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DESIGNER'S NOTES 
SAYARET/rRACK COMMANDER may seem 

a radico I tongent for o game that began as o 
Vietnam wargame. The primary purpose of 
introducing this supplement at such on early 
stage, with stlll so much material on •Nam to 
do, is to indicote that the RECON system is 
o modem warfare system that wi II cover almost 
any current conflict. 

The RECON cha10ctergeneration, hand-to
hond, sma II arms, heavy weapons, artillery, 
oirsupport, and insertion systems contain many 
of the elements found in any modem conflict. 
To modify it for these conflicts requires three 
things: background on the units involved, 
their equipment, and Contoct Tables. Those 
of you who are serious students of modem 
warfare may a I ready know the first two and 
probably con construct your own Contact Tables, 

World War II wasneorly forty years ago and 
the state-of-the-art in weaponry hosadvanced 
considerably since that time. Also, I personal
ly see no point in rehashing the WW II mythos 
when there hove been many vo liant men and 
women involved in wars since that time, 

One of the problems inherent in a univena I 
roleplaying system is the lock of adequate 

· backgro'-'1d to use the system st10ight off the 
rock for your fovorite scenario. To write one 
set of rules (with enough background to make 
it playable in every war) would cover several 
thoulOnd pages. RPGs are a !ready expensive 
enough without paying for what you don't 
want or need, As an a ltemative, we are 

preparing a set of supplements that wi II cover 
the major hot areas since WW II: SWEEP, 
which will cover conventiono I seorch-ond
destroy ope10tions in Vie tnam; RECCE, the 
Rhodesian and South African reconnoiss:ince -
specia I operations units; and others which o re 
too tentative to list , In this manner, you con 
get adequate bockgro.....C end ony necessory 
modifications for only those specific co-- i lic:t~ 
that interest you. 

We wi II also be publish ins moc: ules, s:.c:- :-s 
"The Haiphong HALO' ond "Heorts 6 N l -c:s ' . 

Most modules that I have seen were "° benff 
than what I hove seen every Friday nisl-i c:t 
the local roleploying sessions; the difference 
is only that some players typed up their desigis 
and got · them published. At th is point: I 
prefer to publish modules that cover some new 
material or special point of Interest; rather 
than Marc the Mere Saves the Lniverse. To 
this end, modules wi II contain supplementary 
materia I that takes time to research, write, 
and playtest which will make our output slow, 

TRACK COMMANDER was originally in
tended as a "universal" armor roleplaying 
game from World War II through near future 
NATO/Warsaw Pact scenarios. We ran into 
the same problems mentioned about universal 
systems; there wos too much materia I to cover 
adequately. At th is point the 5ystem covers 
only Arab-Israeli armored combat; that being 
the one area in the wor ld today where armor 
has played such a decisive role. With time, 
perhaps, we con expand it Into other areas. 
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DED ICATION 
To the lsroeli and Paleitinian men, women, 
and children who have suffered for a 
homeland. 
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INTRODUCTION 
Soyaret is Hebrew for Reconna i sso nee Un it. 

As in 'Norn this represents those units 
attached to a unit headquarters and 
"responsible for toctical intelligence of the 
enemy's strength and disposition, and those 
units responsible for clandestine operations. 
Other euphemisms used to camouflage the 
identity of these special operations units ore 
"paratroopers", "commandos", and "onti
terrori st unit" • 

Surrounded by hostile neighbors who have 
attacked in four major wars and numerous 
smoller engagements, it is essential that the 
lsrae Ii Defense Forces restrict information 
concerning unit identifications, strength, and 
disposition. This applies not only to the 
sma lier special units, but to the composition 
of forgers units on any front during and ofter 
o war. By denying the enemy this informa
tion, he is unable to effectively assess the 
strength of the IDF and its abi !ity to move 
units from one front to another. This mania 
for secrecy can reach almost paranoid 
dimensions (it is illega I to discuss Soyaret 
Matkal in the Israeli press.) It has been 
difficult to obtain the following information 
and any inaccuracies ore a result of inten
tional "smoke" by the IDF or inaccul'ocies 
(intentional or otherwise) in sourcErnateriols. 
(One Arab source discussed a "2,000 man 
commando force composed of tonks, pora
troopen;, and artillery" in a reprise I ro id 
into southern Lebanon.) Considering the 
manpower of the IOF, there ore hardly 
2,000 men in all of the following units. 

TACTICAL RE CON 
As stated previously, each combat HQ hos 

on attached reconnaissance unit , Most of 
these units are concerned with battlefield 
or tactico I intelligence in "hot" situations. 
Between wars (in what posses for peace in 
the Middle Eost) these units may be involved 
in border security operations: ambushes 
along cross-border trails that guerrilla infil
trotors may use, "mirdafim" (tracking down 
infi ltrotors who hove crossed the borders into 
Israel or the Occupied Territories), or 
reprisal raids into Arab territories against 
guerri Ila headquorten;, training, or staging 
areas. These raids wi II genera fly consist of 
large elements of conventiona I units, rather 
than re con units only. 

Two tactical recon units of particular note 
ore Sayaret Goloni (the recon unit of the 
First Infantry Brigade or Golani Brigade} and 
Sayaret Zonhonim (the recon unit of the 202d 
Airborne Brigade, also called the "Haruv" 
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recon unit). The Golani and the airborne 
birgades {including reserve units) are elite, 
speameader/ossoult units with high levels of 
trainingand esprit de corps throughout. Their 
use in numeral.'$ cross-border repri90 I raids 
has led them to be called "commando" units 
in press releases, which only further confuses 
the issue, 

The most noted Israeli special operations 
unitisthe second battolionofthetwo hundred 
and second airborne brigade. Thisisabautthe 
only special operations unit for which there is 
any reasonably complete l.A"lit history avail
able in open sources. 

The Israeli army has not always been as 
efficient as their string of successes in recent 
years would indicate. Moro le was particularly 
low in the early 50s as the army began to take 
shape. Arab terrorists infiltrated at will and 
Israeli repri90f raids were frustratingly unsuc
cessful. To battle the rising wove of terrorism 
a new type of l.A"lit was formed. The men were 
guerrilla fighten; who were familiar with the 
use of stealth, night raids, and fairly ruthless. 
These were the men that Ariel "Arik" Sharon 
selected for the new anti-terrorist unit, 
lkiit 101 in August of 1953. 

Not only was Unit 10 I the prototype of a II 
future Israeli elite units, but it was the 
cornerstone for the IDF's "Follow Me" form of 
personal leadership and aggressive combat. 

Unit 101, as such, only lasted for a few 
months, but racked upa long list of successful 
anti-te1Torist ops. After an overly aggressive 
raid in which the villagers were not cleared 
out of their houses before they were )eve led, 
Unit 101 was combined with the 890th 
{Independent) Airborne Battalion. The new 
composite '-"lit wos the 202d Airborne Batta lion 
which eventually grew to brigade size. 

The aggressive spirit of 101 was instilled 
into the men of the 202d. They were so suc
cessful that young paratroop officers were 
assigled to other units to sow this spirit 
throughout Zahal. (Older officers were 
encouraged to become ariborne qualified as 
a means of exposing them to this.) 

Today, the 2d Battalion of the 202d Air
borne Brigade is utilized on large sca le 
reprisal roids or as shock troops in assaults. 
The men of this battalion (and its sister unit in 
the 1st Infantry "Goloni" Brigade are the 
"commandos" of many newspaper articles. 

There is a cross- fertilization of sorts with 
men from the 202d and 1st being seconded to 
serve in Soyaret f'.Aatkal, and after their tour 
returning to their parent unit. In this manner 
there is a much la rger pool or reserve of 
experienced pen;onnel on top for special ops. 
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SAYARET MATKAL 

Stationed near be'er Sheva in the middle 
of Israel is the elite Israeli "reconnoiS$0nce" 
unit, Sayaret Matko I, the General Stoff 
Reconnaissance Unit. for security reasons, 
it is illegal to mention this unit inthe Israeli 
press, and many of its accomplishments ore 
attributed to "parotroopers". In the deluge 
of books following the successful rescue of 
the airline hostages at Entebbe (3-4 July 
1976) some sources listed the rescuers as men 
of various airborne units and the Goloni 
brigade. The two units involved were 
Sayoret Matko I and Unit 269. 

Duetothedense cloud of smoke to obscure 
this unit and itsoccomplishments, what little 
is known about it is often ambiguous 
and confusing. Some sources refer to it os 
"the Special Air and Commando Service", 
the "Special Air Service"(oftertheexcellent 
British unit); to bypass all of this official 
hooploh, this unit is known simply as "The 
Unit" (Ho Yehido) and its members as "The 
Guys" (Ho Hevreh). 

Unit strength is approximately 200 men, 
all of whom ore oirbome qualified and ore 
run through periodic amphibious training. 
As with most Israeli airborne units, choppers 
ore used for infiltration (insertion) and for 
extraction. (At this time there is no Israeli 
aircov U'lit; so, paratroopers serve in a dual 
function.) 

Although centered in Be'er Shevo, training 
exercises may toke them all over Israel and 
into neighboring Arab countries. Actual ops 
ore used for training exercises, particularly 
border security/mirdafim situations. 

The Unit was organized ofter the 1967 Six 
Day War to provide o U'lit specifically for 
special operations. lb first action was on 
31 October 1968 (Happy Halloween) when 
it was inserted by chopper on a ·deep pene
tration raid into Egypt. The Noj Mohmmadi 
power relay statTon and two bridges were 
blown to emphasize the vulnerability of 
Egypt and force deesca lotion of hostilities. 

The next op was 28 December 1968, when 
40 members of Sayoret Matko I under the 
Genel'QI Officer Commanding Paratroops and 
Infantry, Brigadier General Rafael Eyton, 
londed by chopper from ships at sea and 
secured Beirut airport, They then destroyed 
13 commercial aircraft belonging to Arab 
countries that hod aided PLO air hijackers, 
who were harassing Israel at that time, The 
whole operation was carried off without any 
civilian casualties or damaging any neutral 
aircraft. 

On 9 September 1969 PT boots and landing 

craft delivered a team to El Khafayeva small 
town some 2Smiles south of the town of Suez 
on the Gulf of Suez, This team consisted of 
men from The Unit, 6capturedT-54/55tanks, 
and 3 Soviet APCs, The guys then moved 
south along t he c:oostol road for 10 hours, 
during which time they destroyed three radar 
installations, killed 150 Egyptian soldiers, 
and captured two newly arrived T-62 tanks, 
which were embarked on the landing craft 
and taken to l:stael for inspection. This op 
has since become known as "The 10 Hour 
War," 

Late in '72 the guys inserted into southem 
Lebanon and captured two Syrian generals 
to exchange them for captured ISl'Oeli pilots. 

On May 15 1974 three mec:hablim of the 
PDF LP seized a school, four teachers, and 
100 students. After negotiations (with the 
usual exhorbitont terrorist demands) fell 
through,_ the unit was authorized to oS3Clult 
t he school, but by that time it was too late, 
t he terrorists were alert and managed to kill 
23 children and wound 60 more before they 
were finally eliminated, 

The most spec:toculor of the "spectaculars" 
is, of course, the Entebbe rescue of 3-4 
July 1976, Four C-130 Hercules C'Hippos" 
in the Israeli Air farce parlance) carried 
men of Unit 269 to take out the terrorists 
holding the hostages and a force of the guys 
as a security cover against Ugandan troops, 
two jeeps with 106mm recoilless rifles, an 
M-3 holftrack, a Mercedeslimousinetolook 
like ldi Amin's personal car os a ruse, and 
sufficient fuel in one plane for t he return 
flight. Although some sources list the team 
as 280, the actual number was half that 
including medical personnel and intelligence 
speciallsts assigned to remove the airport's 
new Soviet radar. In all 103 hostages were 
freed, numerous Mi Gaircraft supplied to the 
Ugandan air force were destroyed, seven 
terrorists were eliminated, and three terrs 
were captured. Ove.rall ground command on 
this operation was again by the General 
Officer Commanding Paratroapsand Infantry, 
at that time, Brigadier Genera I Dan Shomron, 

At the Beirut airport 28 December 1968 
and, again, ot the Entebbe airport 4 July 
1976 command of The Unit was under the 
General Officer Commanding Paratroops and 
Infantry (sometimes translated as Chief 
Infantry and Paratroop Officer), This points 
out the high level at which these operations 
fU'lction. There is a very abbreviated chain 
of command between the politicians who 
approve these ops and the men who carry 
them out. 



UNIT 269 
Uiit 269, generallyreferedtoos an "anti

terrorisf unit" without specifically naming it, 
is torgeted with eliminating terrorists in 
hostage situations, These are the men who 
are specialists with the silenced ,22 Beretta 
and the long range miper rifle. following 
the 1972 slaughter of Israeli athletes at the 
Munich Olympic Games, it was members of 
Uiit 269who<:9mprised the lsioeli "hit teams" 
who tracked down terrorists throughout 
Europe. Although not a normal port of "the 
Institute" (Mossod), they were loaned out for 
this function. Mossad fingered the targets, 
and Uiit 269 eliminated them. · 

Toto I monpowerof Uiit 269 isopproximately 
50 men and women. There are some times 
when o man cannot approocli a target as 
easily as a woman, ond Israeli women hove 
always assumed an active role in the defense 
of their country. Pel'$00nel for 269 are 
selected differently from most other units, in 
that combat veterans are drawn from other 
units rather than direct recruitment from the 
Ke let, os in almost a II other IDF units. 
Dispassionately eliminating on opponent, no 
matter how extenuating the circumstances, 
requires troops that have faced the necessity 
for taking human life, and even the best 
psychological tests today cannot predictwho 
will make a good member of 269, 

Uiit 269 is a direct result of the airline 
hijackings and expanded terrorism that 
threatened to isolate lsioel between the Six 
Day War and the Yam Kippur Wor. 

Unit 269 uses some of the training systems 
established by the Mossad ("Institute" from 
Centro !Instit ute forlntelligence and Specio I 
Operations). This includes special speed 
reading courses for rapid recognition of 
terrorist suspects in a hostoge situation and a 
special building where simulations require 
the trainee to identify and eliminate the 
terrorist upon entering a room without injuring 
the hostages. This system has been adopted 
by the British SAS Counter Revolutionary 
Warfare (anti-terrorist) group, the new U.S. 
Special Forces Operational Detochment -
Delta (the new U.S. anti-terrorist group), 
and GSG-9, the West German anti-terrorist 
group. Unit 269 is based within 30 miles of 
Nir Zvi. 
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On 8 Moy 1972 Sobeno flight 517 from 

Brussels to Tel Aviv was taken over by two 
men and two women belonging to Black 
September, After landing at Lad a irport in 
brae!, negotiations were undertaken to 
rescue the 90 possengersand 10 crew membets. 
While negotiations continued, members of 
269 practiced an assault on a similar Boeing 
707 in a hanger nearby. After split second 
timing wasarronged, the men madetheirway 
towards the aircraft disguised as mechanics 
to reinflate the airplanes tires so it could be 
flown off, They, then stormed the a i rp lone 
and e liminated the two male hijackers and 
captured the two female terrorists. 

The next major op to surface was an 9-10 
Apri I 1973 when 30 members of 269 made 
their way to Beirut aboard fast patrol boats 
and then inserted by Zodiak inflatable boats 
with outboards (paddling the last quarter 
mile). On the beach they met the Mossad 
advance team who drove each five man teom 
to its terrorist target. When the teams were 
finally extracted, they had eliminated Abu 
Youssef (Fatah's Chief of Intelligence), 
Komol Adwan (responsible for operations in 
ISl'Oel and lsioe li~occupied territory), and 
Koma I Nasser, as well as capturing numerous 
terrorist documents, and destroying severa I 
terrorist organization headquarters in what 
had previously been a ,;inctuary. 

On the Entebbe rescue mission, it was the 
men of269whowere targeted with eliminating 
the terrorists before they could harm the 
hostages, which they hand led admirably 
considering the inherent difficulties of 
identifying the terrorists among so mony 
innocent bystanders. 

The one Israeli team member who was 
ki lied on Operation Thuiderbolt at Entebbe 
was Lieut. Col. Yehonotan Netanyohu, who 
had served in the airborne Horuv recon unit, 
Soyoret Motkal, and Unit 269. He remains 
the epitome of the Israeli recon. 

NAVAL INFANTRY COMMANDOS 
Hel Yam, the Israeli Sea Corps, has units 

stationed at Ashdod and Haifa, Among the 
men who man Israel's missile ships, subs, PT 
boot~swift boots, and older destroyers is a 
unit, the Naval Infantry Commandos, who 
combine the obi lities of the U. S. Marines 
for amphibious invasions ond the U.S. Navy 
SEA~u::>T for SCUBA, sabotage, ond beach 

.reconnaissance. 
Currently there are between 300 to 500 

men assigned to this unit. Most are primarily 
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raiders for amphibious ops, but a small select 
unit consistsof "frogmen" trained in SCUBA, 
demolitions, airbome qualified including 
HALO for some, and the typical hand-to
hand and smallannsskills one would associate 
with a uiit of this type. 

Due to the close range inherent in assault 
combat, the Naval Commandos and swimmers 
still prefer the Uzi SMG. Ulits did have 
access to the Ga Ii I (5. 56mm a5'0ult rifle) as 
of 1 '173, just prior to the outbreak of the 
Yom Kippur War; elite uiits were the first 
equipped with the Galil. Range, however, 
is not as essential to the Naval Commandos 
as rate offire and magazine capacity. They 
also carry the FN MAG (7.62mm MG) for 
volume in larger operations. 

Although Israel used divers against British 
ships in the '48 War of Independence, it was 
not uitil the Six Day War of 1967 that this 
unit surfaced. During the 1967 Six Day War 
swimmers damaged Egyptian ships in Port Said 
and Alexandria. 

On 28 July 1969 swimmers sea led the outer 
perimeter wall of Green Island in the Gulf 
of Suez as part of the raid on an Egyptian 
radar site that deterred Israeli airc.raft from 
end runs up from the South. Guarding this 
installation was an elite Egyptian unit of 
commandos, which Naval Commandos took 
out. 

On 9 September 1969 lsrae Ii swimmers 
sank two Egyptian PT boats at Ras Sadat 
prior to "The 10 Hour War" (SEE Sayaret 
Matkal for details). This prevented the PT 
boats from overtaking the slower Israeli 
landingcraft necessaryto transport the tanks 
and APCs. 

On 26 September Naval Commandos trans
ported by PT boats attacked Ras Gharib and 
dismantled a new P-12 radar uiit which was 
lifted out by a CH-53 helicopter while the 
assault force withdrew by PT boat. 

During the 1973 Yorn Kippur War, lsioeli 
swimmers were transported by PT boat to Port 
Said (again) where they sank a tank landing 
craft, a missile boat, and severa I PT boats. 
Six were captured by Egyptian unitsandwere 
to be part of the exchange for noorly 5,000 
Egyptian POWs held by the IDF. 

During Operation Peace in Galilee in 
1982, Naval Commandos became a blocking 
force along the coastal rood to prev.!nt 
retreating PLO units from southern Lebanon 
withdmwing to Beirut. 

In several of the above incidents, the 
Naval Commandos ware desc ribed as "para
troopers" os smoke to cover the existence of 
this unit. 

ZAHAL 
The Zug Ha-Haganah Le-Israel, or Israeli 

Defense Forces, is composed of three very 
closely linked branches. Hel Yam, the Sea 
Corps, is small in both numberof men and i.n 
the dimensions of the ships used; however, it 
has grown in importance in defending the 
coast of IS1t1e l and Occupied Territories of 
the Sinai and in carrying the war to the 
enemy. The lsioeli Air Force is composed of 
fighters and fighter-bombers which function 
in a tactica I air support role as aeria I artil
lery; using them~ sophisticated jet aircraft 
available on the world market today, the 
IAF has maintained aerial superiority In the 
crucia I battle to protect Israel. The l$raeli 
Anny is the test laboratory for Western 
militarytechnology, where NATOequipment 
is tested ag::iinst current Soviet equipment. 

