: 

• If Warsaw Pact decides to continue using the road, the 
cost is 2 MPs for a Minor Road, ignoring Terrain Type and 
Feature. 

• If Warsaw Pact decides to use “cross-country” movement, 
the cost is again 2 MPs for Hill 1 Terrain Type and no 
Terrain Feature. 

1.2. Tactical Movement 

200th Guards Regiment, 12th Guards Tank Division starts in hex 
3618, in March Assault Posture (MASL). It is a Mechanized 
unit, as indicated by the unit type symbol, and it is moving in 
Tactical Mode as indicated on the Postures Chart. 

The unit uses the Mechanized, Tactical column on the 
Movement Table. As it is moving in Tactical Mode, the unit pays 
for the least favorable Terrain Type, the least favorable Terrain 
Feature and for any Obstacle crossed (see 8.2, Calculating 
Movement Costs). 

 

Hex 3518 contains Plain and Hill 1 Terrain Type, and is partly 
covered by Forest Terrain Feature. The total cost is 4 
Movement Points, as follows: 

• 2 Movement Points for the least favorable Terrain Type 
(Hill 1, even though Plain has the same cost). 

•  2 MPs for the least favorable Terrain Feature (Forest). 

• No Obstacle is crossed, and no extra MPs are expended. 

Hex 3418 contains Hill 1 and Town Terrain Type, no Terrain 
Feature and a Road. The total cost is 2 MPs, as follows: 

• 2 Movement Points for the least favorable Terrain Type 
(Town, even though Hill 1 has the same cost). 

• No additional cost for Terrain Features 

• The Road cannot be used as the unit did not enter the hex 
from a Road hexside (see 8.3, Road Movement). 

Hex 3318 contains Plain, Hill 1 and Town Terrain Type, and a 
Road. The total cost is 2 MPs, as follows: 

• The unit is entering a Minor Road hex from a road hexside, 
so Warsaw Pact decides to use Road Movement. This 
decision can be changed for each hex moved, and the unit 
could revert to non-road movement at any time (see 8.3, 
Road Movement). 

• 2 MPs for the Minor Road. 

• No additional MPs, as Terrain Type and Terrain Feature 
are ignored when using Road Movement. 

Hex 3218 contains Plain, Hill 1, Forest and a Road, and It is 
also behind a Minor River crossed by a Bridge. The total cost 
is 3 MPs, as follows: 

• 2 MPs for the Minor Road, again using Road Movement 
and ignoring Terrain Type and Terrain Feature are ignored 
when using Road Movement. 

• 1 MP for crossing the Bridge Obstacle. Note that the 
Obstacle cost must be paid even if the unit was not using 
Road Movement. 
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1.3. Deployed Movement 

200th Guards Regiment, 12th Guards Tank Division starts in hex 
3720, in Assault Posture. It is a Mechanized unit, as indicated 
by the unit type symbol, and it is moving in Deployed Mode as 
indicated by its Posture marker. 

The unit uses the Mechanized, Deployed column on the 
Movement Table. As it is moving in Deployed Mode, the unit 
pays for the least favorable Terrain Type, the least favorable 
Terrain Feature and for any Obstacle crossed (see 8.2, 
Calculating Movement Costs). Moreover, Roads cannot be 
used. 

 

Hex 3619 contains Hill 1, Hill 2 and Town Terrain Type, and is 
partly covered by Forest Terrain Feature. The total cost is 7 
Movement Points, as follows: 

• 4 MPs for the least favorable Terrain Type (Hill 2). 

• 3 MPs for the least favorable Terrain Feature (Forest). 

Hex 3519 contains Hill 1 Terrain Type, Forest Terrain Feature 
and several Roads. The total cost is 6 MPs, as follows: 

• 3 MPs for the least favorable Terrain Type (Hill 1). 

• 3 MPs for the least favorable Terrain Feature (Forest). 

• The Road cannot be used as the unit is moving in 
Deployed Mode. 

