COMBAT EFFECTIVENESS LEVELS (CEL)





Icon Markings for Combat Effectiveness = Unit Strength Remaining:





	((((( = 100%


	((((( = 90%


	((((( = 80%


	((((( = 70%


	((((( = 50%	Unit incapable of unsupported offensive ops.


	((((( = 30% 	Unit incapable of any offensive ops.





Any unit below 30% of original strength is combat ineffective, and must withdraw.





COMBAT EFFECTIVENESS VALUES AND ATTRITION LEVELS
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�
COMBAT PROCEDURE





Add Combat Effectiveness Values of all those engaged (taking into account attrition)


Include Arty Values. Effective Atry Sp = Arty Ratio of 2:1 or greater.





To EACH unit, add or subtract the following:





Unit is in Hasty Defence			+1


Unit is in Prepared Defence (6-12hrs)	+2


Unit in Fortified Defence (12+ hrs)	+3


Unit is Pursuing				+2


Unit has effective Arty Support		+2


Unit on Main Effort				+2


Side has Local Air Superiority		+2


Unit won last engagement			+2


Infantry in Woods / FIBUA			+2�
Unit lost last engagement			-2


Tank Unit in Woods / FIBUA		-1


Isolated Unit					-1


Unit is Withdrawing				-1





�
�



Add/Deduct additional factors depending on local circumstance to a max of ± 2.





Resulting Values are compared and a Ratio is produced (rounded to nearest whole number), Eg: 18 : 7 = 3 : 1





COMBAT RESULTS AFTER 2 HOURS: (CEL = Combat Effectiveness Level)(()





Ratio (Blue vs Red)�
Result�
Effect on Blue�
Effect on Red�
�
1 : 6 or worse�
Routed�
-4 CEL or


-1 CEL withdraw�
May pursue�
�
1 : 5�
Decisive Defeat�
-3 CEL or


-1 CEL withdraw�
May pursue if Fr withdraw�
�
1 : 4�
Defeat�
-3 CEL or


-1 CEL withdraw�
-1 CEL if no Fr withdrawal�
�
1 : 3�
Pushed Back�
-2 CEL or


-1 CEL withdraw�
-1 CEL if no Fr withdrawal�
�
1 : 2�
Pressed�
-1 CEL or


Withdraw�
-1 CEL�
�
1 : 1�
Indecisive�
-1 CEL or


Withdraw�
-1 CEL or


Withdraw�
�
2 : 1�
Advantaged�
-1 CEL�
-1 CEL or 


withdraw�
�
3 : 1�
Pushing forward�
-1 CEL if no En withdrawal�
-2 CEL or


-1 CEL withdraw�
�
4 : 1�
Victory�
-1 CEL if no En withdrawal�
-3 CEL or


-1 CEL withdraw�
�
5 : 1�
Decisive Victory�
May pursue if En withdraw�
-3 CEL or


-1 CEL withdraw�
�
6 : 1 or better�
En Routed�
May pursue�
-4 CEL or


-1 CEL withdraw�
�



Mark new CELs on Icons, except for Arty units (unless contacted).