The ISTCJeli Army is composed of nearly 
every able bodied man between 18 ond 55. 
It is ironic in this oge in the West where 
more and more young men shirk their obliga
tion to their country, to find an army based 
on universi:il conscription. In America too 
many young men whine over conscription as 
an infringement ontheir rights, when forthe 
most part they foce only a couple of years 
inconvenience; whereas their Israeli counter 
part faces the real potential of combat on a 
daily bosis. The difference isthatthe Sot.a 
knows that should Zahal ever foil, he and 
all he loves wi II be erased from the Earth in 
a Holocaust more absolute than that of World 
War II. 

The large base provided by massive training 
allows Israel to maintain a reserve (Shervt 
Milium) that can be mobilized within three 
clays to meet the threat. The regular service 
(Sherut Sodir). is composed of the permanent 
service (Sherut Qevoh) career personnel and 
the conscript service (Sherut Hovah), who 
will either continue in the military as a 
careeroreventuallyend in aneof the 1'9$4!rve 
units. 

The function of the regular service is to 
serve os a training cadre and asthe first line 
of defense. Representingonly30%of lsmel's 
military strength, the regular service cannot 
singlehondedlydefend the nation, but must 
rely on reinforcement by reserve units. This 
is essentially true of a II armies; however, in 
the IDF the reaction time is phenomenal. 



ISRAELI RANK 
(U.S. equivalent and unit commanded) 

[Rav Aluf 
(Lt. Genera I, l7enera I of the Anny) 

Aluf 
(tw. jor Genera I, Ugdah) 

Tat Aluf 
(Brigadier General, Ugdah) 

Aluf Mishneh 
(Colonel, Hativa/Brigade) 

~nAluf 
(Lt. Col. , Gdud/llattalion) 

Rav Seren 
~jor) 

Seren 
(Coptain, Pluoah/Company) 

Se gen 
(lst Lieutenant} 

Segen Mishneh 
(2nd Lt., Mochlakaly!Platoon) 

Rav Samal llachir 
(Sergeant Major) 

Rav Samal Rishon Yekhidoti 
~ster Sergeant) 

Rav Samal Rishon 

Rav Samal Yekhidati 
(Sergeant First Class) 

Rav Sama! 

Sama! Rishon 
(Stoff Sergeant) 

Sama I 
(Sergeant) 

Rav Turai Rishon 

Rav Turai 
(Corporal, Squad) 

TUl'Cli Rishon 
(Private First Closs) 

Turai 
(Private) 
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lsiaell security meosures a9C1in make it 

difficult to dimate the number of military 
groU'ld units, but an educated guess would 
have SheiW Sadir consisting of at least: two 
armored brigades, one airborne bri9C1de, and 
four infantry and mechoni%ed infantry 
bir9C1des. Sherut Milium oon provide an 
additional 18 onnored brigades, 7 infantry, 
7 mechoni%ed infantry, and four more air
borne brigades. A brigade averages about 
4,000 men, and in 9ddition to the regular 
$0rvice units there will also be un its of the 
reserve undergoing their annual training at 
any given time. Owing a full mobili%ation 
the IOF oon pl'8$ent 3,000 ton~ 3,600 
annored penonnel carrien, etc., and 
90,000 ground troops. When this happens 
however, the economy of lsiael grinds to a 
halt as most of its available manpower is 
absorbed into Zahal; ISIQel cannot afford to 
fight long protracted WOil. Oumumbered 
nearly 70 to 1 in population by its Arab 
neighbors, the IDF mustfightqulck, decisive 
battles to prevent being overwhelmed, bled 
dry, or financially bmkrupted. 

The IDF is based on atriongularstructure, 
of three units per la rger unit: thrff squads 
(Kitoh) of 8-12 men per platoon; three 
platoons CMochlokoh) per company; three 
companies (Plugah) per battalion; and three 
battalions (Gclud) per bri9C1de. The next 
level or Ugdoh is composed of a variable 
number of units depending on the mimion 
and availability of troops. 

TRAINING 
Upon graduation from high school or upon 

immigration into l$10el, the citizen is 
expecNd to complete his basic tour of duty 
In Zahol. This will begin by reporting too 
loco I induction center from which he or she 
is transported to the Ke let. In contra st to 
the American system, the Kelet is more of a 
holding company where the new inductees 
are •>«>mined and tested.(Zahol ploceso 
heavy emphasis on psychological testing for 
various programs- especially pilots, officers, 
and members of clandestine organi%0tions. ) 

From the Kelet, the Turai ("private") ls 
moved to the training camp of his parent 
unit. Here he will undergo basic training 
with men, not only os part of his future 
organization, but with men of his actual 
squad. Whole units are trained at a time 
with Rav Turoi (Corporals) serving as drill 
in$h'Uetors for the men whowill '8rve in their 
squad. (With the smo II career oodre, there 
isa tremendous t urnover in units ona regular 
basis, and units os a whole ore, therefore, 
trained together.) 

Basic is lxisic, throughout the world, only 
the language is changed. ~the "tironim" 
goes through basic, he encounters the near 
univenal "drubbing" or physical exercises 
(pushups, pushups, and mot9 pushupc), the 
horo$111!ent of non-coms C"tirtur"), extended 
marches, and weapons trointng. 

Marches ore porticulorly Important to the 
conditioning of the future "flghterim"j they 
serve, not only, to get him Into top physical 
condition, but with the smo II size of Israel, 
they help to familiarize him with the terrain 
of various parts of the country, "getting 
acquainted with the borders". Marches ore 
done at 4-4 1/2 miles per hour and may 
buildup to an 80 mi le march cross-country 
in 24 hours. 

A man do=l't know his abllities until they 
hove been put to the test. Ei~t mile 
stretcher marches COIT)'ing a "wounded" 
squadmate is not only trying, but ties in 
with one of the unwritten rules of Zaha I. 
The IDF does everything humanly possible to 
recover its prisoners, wounded, ond even its 
dead. The desert war can be particularly 
barbaric with Israeli prisoners tortured or 
executed by their captors. It is not unusual 
for the IDF to risk o larger force to rescue a 
single man or smaller unit. Zahal takes care 
of its own. 

During this troining, the tironim becomes 
attached to his weapon in more ways than 
one. Zohol may not pit much emphasis on 
spit and polish parodeground perform:Jnce or 
militoryetiquette, but woetot he man whose 
weapon containso speck of dirt (or, shudder, 
rust). Morchesare performed with the weapon 
carried at the ready, slings ore not issued 
during basic. Look through photos of the 
IDF for a weapon slung over the shoulder, 
it may be slung near ot hand, but it is rare 
to see one slung just for marching. The 
tironim will eat, sleep, and exercite with 
his weapon. (The only reason he doesn't 
shower with it isfortheweapon'sconvenience 
not his own.) 

Sleep, what little there is, is done in pup 
tentv#lelter halves. Tironim are not housed 
In great barn like barracks, they train under 
field conditions. Heat, cold (yes, It gets 
cold in the Middle East), rain (yes, sometimes 
for weeks), sandstorms and whoteverelsethe 
Chief Rabbi oon summon up to make the 
tironim's basic haining more memorable, all 
are endured in the splendor of a two man 
tent. Three months under a canvos roof can 
woric wonders on o man's di5po'it1on. 

Di.-ing these threemont hs, firingexerci$es 
with a wide variety of rifles, Uzi$, machine 
guns, bazookas, anti-tank weapons, and 
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ISRAELI PARA BATT AllON (Yom Kippur Wor, 1973) 

Gdud (8ottolion) ~ 
~ 

••• 
IHcal 

I 

jHal 
I 

Plugoh (Compony) 
I 

m c6l ~ 
3 x Simm mortar 12-14 men on 3 jeeps 
or with MGs 
3 x 120mm mortor 8-16men on jeep 

mounted 106mm RRs 

••• 
jHal 

Machlakah (Platoon)~ 
9 men 

I 

8 ~ 
2 x MAG (7.62 MGs) Kitah (Squad) - 6 men 

3 x Uzi SMG 1 x 50mm mortor 
1 x 3. 5" rocket louncher 1 x FN (semi, 7.62) 

1 x FN with 'scope 

mortors fill the idle hours. Israel places 
muc:h mare emphasis on live fire "quickki II" 
instinctive shooting exercises than on ionge 
firing. The IDF philosophy of aggressive 
combat with high volume fire to suppress ond 
destroy the enemy is built into the training 
at the earliest stages. 

During individual combat tioining the 
squad storms hills, practice infi ltration, fire 
at hidden targets while moving in $<luad
sized l."lits, and practice house-to-house 
combat. Live grenades are used in this 
training, and while the risk is there, the 
close supervision of the ever present Rav 
Turai keeps caS1JC1lt ie.s to a minimum. 

After basic, the potent ial recon will move 
to "Via Dolorosa" (nickname for the School 
for Parachuting and Light Warfore), Two 
weeks will be spent going through the usi..al 
ground exercises -- jumping from training 
towers, piocticing PLFs (Parachute landing 
Falls), lectures on malfunct ions, and the 
proper way to enter and exit mookups of 
different aircraft (including choppers). 

The third, and fina I, week consists of 7 
jumps; the first two without weapons ond 
personal gear, the next with full gear, two 
woter landings, and two night jumps. After 
the final night jump the men make on extended 

1 x F N (selective fire) 

march with full gear at the end of which 
there is a ceremony where they ore presented 
their beret and jump wings of the Zenchanim 
or paratrooper. 

Training doesn't end here. There ore still 
fami liarizationexerciseswith tonksind APCs 
(M- 113s o rtheo Ider M-3 ha lftrack), weapon 
training with Arab weapons, and amphibious 
manewers from landing craft 1 PT boots, and 
Zodiak inflatable booh. 

Throughout a ll of this, the unit is still 
continuing marches to fumiliarize the men 
with the varied terrain oftheircountry. Lond 
navigation is essential too unit that may be 
operating behind the enemy' s lines, ond it 
is practiced again, and again, and again, 

Between "spectoculars", or major ops, the 
unit moy be involved in search and cordon 
operations in the Occupied Territories of the 
Sinoior We$f Bonk, bordersecurityops which 
may lead to "mirdofim" f'chosings" or 
tracking down terrorists, "mechablim" or 
"fatachniks" that hove crossed the border 
and left spoor of their trai I), and ambushes 
o long tioi Is, roods, or river fords that might 
be vsed by mechablim. 

8y the end of his fir# year of service, the 
new "fidtterim" may bea Rav Turai (corporal) 
and sent bock as a drill instruc:tor. 
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LEADERSHIP 
Zahol hos developed on impressive record 

for defending lsioel in o rather uneven test 
of re$0urces. Outnumbered nea rly '10 to one 
by their Aiob neighbors, fightingogoinst the 
resouces of several OPEC bocked armies, 
and fighting against opponents supplied with 
ever moresophisticoted Sovietweoponry, the 
Israeli struggle for survival hos rested on 
leadership up and down the chain of command 

With each succeS11ive wor, the Arab troops 
hove$hown greater command of their sophist
icated weaponry, and will to fi~t. Yet, in 
each, the turning point hos been leadership. 
Built on the Soviet model of absolute author
ity trickling down from above, the Egyptian 
and Syrian armies hove locked the flexibility 
their small unit commanders need to secure 
victory. 

The Israeli army ;,almost a mirror image 
in leadership philosophy. Zohol $elects and 
encovroges aggressive, intvitive, flexible, 
and dynamic young men. These men ore not 
commonder:s, they are leaders. They ore the 
first into bottle, and the lost out. 

In one of the earliest batt Jes of the fledgling 
army, a unit wos obovt to be overrun. A rear 
guard action was essentio I, but it was a 
certainty that the unit remaining would be 
wiped out. The officer and non-coms stayed 
behind tocoverthewithdrawol of the enlisted 
men I 

The cost hos been high in promising young 
men, but withal.It the personal $11Crifice and 
inspiration of such men, Israel might not hove 
s11rvived. 

The IDF does not accept the "$hoke and 
bake" philosophy of cranking out officel'$ 
from college courses or service academies. 
All of its officers ond non-coms are selected 
for their coutSes ofter basic and time in their 
unit. They don't moke the officer o soldier, 
they make the soldier on officer. 

The motto of the lsroeli officer<;ollt'Se, like 
its American counterpart, is "Follow Me". 

To the outsider, the lock of spit and polish 
uniforms, parade ground drilling, and the 
informo lity of the men towards their officers 
(such as colling them by their first name or 
nickname) seems unthinkable. The philosophy 
of Zohol is the time wasted on polishing 
bcoss or leoming precision marching is time 
takenawoyfrocncombattroining. The informal 
attitude towards officers is not disrespectful, 
you might not respect a man you hove to say 
"sir" to and salute, but you will respect a man 
who will always be leading, not just 
commanding. 

OPPOSING FORCES 
Although the forces of almost any MOSiem 

country may be involved during war against 
lsroel, the primary opponents throughout the 
thirty-five years of modem IS10el hove been 
Egypt, Syria, and the Palestinian terrorist 

"'oups. 
In many ways the armies of Egypt and 

Syria are hardly distinquishoble from their 
patron the Soviet Union. Armor, aircraft, 
artillery, small arms, onti-oircroft, anti
tank, and training all ore imported from 
the USSR. 

Against these opponents it isa conventiono I 
war. Egyptian commandos may insert by 
chopper behind your lines to wreak havoc, 
and Egyptian incursors C'frogmen") may 
cross the Suez Cone! to probe the Bar-Lev 
line, but byond large this is tonk and infantry 
warfare straight from the book. 

Information is given covering Soviet smoll 
onns, anti-tonk weapons, and armor that 
will cover actions against conventional 
Arab forces. 

Less predictable are the various Polestinion 
terrorist organizations. The distinction is 
made between guerrillas and ~rrorists due 
to the failure of the various organizations to 
adequate ly follow the various communist 
9uerri llo models in attempting to produce on 
indigenous guerrilla movement within Israel 
or the Occupied Territories of Gazo, Sinai, 
or t he West Bonk of the Jordan River. Hod 
they fo llowed this mode, they woukl hove 
become a more serious thTeat. 

Instead, they chose to follow a. course to 
achieve as much publicity for the pli~t of 
their people withsensationaloctsofterrorism 
asi:iinst civilian targets. It seems incredible 
that they foi led to forsee the consequences 
of such actions. Instead of winning support 
for the ir cause, they only drove away any 
potent lo I supporters throu~ indiscriminate 
acts of terrorism. 

Forced from their homeland when the new 
state of lsiael was procbimed from port and 
lo~r all of their nation of Palestine, it is 
hard to deny that the Palestinians hove o 
legitimate cloim. Peace will only come 
whenthe Israelis recognize the Palestinian's 
ri~t to a homeland, ond the Palestinians 
and their Arab allies recognize lsroel'' ri~t 
as well. As long as neither side is willing 
to compromise on ten'itorial demands there 
will be war and Nmor of war in the Middle 
East. 



The most commonly known Palestinian 
organization is the P. L. O. (Palestine Libe1C
tion Organization) which was formed in 1964. 
This has come to be os c:lose to a cent1Cl 
spokesmanosthe various factions will allow. 

In their heyday t here were over :lU groups 
vying for public:ity in the world press, recruits 
from Palestinian refugee c:amps throughout 
the Middle East, and onns and finances from 
either Egypt or Syria (which supported rival 
groups for their own nationa I interests). The 
confusion of covering all would be over
whelming: PFLP, DPF, PLA, AOLP, ALF, 
APO, FPPS, AMLP, and many more have 
been created. Plus the ins and outs of their 
histories is mindboggling: Yosir Mohammed 
Arafat is one of the founders of Al Fotah, or 
Tahir al Hotoni al Falestini, the Movement 
for the National Liberotion of Palestine, 
which was a rival to the Egyptian backed 
PLO. Subsequent ly, Arafat monewered to 
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take over the PLO. 

Many of these organizations c:arried on 
cross-border raids by a few dedic:ated men 
annedwithAKs, RPGs, grenades, and mines. 
Raids h<lve come primarily from Syria, Gazo, 
and Lebanon. The continued use of southern 
Lebanon as a sanc:tuory for the launching of 
122mm Katyushin rockets against Israeli 
kibbutzim has led to the series of IDF 
incursions and supplies and tmining to 
Christian Lebanese pam-militory organiza
t ions in this region. 

The most 1X1predictoble group is 8lac:k 
September (named ofter t he ousting of 
troublesome Palestinian groups from Jordan 
by King Hui.sein in September, 1970). This 
is the group respcin sible for most of the air
c:mft hijackings, letter bombs, the Loci 
airport massacre, the Munic:h Olympic 
Gomes massacre of Israeli a thletes, and the 
Entebbe hijacking. 

FEDAVEEN 
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Section II: Mechanics 

CHARACTER GENERATION 
Norma I character generation for Strength, 

Agility, and Alertness is rolled on 2d100. 
For $flecia I operations, such as ops for 

Mossad to track down terrorists in Europe, it 
is possible to run a female PC. Nonnal St, 
Ag, and Al are rolled. 

HEIGHT: 4'10" + ldlO" 
WEIGHT: 90 + 3dl0 po1X1ds 
AGE: 18 + ldlO years 

Name$ for either male or female PCs and 
NPCs are available on random ld20 tables 
These tables cover both lsiaeli and Arabic 
names for males and femo les. Any names of 
famous people is a matter of coincidence on 
a random generation table. 

Players are, of course, free to select or 
makeup their own character names. 

As a nat ion of immigrants, many of the 
lsiaelis $f>e0k several languages. All PCs will 
assumed to be $peaking Hebrew, the national 
language of lsroel. On a roll of ldl0/2 
{1-5, rounding up) the PC will knowthismany 
add itiona I Ian guages. 

To determine which languages, roll ldlO on 
the Language Table. lfone language is rolled 
twice, the character will $f>e0k that language 
with the fluency of a native G-io detectable 
accent); otherwise, he/she will have to roll 
for proficiency on 2d100. 

The incll'sion of severa I European languages 
may be useful for detached dutyoranti-terrorist 
operations in Europe. "Scandinavian" is o 
generic language which assumes the character 
is familiar with Swedish, Norwegian, Finnish 
1t1ther than requiring specific languJge skills 
which might be only marginally useful in this 
game. French can be useful as a cover for 
deep penetration in French Morocco. 

Proficiency is high, and allows all PCs with 
a language to understand and speak fluently; 
however, the majority will have a detectable 
accent that would betray them as not being o 
native of the country. 
M~ RECON skills remain useful (excepl 

Jungle Survival). There ore five new heavy 
weapons ski I ls: Surface-to-Air Missie (SAM). 
TOW, Dragon, Sagger, and 106mm recoilleSt 
rifle skills. The Grenade Launcher skill is 
replaced by the Rifle Grenade skill (using the 
bui lt-in launcher on t he new Goli l assault 
rifle). 



MISSIONS: 
Numerous ideas for fS1Qeli missions have 

already been given in the individUC1l sections 
on the various recon units. The following 
sugge$tions rehash some of those ideas and add 
a few more to help you get started. 

CROSS-BORDER REPRISAL RAIDS 
High ranking terrorist leadership wi II be 

meeting atthe headquarters at Khanaz Zabib, 
encircle and capture. They will be heavily 
guarded. 

The supply dump at Oasr al Hammam has 
recently received supplies of SAM-7 anti
aircraft missles. Destroy or capture. 

An fSIQeli pilot has been captured and is 
beingheld prisoner fora planned newsconfer
ence tomorrow. Release him. 

A terrorist hit team is waiting to CJ'!)SS the 
border at the village of As Suwaqah. This is 
the same team that hit the school bus at Kibbutz 
Meiron three days ago. 

A friendly Arab mayor in the village of 
Ma1daba in the Occupied Tertitories is to be 
eliminated by a team of terrorists as an 
example. Take out the terrorists. 

A Shin Beth (counter-intelligence)agent 
has been unmasked inthevillageof Ar Rabbah 
and is to be hanged tomorrow. 

A Katyusha rocket launcher truck has been 
located in the valley, Wadi Rajib. The high 
ridges make it impossible to eliminate by 
aircraft. Insert and destroy. 

The training base at Dayr Ali is about to 
go operational. Highrankingterrorist leaders 
will be present for the opening ceremonies, 
and there will be numerous instructors, supplies, 
and recruits. 

A recruiting team will be entering the 
refugee camp at Kufayr Yabus, eliminate them 
without harming the refugees(" Purity of Arms" 
doctrine forbids injuring innocent civi lions). 

The village of So'sa is hiding a terrorist 
team that isresponsiblefor mining the l'()(ld to 
Yesud Hama'alaand causingcivi lion casualties. 
Eliminate the terrorists, evacuate the civi lions, 
and destroy the buildings. 