• As the unit would expend a total of 13 MPs by moving in 
the hex, it must stop in hex 3619 or execute a Forced 
March (see 8.5). 

1.4. Enemy Screening 

Two Soviet units are approaching a Screen Area covered by 
British 9/12 Royal Lancers (see 6.3.1, Screen Posture).  

 

The Soviet reconnaissance battalion (#1) moves first, in order 
to open a corridor in the enemy screening. The mechanized 
unit moves in Tactical Mode as follows: 

• 7 MPs for hex 3619: 3 for Hill 2, 2 for Forest, 2 for enemy 
screening. 

• 4 MPs for hex 3519, using Roads: 2 for Major Road, 2 for 
enemy screening. 

200th Guards Regiment (#2) now moves as follows: 

• 2 MPs for hex 3520, using Roads. The enemy screen is 
neutralized by 18th Guards battalion in hex 3519, as it is 
adjacent to the moving unit and nearer to the enemy unit 
exerting the Screen Area. 

• 6 MPs for hex 3419: 2 for Hill 1, 2 for Forest, 2 for enemy 
screen. The enemy screen is no more neutralized, as the 
friendly Recce battalion is not nearer to the unit exerting 
the screen than the moving unit. 

• Having spent a total of 8 MPs, the Soviet regiment could 
now assault the enemy position without risking a Forced 
March. 

2. Orders 
An Order has three distinct phases, each with a different effect: 
The Issue Phase, the Execution Phase, and the Completion 
Phase. 

During the Issue Phase, the order is conceptualized, written, 
and transmitted to the subordinate units. In this phase the units 
are not directly affected by it, but the workload at staff level 
impacts the number of Command Points available until the 
order has been issued. For complex orders like moving a whole 
Soviet Army, this impact could hamper the capability to react 
quickly to events unfolding at the same time. 

During the Execution Phase, the affected units begin taking all 
the requested actions, including preparing more detailed orders 
to their subordinate units such as single companies. In this 
phase the units must reorganize their deployment and 
coordinate with nearby forces, making them more vulnerable to 
enemy action. 

When the Order is finally completed, the affected units are 
deployed as requested and ready to move out. 

2.1. Issue an Order 

British 12th Armoured Brigade, currently in reserve, is assigned 
to defend a section of the front.  

The brigade is composed by three battalions, plus two artillery 
battalions from 1st Armoured Division as Attached units (see 
14.2, Formation and Attached Units). All the units are currently 
in Tactical Posture.  

The three combat battalions will change to Defense or Active 
Defense Posture (The exact posture can be decided later, 
during the Execution Phase), while the self-propelled artillery 
will deploy in Shoot&Scoot Posture to give the maximum 
possible support (see 17, Artillery).  

 

Considering the above, NATO decides to issue a Brigade 
Defend order. The order will allow the subordinate units to 
assume the desired Posture, as specified in the “Valid 
Postures” column of the Orders Chart. The order costs 2 
Command Points and takes 2 Turns to be issued under optimal 
conditions (see Orders Chart). 

During the friendly Order Issue Phase of Turn D0 H09, NATO 
checks the Command Chain required to issue the order. The 
involved HQs are: 

• 12th Armoured Brigade, as Issuing HQ.  

• 1st Armoured Division, as Parent HQ of 12th Arm. Brigade 

• British I Corps, as Top HQ of 12th Arm. Brigade. 

The Command Chain starts from the highest-level HQ and 
goes down from there: British I Corps -> 1st Arm. Division -> 
12th Arm. Brigade. 

 

The status of Command Chain must now be verified, so NATO 
checks if all the HQs in the Command Chain are within the 
Command Range of their Parent HQ. Unfortunately, 12A 
Brigade HQ is Out of Command, as 1A Division HQ is in Moving 
Posture and has therefore its Command Range reduced to 
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four. This means that the Command Chain is Invalid and the 
Issue Time for the order is increased by one, bringing it to 3 
Turns. 

