MANUAL COMBAT PROCEDURE





Combat Procedure (each round of combat lasts approximately 1 hour).





All combat is calculated from a BLUE force perspective.


Combat is calculated by Battlegroup with support fire, or Artillery Raids/JAAT.


Total ADVANTAGES and DISADVANTAGES to get a balance of FACTORS.


Select Combat Results Table, and deduct effects from current Combat Effectiveness.





INITIAL COMBAT VALUES�
�
Challenger BG		12


Warrior BG			9


Saxon BG			5


Infantry BG			3


Armd Heli Bn (Lynx)		10


Armd Heli Sqn (Lynx)	3


AH Bn				14


Div Recce Sqn		3


AS90 Bn			12


AS90 Bty			4


FH70 Bn			9


M109 SP Bn			8


105 Lt Gun Bn		6


MLRS Bty			12�
T80 Bn			11


BMP Bn			6


BTR Bn			5


M113 Bn			5


Inf Bn				3


ATk Bn			4


T55 Bn			5


T72 Bn or M60 Bn		8


155 Sp Bn			10


155 Towed Bn		8


105/122 Sp Bn		7


105/122 Towed Bn		6


MBRL Bty			10


MRL Bty			8�
�



BATTLEGROUP WITH SUPPORT FIRE ADVANTAGES AND DISADVANTAGES�
�
ADVANTAGES�
DISADVANTAGES�
�
Blue Unit on ME, while Red Unit is not


Blue Unit has superior Arty Sp (2:1 or more)


Blue Unit is Inf defending Woods/FIBUA


Blue Unit has CV ratio of 2:1 or more


Blue Unit has CV ratio of 3:1 or more


Blue Unit fighting at night with night sights


Blue Unit in Prep Def vs Hasty Atk


Blue Unit pursuing or Atk unprepared En�
Red Unit on ME, while Blue is not


Red Unit has superior Arty Sp (2:1)


Red Unit is Inf defending Woods/FIBUA


Red Unit has CV ratio of 2:1 or more


Red Unit has CV ratio of 3:1 or more


Red Unit especially fanatical or well trained


Red Unit in Prep Def vs Hasty Atk


Red Unit pursuing or Atk unprepared Blue�
�



ARTILLERY RAIDS/JAAT ADVANTAGES AND DISADVANTAGES�
�
ADVANTAGES�
DISADVANTAGES�
�
Target is moving in the open or unprepared


Mission is fully co-ordinated (2hrs)


JAAT with integrated Arty, Air and Avn


Firing Units have CV ratio of 3:1 or more


Firing Units have CV ratio of 4:1 or more


Target is directly observed at under 3kms


Mission is first use of Chemical weapons�
Target is dug in or FIBUA


Mission is target of opportunity


JAAT with uncoordinated elements


Target is widely dispersed


Target has Arty warning/DF equipment


Target is based on electronic data


Chemical weapons on Target in state R3�
�


















NOTES





MULTIPLE UNITS





Where multiple Units are engaged, the Combat Values are added (including the Combat Values of artillery units firing in direct support). The Combat Results are then applied and split between the Units engaged. (Example: If there are 3 equally sized Units engaged, and the Combat Result is -4, one Unit is reduced by 2 and the other by 1).





ADVANTAGES AND DISADVANTAGES





The factors listed are intended as a guide to the most important tactical factors, they should not be slavishly followed. For example an Enemy unit that is cut off from its lines of supply will be Disadvantaged after a few hours combat.





Under different tactical situations, some factors are of more importance than others. It is intended to achieve a balance of only the most important factors affecting that specific combat, during the hour in question.





COMBAT VALUES





Combat Values take into account Training, Equipment, Manpower and Morale.





A period of rest can increase in a Unit's Combat Value, even if not resupplied.


2 hrs rest may allow a recovery of 1 point.


6 hrs rest may allow a recovery of 1 additional point.





A period of refurbishment will restore a Unit's Combat Value, but would not normally be restored to its initial value.





Combat Value is approximately related to unit strength remaining as follows: 


100% Combat Value = 100% Unit Strength Remaining. (Challenger BG CV = 12)


75% Combat Value = 90% Unit Strength Remaining. (CV = 9)


50% Combat Value = 70% Unit Strength Remaining. (CV = 6)


25% Combat Value = 50% Unit Strength Remaining. (CV = 3)


00% Combat Value = 30% Unit Strength Remaining. (CV = 0)





A Unit with a Combat Value of less than 25% of its original strength will be incapable of offensive action but will continue to defend and may attempt to break out if surrounded.





A Unit with a Combat Value of less than 0% of its original strength will surrender when attacked in the open, but may evade or breakout in Woods/FIBUA.