Snatchthenotoriousterrorist leader, Doctor 
Hafez Jalloud, who will be traveling with his 
bodyguards in his Mercedes to the training 
base at Nawo. 

OPS AGAINST CONVENTIONAL UNITS 
The following cross-border ops will be 

against heavilyanned conventional army units 
of a neighboring Arab country. 

13 
Snatch General Sodoon Gohar to exchange 

him for a captured frogman. Intel reports he 
will be inspectingthearti llery battery at Tasil. 

Large amounts of diesel fuel in 55 gallon 
drums is being stored at Na'ran to refuel tanks 
in preparation for on armored at!Qck. 

Recently delivered T-80 tanks are at a tank 
park at Harasta for training their new crews. 
Destroy the tanks with explosives and remove 
one of the new laser sights. 

SAM-6 missles deployed on modified PT-76 
launchers are being moved into the Namir 
valley. Destroy the launch vehicles (can use 
explosives, jeeps with TOWs, or tanks). 

The latest Soviet IQdar unit has been 
deployed at Tafas. It is heavily defended by 
ground and anti"'Qircraa 4Jl'lits. Insert and 
destroy the anti"'Qircraa defenses so that a 
chopper can be used to ext!'lct the unit for 
study. 

Take a jeep mounted anti-tank unit to slow 
the advance of invading annor. 

Counter-attackthe heavilydefended heights 
of Mount Shihab (trenches, pillboxes, etc.). 
TACAIR will be available. 

SPECTACULARS 
The Terrorist Negotiation Table (l'NT) will 

allow you to build tension as the team plans 
and prepares for on assault if the negotiations 
should fail. 

Terrorists have taken a foreign diplomat 
hostage ~longwithhotelstaffandother guests) 
at the Ben-Gurion Hotel. 

Terrorists have hijacked on aircl'la and are 
holding the passengers hostage aboard the 
plane at the small airport of IG:ifr Sowm. 

Terrorists have taken the freighter "Songof 
Galilee" and are holding it in the Haifa 
harbor and threatening to blow up the ship, 
crew, and passengers unless certain terrorists 
are released from ISIQeli prisons. 

High ranking terrorist leaders are meeting 
in Beirut to plot policy for future opeiotions 
against Israel. Snatch or eliminate. 

An Arab nuclear reactor at Beit lah)'O is 
producing plutonium for nuclear weapons, it 
iscarefullydefendedfromairattack (this time) 
so an infantry op is essential to delay them. 

A new wrface-to-surface missle has been 
prepared and is undergoing testing at Beit 
Rashid. Destroy the foci lities (and snatch a 
missle for study). 

Soviet chemical weaponsarebeingsupplied 
to the airbase at Ashtaroth for use against 
reinforcing ISIQeli units in the Mitla Pass. 
These stackpi les must be destroyed with timed 
explosives to avoid contamination of the team. 
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COMBINED OPERATIONS TABLE 

Roleplaying is nonnally limited to a sqwd
sized operation; while this is acceptable in 
games which make no attempt to simulate rea l 
sitwtions, it reduces a wargame to the level 
of a comicbook adventure where one squad 
fights a war singlehandedly. To compensote 
for the large number of NPCs that may be 
nec:e$$Clry for on op (whether other sqwds, 
tracks, or anti-tonk units, etc:.) involved 
there is the Combined Operotions Table. 

This table will allow the MD to roll 
petiodic:a I ly ond determine how we I I the other 
units a re keeping up with the timetable for 
the ope1t1tion or how well they ore doing in 
combat. 

To use this system, the playerJ must plan 
the operation. They will decide how many 
extro units are involved, what their routes 
wi II be to their objectives, what their 
objective will be, and how c:ritic:al t iming 
will be to the suc:c:ess of the operation. Using 
the players proposed timetable, the MD c:an 
roll ld20 for EACH unittodeterminehowwell 
it is keeping up with its sc:hedule. 

The amo1K1t of DELAY depends on whether 
seconds, minutes, or hours ore c:ritioa I to the 
coordination of the operation. A unit con 
makeup lost time on rolls of "Advancing ahead 
of sc:hedu le" (wh ic:h wi II offset one roll of 
"Delayed"). Several delay rolls will put the 
unit further ond further behind on its op plan. 

WITHOUT COMM.UNICATIONS BETWEEN 
units - either radioes, runners, or visU1I 
sightin"5 - the PCs may be unaware of how 
the other units ore doing. 

The RISK Of ALERTING ENEMY UNITS In 
t he area increases 2"~ for eac:h four man 1.r1 it 
involved in the operation (exc:ept for the PCs 
whe.re normal Al rolls wi II determine). The 
risk for eac:h vehic: le increases the tota I 4%. 
Eac:h t ime the status ofall units is c:hec:ked by 
the MD, he will roll onc:e on 2d100 to deter
mine if any unit has ac:c:identally alerted the 
enemy. (A ro ll on 2d JOO below or eql.Q l to 
the tota l risk indicates possible o le rt; ro ll 
ldlO on REACTION TABLE to determine the 
enemy's response.) To detennine whic:h unit 
tripped up Oiow c:lose to the PCs), you c:an 
number each unit and roll ldlO. 

If the enemy opens fire, o 11 U"I its within 
hearing will be alert and edgy. They may 
orient towards that unit expecting an ottac:k 
from that direction and reinforce the area 
towards whic:h the PCs ore moving or strip 
that area to reinforce where the fire is coming 
from (whic:h all depends on whether the unit 
that tripped up is near t he PCs or not), and 
how $eriously t he enemy commander (/oAD) 

takes the risk of an ottack at that orea. 

INSERTION 
There are a voriety of means of insertion os 

in the basic RECON game. Since most Israeli 
recon/special operationsunitsarecomposed of 
men from the airborne units, pal'Qc:hl.tes or 
choppers oan be utilized, using the norma l 
airborne or LZ proc:edures. Operat ions that 
involve Naval Infantry Commandos may use 
SCUBA for insertion. Inflatable boats may be 
used.by any of the RTs as amphibious tsoining 
is given to all of the elite "commando" U"lits. 

The good old combat boot (whether Golani 
black or Zanhanim red} oan be used for foot 
in•rtion. However, due to the mechanization 
of Zahol, there are sevel'QI new options. PCs 
may use World War II vintage M-2sc:outcors, 
or M-3 ho lftrac:ks, jeeps with 106mm rec:oi lie~ 
rifles, jeeps with TOW anti-tonk rockets, 
M-113 Armored Personnel Corriers, or mC1y 
ride on (or in the Merkhavo) tank. 

For "soft skin" veh ides such os jeeps, trucks, 
etc:. the ROADKILLtm system from SAN 
SUCCI has been included and expanded, 

For armored vehicles there is an Bxtensive 
section ofthissupplementdevotedto roleplay
ing a c:rew of on armored vehicle or using 
NPCvormor for combined operations. 

New to ROAD Kllltm for those of you al
ready familiar with the system is a table to 
c:over "jumps" over sanddunes, etc:. as in 
numerous action movies. Assuming there isa 
dU"le, the table gives the d istance a vehicle 
will travel for eoc:h Smph speed, the damage 
the vehicle will take fora jump per 5mph, the 
maximumdamagetheshockab$0rbe~uspension 
system oan absorb, and the maximum damC1ge 
thato vehicle canobsorb before being toto lied. 
The maximum damage for jeeps has been in
creased in keeping with its off-road abi lity 
(e.g., for military iather than civilian jeeps) 

Upon londing from a jump, a vehicle must 
make a Control Rall os if it had been rammed. 

An additional OFF ROAD table has been 
added. When driving overland through rough 
terroin 6-ocky, llt1nddunes, swamp, etc:.) ot 
Speed Factors 2 or 31 driverJ should make 
periodic Ag ro lls (to compensate for the many 
objects they would have to maneuver to avoid 
while driving in rough terrain). For any Ag 
ro ll that is missed, roll 2d100 on "01 or 02" 
the vehicle will suffer some damage, roll ldlO 
to determine what happens to the vehicle. 

Smallannsmay be fired from moving vehicles 
as "Marksman Running"; however, anti-tank 
weapons such as the 106mm recoilless rifle or 
a TOW cannot be fired with any ac:c:urac:y 
froma movingvehic:le. The vehicle must halt 
whi le the weapon is brought to beor. 
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RDADKILL:M 

SEE ALSO PAGES 14 & 31 
Driving vehicle$ isa nece$SOry skill formoneu- TRUCKS ore 10 to 18 wheel cargo vehicles. 

vering around a city. The following sy5tem is Because they accelerate $0 slowly, there are two 
designed primarily for high speed and high ri5k acceleration units per Speed Factor, ute the 
situations. Puttering about within speed limits higher Speed Factor if they are in the middle. 
involves minimal risk and will only slow ploy to JEEPS ore designed more for durability than 
compute maneuvers; so, calculations are Amited acceleration or high speed turns. 
to multiple maneuvers (trying to do more than LIMOUSINES tend to hove mushy suspensions 
one thing In a 5 second Combat Round) at speeds for the comfort of the passengers; therefore, they 
equal to or less than the vehicle's Come ring comer poorly. They olSo tend to be big, heavy 
Maximum, or any maneuver or condition change bodied COi'$, .ymich limitstheirocceleration. Some 
ot speeds obave the Comering Max. examples orei Rolls-Royce, Cadillac, Mercedes. 

The Cornering Maximum is the fo~~estspeed ECONOMY CARS (small imports), VANS, and 
that o vehicle can ,afely tum a comer (9()0 tum) PICKUP TRUCKS all have narrow wheel bases that 
on dry pavement. This value varies with the type limit their cornering ability. Typical F.conomy 
or Class of vehicle: Trvck, Jeep, Limousine, Cars ore VWs, Hondas, and Pintos. 
Economy Car, Family Sedan, Motorcycle, or FAMILY SEDANS are typical mid-sized Ameri-
Sportscar. con can; most Chevies, Fords, etc. 
THE CONTROL ROLL MOTORCYCLES sepresent the better bikes (not 

The driving system is based on the character's the very heaviest hogs or the lightest city toys). 
Agility. To calculate a choracte('s chance of A sidecar foropos.senger reduces bothacceleration 
safely performing a maneuver you will odd the and comering. 
values of all maneuvers he is attempting that CR, SPORTSCARS are any fast, responsive (good 
the Road Condition value that applies, and the handling) car. It may be on import such as a 
values of the Vehicle's Condition. You will Ferrori, Jaguar, etc., or an American "muscle 
multiply this total by the number of Speed Fa*rs car" such as a Charger or Malibu. Modified cars 
above the vehicle's Cornering 1'klx. Then, you with bigger engines and better suspen5ions would 
subtract this total from your character's Agility fit in this category. 
and roll against this number. To safely perfonn, ----------------
the maneuver the player must roll equal to or le~ 
than the totol. MANEUVERS 
CLASSES OF CARS There are ten basic maneuvers. 

The Cla$58s of ~rs ore determined by their The SWERVE is when a driver attempts to dodge 
ability to occelerote and to comer without going something by making o quick little change in 
Out of Control. direction. 
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A quick lone change would involve two swerves, REVERSE QCln be don'!! sofely at 1/2 of the 

a swerve into the other lone, ond a sweive to Cornering Max of a vehicle (except motorcycles) 
stroightenout; likewi$e, adodgeontothe shoulder os long as it is in o straight line. Any foster 
of the rood would involve two swerves for the speed or maneuvering wi II require o Control Roll 
vehicle to parallel the rood. involving all current conditions. 

A CURVE i5 following o bend inthe rood that is ROAD CONDITIONS. 
no more than one-quarter of a circle. Road Condit ions ore valued by how good the 

MULTIPLE CURVES ore o series of tums without traction is on that surfoce. Pavement is the best 
even o very short stretch to oompen90te. This is (value O); so it does not subtract from the Control 
cummulotive, that is, odd the effect of oil curves Roll. Rood conditions in increasing value ot 
since the last stroight stretch, even from previous danger ore: rock or rough pavement (potholes, 
CRs. An "S" shaped rood would Involve foW" cracks, patches, etc.), di rt, sand, grovel, rain 
curves, if there is no straight stretch. or mud, oil, and ice. 

A 90° TURN would be a sharp tum, such as, When o vehicle goes from o better road condl-
tuming a comer, This sharp tum Is risky ot high tion too worse one, make a Control Rall. 
speeds, and i~ value is correspondingly higher. 

A BOOTLEGGER is the old moonshine rvnners' 
maneuver of slamming on the brakes, downshifting 
skidding the cararound in a tighttum that leaves 
it headed back the direction it came from. The 
maneuver takes one complete CR; the next CR the 
driv~r con begin accelerating from 0 mile$ per 
hour (mph). This is the mod risky single maneuver 
and should only be attempted by characters with 
very high Agility. A bootlegger con only be done 
by cars (not trucks or motorcycles), and the car 
must begin the CR at Speed Factor 2 or 3 to have 
the momentum to complete the maneuver. 

A SIDESWIPE is when two cars ore i\Jnning side 
by side and one swerves into the other to knock 
the other car off the rood. The impact of the 
maneuver may co use either c:or to go OUT-OF
CONTROL, so, both will make CONTRO\. ROLLS. 
The swerve involved is added separately, the 
value for Sideswipe indicates the effect of illlflClc:t 

A RAM is hitting the other car with the front 
of your car (or rear in rever$4). A ram wi 11 cause 
both drivers to make CONTROL ROLLS. 

A CUT OFF is swerving in front of another car 
to stop it. This maneuver Involves at least three 
others (which ore added separately) accelerating 
ahead of the other car, a swerve, and o STALL 
or emergency broke too stop. The cutoff vehicle 
may not be obleto stop asfastos the manewering 
vehicle and may oceidentolly or intentionally 
RAM it. The driver ofthe cutoff vehicle must 
make a succeS$ful Alertness roll to hove the option 
of intentionally ramming; otherwise, instinct will 
cause him to react by STALLING. 

A ST ALL is on emergency brake to o complete 
stop in one CR 6io matter what the vehicle's 
speed). During o stall, the maneuver will still be 
multiplied by the highest Speed Factor the car 
was doing that CR. 

VEHICLE CONDITION 
When the driver or front seot passenger is fired 

at from ahead, o missed shot(or hit) will penetrate 
the windsh ie Id with o 25% chance (01-25 on 
2d100) of shattering the windshield. The player 
must make an Alertness roll, or be lfartled by the 
disintegrating windshield and make a Control Roll 
Windintheface will continue to affect oil future 
Conm>I Rolls (odd "windshield out" to all flAure 
rolls). 

When any tire is shot out or damaged by some
thing in the rood, the player must make a Control 
Roll. The vehicle's maximum speed is reduced 
one Speed Foc:tor for eoch flat tire. All flAuN 
Control Rolls must be calculoted ot one higier 
Speed Foctor·thon th. vehicle is octua lly maneu
vering {e.g., a car with o flat tire moving ot 
Speed Factor two - its current max - would 
calculate its Control Rolls using Speed Factor 
Three). 

If the driver is wounded while driving, he mutt 
make an Al roll. If he foils the roll, he mult 
make o Control Roll ago Inst a II current conditions 
including "driver wounded". A wound recei'Ved 
prior to or during driving will affec:t all Control 
Rolls; odd "driver wounded" to oil Control Rolls. 

A vehicle that Is sideswiped must make a 
Control Roll including the "sideswiped" condition 
The car doing the sideswiping only odds the side• 
swiping maneuver, not the vehicle condition. 

A moving vehicle thot is rammed must make a 
Conhol Roll, including the "rammed" condition. 
The car doing the ramming only adds the rommlng 
maneuver, not the vehicle condition. 

If a car is Cut Off the driver must make on Al 
roll. If he fa~ instinctively slams on the 
bmk8' for o Stoll (and must make a Control Roll 
for the Stoll and Cut Off) If he makes the Al 
roll, he con decide to Stoll or to Rom (both will 
involve Control Rolls). 
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For a vehic:le to be at that location, the MD 

must roll less than or equal to the number given 
SPEED FACTORS on 2dl00. 

For eac:h Closs of vehicle there is an ac:c:elera- This table eon be used to c:h•c:k for troffic: when 
tion value given, or how many miles per hour the a ear would like to mov. into the oth•r lane to 
vehicle's speed c:<1n be increased or decreoted paA another vehicle. 
(except for Sto I ls) in a CR. A vehicle con norma I- The table c:on also be used to check for traffic: 
ly ?c:c:ele'?te three units above its Cornering Max from side streets ot intenedions (espec:lolly when 
to its Maximum Speed (except Trvc:ka). These 3 running a red light during a cha.,). 
units of ac:eeleration/deeeleration ore the Speed SKIDS 
Foc:ton. The Speed Fac:tor value is I, 2, or 3, Wh h" 1 f • 1 It c t I " 11 't • Out 
not th t I 'I h All Cont I R II en a ve 1c: e a1 s s on ro l\O 1 1 1s 

e 0~ ~ mi es per our. ro 0 s of Control and will skid 1/2 the distonc:e It WQU(d 
are multiplied by one, two, or three . • (If the 1 ha CR th h' h st ed 't do" 
vehicle is moving at its Cornering Mox or le•, dtra~e that CRatF e •g e spe • 1 wassk"dmg 
stHI multiply by one). . ur1ng t t • . o! game puiposes 'fl!ore 1 s, 

S• e .__.._ I -&.... '- I th 1f the c:ar remains m control (makes its Control 
inc: ....... ~ ac:c:e e...,, .. muc:o s o-r, ere are R II) Al 'h d'ff • • 

two 1. t ' •t Speed F ~ If "t . o • so, 1 gnore t e 1 erenc:es m stopping 
ac:c:eiera ion Ul'll s per ac:,or. 1 is . be 'ff Cl f h' l 

· the 'ddl f Speed F d the h' he distances tween d1 erent asses o ve 1c: es 
;r;,.ed ~'eto e 

0 
a 0 or, use •g r during o Cut Off (whic:h in relaity might yield o 

lfa 
0

hl rl.. .. d 't ust 1 t L.. "Rom" ac:c:identally if the maneuvering vehic:le 
ve c: e 1s ..,oppe 1 1 m aece era e nvm } 

0 mil85 per hour. Each CR it can increase ltl swe~ed too c:lose • • 
speed by the number of mph listed for that Class . Skids. al.low Out of Control vehicles to crash 
of vehicle (e.g. 0 truc:k can increase itupeedby mto bu1ldmgs,_ parked can, trees, etc:, (Seethe 

5 h h CR ' I ·ho • by DAMAGE section} 
mp eae , a motoreye e wit ut s1dec:ar V ht 1 . 11 -'-'d . h d' t' f he I .. 

20 mph/CR, etc:. ), e c: es w1 111.1 mt e 1rec: ion o t ax 
Likewile 0 vehic:le that ·smovlng c:an decrease maneuver attempted, or at 4!f to its road c:ourse 

its speed ~the aeeelerati~n value. A VEHICLE (either left or right, depending on the Out of 
MUST DECELERATE IN A PREVIOUS CR TO ~Co~n~t~ro-1 _Ta_b_le_) • ....,. ________ _ 

TAKE ADVANTAGE OF THE LOWER SPEED CRASH DAMAGE 
FACTOR FOR CONTROL ROLLS. Control Rolls When a vehicle is Out of Control and there is 
are c:olc:uloted using the highest Speed Foc:tor the an On Coming Vehicle, roll ldlO on the CLASS 
vehic:le was doing that CR. OF VEHICLE to determtne what will be 

· hit. The MASS of the vehicle will determine the 
damage done. Roll 4d10 for the speed of the 

Ollf OF CONTROL on coming vehicle in mph Oow speeds Indicate 
When a driver fai ls a Control Roll, he must the vehicle is ac:c:e leroting from a ltoplight, stop 

c:heek the Out of Control Table. How many sign, a tum, or other manewer). U.. 1d10 for 
points he missed his roll will determine the effect parked can on "thoulder" situations. 
on the vehlc:le (for automatic: Out of Control To determine the damage, multiply the MASS 
situations roll 3d10). of the Character's car by its SPEED in miles per 

If no SKID. is indic:oted, the vehicle will only hour. Do the some for the On Coming Vehicle. 
t<ike damage if it collides with on On Coming Acid these two numbers '°9ether, eac:h vehicle 
Vehic:le. will have 1/2 the total points, check eac:h 

If a SKID is po•ible, the vehicle eon toke against the CRASH DAMAGE TABLE. 
damage either by on On Coming Vehicle OR, If In a RAMMING •ltuatlon, the ramming c:or 
there is no on-coming vehicle, by skidding off will take 1/6 of the total points ond the rammed 
the rood into a building or other obstacle. The ear will take 1/3 of the totol polnb (dhregord 
skid Is measured only if there is no on-coming the "extra" points). 
vehicle. In a SIOESWIPE (OutofControl) the sideswiping 

v•hlele takes 1/3 of the total polntt, the side-
ON COMING VEHICLE swiped vehicle takes 2/3 of the tot:il. 