 

The Order being issued is now placed on the Time Track. 
NATO takes a Brigade Defense Order Marker and the 12A Bde 
HQ Chit and place them face-down three Turns ahead, in the 
H18 slot. 

 

As a last step, the cost in Command Points for the order must 
be paid. NATO decreases both the Maximum and Current 
Command Points of British I Corps (the Top HQ) by two.  

Note that the reduction of British I Corps Max. Command Points 
will stay in place until the order enters the Execution Phase, at 
D0 H18. Should NATO need more Command Points before that 
time, the order could be cancelled (see 14.8, Cancel an Order). 

2.2. Execute an Order 

During the friendly Order Reveal Phase of Turn D0 H18, the 
Brigade Defend order for British 12th Armoured Brigade is ready 
to be executed. 

NATO takes the Order and HQ Chits from the Time Track, turns 
them face-up, and increases the Maximum Command Points 
for British I Corps by two (the same number they were 
decreased when the order has been issued, see 2.1 above). 

Please note that while the order was being issued, the units 
that will execute it were free to act within their current posture 
limitations, so they moved to the approximate positions to 
defend. 

 

During the friendly Order Execution Phase, NATO defines 
which units will execute the order. The involved units must be 
under direct command of 12th Armoured Brigade, under 
command of an HQ subordinate to 12th Armoured Brigade, or 
attached to the HQ (see 14.2, Formation and Attached Units). 

Each executing unit will be able to change its current Posture 
to one of the postures allowed by the Order (see “Valid 
Postures” column on the Orders Chart). The change is not 
immediate, and under optimal conditions takes a number of 
Turns equal to the order’s Deploy Time. An Invalid Command 
Chain, Attrition on the involved HQs, enemy attacks and 
bombardments could increase the Deploy Time. 

The Command Chain must now be defined. Differently from the 
check during the Order Issue Phase, the units executing the 
order are also involved, giving the following Command Chain: 

• The unit executing the order. 

• 12th Arm. Brigade, as Issuing HQ.  

• 1st Arm. Division, as Parent HQ of 12th Arm. Brigade 

• British I Corps, as Top HQ of 12th Arm. Brigade. 

The Command Chain starts from the highest-level HQ and 
goes down from there: British I Corps -> 1st Arm. Division -> 
12th Arm. Brigade -> Executing Unit. 

 

The status of the Command Chain must now be verified for 
each single unit executing the order, and each unit could have 
a different status (Valid, Invalid or Broken). As showed below, 
all the involved HQs and units are within the Command Range 
of their Parent HQ. 

 

The only problem is with 4th Royal Tank Regiment (4RTR/1A, 
actually a battalion), that has been bombarded by enemy 
artillery and is now Half-Engaged. Consequently, its Deploy 
Time will be increased by one Turn. 

NATO now places under each unit executing the command: 

• A Posture marker, identifying the Posture that the unit is 
going to assume. In most cases, the desired Posture is 
printed on the back of the counter and no marker is 
needed.  

• A Time marker, identifying the Turn during which the 
deployment into the new Posture will be complete. For 
most units this will be D0 H21 (H18 plus one Turn, the 
Deploy Time of the order); The only exception is 4RTR/1A, 
that will complete its deployment at D1 H00 due to its Half-
Engaged status. 

 

Please note that units having a Time Marker are considered in 
Posture Transition. This severely limits their capabilities and 
combat value (see 6.2, Posture Transition). 

2.3. Complete an Order 

At the beginning of the friendly Order Execution Phase of Turn 
D0 H21, most of British 12th Armoured Brigade has completed 
deploying into the ordered Posture. 

NATO removes the H21 Time Marker from the affected units. 
The units are no longer considered in Transition and can move 
and fight normally. 
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2.4. Authorized Posture Change 

An Authorized Posture Change allows a unit to change its 
current Posture to another one compatible with the general 
orders received from the Headquarters. This action is executed 
almost independently and needs only a minimal Command 
Chain, used for obtaining authorization and updating the Parent 
HQ about the changes in the unit’s deployment. 

British 12th Armoured Brigade is currently deployed to defend 
Braunschweig from an imminent Warsaw Pact assault. 

NATO decides that the city center must be held at all costs. 1st 
Royal Irish Rangers battalion (1RIR/1A) must therefore change 
from Defense to Rigid Defense Posture to maximize its 
chances. 

 

The change can be executed as an Authorized Posture Change 
and takes one Turn (see the “Authorized Posture Change” on 
the Postures Chart). 

During the friendly Order Execution Phase of Turn D1 H03, 
NATO checks the Command Chain. The only requirement for 
an Authorized Posture Change is that the unit executing it must 
be within the Command Range of its Parent HQ.  

As the 12th Brigade HQ is in Deployed Mode, the battalion is 
within its 6 hexes Command Range and the time needed for 
the change is not increased by one Turn. 

The Deploy Time would also increase by one additional Turn if 
the executing unit is Engaged, Half Engaged or Delayed, but 
none of these conditions apply. 

Having completed the checks, NATO places under the unit: 

• A Rigid Defense (RDEF) Posture marker, identifying the 
Posture that the unit is going to assume. To avoid 
confusion, the unit is also flipped on the side with no 
predefined Posture printed on it. 

•  An H06 Time Marker (H03 plus one Turn), identifying the 
Turn during which the unit will complete deploying into the 
new Posture. 

 

At the beginning of the friendly Order Execution Phase of Turn 
D1 H06, the Time Marker is removed from the unit. The unit is 
no longer in Posture Transition (see 6.2) and has the full 
benefits and limitations of the Rigid Defense Posture. 

2.5. Unauthorized Posture Change 

An Unauthorized Posture Change allows a unit to change its 
current Posture to any other allowed by its type, ignoring the 
general orders received from its Headquarters. As this action is 
not coordinated with logistic service or other formations, it has 
a negative impact on the unit and also forces the HQ staff to 
update their planning in an unexpected manner. 

British 12th Armoured Brigade is currently deployed to defend 
Braunschweig from an imminent Warsaw Pact assault. 

An unexpected breakthrough in another area forces NATO to 
quickly redeploy one of the artillery battalions attached to the 
brigade. 4th Field Artillery (4FD/1A) must therefore quickly 
change from Shoot&Scoot to Tactical Posture. 

 

The change can be executed using an Unauthorized Posture 
Change (see 6.1.3). The Deploy Time for an Unauthorized 
Posture Change can be found in the Posture Chart, using the 
row of the desired Posture and the “Unauthorized Posture 
Change” column. In this case, assuming a Tactical Posture 
takes one Turn.  

During the friendly Order Execution Phase of Turn D1 H03, 
NATO checks the Command Chain. The only requirement for 
an Unauthorized Posture Change is that the unit must be within 
the Command Range of its Parent HQ. Should this not be the 
case, the Deploy Time is increased by one Turn. 

As the 12th Brigade HQ is in Deployed Mode, the battalion is 
within its 6 hexes Command Range and the Deploy Time is not 
increased. 

The Deploy Time would also increase by one additional Turn if 
the unit is Engaged, Half Engaged or Delayed, but none of 
these conditions apply. 

Having completed the checks, NATO executes the following 
steps: 

• The 4FD/1A counter is flipped on the side with no 
predefined Posture printed, to indicate it is in Tactical 
Posture or moving into it. 

• An H06 Time Marker (H03 plus one Turn) is placed under 
the unit, to indicate the Turn during which the unit will 
complete deploying into Tactical Posture. 

• The Attrition of 4th Field Artillery is increased by one. 

• The Current Command Points of British I Corps are 
decreased by one. 

 

At the beginning of the friendly Order Execution Phase of Turn 
D1 H06, the Time Marker is removed from the unit. The unit is 
no longer in Posture Transition (see 6.2) and has the full 
benefits and limitations of the Tactical Posture. 

3. Bombardment 
Soviet 12th Guards Tank Division is launching an assault on 
Braunschweig, held by British 12th Arm. Brigade. A heavy 
bombardment will soften up the enemy defenses before the 
attack. 