The On Coming Vehicle Table gives the per The On Coming Vehicle In a NFlshtailing on 
,cent c:hance of a vehicle being c:lo.e enough for Shoulder" situation would be o parked vehlc:le, 
o crash, There are six conditions: Doy condition treat ib tpffd as 1d10 t imes MASS) to repR1$18nt 
for c:ities, highwayV'su~, and i1C>loted Cl•ss Inertia. 
traveled ONOs) and Night chances in the some In a SKID do the normal MASS times Speed tor 
locales. the character's vehicle and add the value for the 
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type of buUdlng or other OGrect. The vehicle 
will take Z/3 of the damage, and the building 
wlll ta1ce 1/3. If the butldlng total excedes the 
Penetration Value, the vehicle actually crashe.s 
throu~ the wall 1/2 the distance remaining in its 
skid when It hit the wall. 

f o keep track of the distance between the 
vehicles, begin by spacing the vehicles out the 
distance they begin. 

EXAMPLE: Car II tumsa comer and sees Car A 
pull out from the curb ot the miclale of the block, 
20" ahead; !01 the two model cars begin 20" 
apart. 

MAXIMUM DAMAGE Car 8 tails Car A for several blocks staying 20" 
At or above the maximum damage for a vehicle apart (both are traveling at 30mph) to avoid 

it is "totalled" and will not operate onymor.. At detection. After 3 maneuvers the driver of Car A 
1/2 lllOX. damage, a vehicle ls Nduced 1 Speed doesan Al roll, makes it, and becomes suspicious 
Factor. At Z/3 of max. damage, a vehicle is of the car copying his maneuve11. He begins to 
Nduced another Speed Factor. At !V'6 of max., accelerate to "shake the tail". Car A Is a family 
the vehicle Is Nduced to Its comering max as its sedan and accelerates at 15mplv'CR (+15"/CR); 
maximum~ (or one mON Speed Factor, which Car B Is a 1pOrtscar and accelerates at 20mplv'CR 
ever is theToW'er speed). or (+20"/CR). Since Car B ls accelerating at a 
INTERSECTIONS higher rate, it will gain +5" each CR. The 

At an Intersection with a stopllgflt, there is a models will lust be moved closer together. 
25% chonce the light is Nd (lasting ldl0+2 sec.) At the end of the first CR the cars ore 15" apart 
If a vehicle runs the red light, check the On (20" origina I distonce + (Car A 15" - Car 8 20")) 
Coming Vehicle Tobie for cars entering the Inter- The second CR, Car A continues to accelerate 
section from the side street. If there ls o vehicle (adds another Speed Factor of+ 15; it is now up to 
indloated, the driver should make an Al roll to 60 mph) and Car 8 also accelerates another Speed 
detect it. On a successful roll the player may Factor (+20; it Is up to 70 mph). Car A with two 
attempt to avoid It either by making 4 swerves to Speed Factors adds 30"'; Car B with two Speed 
dodge aro~d it and continue the direction he was Factors adds 40"; so, Car B gains 10" on Car A. 
going or tum Ing at the lntenection (either will At the end of the second CR the mode ls are 5" 
require a Control Roll). apart (15" apart at the end of the first CR - 10" 

If the player foils the Al roll, there is a ciash; closer this CR). We didn't have to movethem60" 
follow the nonnal ciash procedines. and 70"; just the chonge In distance between them. 
SCALES/PLOTIING Using two different systems allows us to see 

On the city map a gtain of rice is about the where the cars are in the city (where they can 
size of a cor ~ 1/720th scale) and a kernel of twn or might hit red lights) and to visualize the 
com Is a truck. On the city map is a scale situations better with models. Although you can 
One-tenth of an Inch (one Increment or space on get by withoi.t the models, they add o certain 
the tcale) eq1.10ls one mile per hour each CR. On flavor to the game thot the rice lacks. 
the city map move the marker {grain of rice, etc.) EXAMPLE: SITUATION 
the scale distance actually moved each CR. If You are the bodyguard/chauffeur for She ik 
Car A is moving at 60mph, move its marker 60 Ahmed Mustafa Hu$$ein. You are driving him 
Increments (6") each CR. If Car 8 Is moving ot back to his condo late at night, after a meeting 
70mph, move Its marker 70 increments (i"') on the of the Pan Arabian Natural Gas and Oil 
map each CR. (PANGO) consortium. Suddenly you notice thot 

We can plot on the city map or MD map the one pair of headlights has duplicated each of 
actual distances moved, to tell how far they are your last three turns. You goose it and accelerate 
from intersections, curves, etc. for manewers. through 2 green lights and run a red light (1 i% on 

When using toy cars with the bulldlng floor- 2d100; a roll of 63 on 2dl00 on the On Coming 
plans, in one 5 second Combat Round a oar would Car Table indicates there are no cars i;rossing 
move 1" for each mile per how 6nph), e. g., 30" that intersection when you do--15% chance in a 
at 30 mph, 60" ot 60 mph, etc. As you can see city at night). 
this could require a fair amount of room. The other car is pulling abreast of you. There 

Since the main situation we will be concerned is a gunman at the window. With iCreeching 
with for measurements ls the distance ~en 2 tires you tum right at the intersection. You are 
cars for shooting or rams, the two (or more) toy driving at 60 mph (2 Speed Factors above your 
vehicles ccm be placed on the table to t'epresent Cornering Max). MAKE A CONTROL ROLL, 
the distance between the vehicles. Movement The Control Roll involves a 90° Tum Maneuver 
around curves and comers would be plotted on (15); Road Condition: Pavement (0), and 
the city map or an MD drawn map. Vehicle Condition: Normal (0). This totals to 
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15. This is multiplied by the two Speed Factors If the LAW/RPG misses, but the vehicle is 
(15 x 2 = 30). Thirty, then, is subtracted from within the damage or blast radius, the passengers 
the chauffeur's Agility (48-30 = 18). The chauf- will take normal damage - 5 points. If the driver 
feur only has an 18% chance (2d100) of keeping is wounded make a Contral Roll for "Driver 
the limo under control. The player rolls a 23 on Wounded" AND "Rammed". If the vehicle i& 
2d100, and the limo is Out of Control! within the blast iadius, make a Control Roll for 

He mis.wd his roll by five points. On the Out "Rammed". There is a 5% chance of engine 
of Control Table, the five indicates the caris damage ~oppingthevehicle in ldlO CR), 01-05 
"Fishtai ling" (rearend swerving) on the near on 2dl00. There is a 20% chance of a flat tire, 
shoulder or sidewalk. 01-10 mmt t ire, 11-20 rear tire on 2d100; this 

This is happening in a city at night. There is will affect Control Rolls and reduce the maximum 
a 15% chance there will be an on coming car Speed Factor one for each tire. 
(In this case a car porked next to the sidewalk). E ES/GRENADE LAUNCHERS 
On 2d100, the MO rolls 52, there is no On GR NAO . . 
Coming Car and the miss is less than the Skid To throw or shoot a grenade into a moving 
Level sot~ chauffeur manages to bring the car vehicle, subtract 5 from your Agility for each 
back ~ndercontrol . (If the chauffeur's roll hadn't Speed Factor above the Cornering Max. and use 
been so close, he ~ould certainly have skidded theappropriate si.zetorgetarea (probably window). 
the limo into one of the bui klin9S on the near As an altemative, you can. throw t~ gre~de 
side of the street.) in the road ahead of the veh1c.le. This require& 

estimating where the vehicle will be when the 
grenade detonates (make an Al roll to determine 

COMBAT: SMALL ARMS the best target area; if you make the roll,the car 
The driver of any vehicle may only fire a pistol will pass that spot a s the grenade explodes) .• JM. 

using the NMarksfnan Running'' modifier while grenade will ignite the fuel tank and destroy the 
actually driving. car and its occupants. 

To fire ot a moving car, select the particular A grenade in the cab of a truck or the passen
area that you are firing at, u&e the "Target Run- ger compartment of a car wi II do 2dl00 damage 
nlng" modifier, measure range, and roll 2d100. to each character in the vehicle, A grenade in 

To fire from one vehicle ai another involves the back of a truck will do normal damage to the 
several different situations. occupants depending on their distance from the 

If both are moving at the SAME speed and grenade. Roll on Out of Control Table (3d10), 
NEITHER is swerving or making other maneuvers, If the grenade misses going in the vehicle or 
use the normal target size, range, and roll. The rolling directly under it, but the vehicle passes 
.Marksman can be " Braced" on t he ear body if the through t he blast radius as It explodes, use the 
car Isn't maneuvering and is on pavement, damage procedures outlined for LAWs, 

ON ANY SURFACE OTHER THAN "PAVE
MENT" THE MARKSMAN MUST ALWAYS USE 
THE "MARKSMAN RUNNING" MODIFIER TO 
COMPENSATE FOR THE CAR BOUNCING. 

If the target vehicle is maneuvering, treat it as 
"Target Running". 

If the morbnan's vehicle is maneuvering, treat 
it as "Marksman Running". 

If the vehicles are movingat DIFFERENT speeds 
the faster vehicle is harder to shoot from (use 
Marksman Running) and harder to hit (use Target 
Running) when fired on. 

LAW$"RPGs 
When using an anti-tonk weapon against a 

fast moving, soft1kinned (unarmored) vehicle, 
subtiact 5 (from the per cent chance to hit) for 
EACH Speed Factor above the target's Cornering 
Max. LAWs and RPGs will destroy anything 
srna lier than a truck on a hit; for trucks use the 
Hit location Table In Recon, P• 41. 

FLAMETHROWERS 
If the windows are rolled down, the occupants 

of a vehicle will take normal flamethrower 
damoge plus a roll (3dl0) on the Out of Control 
Table, 

If the windows are up, the passengers are t:Jfe, 
but there is a 25"/o chance the fuel tank will 
explode and destroy the car and occupants. The 
jellied fuel will cling to the vehicle for 3 CRs 
and the driver must make an Al roll each CR or 
panic and be Out of Control. If Out of Control 
roll 3d10 for the outcome. Also, roll 2d100 for 
possible fuel tank explosion each CR. 

ARTILLERY 
A direct hit by artillery will destroy any 

vehicle and its occupants. If the vehicle passes 
through the blast radius treat os you did for LAW 
or grenades using the damage for the particular 
artillery round. 
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CONTACT TABLES 

To represent combat in the Middle Eost, it 
is necessary to U$e o new set of Contoct 
Tables (eoch of the modules to dote hos in
cluded new Contoct Tobles to odd variety to 
the game; if fomiliority doesn't breed 
contempt for on rpg, it con breed boredom, 
which is worse). 

Included in the Contoct Tobles ore two 
terroin tobles. One represents the occupied 
lends of the Sinoi, which resembles whot we 
might envision the Middle Eost to be like 
from movies: vost expenses of SIOnd, rock 
strewn woste lands, rocky buttes, ond o few 
SU!prises, such os "morshes" of muddy standing 
woter (but without the ve~tlon we would 
ossume from the nome, here in the U. S.). 
The other toble is for the Golen Heights ond 
Lebonon, This is o hilly to mountainous 
oreo with wide volleys, lots of rocks, and 
occosiono I forests of smo II scrubby trees, 

The Terrain Tobles will help you describe 
the situation to the players. They ore fairly 
generalized for rou9h terrain for combat ond 
exclude the more cultivated oreos o long the 
Meditteroneon Second the Jordon ion Volley, 

The Civilia n Contocts ore more useful for 
clandestine ope11:1tions. During hot periods 
of octual combat, civilion sightings will be 
few ond for between (for thot motter in some 
of this terrain, civi lion sightings wi II be few 
and far between). For civilion NPCs, keep 
in mind thot they may be refugees during 
wortime or people mindingthei r own bU$iness 
during clandestine operations. 

The Vi llage Tobie con be used for either 
onArabvi lloge of concrete, stone, orodobe 
style houses or they con be used for the 
occasional Bedouin tents of the Sinoi (don't 
overdo this; it's not on everydoy occurence), 

The Enemy Toblesossumeyouoreoperating 
in on oreo neorthe front lines during o wor or 
in o heovi ly patrolled ond defended oreo of 
some importance within their borders. 

For ops ogoinst the PLO, rolls indicoting 
armor would genero lly indicate the presence 
of conventional units from the host country, 
such as Syrian armor supporting the PLO in 
Lebanon. The PLO did posess some tracked 
vehiclesofitsown in Lebanon, older vehicles 
supplied by sympathetic Arab notions, 

GEAR 
l=eli recon units do not weor special 

patches, insignio, or heodgeor. Zohol is 
fairly low key on unit insignio, prefering to 
denytheenemyony Order of Battle informo
tion possible, 

Unit 269 hos wom civilion clothing on ot 
least two of its ops, the Lod Airport hostoge 
situation osmechonicsond the Beirut terrorist 
HQ roid in street clothes. 

Soyoret Matko! used coptured Egyption 
uniforms, persona I weapons, ondormorduring 
the "10 Hour Wor", The men $elected for 
thot op o II spoke Arabic, ond the disguise 
went so for os to include identity cords. 

More conventiono I operotions will involve 
stondord Israeli uniforms. Heodgeor con 
consist of small-billed fatigue cops, berets 
(red for oirbome, though os with U. S. 
Spec io I Forces, the beret is io re I y wom in 
the field), ond helmets. Helmets con be of 
two kinds, the older U.S. steel pot helmet 
or the more recent ballistic nylon IDfdesign. 
Both ore usuol lycovered with o mesh comou
floge net, (I hove stillneverseen on lsroeli 
trooper with twigs, etc. sticking in the net 
for camouflage.) 

Helmets, eithersteclornylon, will reduce 
the critico I hit on o head shot to "01" ond 
wi II reduce domoge on the "02" (brain on 
hit loeotion, 02--05 on Upper Body Hit Loca
tion Chert) by five points of domoge. 

Zohol is now issuing Americ:on style flok 
vests, ond hos done so since just prior to the 
Yom Kippur Wor of 1973. Flak vests will 
reduce hits to chest ond obdomen by five 
points. REDUCE ALL Ag ROLLS BY -5. 

For grenades ond orti llery, ro II Id l 0 to 
determine how mony fragments of shrapnel 
hove hit the chorocter to moke up the totol 
domoge he hos token. Roll seporote hit 
locations for each, ond reduce the toto I 
domoge token by five points for each thot 
hits on the ch~ or abdomen (only if covered 
by o flok vest). This 0150 incorporotes 
criticol hitson hit locotion into grenodeond 
ortillery domoge by moking it possible to 
hove shropnel do critical hits. Helmets will 
still reduce shrapnel domoge but only on 
non-ctitico I, 02 or 02--05, wounds. 

Uniforms can be Americonstyle olivedrob 
fatigues, on eorth brown fotigue, or on odd 
"tiger stripe" of O . D. (olive drab) with 
horizontal stripes (thot look like they were 
put on with a pointbrush) of brown, dork 
green, ond light green. Zohol does not issue 
a dress uniform; it is not o polOde ground 
army. Khaki with epaulettes for rank o re 
the nearest too dress uniform as you will 
see. 

Around the neck of eoch troope.r on o 
leother thong (Jor silence) is his ldetltity 
Discs with his name, service number,ond 
blood type. This is often covered with o 
convos pouch to prevent noise should it 



bump into something. Also carried on the 
trooper is a "prisoner cord" with the inform
ation he is allowed to give: number, rank, 
blood type, vaccinations, name, and family 
name. 

Web gear is fairly similar to G. I. issue 
with a pistol be It, etc. About the only 
major difference is the use of leather thongs 
to tie some ammo pouches; although this is 
more silent than snaps, it con be slower 
in a firefight. 

Boots are leather and come in two colors: 
black for most 11lits and reddish-brown for 
the airborne. 

The ISlllelis ore not as freaky over edged 
weapons as most Americans, and seem 11C1tis-
fied to use on issue bayonet. NDT TC SCALE 
ISRAELI SMALL ARMS 

PISTOLS 

The . 22 co liber Beretta automatic is used 
for clandestine operotions for its iow noise 
I eve I and high rate of fire . Members of 26 9 
are trained to use it from only a few feet 
their forget, and to empty a full mag into 
the chest. 

The .38 Special revolver isa civilian 
handgunacquired bysomeannorand aircrews 
as their persona I weapon. 

The 9mm automatic, particularly the 
Brown ing/F N is popular due to the inter
changeability of 9mm ammo with the Uzi. 

SUBMACHINE GUN 

The most wide ly known Israeli weapon is 
the 9mm Uzi SMG. It is well balanced and 
con be fired with one hond, It can be fired 
semi- or full auto using 25, 32, or 40 round 
magazines. The weapon of choice for all 
ops pre-1973, it can be fitted with a "con" 
or suppressor. 

SHOTGUNS 

Shotg1K1s do not seem to be used by the 
lsiaelis, preferring the high rate of fire of 
the Uzi. 

ASSAULT RIF LES 
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the standard lsiaeli weapon from 1967-1973. ~11=:...:-:.=....a.J c::i 
The FN aS11C1ult rifle in 7. 62 NATO was~'--~...ri 

It was issued in the semi-automatic version, 
rather than the selective fire version, It hos 
a 20 round box mare2ine. 



22 
The M-l6AI in 5.56mm was i55ued as a.n 

interim weapon as the IDF $Witched from the 
7.62mm FN to the 5.56mm Gali I. It is still 
in use with many reseive units. 

The 5.56mm Galil 6iickname "Glilon"), 

series of weapons. Its longer 11:Jnge and ~J I = J 
is a selective fire weapon based on the AK ~ 

high rate of fire allows itto replace both the?" 
Uzi and the FN. It was first iswed to e lite 
units in late 1972/early 1973 in time to 
see action during the Yorn Kippur War. It 
oan be fitted with a bipad which will seive 
as a bottle opener 6o "Rowoi" / riflemen 
wouldn't bend magazines opening bottles) 
and as wire cutters. It has a builton grenade 
launcher for rifle grenades, and as such, TC SCALE 
eliminates the nHd for the M-79 or other NOT 
specialized weapon and replaces the 52mm 
morto.r for close support. (When fired prone 
U$lng a bipod add +5, either semi- or " "!>Ck 
and roll"). 

MACHINE GUNS 

The Browning . 30-'06 air-cooled MG is 
still in use by reserve units. Most have been 
retrofitted to 7.62mm NATO to avoid the 
logistical problems of an odd oaliber. 

000000 ------------

The FN MAG (Mitrailleur A Gaz) in 7.62 
NATO is the basic light MG. It is belt-fed, "~ { 

b~pod mo.unted (+5. when prone usin!! the ~ 1; ci~ f 
b1pod, either sem1• orfull auto). Tripods --~ _ _ · 
can be used (rarely on raids), they will odd 
+ 10 to hit, but require one fu ll CR to molKlt 
before the weapon c:on be used. (Jhis is 
o lso true of the M-60). "Magi st" is what 
the IDF nicknames their machinegunners. 

The Browning .SO oaliber heavy MG is 
mounted on tanks.and APCs for anti-aircraft 
and infantry suppression fire by the track 
commander. It receives the +10, tripod 
equivalent bonus, only when the vehicle is 
immobi le. · 

ARAB SMALL ARMS 

PISTOLS (Officers and tank and heavy 
weapons crews) 

Soviet weaponry is the mainstay of the 
Arab armies and terrorists. As suc;h the 
Tolcarev 7.62x25mm is o camman handglKl 
for offie41rs, pilots, and tank and heavy 
weapons crews. 



The ~.korova (9mm snort) is bosed on the 
Walther PP de$i9J11 and follows the Soviet 
U$O of odd co libers to prevent enemy troops 
from using cciptured Soviet supply dunps. 

SUBMACHI Nf GUNS 

The Port Said is on Egyptian copy of the ~ 

replaced by Soviet weapons. \.l 

9mm Swedish K/Corl Gustav SMG. It was=::!J~ rrq"' 0° 0 ;f'j 
used in the 1957 Suez War, but hos been=>· ~=:::;:;;::;:::;_;::=::;::Jr 

The PPSh in 7. 62x25mm was used in both 
the Suez and Six Doy Wars, bid hos since 
been ,..pieced with folding stock AKs. 

ASSAULT RIFLES 
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The SKS in 7. 62.x39mm is a semi-auto 
carbine. After 1967 it was phased out of ~ ~ 
front line troop$, but sti II could be en- (LJ 

countered on sentries in rear areos. 

The AK and AKM or AK-47 b the 7. 62x ~e~=p. 
39mm stondord issue weapon for Arob ond ___..)/<..LJJ .L---JI 
terrorist troops. The folding stock version U 
is common among porotroopt, commandos, 
incursors (Egyptian "frogmen"}, ond in use 

by Israeli recon units (prior to the intro of ~~~~~~~=====>=~=:fGb 
theGolil). ~· 

The SVD {Samozariadnyia Vintovko Drog-
unollO}, 7.62x.54mm sniper rifle uses the 
lorgersized round for the PKS belt-fed MG. ,..----f'-~~;;;;;..;:~....,.....,._...._, -

The AK-74 in 5.45mm hos been issued to c====:...l..-.-W.,...., .......... ,.....,--Ji.--- ..J>-_._....__. 

Soviet LA'lits since 1975. As yet there ore 
no reports of ii being in the Arob arsenal, 
but wi 11 certainly make on oppeoronce for 

elite Arab units (olthoughthe USSR maywish ;:::::J~C:~~;=:rc==i:::::::J!;FS?s~===;-6.hil~ 
to phose out the older AKs by selling them [/" ~~ . 
to their allies). Damage will approximate 

0 
the 5.56mm M-16/ Galil round. 

MACHI NE GUNS ~==:=:::;:=:::e~F:i..19~:. 
The 7.62x.39mm RPK is a long borreled ~ LJ& = ~ ,fl 

version of the AK-47 with either a 40 round 
curved "bonona" magazine or a 75 round 
drum. 

The 7. 62x54mm PKS is a belt-fed light 
(biped mounted) MG. 

The 12. 7mm (.SI cciliber} DShK heavy 
MG is foundprimorily mounted on the tunet 
of tonks or APCs for anti-a ircroft and ground 
troop suppression. Again, it is another of 
those odd ccilibersto prevent use of its ammo. 
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RIFLE GRENADES 
Rifle grenades are fired from an attachment 

over the bamil of the weapon; modem systems 
allow the weapon to be fired normally without 
removing this ottochment. To actually fire a 
grenade, it is slipped over the attachment ond 
a blank cartridge is placed in the weapon to 
launch it. Th is process will require one CR to 
perform. 

For the Gali I (the most common) use the 
normo 1 grenade Launcher Tobie. The maximum 
range is 200 metErs; within that range the 
lsioeli system is occ""1te ~s the M-79. The 
rifle grenade con fire HE, WP, smoke, or 
everything but flechettes. 

DOWNING BIRDS 
In the basic RECON rules, there is not a 

detailed section on downing enemy aircraft, 
eithe r fixed wing aircraft or rotary wing air
craft (choppers). Since the U.S. was the 
only side using aircraft for ground support 
ml$sions, it was unnece$110ry for a detailed 
system to cover NPCs downing aircraft. 

In the Arab- Israeli wars, both sides hove 
extensively used aircraft for tactiool air 
support ond helicopter a$110ults, resupply, and 
medico I evocu::ition. It is approptiote at this 
time to coverpossibleonti-g ircraft techniques. 

These rules will cover downing either fixed 
wing or rotary wing aircraft using either $1110ll 
arms or shoulder fired Surface to Air Mlssles 
(SAMs, the most common being the Soviet
supplied SAM- 7 "Grai l" whichisusedby both 
sides, the Israelis using many captured arms). 

With either system there ore four possible 
outcomes: MISS, with no damoge; DISABLES 
some system where the bird must discontinue 
its attack; CRASH which may force down a 
chopper (bvt doell"l't necessarily destroy the 
bird oritspo$$8ngers); and EXPLODES in mid
air destroying the bin:! and all personne l 
inboard. Fram the outcomes, you con see that 
any hit will have some effect on the bird. This 
obviously exaggerates the domoge done for 
game purposes. 

For smo II arms fi re on birds, there are three 
tables: FRONT, SIDE, and BOTTOM. Use 
the FRONT tobleasthe aircraft approaches or 
pulls away. Use the SIDE table as on aircraft 
posses by, but not directly overhead. Use the 
BOTTOM table when an aircraft passesdirectly 
overhead. 

When the bird is within the range table for 
your weapon, you may fire on it as you would 
for any other target. Du! to its extreme speed 
aircraft are treated as only man-sized targets 
ot any range. If the bird is moving, treat as 
a "man running" and subtract from range from 
from your marksmanship with tho! weapon and 
rall 2d100. If you hit, roll on the hit location 
table to detennine the location and damage. 

Any strafing run wi II take ot least one CR, 
ollowing PCs to fire their l'n'lximum number of 
rounds. With five rounds, two would be as 
the aircraft approaches, one either overhead 
("bottom"} or side, and two as the aircraft 
pulls away ("front" table again}. 

If the target is a helicopter hovering, treat 
asa "man standing" for ranges upto twice the 
maximum listed on the table for rifles, Add 
+ 10 for ranges less than the max. 

GRENADES 
Grenades, either hand or rifle, may only 

be used against choppers with doors open to 
the passenger comportment. Measure the range 
and treat as o "window-sized space" if the 
chopperismoving or "door-sized space" if the 
chopper is hovering or on the ground, and roll 
on the grenade tables. If the grenade explodes 
on target or within one yard of its intended 
point of impact it wi II be within the chopper 
and wi II oouse it to EXPLODE. If the frog 
lands outside the chopper and exp lodes, roll 
for damage on the chopper hit location table 
for damage. 

LAWs/ RPGs 
LAWs and RPGs may only be fired ot biros 

hovering or on the ground. The target is 
LARGE. Substitute OBLIQUE for BOTTOM 
shots on aircraft. Any hit by a LAW/RPG is 
t reated as EXPLODES. 

SURFACE TO AIR MISSLES (SAMs) 
The U.S. Redeye and the Soviet SAM-7 

"Grail" ore both used in the Middle East, with 
Arab and Israeli forces. Zahol makes optimal 
use of captured weapons to supply its troops, 
using captured sma II arms, tonks (the lsroe Ii 
T-1967s ore simply captured T-55s from the 
1967 War), artillery (p-:irticularly Katyushos), 
ond RPGs. Captured weapons ore much 
cheaper than imports. 

Both the Redeye and the Grail ore shoulder 
fired, infrared guided {heat seeking}, low 
altitude anti-aircraft missles. They hove an 
effective range of ab:>ut two miles or 10,000 
feet altitude, and home in on the engine 
exhausts of aircraft. 



With the SAM skill, you will roll your base 
per cent on 2dl00. This will be affected by 
the ronge to the target and the target speed. 

For airplanes, you wil I only get one shot 
per pa$$ of the aircroft. With choppers you 
have time to fire one missle ot extreme range 
(two miles) ond a second at one-half mile; IF 
you have o loader whowi ll reload you (he 
mll$t make a successful Ag roll or there wi II 
be a delay of one-half CR, which will allow 
o jet to get away and a chopper to move by 
you out to one mile away). 

ORGANIZATION OF ISRAELI ARMOR 
Israeli armored units ore organized in the 

common triangular structure. A platoon con
sists of three tanks. There ore three platoons 
per company, plus a headquarters element 
that contains two more tanks ~oto l of 11 at 
full strength). A battalion con con to in three 
to four companies, plus the heodqv:irters 
element of three tanks and two APCsl 

An armored brigade consists of two armored 
battalions and o mechanized infantry battalion 
(mounted on M-3 half tracks or M-113 APCs). 
In a mechanized infantry brigade the propor
tions of infantry to armor is reversed, with two 
mechanized infantry botta lions to one armored 
battalion, 

Although Zchal uses a variety of a rmor, 
M-4&, M-60s, and Centurions, the tanks in 
one battalion will be of one model to simplify 
the logistical problems of spore ports, 

I 
HB 
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SAMs con miss. They can be defectively 

manufactured, made defective by rough treat
ment in the field, poorly fired, or confused by 
multiple targets or evasive action. 

For SAMs subtract themodifierforthe target 
at its current range and roll against your base 
to hit. lfyouhitroll 2d100 ogainstthedomage 
table. In combot SAM- 7s tend to domoge the 
jet exhausts causing aircraft to discontinue 
their attack rather than movie-style mid-air 
explosions. Sti II, what would a game be 
without a few dramatic kills. 

X3 
I 
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Section Ill: 
Track Contntander 

INTRODUCTION 
The proper opponent of annor is armor. 

Although the Egyptian infantry posed a 
valiant opponent to the Israeli tankers with 
t heir RPGs and Anti-Tonk Guided Mis.sles 
(ATGMs), ult iRIQtely infantry is a limited 
obstacle to the armor and firepower of modem 
tonks. Nowhere has modem armor fought in 
such numbers in recent years as Sinai and the 
Golan. Whi lewemight postulate hypotheti
cal NATO/Warsaw Pact confrontations, such 
systems would have to be based on results 
of armored conflicts between Soviet supplied 
annor and anti-tank weapons to the Arabs 
and Western supplied tanks and onti-tank 
weapons to the Israelis. The wars in the 
Middle East have become a testing ground 
for the Superpowers, while avoiding direct 
armed confrontations them$elves. 

With their basis on armor and anti-tank 
weapons fr:>m 1967 to the 1982-83 Summer 
War in Lebanon, these rules have a fo~tion 
in the deve lopment of mast of the RIQ jor 
weapons systems that would be encountered 
should Ru$$ia and the other Warsaw Pact 
nat ions invade Western Europe in the near 
future. 

Only those vehicles in the armories of the 
beligerent nations between 1967- 83 are 
included due to availability of dato. This 
does include the T-72 which confronted the 
Israeli produced Merkhava for the first time 
in t he Bekaa Valley of Lebanon during the 
Summer War of 1982. However, the numerous 
NATOvehicles or World War II variants will 
have to await exponsion, should there be 
adequate interest. 

COMPARISON OF ISRAELl-ARAB ARMOR 
If you compare some of the foctors on the 

various mode Is of tanks used by the Israelis 
and the Arabs, you will notice that some of 
these factors are weighted in favor of the 
Israeli tankers. This is not from anti-Arab 
bias, nor to favor PCs; rather it represents 
$0me of the differences inherent in the design 
of Soviet supplied armor versus the British and 
U.S. desigis. 

Soviet tanks ore small to minimize their 
silhouette or target area. As a byproduct of 
this approach Soviet and Arab tankers must be 
smo lier than average men; yet, still function 

in a cramped environment. Added to this is 
the lackofa turretcage, a platfonn that moves 
in synchronizotion with the turret, which 
forces the loader and gunner to maneuver 
around to stay up with the moving t urret and 
increases the rislcof being injCA"ed bythe main 
gu-1 recoi I or ejected shell casings. loaders 
in So-J'iet desi !Jled tanks must be left handed 
to load '1ells from the position they must as
sume to load the RIQ in 9'-"' I 

This low silhouette design presents other 
problems for the crew. First, the main gun 
must be e levated (raised) after eaoh shot to 
allow the next round to be inserted; since 
shells must be inserted from the top of the 
breech but there is insufficient clearance in 
the cramped turret. Each time this is done, 
the gun must be brought to bear on the target 
with a <lertain amount of error, rather than as 
one continuous operation. Second, this lack 
of turret space means the main gun cannot be 
depressedmore than 4° from thehorizontal; so, 
the tonk cannot fire from a higher elevation 
than its target without fully exposing itself 
(as opposed to a hulldown position). The 
larger turrets on Israeli tanks allows theirmoin 
gun to be depressed 10°, and the tanks to fire 
from a hull down position (with part of the 
tank concealed behind an object). 

The t raining of Arab tankers follows Soviet 
doctrine. Without optical rangefinders to 
accurate ly determine range, the Arab crews 
must estiRIQte songes, which reduces their ac
curacy ~nd first shot probabi lity). Soviet 
doctrine encourages massed fire by a II tanks 
ona single target to compen.::ite for this in-<Ic 
curacy; however, this denies the Arab crews 
t he mobi le, one-<ln-one tank combat system 
which t he Israelis utilize so successfully. 

lssae Ii tankers prefer to byposs much of t he 
ranging ca le u lat ions (and de lay) by fi ring 
flat trajectory APDS (annorpiercingdiscarding 
&abat rounds). This allows them to simply fix 
the enemy in their crosshairs and fire without 
calculating elevation. While not as accurate 
as extended calculations, it is much quicker 
in a situation where split seconds are critical. 

Soviet doctrine does not encourage initiative 
a long the chain of command. Instead, there 
is a rigid system of trickledown authority. 
This is represented in only the Soviet platoon 
tank having two-Nay radio communications; 



a II other tanks cannot broad cost information 
bi.k only receive orders. While this d08s re
duce unnecessary chatter on the command 
channels, it does make it difficult to hand off 
a target that one tank spots to other tonks in 
the some unit without hand or flag signals from 
tank to tank. 

Soviet doctrine also directs that a II tanks 
fight in the "buttoned up" condition (with all 
hatches closed). This reduces the visibility 
the crew has of the tenain and what may be 
in it (such as Israeli tank$)! In combat the 
Arab tanks would always be fighting using the 
redu~d observation of "buttoned up". This 
practice also adds crew fotigue and resulting 
inaccuracies from the heat of the arid desert 
in a cramped tank. Soviet tanks are not de
signed with crew comfort as any priority. 

BUTTONED indicates the crew is inside the 
track with all hatches closed {and looking 
through periscope$, vision blocks, or sights). 

UNBUTTONED indicate$ some of the crew 
are exposed, with head and tor.o . out of the 
hatch. 

The T-62 has an autoloader to increase its 
rate of fire; however, when it is used a hatch 
on the top of the turret must remain open so 
the spent shellcasing con be ejected directly 
out. If the hatch is closed, the casing will 
ricochet around inside the fighting compart
ment (very possibly injuring one or more men). 
This hatch must bea tempting target for lsiae Ii 
infantrymen at close quarters. 

As you have probably already surmised, 
many of the major problems facing the Arab 
soldiers isa result of Soviet supplied equipment 
and training, rather than from inherent differ
ences between Arab and Israeli fighting men. 
The much maligned Arab soldier hardly deserves 
the reputation that Soviet mismanagement has 
procured for him. 

Armor has ployed such a significant role 
in the Arab-J90eli wan, that it is nece$110ry 
to include extensive material on tracks (tonks 
and armored personne I carriers). Whether a 
sm:ill elite unit facing armored opponents or 
an armored platoon or shock troops operating 
atop tanks, the necessary rules become fairly 
involved. 

NPC ARMOR 
In the following sections you will find the 

necessary details to allow TRACK COM
MANDER to be used as an RPG; however, you 
may only be interested in having one or two 
tanks in suppo_lf of your PC$ or have APCs for 
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your team. When track crews ore NPCs you 
should minimize the number of rolls involved 
to the bore minimum. Rolling for maneuvers 
that don't involve PC$ will only slow the 
game and bore your players. 

Basioally, you need an Alertness forthe TC, 
an accuracy for the moin gwi, and the rate 
of fire. Israeli tonks should have the bon1Ms 
included for main gun accuracy and rate of 
fire. The TC's accuracy with his .SO machine
gun may not be necessary until a specific 
situation arises. Other details can be gener
ated for an NPC crew as background for the 
detail conscious MD. 

Playersconl'IA'l two characte1S, a member of 
a track crew (which might be more active 
during the march to an objective) and a recon 
who will be more involved in the assault on 
the objective. This will allow players and 
MDs to become fomiliar with TRACK COM
MANDER gradually, until both ore ready to 
try a pure armor scenario. 

In an attempt to be as comprehensive as is 
reasonably possible, you may find too much 
information to assimilate at one time. Pick 
and choose what you want. You may want to 
start off with simple armor versus armor or 
armor versus infantry scenarioswithoutoptions 
such as anti-tank guided missles, smoke, night 
observation devices, maneuvering within a 
tow, etc. It is much better to start with a 
solid foundation and buildup. 

ROLEPLAYING 
As an option, these rules can be used to 

roleplay a tank crew. The rules are based 
on a typical armored crew of four men: 
Commander, Driver, Gunner, and Assistant 
Gunner (or loader). 

The basic attributes: St, Ag, and Al are 
rolled wing 2dl00. 

Normal Hei!jht, Weight, and Age rolls can 
be made for TC characters. 

As with SAYARET, TC characters should 
roll to determine the number of language skills 
they posess; this could be important for radio 
intercepts of enemy tank communicationsor 
during escape and evasion from a disabled 
tank. 

CHARACTER CLASSES 
In a tonk crew of most tanks there ore four 

men with special tasks and responsibilities. 
It will be up to the players to argoniz.e their 
PCs into a crew. If an NPC must be used to 
fill out a crew, the Assistant Gwiner should 
be fi lied by an NPC. 



28 
The Track Commander (TC) orders the 

course of the vehicle and desigiates the 
targets (orders which target to fire on first). 
He must have a high Al to recognize the 
threats of enemy tanks, ATGMs (onti-tank 
guided missles), RPGs, mines, aircraft, and 
other dangers. Additionally, he should have 
a high St, because it is Standard ~rating 
Procedure (S. O. P.) for ISIOe Ii commanders 
to operate from on open turret where they 
can see and coordinate. Only inthe heaviest 
artillery, do some of these commanders seek 
shelter within their turret; the casualty rate 
is high among TCs. 

The Driver is in immediate control of this 
multi-ton behemoth. Seated at the fore, he 
wi II require a high Al to detect threats to the 
tank and its crew (although his view wi II be 

SKILLS 
Any new TRACK COMMANDER character 

begins with ldl 0/2 + 3 skills (4-8 skills). 
Although he is free to select any of the 
original RECON skills, he will increase his 
and his crewmate's chance of survival by 
selecting from the following list. (Any player 
character that chooses primarily RECON skills 
is a recent replacement and operates ot a - I 0 
on his first three tank missions. If he and the 
rest of the crew survive that long.) 

Detect Mines - (+5 Al) This skill allows PCs 
(in an unbuttoned condition only) to increase 
t heir ability to detect mines in roads or other 
terrain. 

Engine Maintenance - The first time this skill 
is selected, the PC rolls a base per cent for 
knowledge of diesel engine maintenance. Al I 
additiona I skills increase this by ~5. For any 
engine damage or breakdown, the MD wi II 
roll 2dl00 for the difficulty in repairing the 
engine. If the difficulty is greater than any 
PCs maintenance ski II in that area, then the 
damage is not field repairable. The MD's 
roll will also represent the number of minutes 
required to repair the system to an operable 
state. 

First Aid - The firstoid skill allows any PC to 
treat wounds with basic first aid (which will 
remove two points of damage per wound, 
except Critical Hits, "OJ, 02"). As with the 
Medic Ski II, no wound may be treated more 
than once to remove additional damage, but 
later wounds may be treated. As with the 
Medic Skill, it requires one CR per St point 
restored; during which time the PC applying 

restricted compared to the TC's; see OBSER
VATl ON). The Driver should also havea 
high Ag for rapid manewers (ROADKILL). 

The Gunner must have a high Al to site and 
range the target. He determines the accuracy 
of the main gun of the tank. 

The Assistant Gunner (A Gunner) or Loader 
will determine the vehicle's rote of fire. He 
must have a high Ag to load the gun rapidly. 
Should the Gunner be killed, the A-Gunner 
wi II assume his duties. 

In estoblishing character classes, the PC 
with the highest Al will probably be the TC. 
The next highest Al should be the Gunner. 
The highest Ag should bethe A-Gunner. This 
is not a requirement, but is recommended. 

Once the roles or character classes have 
beendeterminedforeach PC, the players can 
now add their bonuses and select skills. 

first aid cannot perfonn any other crew or 
combat functions. This skill is open to oil 
RECON characters. 