During the Bombardment Phase, Warsaw Pact declares a 
bombardment against 1st Green Howards battalion 
(1GH/12/1A, hex 4516). 
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Four artillery battalions are assigned: 1/117, 2/117, 1/385G and 
2/385G. They are all self-propelled artillery in Close Support 
Posture (CSUP), so they will use their full Barrage Strength 
(value on the left). Range is also checked (center value), and 
all the units can reach the target (see 17, Artillery). 

Warsaw Pact must increase the Attrition of every involved 
artillery unit by one, so a “1” Attrition marker is placed under 
each unit. The total Bombardment value is 14, so WP will use 
the “13+” column of the Bombardment Table. 

The Detection Value of the target is calculated (see 23, 
Detection and the Detection Level Table): 

• The target is a Combat Unit adjacent to friendly units, 
giving a Detection Level of 3. 

• No additional Detection Level Modifiers can be applied.  

Die Roll Modifiers are calculated (see Bombardment Die Roll 
Modifiers Table): 

• As The target is in Defense Posture (DEF), it is using a 
Deployed Movement Mode. The Depl / Fix column is 
therefore used. 

• The target is in a Town hex (-2 DRM) and the hex contains 
Defensive Work 1 (-1 DRM). As only the single most 
favorable modifier is used, a -2 DRM is applied. 

Warsaw Pact rolls a 7, modified to 5. The result on the 
Detection Level 3, 13+ Bombardment value columns is 1/2: 

• As the target is a Combat Unit, the left value is applied, 
and the Attrition of 1st Green Howards is increased by one. 

• As the result is printed in red, the target is also Half-
Engaged. A “Half-Engaged” marker is placed under the 
NATO unit. 

 

4. Ground Combat 
Players are highly encouraged to use the Ground Combat 
Chart to resolve combat, as it greatly helps to keep things 
simple. In this example, a running total of the Combat 
Differential is given in a separate box on the left of the text 
describing the modifier. 

After some preparatory bombardment, Soviet 335th Guards 
Tank Regiment (335G/12GT, hex 4515) moves in to assault 
British defensive positions.  

 

4.1. Attack Type 

Warsaw Pact declares a Prepared Assault against hex 4516. 
As the Soviet Regiment is in March Assault Posture (MASL), 
the assault will cost 6 Movement Points instead of 8.  

4.2. Defending Units 

The hex contains only one NATO Combat Unit, so 1st Green 
Howards Battalion (1GH/12/1A) must be designated as the 
Defending Unit. 

4.3. Recce and Sappers 

The attacking Soviet unit also has Sappers, and WP commits 
them to the assault. This gives WP an advantage, but the 
sappers could become combat casualties (see 37, Sappers). 

The use of Sappers also allows WP to avoid paying one extra 
MP for assaulting an enemy position with Level 1 Defensive 
Works (see 37.3, Sappers Effects). 

WP could also commit the adjacent 18th Guards Recon 
battalion to get an additional advantage, but decides against it 
as this would increase the Attrition on the unit (see 15.6.11, 
Reconnaissance Units). 

4.4. Initial Combat Differential 

The Initial Combat Differential is calculated. As the 
combat is an Armored unit attacking a Mechanized 
unit in Town terrain, the attacker uses its Attack 
Strength and the defender its Defender strength (see 15.5, 
Combat Strength). The Initial Combat Differential is therefore 
+2 (8 attack – 6 defense). 

4.5. Combat Support Assignment 

Warsaw Pact assigns 1/117, 2/117, 1/385G and 2/385G 
Artillery as Combat Support, for a total of 14 artillery points. The 
Attrition of each committed artillery unit is increased by one. 

NATO assigns 4FD and 1RHA artillery as Combat Support, for 
a total of 7 artillery points. The Attrition of each committed 
artillery unit is increased by one.  

NATO also assigns 3 Air Points. As the attacked hex is not 
inside a NATO CAS Area, each surviving Air Point will only add 
one to the Combat Support Total (see 16.3, Air Combat 
Support). 

 

4.6. Anti-Aircraft Fire 

As NATO assigned Air Points, Anti-Aircraft Fire is now resolved 
(see 22): 

• Warsaw Pact AA value is 2 for the attacking unit, plus 2 for 
having two additional units adjacent to the attacked hex. 

+2 
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• Warsaw Pact rolls a 6 on the “3-4” column of the AA Fire 
Table, inflicting an A1 result to supporting aircraft. NATO 
assigned Air Points are decreased from 3 to 2. 

4.7. Electronic Warfare 

As 12th Guards Tank HQ has 3 Electronic Warfare points 
assigned, is in Deployed Posture and within 4 hexes from the 
defender’s hex, Warsaw Pact can use Electronic Warfare (see 
24.3 and Electronic Warfare Table): 

• Warsaw Pact EW has a -1 die roll modifier when used 
against NATO, and an additional -1 die roll modifier for the 
enemy unit being in Town terrain.  

• Warsaw Pact rolls a 10, modified to 8, on the “3” 
column of the Electronic Warfare Table. This 
gives a Combat Modifier of +2 and additional E1 
and E2 effects.  

• E1 affects air – ground communications, halving any 
enemy air or helicopter support. NATO assigned Air Points 
are decreased from 2 to 1 point. 

• E2 affects ground communications in general, halving any 
enemy artillery support. NATO assigned Artillery is 
decreased from 7 to 3 points (fractions are rounded down). 

4.8. Combat Support Resolution 

Warsaw Pact now determines the effectiveness of his 
Combat Support (14 Artillery Points). A roll of 5 on the 
“13 – 15” column of the Attacker Combat Support 
Table gives a +4 result. 

NATO determines the effectiveness of his Combat 
Support (3 artillery points plus 1 surviving Air Point, 
for a total of 4). A roll of 7 on the “3 – 4” column of the 
Defender Combat Support Table gives a -2 result. 

4.9. Additional Combat Modifiers 

Additional Combat Modifiers are now calculated, to obtain the 
Final Combat Differential that will be used on the Ground 
Combat Table (see 15.6 and the Combat Modifiers Summary 
on the Ground Combat Chart). 

• The attacking unit is in March Assault Posture 
(MASL), giving a -2 combat modifier when 
attacking (see Postures Chart). 

• The defending unit is in Defense Posture (DEF), 
giving a 0 combat modifier. 

• Cadre Rating is 4 for the attacker and 6 for the 
defender, giving a -2 combat modifier (4 – 6) 

• The defending unit is in Deployed Movement 
Mode and in Town terrain, giving a -3 combat 
modifier. 

• The defending unit is in a Defensive Works 1 
hex, but this advantage is canceled by Warsaw 
Pact Sappers (see 37.3, Sappers). 

• Attacking unit has no Attrition, and defending unit 
has 1 Attrition, giving a +1 combat modifier (1 – 
0). 

• Warsaw Pact committed Sappers to the combat, 
giving a +2 combat modifier. 

• The attacker has two additional Combat Units 
adjacent to the attacked hex, giving a +4 combat 
modifier. 

• The defender has one additional Combat Unit 
adjacent to the attacked hex, giving a -1 combat 
modifier. 

• The defender is Half-Engaged, giving a +1 
combat modifier. 

• Both sides are within the Command Range of 
their parent HQ, so there is no combat modifier 
for being Out of Command. 

4.10. Combat Resolution 

The Final Combat Differential is +6.  

Warsaw Pact rolls a 7 on the +6 column of the Ground Combat 
Table, giving a 1/2s result. The value on the left (1) applies to 
the attacker, and the value on the right (2s) to the defender. 

The s part of the result, meaning that any committed Sappers 
has been eliminated, is ignored as it affects the defender who 
has no Sappers committed. 

The attacker has no tactical choices and must implement the 
result immediately. Warsaw Pact increases the Attrition on 
335th Guards Regiment by one. 