Forward Air Controller - As in RECON, this 
skill allows a character to call in airstrikeson 
a target. (Normally, this would be performed 
by the TC.) 

Forward Observor - Due to their familiarity 
with artillery from coordinating tank main 
guns, artillery F. O. is open to any crew 
member. 

Machineg1.n Ski II - The TC should posess the 
Heavy MG Skill to fire the .50 caliber MG 
on the turret by his hatch. (If he fa ils to have 
this skill, treatas "UifamiliarWeopon", -15). 
The Gunner, at least, should have the light 
MG skill; if he fails to select this skill, treat 
as Unfamiliar Weapon. 

Main Gun Repair - This skill allows the PC tc 
make field repairs on the main 9un mechanim 
for elevotion and troverse. (It does not allow 
him to make electrical repairs on infra-red or 
night observation devices.) The system is the 
same as lingine Maintenance. 

f\bvigation - (+5 Al) This skill like Land 
f\bvigation for Point allows the characterto 
have a better chance of remaining on course 
on longdistance ops. Treatas land Nov with 
occasiona I terra in features to make them 
realize that they ore off course. 

Night Observation Devices - When selecting 
this skill, the player must select either infra
red or light Intensification. Light intensifica
tion is appropriate for post-1973 scenarios 



only. Without this skill, either system may 
be used with o 10% chonc;e of system mal
f111ction (irreparable in the field), 01-10 on 
2dl00, eoch time the system is used. 

Sog{l«lr Wotch - (+5 Al) This bonus applies to 
characters in on 111buttoned condition. It 
increoses the chonce of detecting the launch 
of any anti-tonk weapon, but only one roll 
per CR by each player with oppropriote field 
of view is ollowed f~ each onti-tonk weapon 
lo111ched, whether ct tt;;i;' vehicle or ot any 
other. 

Smo II Arms - Appropriate sma II anns for o 
track crew are: Pistol (9mm Browning), Pistol 
(.38 Special), or Uzi (9mm SMG). The Uzi 
with its high rate of fire ond compact size 
is idea I for tonk crews; however, you con see 
numerous photoes of lSIQeli tonkers wearing 
pistols. 

Survival - This is essentiolly the Mercenory 
Skill "Desert Training". There are seven 
ski lls already listed: Detect Water, De~ect 
Sondstonns, Detect food, Identify Mirages, 
Ride Camels, Ride Donkeys, end Ride Horses. 
&Jchoftheseskillsmust be selected separately. 

Detect Water - In this dry tenoin, there is 
only o 5% chonce thot there wi 11 be water in 
the vicinity. The MD will roll to determine 
if there iswoteravoi lable whenever characters 
ore looking for it. (Which is, of course, on 
opportune time for distinquishing between 
heot refraction erected miio{l«ls and the ree l 
thing.) 

Detect Sondstonns - There is a 2o/o chance 
that there will be o $Clndst~ on any op; if 
the MD arbitrarily decides to include o $Clnd
storm, any character with this ski II gets o 
roll to detect it in t ime to find cover. 

Detect Food - Even in the desert there is 
food for the wary survivalist; it may not be 
very appealing (lizards, birds, bird or snake 
eggs, a snake, small rodent, o buzzard, o 
deod oni1110I oarcoss, o jackal, ontelope, or 
in•cts, such as lacusn). There is a 10% 
chance that food wlll be in the vicinity; you 
con then roll ldlO on the obove list and 
detennine what it is. 

Riding - Ridinganyonimalwithout o saddle 
requires on Ag roll every mile. Riding with 
a $Cldd lerequires on Ag roll onlywhen moving 
at a trot or faster. Any special maneuvers, 
firing while riding, fighting, etc. require 
individual Ag rolls each t ime it is attempted. 

Target Acquisition - (; 5 Al) This skill repre
sents familiarity with the tenoin, :ind the 
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ability to predict likely points of ambush or 
c;over (for hull down situations). In any area 
there might be ldl0/2 (1-5) good possible 
ambush sites. The player con make rolls for 
each, but would only be infonned of those 
that he succemully rolled for. (Mo# would 
be good potentiol ambushes.) This, c t least, 
a !lows the crew to be pttpared with the turret 
t lll'l'led to engage o possible enemy cs it passes 
that $pot1 with a near certainty of a first 
round shot or spotting anti -tonk launches. 

Good ambush spots wi II probably be usefu l 
for hull down positions, should the crew 
decide to set on ambush oftheirown, and they 
may hove several possible choices if they 
"know the terrain well". 

Target Identification - (+5 Al) Whenengaging 
tonks at long range, it is possible to ac;c;ident
a lly fi re on friendly units. You're just as dead 
from friendly fire os otherwise. This skill will 
increase your obi lity to quickly ident ify the 
type and nationo lity ofa tonk; this is important 
with T-1967 (coptured T-55s) and Centurions 
which are both used by Arab and lsroeli forces. 

Treed Repair - Treocl repair is like other 
maintenance skills. Treads a re particularly 
vulnerabletodamageorbreokogefromextended 
use over rough ten'Oin. Time for tread repair 
is four times the damage roll in minutes; this 
can be decreased proportionately foreach crew 
member out of the tonk working on tread repair. 
Any PC without the skill reduces the time by 
one-eighth; any with the ski II, by one-fourth. 

Turret MoirlMnonce - Turret Maintenance will 
allow the player to repair the turret traverse 
mec:honism (if his skill level is above the 
damage suffered); otherwise, the turret may 
only be hand operated at twice the normal 
turret rototion (which may be critical when 
engaging multiple tor{l«lts), The basic system 
is the $0me os Engine Mointenonce. Extemol 
damage must be repoi red outside the tonk. 

EXPERIENCE 
As in RECON, the crew of o tank operotes 

as o unit and so there is one total that is 
divided equolly among all crew members. 

If they have o specific mission to perform 
and it is successful, they {l«lt 100 points. For 
each enemy tonk put out of action they ge.t 
25 points, (either destroyed or abandoned by 
its crew /captured). For each anti-tonk 
weapon destroyed or put out of action, they 
get 15 points. For each armored penonnel 
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corrier destroyed or put out of oction, 10 pts. 
For eoch $Oft skin (wionnored vehicle), 5 pts. 
For any squad si%ed infontry unit (about 8 men) 
whodo not hove onti-tank weopons(otherwise 
treat os onti-tonk weopon for points), you get 
5 points if they ore routed or e liminated. 

Each of the tanker skills costs 100 points, 
except Small Arms which cost 150. This will 
keep the system interchongeoble with RECON 
and o I low tankers to select skills for extra
vehicular activities (outside t he tonk), once 
they have mastered their tanker MOSs (e.g. , 
hove high ratingsandore looking fora change). 

Tankers do NOT get experience for actions 
outside t he tank operating as infontry; t hat is 
not what t hey are troined for. 

If your tonk is ·destroyed, you do not get 
any experience for that mission. If your tank 
is damaged beyond field repairs that the c.rew 
con handle themselves, you lose 100 points 
from your total. If any crew member Is killed 
during the mi$$ion you lose 100 points. 

St, Ag, and Al may not be improved with 
experience. On ly skills may be improved or 
used to increase the PC's chonces of suivival. 
M INIATURES 

The ronglng devices on Israeli armor have, 
ond cont inue to be, superior to those used on 
the Soviet-supplied weopons. This allows 
the Israeli c rews to engage (fLre at) the A.ob 
tanks while outside the effective range of 
many of t heir weopons. At ranges of 1800 
meters, it becomes impossible to represent 
annor vs. armor combat ino scoleof I : I with 
ony line of miniatures t hat cover the nece5SOry 
vehicles. Using 1/300th scale miniat ures, 
ot I :I, the t wo models would be six meters 
apart to represent 1800 meters; you would 
need an awfully large ploying area. At 
1/72nd sco le (using HO vehicles), you would 
need about 25 meters between models, ond 
for 1/35th scale, you would need over 50 
meters I 

Range is important in determining the 
probability to hit, but the distance can be 
determined arbitrarily by the MD. It is not 
necessary to octi.olly measure the ronge, nor 
is it even nece5SOry t o have o target vehicle 
(a lthough it makes the !Jlme more exciting 
to see what your target looks like, but that 
con get expensiva). 

RANGE CAN BE DETERMINED USING 
ld20 x l OOm (100 - 2000m); SHORT RANGES 
RESULT FROM IRREGULARITIES IN TERRAIN 
WHICH OBSCURED THE TARGET. 

It is neceuory to hove o tonk for the PCs 
to determine the direction of the t~t and 
fields of view for the TC ond Driver, but for 
the beginning players, this con be ony toy 

or mode l tonk that is handy. Ideally, a 
mode I of the tonk the PCs are o<:tuo lly 
<:rewing will make explonations easier. 

Currently there ore two major scales that 
contain the necessory Soviet vehi<:les, 1/300 
ond HO scale (1/87th). (I still do not under
stand why t he 1/35th scale plastic kit 
manufocturers have not released modem 
Soviet armored personnel corrlel'$, et<:,) 

The 1/300th scole ore easier to store and 
individually cheaper (except they tend to 
come in sets of five). 

The HO scale vehicleshavetheadvontage 
of being close enough to 1/72nd scale that 
20mm metal miniatures for PCs con be 11$8d. 
Plug Time: the HO scale vehicles will work 
well wit h the new Plotoon 20, U.S.A. line 
of 20mm RECON Sets. 

If you intend to use miniature tonks, in-e
gordless of sea le, the following may be of USE 

in pointing your model. 
The basic color should be 10nd yellow foi 

Israeli tonks. 
On the side.s of the tank wi 11 be a series of 

chevrons to indicote which tank battalion the 
tonk belongs to (in white paint): 

1st Bn (Point Up) /\ 

2nd 8n (Point Forward) < 
3rd 8n (Point Down) V 

4th 8n (Point Rear - Uncommon) ) 

On t he barrel are white paint rln95 to $how 
which company the tonk belongs to : 

One Ring (First Co.) 

Two Rings (2d Co.) 11 

Three Rings (3rd Co.) 111 

Four Rings (4th Co.) 1111 

During combat individi.ol tonks ond APC 
may carry temporary identification marks, < 
letter ofthe Hebrew o lphabet fo llowed by < 
single digit number. This may be in blo<:k or 
white paint or with convas t ied on with the 
tactical marks on it. These ore generall)' 
hastily done, ond therefore rather crude. 

All vehicles in Zahal havean identificotior 
number of six digits followed by the letter 
"tzeh• (for Zohal). This is generolly stencilec 
in white letters on a black NICtongle looat8' 
on the front (or the side near the front on APC 
and half-tracks). 



MOVEMENT 
Tanks ore massive hunks of metolthot require 

o large po-rplont ond o good tronsmlssion to 
get them around. Should either of these go 
ovt, the tonk is just 0 heap or metal. 

Although the maximum speed seems slow 
compared to a car, their normal speeds ore 
muc:h slower. During doy on a dirt rood, a 
tonk will move ot about 12 miles per hour; off 
rood, it will be even slower (or really rottle 
the c:rew around Inside). At night, off rood: 
o tonk may move ot obout 5 mph. 

Tonks only approach their maximum when 
they ore charging boll~o-the-woll towordon 
enemy position ond hove to close the range as 
fost os possible. 

In reverse, o tonk condoobout 1/3 its max. 
For eoc:h tonk there is o maximum ronge 

listed to allow you to plan missions, Grinding 
crossc:o\l'ltry or even ona good rood isweoring 
on the crew ond the tonk. Eve(I well moin
tolned tonks breakdown; if o tonk moves 200 
miles, it hos ot least o 33% chance of some 
mechanical fol lure, 

TURRET MOVEMENT, The use of o model 
is importo.nt in determininghowquic:klyo tonk 
con move its tuntt from its current position to 
bring it to bear on o new target, Turrets will 
ba -:issumed to move 9()0 per CR, normo lly; 
however, damaged turrets which must rotate 
manually wi II toke twice os long, or only "5° 
per CR. 

MAIN GUN TRAVE.RSE, For simplicity, the 
main 9\1'1 con be brought to bear on o ta rget 
within 15° of either side of the main gun (o 
30° arc) without shifting the turret, Any 
target more than 15° from the ma in gun con 
only be engaged by turning the turret, 

It should be apparent that you should shift 
your turret beforehand to cover likely terrain 
for enemy tonks or anti-tonk weapons to be 
oblo to fire quickly. 
MANEUVERING 

Tracked vehicles, except halftroc:ks, ore 
controlled by alternating the omountof power 
to the two treads. This involves seporote 
controls for each tread, Tums ore performed 
by controlling the off-side track (away from 
the direction you are fuming) ota fosterspeed 
than the on-side track; tums ore made by 
pivoting on the slower track, 

The ROAD KILLtm system has been expanded 
to incorporote hacked vehicles, All high 
speed maneuvers ore petfonned against the 
driver's Ag, There is no purpose In slowing 
the game by having the driver make innumer
able Ag Control Rollsfonlowspeed maneuvers. 

About the only maneuver tracks cannot 
perform is the bootlegger; even this con l:.e 
performed after o foshion with modem tonks, 
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STALLS may be very ulltful if o mine is 

detected in the road or terrain, orto set vp a 
higi speed reverse from o successful Sagger 
Wot ch, 

At close ronge tonks con even rom other 
tonks, armored vehic:los, or soft skins with 
domage given, 

If o driver foils on Ag roll to ovoid on 
obstacle, the vehicle hits it (whether o mine, 
rock, building, or other vehicle). 

On other maneuvers, If a driver fol ls his 
Ag roll he only completes half of the maneu
ver (45° of o 90° tum, etc:, ond plot his 
maneuvers from there), 
MINES 

Tonks will encounter two basic: types of 
mines: anti-personnel (which will not harm 
the tonk) and anti-tonk (which con be lethal 
should your TC and Driver fail their Al rolls). 

For game purposes, if a tonk overruns on 
anti-tonk mine, the mine will break the tread 
nine out of ten times (1-9 on ldlO), On "10" 
on ldlO the driver tokes 2d100 damage and 
the TC tokes 4dl0 if he is 1K1buttoned, The 
treodisbrokenondoroadwheel ls sheared off, 

For rocks or bui ldlngs use the ROAD Kllltm 
building $)1St•m to determine domage, For 
vehicles use the Crash Damage $)1Stem, For 
eoc:h 100 points of damage that on armored 
vehicle tokes, there ls a 5% risk of breaking 
a tread; total ond ro ll against on 2d100, The 
trockloying gear is the most vulnerable oreo 
of the tank, 

Tonks ~ APCs) con bulldoze thei r way 
through the brick-concrete~dobe-roc:k build
i ngs of the Middle East. For effect use the 
Crash Damage systemtodetermine penetration 
with the fol lowing considerat ions: there is o 
5% risk or breaking a tread per 100 points of 
damage (e.g., 20% for concrete or rock olld 
15% for brick or adobe); there ls the Jame 

per cent risk (20 or 15%) of domagin9 the 
oc:c:uracy of the main 9\1'1 (reducing your 
accuracy by ··IO);there is a 50% chance that 
the commander's .SO will be inoperoble; and 
on 80% chance that o II exterior stowage of 
fuel, water, and bed10lls and other personal 
gear will be lost or domaged, 

EVASIVE ACTION 
To ovoid ATGMs, the driver must perform 

at least three succossfu I swerves, tums, etc, 
to throw off the enemy glK'lner, jl.llt charging 
in o stroight line forward or reverse makes on 
easy target, The commander should be firing 
his ,50 and the gunner his main g1.n to put as 
muc:h suppression fire as possible and throw 
off the gunner's aim, (SEE SAGGER WATCH 
IK'lder ATGMs), The commander should also 
set off his smoke dischargers. 
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OBSERVATION 

Included in the bock is a play-aid to help 
detennine the fields of view of the vorious 
crew members either UNBUTTONED (with 
their heads exposed through hatches) or 
BUTTONED (where they must observe through 
periscopes or vision blocks which limit their 
vision). 

COMMANDER - The commander can 
normally see 180° inthedirectionhe is facing 
geneially toward the direction the turret is 
focing. Buttoned up, the commander only 
has a 120° field of view (again, generally in 
the direction the turret is turned}. Either 
buttoned up or unbuttoned, the PC may check 
behind him ifhe specifically $fates he is doing 
so. 

DRIVER - Due to his location atthe front of 
the tonk and lower than the commander, he 
normally has a 120° field of view unbuttoned, 
and a 60° field of view buttoned up. Due to 
the turret, he cannot look behind him, except 
through external rear view mirrors (like on a 
car) which offer him 6()0 views on each side of 
the turret. 

GUNNER - On most tonks the gunner has 
his own hatch and vision blocks which makes 
his vision equal to the commander. However, 
when he is at the gunsight (especio lly at night 
using Infra-red or Light Intensification Dev ices} 
he only has a 600 field of view in the direction 
the turret is pointing. 

The playaid is designed to cover the various 
degree fields of view available. This con be 
placed in front of the crew member's location 
and used to determine if the target falls within 
that PC's field of view (without turning either 
the tank or turret). 

If an object is within the field of view and 
large enough to be clearly seen, then the PC 
is assumed to see it. 

If the object is sma II or camouflaged, then 
the PC should make on Al roll to detect it. 

RANGE 
In clear flat desert, it is possible to see on 

object of tonk size out to 5 km or 3 miles. 
Dunes, brush, haze, or rocks can reduce this. 

At night, the maximum range using a Star
light scope is lOOOm; using an Infrared scope 
(Soviet tonk) is 800m; and using a searchlight 
is 1500m (but you're a sitting duck). 

lnfiared and Starlights are limited to the 
gunner's 60° field of view through his sight, and 
can only be shifted by moving the turret or the 
whole tank. 

At night the flare of an ATGM's rocket will 
make it clearly visible to the naked eye. 

SMOKE 
Soviet supplied Aiab tonks are capable of 

generating a smoke screen by spraying diesel 
fuel into their exhaust system. It will toke at 
least 2 CR before there is sufficient smoke to 
reduce the chance to hit by .. s. Bear in mind 
that this smoke is generally streamfng out be
hind the tonk; so the tank has to manewer 
behind the wall of smoke to use it. Otherwise 
you might see a tank streaming smoke that is 
not between the observer and his target. The 
smoke will last up to 10 CR; you can roll ldlO 
to determine wind effects on the smokescreen. 

Israeli smoke dischargers are located on the 
turret front. They will put out sufficient smoke 
in one CR to reduce the chance to hit by -5. 

BASE SCORES 
The TRAC I< COMMANDER system is based 

on a set of base scores which represent an 
average efficiency of a weapon or weapon 
system. Added to this is a bonus for the 
individual or crew's training and experience 
with this weapon. This system narrows the 
iange ~'01" to "100") of a purely 1t1ndom 
2d100 systemtoasmoller, but more realistic, 
range of probabilities based on available 
research on each weapon's performance in 
combat. By using battlefield doto, we con, 
in effect, factor in many of the normal 
modifiers involved in rpgs or miniatures rules 
without dealing with each separately. This 
will simplify the toble$"'systems for some of 
the newer weapons introduced and will 
increase ployabi lity without reducing the 
realism of how a weapon performs in combat. 

In keeping with this approoch1 the effects 
of armor vs. armor and armor vs. anti-tank 
weapons is based on a system where each 
weapon is given a factor (a number from one 
on up, 15 being the current maximum anti
tank weapon, TOW-3} and annor is roted by 
the smallest factor that is known to be able 
to penetiate it. This eliminates any lengthy 
toblesofonnorthicknesses or annor penetrat
ing abi lityand a I ready incorporates the angle 
or slope of armor. 

TANI< MAIN GUN 
Range and accuracy of tonk main guns 

depends primarilyonthe accuiocy of the 1t1nge 
finder. Soviet tanks through the T-55 re lied 
on a recticle with lines like a telescopic rifle 
sight to estimate range; this poor system is 
reflected in the low base for accuracy. U.S. 
supplied tanks, the M-48 and M-00 rely on a 
prism system on each side of the turret which 



gives o much more accurate system for figuring 
ronge. The British Centia'ion which is used 
heavily by l$t04!I and Jordon (with a few in 
1967 bt Egypt) U$e$ o system similar to the 
106cnm recoilleu rifle; a . 50 caliber trocer is 
fired withtfle same trajectoryasthe 111C1in gun, 
if it hits, the moin gun will hit. This allows 
the tonk to conserve ammo until sighted In. 

Some tonk guns hove been stobi lized since 
World War II, and this allows them to be fired 
while the tank is moving. The base for each 
model of tank a lready incorporotes this and 
will allow you to ploy without having to halt 
and fire certoinvehicles. Action con continue 
without having to remember whether the gun 
is stoblizcd or not. 

For eoch model of tonk there is o base per 
cent plus a die roll for the efficiency of the 
crew. This will give you your base per ce nt 
for the vehic le . The efficiency is primarily 
for PC Gunners, but die rolls can be maJe for 
NPC tonks, friendly or enemy. Using t he base 
for NPC tonks will give PCs o better edge In 
combat and moke o more exciting game. 

The low rating for many Soviet tonks is a 
reflection of their emphasis on quantity over 
quality. These ore not purely subjective 
evaluations, but rest on results from previous 
encounters in the Altlb-IS10eli wars. 

TOHIT 
For most $hots you wi II subtroct one number 

based on the range, size of target, and speed 
of the target. The MO will tell you the ronge 
either orbimirily determining or rolling ld20 
and multiplying by 100 yords. (Close ta rgets 
may hove been hidden by irregularities in the 
terrain.) 

SIZE depends on the orientat ion of the target 
towardsyou. FRONT/REAR means the vehicle 
is aimed more or less direct ly ot you. SIDE 
meoS"t the side istowarclyou. OBLIQUE means 
that the vehic le is coming at an ongle to that 
obout as much front (or rear) is exposed as 
side is exposed. Use whichever face of the 
vehlele i' the MOST exposed to determine 
which size target to use. 

SPEED isdlvidcd into two eotegaries: normol 
movement Oncludingstotionory)and high speed 
movement (as in an assau lt or evasive action). 

All oftheseore included on the MAIN GUN 
TABLE. Under eaeh range for a particular 
sized toget ore two numbers, the first is for 
normal speed, the second for high speed. This 
number is subtracted from the main gun base 
per ~nt and 2d100 ls rolled against the toto I. 
A roll below is a hit; a roll above is a miss. 
MISSED SHOTS 

For eoch missed shot, odd +5 to the next 
roll as the c:rew "finds the range" and adjusts. 
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When a round misses its intended target, it 

is possible to determine where it hits by using 
the 10 x 10 RECON grid. Each square repre
sents o 20 yord (or meter) x 20 yord area, roll 
2d100 to detennine which square it lands in. 
This is usually not neceS90ry unless there ore 
infantry units occompanying the tonk whieh 
might be in the square. For effeets of ant i
tank • shells on infantry see TANK vs. 
INFANTRY. 

FACTORS AFFECTING ACCURACY: 
HULL DOWN 
If o tonk is using a natural or mon-mode 

tenoln feoture to hide behind with only its 
tlft'l!t exposed, this is eonsidered Hull Down. 
Since only the turret is expo$ed, t riple the 
to hit modifier. For a hit, roll 3dl0 on hit 
loeot ion (which will give youa turret loootion) 
for da111C19e. 

Soviet ormor is not desigied for the terra in 
or the climal'$ of the Middle Eost. Besides 
being sma ll, oramped, hot, slow t o fire, and; 
their main gun will only depress 4° eompared 
tom~ lsroeli tanks whieh depress 10°. This 
difference wi II allow Israe li tonks to fire from 
a true hull down position with only the turret 
exposed, but Soviet ormor must advance high 
enough over its terrain feotu,. as to be t reated 
fully expo$ed when it fires. 

SMOKE (SEE Observation) 

PENETRATING/NON-PENETRATING HITS 
When a roi.nd strikes o target, you should 

eompare the penetration va lue of the round 
with the Minimum Penetration Value of the 
target. 

If the Penetration Value of the round is 
GREATER, then the round penetrates. Roll 
2d100 on the PENETRATING HIT TABLE to 
determine the damage. 

For NPC tonks, it is simpler to roll damage 
for crew members according to the type of 
round rather than record oil of the vehicle 
damage whieh moy not affect ploy. 

If MINIMLM Penetrotion ·.:o lue of the 
vehicle is greater than the Pene.trotion Value 
of the round fired, the hit does not penetrate 
into the vehicle; instead, it explodes on t he 
outside ofthe tank. Roll 2d l00 on the NON
PENETRATING HIT TABLE. Consideroble 
damage to the tonk and crew (if exposed) moy 
result from non- penetroting hits. 

The Hit Loeotion Tobles ore organized by 
the angle of the target: FRONT/REAR, SIDE, 
and OBLIQUE FRONT/ REAR. The loeotion of 
damage isoffeeted by where the round hitf; so 
use the table for the orientation you used to 
determine SIZE. 
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TANK AMMO 

All tonks will begin with 40 ro1X1ds, and it 
is up to the playe~crew to detennine what 
combination of each they will cony. For each 
model of tank t here is a listing of which types 
of rounds are avai !able . 

There are two categories of tank rounds: 
Exploding and Non-Exploding. The lll(ljor 
d ifference in p lay is how much damage each 
does tothe crew (exploding does more). There 
are numerous subcategories ofammo wh ic:h may 
be of interest, but donot have too much effect 
on play otherthan their Penetration Value and 
damage to crews. 

Types of EXPLODING ROUNDS: 
APHE - Armor-Piercing High Explosives are 
older style rounds that have a hard tip to 
crack their woy through and high explosive 
charge to do the damage. 
HEAT - Hi~ Explosive Anti-Tank are shaped 
charges that bum a small hole through the 
armor and then spray their burning materia I 
into the interior. 
HEP/HESH - High Explosive Plastic: or High 
Explosive Squash Heads (the British name) 
detonate on contact and knock lll(lterial off 
the inside of the tank wall ("spoiling") which 
acts as shrapnel against the crew and systems, 

Types of NON-EXPLODING ROUNDS: 
APOS/APFSDS - Annor Piercing Discarding 
Sabat/Annor Piercing Fin Stablized Discarding 
Sabot (also called Sub-caliber ammo and Long 
Rod Penetrators) are shells that shed their 
outer packing when fired so that a small, very 
concentrated mass hits and penetrates by 
momentum rather t han explosives, In effect 
it is like shooting a small iron rod t hrough the 
wall ofa tank, which may ricochet inside and 
do considerable damage or penetrate through 
bath sides. The smoothbore Soviet guns from 
T-62 up require fins to stabilize the shell, 
rather than the riflings (grooves in the barrel) 
used to cause the gyroscopic spin in most 
Western tanks or rifles. 
AP/HVAP - Armor Piercing/High Velocity 
Annor Piercing rounds are non-exploding and 
attempt to batter their way through the armor. 

CREW DAMAGE 
Since PCs are the most important part of a 

tonk, when damage is inflicted we are most 
concerned with ii$ effect on them, Any 
penetrating round will inflict crew damage, 
2d100 if EXPLODING or 4d10 if NON
EXPLOOING. As a simple system, the PC 
in the area penetrated takes the damage (not 
a II PCs in the track), A penetration of the 
driving c0111portment injures the driver. A 
penetration of the fighting compartment affects 

only the loader. A penetration of the turret 
affects both the TC and Gunner. 

This system applied to NPC tonks will help 
to determine how effective it is, 

HIT LOCATION 
When the MD describes t he hits on an 

a rmored vehicle, he should bear in mind what 
the crew would actually be aware of. 

On non-penetrating hits, the crew may not 
be aware of the damage unti I they look or 
stop and examine damage. A non-exploding 
round will sound like a tremendous sledge
hammer has hit the tank. An exploding round 
will have the characteristic explosion and 
cloud of smoke, dust, and rocks (depending on 
wher it hits, of coul'$e). 

When a hack breaks, the tank will slew to 
that side as the good track continues to move 
the off-side forward. 

When a . road wheel is lost or part of the 
suspension is damaged, the ride may appear to 
be rougher (which may be hard to tell in very 
rough terrain anyway) and the vehicle wi ll 
lurch as the vehicle crests a ridge and the 
miS$ing part fails to support the vehicle. 

On penetrating hits, the crew may not 
notice that a system is out unti I they attempt 
to use it; only superficial damage might be 
done to a mechanism externally while doing 
sufficient internal damage to cause it to mal
function at a c ritical t ime. 

COOK OFFv3AIL OUTs 
Any penetrating exploding round has a 2% 

chance ("01-02" on 2dl00) of igniting the 
ammo supply and totalling the tonk. The 
normally affected crew wi II roll damage. If 
they a re still alive, they may make an Ag 
roll to "Bai I Out" or hastily exit through the 
nearest hatch. 

Any PC delayed, (failed his roll or helping 
someone out) takes 3dl0 damage from the fire 
and mustmakeasecond roll. Anyone deloying 
to grab weapons, food, etc. Likewise takes 
damoge. Wear it or lose it I 

TANK vs, INFANTRY 
In tank vs, infantry combat, tanks have three 

t hings going for them: their invulnerability to 
small arms fire, their main gun, and their 
machineguns. 

Tanks lll(ly be invulnerable to SITIOll anns 
fi re when they are buttoned up, but this 
limits the ir field of view, Generally, at least 
the commander will have his head out and con 
be fired upon as "prone" if the tank is moving 
or "kneeling" if the tank is stationory. The 
same is true of the driver or gunner iftheyare 



exposed at a hatch, Use the uppper body hit 
location chart for hits. 

The main Ql,l'l is limited mainly bythe ammo 
that the tank is oarrying. Tanks ore de$igied 
to fight other tonks, and the ammo they carry 
is designed for piercing armor, not for high 
shrapnel output, Non-exploding shells wi II 
have the effect of a grenade (due more to bits 
of terrain knocked up than the penetrator), 
Exploding $hells will be equal to a 81mm 
mortar, 

Straight High Explosive shells (not useful 
against a rmor) wil l have their normal 105mm 
ki lling effect. 

The most effective round is the APERS or 
anti -personnel round, This fires over 5, 000 
flechettes (darts) which saturate on area, for 
game purposes 10 yards wide by 15 deep, fatal 
to anyone in the a rea not behind solid cover, 
The darts will penetrate soft skin vehicles suc:h 
as jeeps and trucks, but not APCs. 

MACH I NE GUNS - All tonks wi II have at 
least two MGs, a , 50 caliber.MG on the 
tenet which the ·commander oon fire, and a 
7.62mm mounted next to the main gun inside 
the turret (coaxially mounted), The comman
ders ,5() con be fired in a 120° ore from his 
hatch, if he is exposed, The coax con be 

. fired in a 60° arc a long the line of the ma in 
gun. Both have normal MG rates of fire ond 
damage, When the tonk is stationary the ,50 
gets a + 10 tripod bonus from its mount. Some 
older Soviet tonks still hove a bow MG near 
the driver, which can be fired by the loader 
if he isn't busy with the main gun; these are 
noted on the vehicle descriptions, 

The major infantry weapons against tonks 
are listed and described under Anti-Tonk 
Weapons. lnfantcy con try to climb aboard 
and drop grenades down unlatched hatches or 
to roll 9fenades on treads to breok them, For 
game purposes, if a PC con get a grenade on 
a tread it wi II bieak when the grenade 
detonates. 

ARMORED PERSONNEL CARRIERS (APCs) 
The IDF has used surplus World War II half

trocks as armored pel'$00nel carriers finding 
them adequate in their role of transporting 
mechanized infantry in support of tonk opera
t ions. Although under armored (ea.sily pene
trated by ,50 calibers and ass::iult rifleswithin 
50 meters) and with no ove.rhead armor to 
protect against airburst of ortillecy, thei r 
availability, dependability, and speed in the 
rough terrain has made them indispensable on 
the limited lstoeli defense budget, 
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In the 1973 Yorn Kippur War numbers of U, 

S, made M-113 armored personnel corrieD 
began to make their appearance, While up
annored in <:omparison to the M-3 halftrack, 
the M-113 is still under armored for the c:lo,e 
0$11:1ult mode; they also can be penetrated by 
, 50s. 

The Zohol M- 113 contains a <:rew of two, 
t he driver and TC (who operates a ,50 from 
t he commanders hatch), Some M-113s have 
mounts for two MAG 7, 62mm machineguns; 
but the commander's ,50 and the 7, 62$ lo<:k 
t l\e armor of the Vietnam AcAV configurotion 

In 1 Nam, mounted troops preferred to ride 
on top of the M- 113 to minimize the risk of 
in jury from mines, In the Middle East, the 
IDF prefers to ride inboard with top hatches 
open (due to the heat and lock of firing ports 
on the M-113), 

It tokes one CR to mount on APC either by 
climbingoverthe treads on the side or through 
the loading ramp on the bock. It tokes one 
CR for the iomp to drop, either to offload or 
tokeon o squad. D~ing bailouts it takes one 
CR to climb over the side and drop to the 
ground. 

Men firing over t he sides of the M-113 or 
from the hatches of Soviet APCs con be fired 
on with small anns as "p!Qlle11 due to ta rget 
size, Men firing from a moving APC use the 
"marksman running" modifier from being 
bounced around in a moving track. Grenades 
con be thrown in hatches; treat as "door-size 
space" (this wi II include the more numerous 
but small hat<:hes on Soviet APCs), 

If an APC is hit by a ,50 in the fighting 
<:ompartment where the squad would be, there 
is a 5% chance per man inboard that someone 
will be injured; t otal the per cents and roll 
against on 2dl00, If the roll indioates that a 
man is hit, number the men and roll ldlO to 
i:lentify who wi ll toke the damage, For dam
age ro ll 2d100-20 (mini mum of one) damage 
by a penetrating .50 round, 

If an ATGM, RPG, or tank main gun round 
penetrates, roll ldlO or ld20 against the 
number of men to determine how many ore 
injured and ro ll separately to determine who 
is in jured, 

Damage will be 2d100 for exploding war
heads and 4d10 for non--exploding \Wmeods. 
Roll separately for each injured man, You 
can roll hit location using the flak jacket 
system (SEE GEAR) which will reduce damage 
for some men and include critico I hits into 
the risk from anti-armor weapons. 

APCs have a 5% chance of exploding when 
hit by on anti-armor round on 2dl00, PCs 
con roll Ag to succ:emully lxr i lout before 
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taking additional damage from exploding fuel 
or ommo. If they fai I their ro ll or hesitate to 
pickup odditiona I gear (other than what is on 
t hem when the track is hit}, t hey will take 
3d10 bum damage before exitingon thesecond 
roll; should they foil this second roll they will 

M-51Hv "Super Shermon"/"lshermon" 
Upgunned, uparmored WW II M-4 Sherman 
CREW: 4 
GUN: 105 short breech 
RANGE: 1200m 
AMMO: HE (3); HEAT (6) 
ARMOR CLASS: 3 
Used through 1967 Six Doy War 

AMX-113 
French ma in batt le tonk, U$ed through 1967, 
coaxially mounted . SO MG 
CREW: 4 
GUN : 105 short breech 
RANGE: 1200m 
AMMO: HE (3); HEAT (6) 
ARMOR CLASS: 3 

Centurion 
CREW: 4 
GUN: 105 
RANGE: 1800m 
AMMO: HE(6); HEAT (6); APDS(7); HESH(6) 
ARMOR CLASS: Front (6); elsewhere (3) 

M-48 series (U.S.) 19671 
CREW: 4 
GUN: 105 
RANGE: 1800m 
AMMO: HE(6); HEAT(6); APDS(7); HEP(6) 
ARMOR CLASS: Front (5}; elsewhere (3) 

M-60 series, U.S. , 1973~ 
CREW: 4 
MAIN GUN: 105 
RANGE: 1800m 
AMMO: HE(6); HEAT(6); APDS(l); HEP(6) 
ARMOR CLASS: Front (6); elsewhere (3) 

Merkovo "Chariot" Israel i design, post 1973 
CREW: 4 
MAIN GUN: 105 
RANGE: 1800m 
AMMO: HE(6); HEAT(6); APDS(7); HEP(6) 
Con carry up to a squad in rear, engine is 
mounted in front. Hatch on rear allows 
men and pallets of ammo to enter in the 
shield of the tanks armor. 
ARMOR CLASS: Front (6); elsewhere (5) 

take 2dl00 damage. 
APCs without t urrets wi II treat turret hits 

locat ions as impacting on treods ar.d running 
gear. Two hits on wheels on Soviet APCs on 
t he some side of on APC will immobilize t he 
vehicle. 



M--3 White Holf-trock, WW II desifl'I, still in 
use. 
CREW: 2 plus 11 men 
ARMOR CLASS: Front (2); elsewhere (I) 
1 '" sma II arms ot le$$ than 50m (not SM Gs) 
2 = , SO at less than SOOm 

M-113 V.S. armored personnel carrier (APC) 
1973T 
CREW: 2 plU$ 11 men 
ARMOR CLASS: Front(3); sides (l) 
I = sma II arms ot less than 50m {not SM Gs) 
T--3..V85 USSR, used through 1967, mainly in 
hull down defensive positions. 
CREW: S (bow 7.62MG) 
MAIN GVN: 85mm 
RANGE: 900m 
RATE Of FIRE: 3/minute 
AMMO: HE(3); HEAT(6); HVAP(4) 
ARMOR CLASS: Front (4); elsewhere t3) 

Su-100, USSR, used up to 1967 
CREW: 4 
GUN: 100mm (rifled) 
RANGE: lOOOm 
RATE OF FIRE: 3/mini.te 
AMMO: HE(4); HEAT(7) 

T-54/-55, USSR, 1967+, 30me manned by the 
PLO is Lebanon in 1982. Tonks captured by 
Israel in 1967 ond used ore desifl'loted the 
T-1967. 
CREW: 4 
GUN: lOOm 
RANGE: lOOOm 
RATE OF FIRE: 3/minute 
AMMO: HE(4); HEAT(7); APHE(S); APOS(6) 
ARMOR CLASS: Front (4); e lsewhere (3) 

T-62, VSSR, 1973+ 
CREW: 4 
GUN: 11 Smm (smoothbare) 
RANGE: lSOOm 
AMMO: HE(5); HVAP(S); HEAT{5); APOS(6) 
ARMOR CLASS: Front(.5); elsewhere(3) 
RATE Of FIRE: 4/minute 
T-72, USSR, 1982+, tended to "brew up" in 
Lelionon when hit with low crew survivability. 
I.he of autoloader reduced c:rew. 
CREW: 3 (uses autoloader) 
GUN: 125mm (smoothbare) 
RANGE: 2000m 
RATE OF FIRE: 8/ minute(moximum) 

PT-76 USSR, amphibious rec:on light tonk; 
1973+; may hove AT-3 ATGM mounted atop 
main 9\.n, post 1973. 
CREW: 3 
GUN: 76mm 
RANGE: 800m 
RATE Of FIRE: 4/mini.te 
AMMO: HE(J); HEAT{4); HVAP(3) 
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BTR-50, USSR, 1967' 
CREW: 2 plus 20 troops 
ARMOR CLASS: Froot (3); elsewhere (2) 

BTR-60, USSR, 1967• 
CREW: 2 plus 14 troops 
ARMOR CLASS: Front (3); elsewhere (2) 

BTR-1 52: USSR, 1967· 
CREW: 2 plus 17 troops 
ARMOR CLASS: Front(J); elsewhere(2) 

BMP, USSR, 1973+ 
CREW: 3 plus 8 troops 
GUN: 73mm 
RANGE: 700m 
AMMO: HEAT(6) 
RATE Of FIRE: 3/minute 
ARMOR CLASS: Front(J); e lsewhere(2} 

ANTI- TANK WEAPONS 
In the following section on the Various 

modem anti-tonk weapons, there are illustra
tions to indicate what the weapon looks like 
and t here are a series of statistics. 

BASE. for each weapon a base per cent 
pl11$ a crew efficiency bonus is given. This 
represents the combat efficiency of this type 
of weapon (with each crew or PC gunner 
rollingthe bonus, rather than a normal 2d100). 
The bo~ plus bonus is the NPC crew or PC 
gunner' s Base Per Cent Effectivene$$ with that 
weapon. 

Anti-tank weapons that "hit" will use t he 
same hit location tables as tonk main guns. 

MINIMUM RANGE. This applies to anti
tank guided missles (ATGMs) which will tsovel 
o certain distance down range before the gun
ner wi II hove the missle under control . Shots 
within this minimum range are treated os 
"firing blind" with on Iyo two per cent chance 
of hitting the target. 