The defender may choose to hold his ground and increase 
Attrition by two points, or Retreat After Combat and possibly 
reduce the losses to one Attrition Point.  

Moreover, as an Attrition result has been inflicted to the 
defender, the Defensive Works are reduced by one level and 
destroyed (see 31.4, Reducing Defensive Works).  

4.10.1. Retreat After Combat 

NATO opts for retreating, and therefore must execute a 
Disengagement attempt before implementing the combat 
results (see 15.8, Retreat After Combat). 

The die roll modifiers are calculated (see Disengagement Die 
Roll Modifiers Table): 

• Not including the attacker’s hex, the disengaging unit is 
adjacent to two additional hexes containing enemy 
Combat Units, giving a -2 DRM. 

• One adjacent hex contains friendly Combat Units, giving a 
+1 DRM. 

• The unit is Half-Engaged, giving a -1 DRM. 

• The unit is in a Town hex, giving a +1 DRM. 

• NATO assigns 1RHA artillery to support the 
disengagement and increase the artillery Attrition by one. 
The unit has a Barrage Strength of 3, giving a +2 DRM. 

The final die roll modifier is +1. NATO consults the 
Disengagement Table, using the “Mechanized” and “DEF” 
columns. The roll is 7 modified to 8, giving an S0 result: the 
disengagement has been successful (S), and the unit takes no 
additional Attrition (0). 

As the disengagement is successful, NATO increases the 
Attrition of the British battalion by one point only and retreats 
into hex 4416. Being in March Assault Posture, the attacking 
Soviet regiment in hex 4517 is not a Blocking Unit and cannot 
prevent the retreat (see 8.6, Blocking Units and the Postures 
Chart). 

The successful disengagement also allows the retreating 
Britons to keep their current Half-Engaged status and to avoid 
becoming Engaged. 

4.10.2. Breakthrough 

As the attacked hex is now vacant, a Breakthrough marker is 
placed.  

4.10.3. Advance After Combat 

As the attacked hex is now vacant, Soviet 335th Guards must 
advance after combat into hex 4516 (see 15.10, Advance After 
Combat). 

The cost for entering the hex is 2 Movements Points using the 
Minor Road. As this is lower than the 6 MPs expended for the 
Assault, no extra Movement Points are expended, and the 
Soviet unit advances into the hex. 

 

+4 

+4 

+4 

+8 

+6 

+2 

-1 

0 

+2 

+6 

+5 

+6 

-1 

+6 



8 
 

5. Warsaw Pact Advance Axis 
The Advance Axis defines the general direction toward which a 
Warsaw Pact Army has planned its movement. The important 
thing to keep in mind is that Warsaw Pact is not specifying a 
hex, but only a direction. 

Soviet 3rd Shock Army is being deployed in preparation for 
offensive, so Warsaw Pact must define the Advance Axis for 
the Army (see 10, Warsaw Pact Advance Axis). 

According to the plans, 3rd Shock Army will advance in a 
general Western direction, so Warsaw Pact places the 3SA 
Advance Axis marker into any hex on the map, with the arrow 
pointed toward the middle left vertex. 

The marker defines the Front Area and Rear Area for 3rd 
Shock Army:

 

 

No matter its position on the map, every unit under the 
command of 3rd Shock Army will the have the same hexes 
defined as Front Area and Rear Area: 

 

The practical effect of the Front / Rear areas on 335th Tank 
Regiment will be: 

• When moving into a hex in its Front Area, the Regiment 

will pay the standard Movement Points cost. 

• When attacking a hex in its Front Area or defending from 
an attack coming from its Front Area, no additional 

Combat Modifiers are applied. 

• When moving into a hex in its Rear Area, the Regiment 

will pay one additional Movement Point. 

• When attacking a hex in its Rear Area, an additional -3 
Combat Modifier is applied. 

• When defending from an attack coming from its Rear 
Area, an additional +3 Combat Modifier is applied. 

 

 