MAXIMUM RANGE. This represents the 
maximum effective range that o weapon has 
o reasonable chance of hitting its target. 

BAC K8LAST. The launch of most anti-tonk 
weapons involves o bockblostof gosesor smoke 
which will stir up debris (dust, rock, or 
leaves). The amount of bockblost is given in 
Al, either there is enough to mork a launch 
for which a normal Al is rolled against, or the 
amount is fairly low so Al is reduced since 
there is less chance of detecting this weapons 
being launched. 

ARMOR PENETRATION. As with the tank 
main gun system, t he maximum armor that a 
weapon con penetrate is given in on armor 
penetsotion factor, which needs only t o be 
compared to the target's armor factor to 
determine if it is la rger a nd wi II penetrate or 

is smaller and wi II use the non- penetrating 
hit table. 

CREW: This is how many men are necessary 
ta transport and/or fire the weapon. Most 
lorger IS10eli systems ore jsep mounted; most 
Arab systems ore sti II hand co1Tied. 

SET-UP TIME: This is the t ime required for 
o system to be as~mbled bafore it can be 
launched. for some systems two times are 
listed, vehicle mounted (which only requires 
stopping t he vehicle and bringing t he weapon 
to bear -- aiming it at the target) and hand 
carried which requires setting up the tripod 
and other preparations. 

RELOAD TIME: This is the number of CRs 
t hat it takes to reload a weapon. For ant i
tank guided missles (ATGMs) this will be the 
delay after t he weapon has hit (or missed one 
target} before it can be fl red a t another; for 
ATGMs you must also include the following 
delay. 

FLIGHT TIME: This is t he velocity of t he 
missle towards its target, or range covered per 
CR. This will tell you how many CRs the crew 
of an armored vehicle has t o flre suppression 
fire against t he ATGM crew an~or haw many 
CRs they hove t o take evasive action to t hrow 
off the targeting of the ATGM gunner or find 
a terrain feature to take cover behind. The 
number of CRs equals range to target divided 
by range per CR of flight time. 

ANTI-TANK WEAPONS 
The Golan ond Sinai hove been crit ical 

testing grounds for many of the dote of the 
a rt anti-tank devices. Whila U. S. ormor in 
Vietnam encountered numerous rpgs ond recoi 1-
less rifles, t he Israelis encountered the more 
sophisticated and deodly ant i-tank guided 
missles (ATGMs). 



In 1967 during the Six Day War Israeli 
tankers encountered Soviet-supplied RPG-2 s 
and AT-1 "Snapper" or lsroe li desigl(lted 
"Schmell", neither of which wos used by well 
tioined crews; so, the lsroeli tankers tended 
to underestimate the risk presented by them. 

In 1973 Israeli tankers were, therefore, i II 
prepared forthe devastating fire of well trained 
and courageous Arab anti-tank c:rews. The 
effectiveness of these new weopans wreaked 
c:onsideroble havoc on lsioeli tanks who 
countered with cavalry type charges against 
them. Gradually, Israeli crews leamed to 
keep Alert for the characteristic plume of 
sand or smoke when an anti-tank weapon is 
fired, and to counter this ottac:k by high 
speed evasive manewers and suppre$$ion fire 
on the launch position. (This will be included 
for play under "SUPPRESSION FIRE".) 

Anti-tonk weapons can be divided into four 
categories: rockets, recoilless rifles, missles, 
and glA'ls. Alt hough Soviet l.l'lits still use some 
anti-tonk guns (c:annons), these hove not 
played a siglificant role in the Middle East 
and are not included. Instead, we will cover 
the three most common weapons used. 

ANTI-TANK ROCKETS: This class includes 
t he LAW (or LAAW, Marine desiglotion light 
Anti-tonk Assault Weapon), the RPG-2 in 
1967, the RPG-7 in 1973"" (the plusindk:oting 
in use since that dote particularly by Arab 
terrorists), and t he 3. 5" Rocket Launcher or 
"ba2ooko" which wos used up to the 1973 war 
but was rapidly replaced with more current 
weapons (the TOW and DRAGON, discussed 
later). 

Anti-tonk rockets ore aimed at a target, but 
are not guided after lalA'lc:h. They tend to be 
single-shot weapons, but both the RPGs and 
the 3 . 5 con be reloaded. "RPG Kids" in 
Lebanon con be seen with a lal.l'lcher with one 
in the tube and a canvas rucksack with three 
re loads; t hey ore intentionally yol.l'lg to play 
on the lsroe Ii re luctance to fire on women and 
chi ldren under t he "Purity of Arms" doctrine. 

The LAW/RPG system still retains two tables 
one for TARGET and one for MARKSMAN. 
The range categories hove been great ly in
creased for the more open terrain, which hos 
meant reducing the modifiers. The basic 
2dl00 system remains for individuo lly fired 
weapons. Thisalso holds true for the marksman 
table; however, the later weapons discussed 
are normally tripod fired and a re all assumed 
to be braced. 

RECOILLESS RIFLES. Rec:oi lless rifles fall 
under the roc:ket ootegory in the sense that 
they o re single-shot weapons that ore aimed 
at their target, but not guided ofter launc:h. 
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These weapons are normally crew-served 
weapans requiring a t least three men to trons
port them and to load, aim, and fire. Due to 
this distinction, they ore treated differently 
from other rockets. 

Recoilless rifles fire thei r rockets from a 
vented tube so there is little .recoil (as with 
the true rockets); however, their launch tube 
is rifled, having lands and grooves to import a 
gyroscopic:olly stabilizing spin to the rounds, 
rather than the use of fins as on rockets, 

While stil l in use in 1973, the Soviet 57mm 
and 75mm RRs and the U.S. 106mm RR hove 
been de-emphasized as anti-tonk weapons in 
favor of RPGs and ATGMs, Recoilless Rifles 
{RRs) are used more os light artillery, rot her 
thana.sonti-tonk weapons. Jeep mounted 106s 
were flown to Entebbe in 1976 in a multi-pur-
pose role (anti-armor, anti-personnel with 
flechettes, and anti-fortifications), this multi
purpose mode could not be met by the TOW 
on jeeps. So, these weapons still have their 
uses, and the lsroelis are reluctant to waste 
any weapon. 

Soviet RRs tend to be hand carried (including 
t ripod and reloads); IS10eli tend to be mounted 
on vehicle.sforhigher mobility (jeeps or M-1 13 
APCs). Anti-tank weapans oonnot be fired 
from movingvehicleswithony greeter accuracy 
than "firing blind" (basic 2"/o chance to hit) 
however, they have a much shorter set-up time 
to be brought into action. 

One advantage the 106 hos over its Soviet 
counterparts is the use of a semi-automatic: 
.50 caliber spatting rifle firing troceu with 
the same tro jectory as the 106. This al lows 
the 106 tofiretracersotatarget and determine 
if the weapon is ranged in without fi ring the 
more expensive (and time consuming re loading) 
106 rol.l'ld. In ploy, the spatting rifle can be 
fi red using the table for Recoilless Rifles. It 
can fire up to three • 50 rounds per CR (semi
automatic: rateoffire); if one $trikes the target 
the PCs con immediately fire the 106 (without 
having to roll to hit). 

When using the 106 there is a +5 per round, 
either .50 or 106, fired at a target added to 
each successive roll (round fired) at the same 
target as the crew finds the range of the target 
and gets progressively c loser. 

Flechettes {for the 106 only) fire hundreds 
of nai l-like darts from a disintegrating cose 
that wi II cover a gome area of 10 yards wide 
by 15 yolds long, doing 2d l00+20 damage to 
anyone expased in that area, As a n area fire 
weopan there is a +10 to hit in the general 
area determined by the gunner. 

ANTI-TANK GUIDED MISSLES (ATGMs) 
Anti-tonk guided missles are guided to their 
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torgets through course corrections sentthrough 
fine hair-like wires that spool out of the 
rocket as it flies towards its torget. The eorly 
ATGMs required coordination of both the 
rocket and the target; more modem weapons 
allow the gunner to concentrote only on the 
forget and the rocket wi II be course corrected 
to it. This simplified system is e<1lculated into 
the base per cents of the different systems. 
The most modem systems use laser designotors 
which oon be shined on an object and the 
rocket wi 11 home-in on the laser's reflected 
light. Although extremely accurote in clear 
cir, their success is greatly degroded (reduced) 
by dust, smoke, and rain. The designators 
can be identified by crews with specie I filters 
end fire suppre$$ion fire which may disrupt the 
signal on the target os the forward observor 
tokes cover, and the ATGM will go out of 
control. There are still some bugs in the 
system. · 

ATGMs hove o minimum ronge which rep
resents the time between launch and the time 
the gunner has control over the system. Inside 
this minimum range the ATGMsare ineffective. 
("firing blind" to hit). 

Beyond their maximum range, ATGMs have 
expended their control wire and ore out of 
control. Generally, they have also used all 
of their propellant end ore about to nose into 
the ground. 

3.5" ROCKET LAUNCHER "Bazooka" 
sometimes has shield on side for backblast. 
BASE: 45t3dl0 
MINIMU/vVMAXIMUM RANGE: -/300 
BACKBLAST: Al 
ARMOR PENETRATION: 4 
CREW: 2 
SET UP TIME: I CP/Round 
FLIGHT TIME: JOOOm/CR 

LIGHT ANTI-TANK WEAPON, "LAW" 
Disposable, one shot anti-tonk weapon. 
MINIMU/vVMAXIMUM RANGE: 5/200 
BAC KBLAST: Al 
ARMOR PENETRATION: 3 
CREW: J 
SET UP TIME: I CR 
FLIGHT TIME: 1/2 CR 

ROCKET PROPELLED GRENADE, RPG-2/-7 
RPG-2 (1967), RPG-7 (1973+) 
BASE: 35+3dl0 
BAC KBLAST: Al 
ARMOR PENETRATION: RPG-2(3)/-7(4) 
CREW: 1-2 
SET UP TIME: 1 CR 
FLIGHT TIME: I CR 
MINIMUM/MAXIMUM RANGE: 5/500 

A TGMs ore the most deod ly infantry weapon 
agoinst onnor. They have long ronges (which 
is, of course, limited by terrain, you hove to 
see it to hit it). They are capable of pene
hoting any armor in existence, including the 
new M-1 A~ms and T-SO with Chobham 
composite annor. Also, these weapons con be 
mounted on choppers which can "pop. up" from 
behind trees or other terrain features, launch 
their ATGM, control itto impact (up to 6 CR) 
and then skedaddle. 

At night the rocket "flare" of ATGMs will 
make them clearly defined as targets. 

SUPPRESSION FIRE. Since ATGM crews 
must maintain control over the missle after it 
is launched, any fire on the crew that causes 
them to toke cover for se If-protection wi II 
also cause them to lose control of the ATGM. 

Any small anns fire that is a hit on the 
ATGM gunner, or is within JO of o hit will 
be close enough to make on NPC toke cover 
and lose control. PCs may roll against their 
Al to determine whether they stay at their 
post (make their Al roll) or dive for cover 
(foi I their Al roll). Al in this new sense rep
resents· concentration on their task rother than 
any couroge or bravery implied. 

Any tank round, rocket, recoilless rifle, 
rifle grenade, etc. that lands within 20 yords 
of the ATGM will oouse suppression (or on Al 
roll by PCs). 



8-.300, ISIQeli prcduced onti-tonk weopon, 
reloocloble with screw in canisters of relooch 
1982+ (currently under considerotion by U. S.) 
BASE: 2d100 
MINIMUM/MAXIMUM RANGE: 5/500 
BACKBLAST: Al 
ARMOR PENETRATION: 4 
CREW: 2 
SET UP TIME: I CR 
FLIGHT TIME: I CR 

57mm RECOILLESS RIFLE (1967). Soviet issue 
onti--tonk weopon. 
BASE: 45+3d 10 
MINIMUM/MAXIMUM RANGE: -/ISOOm 
BACKBLAST: Al 
ARMOR PENETRATION: 2 
CREW: 3 
SET UP TIME: 3 CR; RELOAD TIME: I CR 
FLIGHT TIME: I CR 

75mm RECOI LLESS RIFLE (1967). Soviet issue. 
BASE: 45 + 3dl0 
MINIMUM/MAXIMUM RANGE: -/lOOOm 
BAC KBLAST: Al 
ARMOR PENETRATION: S 
CREW: 3 
SET UP TIME: 3 CR; RELOAD TIME: I 0 
FLIGHT TIME: 1 CR 

106mm RECOILLESS RIFLE: U. S, issue with 
• SO spotting rifle (SEE Anti-tonk Weapons) 
BASE: SO+ 3dl0 
MINIMUM/MAXIMUM RANGE: 10/1 lOOm 
BACKBLAST: Al 
ARMOR PENETRATION: 6 
CREW: 3 
SET UP TIME: Tripod 3 CR, Jeep l CR 
RELOAD TIME: 1 CR 

AT-1 (1967)/AT-.3 (1973•) "Snopper/Schmell" 
Wire guided onti-tonk missle, copoble of 
being launched from man portoble pocks, the 
"suitc:ose sagger" or from vehicles, PT-76 and 
BMP 4-iot os common in the Mid-Eost). 
BASE: 25+3d10/45+3d10 
MIN/MAX RANGE: 300/1500; 300/2000 
BACKBLAST: Al-10 
ARMOR PENETRATION: 4; S 
CREW: 1 -2 
SET UP TIME: 3 CR 
FLIGHT TIME: 7S0rn/CR 
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DRAGON (1973 only) U.S. supplied, but not 
cunently in inventory of Zohol. 
BASE: 50-i4dl0 
MIN/MAX RANGE: 300/1000 
BACKBLAST: Al-10 
ARMOR PENETRATION: 6 
CREW: 1 
SET UP TIME: 2 CR 
FLIGHT TIME: 500m/CR 

TUBE LAUNCHED / OPTICALLY TRAC KEO, 
WIRE GUIDED (TOW), ATGM. U. S. supplied 
during 1 m war ond hi~ly effective. 
BASE: 50+4dl0 
MIN/MAX RANGE: 65/3ooo+ 
BACKBLAST: Al 
CREW: 3 
SET UP TIME: Tripod 6 CR, Jeep I CR 
RELOAD TIME: 1 CR ofter impact 
FLIGHT TIME: IOOOm/CR 
ARMOR PENETRATION: 8(1973), 15(Current ) 

Tables: 
PC's BONUSES 

TRAIT Rote of Fire (loader's Ag) .V.Oin Gun Accuracy (Gunner's Al) 
01-54 

55-64 

65- 74 

75-84 

85-94 

95-99 

5 

6 

7 

8 

9 

10 

LANGUAGE TABLE (ld10) 

1 English 
2 French 
3 Geiman 
4 Italian 
5 Greek 
6 "Scandinavian" 
7 Spanish 
8 RU$$ion 

9-10 Arabic 

5 

10 

15 

20 

25 

30 

LANGUAGE PROFICIENCY (2d100) 

01-67 Utderstond/~k with accent 
68-100 No detectable accent 
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ISRAELI NAMES (ld20) COMBINED OPERATIONS TABLE (ld20) 
MALE FEMALE FAMILY MANEUVER 

1 Avroham Ne ho ma Allan 01-04 Advancing ahead of schedule 
2 Ariel Miriam Avneri 
3 Dov id Sophia Elozor 05-14 Advancing on schedule 
4 Hoim Naomi Elimeleh 
5 Abrosha Rivkah Eshkol 15-17 Slight deloy,. (Id JO) 

6 Eliahu Nourit Govish 18-19 Moderate delay* (Jd10+5) 
7 Yosef Bnirio Gozit 
8 lwel Oophna Gur 20 $tolled by tenoin {ldlO< 10) 
9 Yehoshua Shvlo Hod 

10 Meir Phi rah Hoffl *Amount of delay depends on mission 
pion 

11 Levi Tirzo Malik 
12 Mordechoi Dofv Pe led 
13 Shimon Yael ·Rabin 
14 Simcha Aliza Re~ef 
15 Shlomo Emma Sholev 

16 Uri Sara Shoam 
17 Yakov Ruth Tamir 
18 Yigal E#her Teveth 
19 Yizhaz Yaffa Yaffe 
20 Zeev Celo Zomir FIRE 

01 Enemy eliminated 

02--04 Enemy toking heavy casualties1 

ARAB NAMES (ld20J 
MALE FEMALE FAMILY 05-08 Enemy toking moderate oasua lties2 

l Abdel Amina AbdeS3Qlam 
Enemy toking ligtt casua lties3 2 Abdul Fadwo Aloti 09-14 

3 Ahmed Fatma A'Sooda 
4 Aly Fayiza Fohmy 15-17 Friendlies toking light casualties 
s Aziz Honnoh Fawzi 

18-19 Friendlies toking moderate casualties 
6 Bahi l.omis Gomasy 
7 Bela id Leila Gohar 20 Friendlies taking heavy casuolties4 
8 Ha fez: Mayg;, Ismail 
9 Haled Mouna Jalloud l 403 chance enemy wi II rout 

10 Hassan Muzno Khalil 22(1% chance enemy will rout 
3JO% chance eneiny will rout 

11 In l'bdia Mukhtar 410% chance unit is eliminated 
12 Mohammed Naifo Nofal 
13 Musto fa Nimra Rifai REACTION TABLf (JdlO) 
14 Rifa Rando Riyad 
15 So®oo Reita Shoklcour Ol--04 Sentry suspicious (slight delay) 

16 Said Soida Shazli 05--07 Local alert (moderate delay) 
17 Wasfi Soliah Sherif 
18 Yusif Samiya Tlos 08-09 Enemy search (sta I led) 
19 Zeid Simana Yamahi 
20 Zvhair W<ijida Zayyat 10 Firefight 
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TERRAIN: SINAI (ld20) GOLAN 

1 Soft s::ind (impassable to vehicles) 1 Conical hi ll up to 200' high 
2 Flot, rocky, waist high brush 2 Wide volley with clumps of dwarf oak trees 
3 Dunes (ldl0+5' ), 2!i0m aport 3 Rocky hills with scattered evergreen trees 
4 Sharply U'lduloting dU'les 3-5' high 4 Fields with lava rock fences 
5 Vehicle dust cloud on horizon 5 Narrow valley between rocky hills 

6 Dunes, 6-81
, lOOm apart 

7 Rocky ridgeline 
8 Wide s:ind, grodua I undulations 
9 Flot, rocky, man-high brush 

10 Wide flat sand plain 

11 Narrow waddi {gorge) 
12 Bare, rocky hills 
13 Deep canyon, impa$50ble 
14 Flot, dry crocked soi I 
15 Limestone hills 

16* Muddy woddi (l/2 movement) 
17* Passable woddi 
18* Waterhole/well 
19* Enemy unit 
20 Civilian Contact"Villoge Tables 

6 Sma II foothi lls, brush ond gross 
7 Hill covered with waist- high scrub brush 
8 Hi II covered with rocks and dry gross 
9 Hi II with sma II st111ted trees 

10 Hill with old fortificot ion.s 

11 Volley with wa ist-high brush 
12 Volley with boulders (man to house size) 
13 Volley with stream and t rees 
14 Village 
15 Narrow waddi, impassable to vehicles 

16* Orchard on hills 
17* Cove(s) in hilVcliff 
18* Crossroads in volley 
19* ENEMY UNIT 
20 CIVILIAN CONTACT 

*In heavy contact areos, a roll of 16- I 9 indicate.son enemy unit in the oreo 

CIVILIAN CONTACTS (ld20): ANIMALS (ld20): 

Old man leading donkey loaded l Fox 
Jackal 
Gozelle(s) 
Wild boar 
Wild cot 

withtwigs and straw 2 
2 Worr"Qn balancing wotercan on head 3 
3 Bay herding goats 4 
4 Old woman and little girl walking 5 
5 Two old men arguing, woman 

wo lking quietly behind 

6 YoU'lg boys ploying or hiding 
7 Yoi.ng gir ls collecting firewood 
8 Mon returning from working in city 

carrying baggage 
9 Troder on foot with bags of goods 

10 Vol.Wig woman at stone well 

11 Young boy on lookout 
12 Old oar crommed with people 
13 Two young boys riding donkey 

6 Po lestine viper (poisonous snake) 
7 Hawk 
8 Goats 
9 Stray camel 

10 Scorpion (5 pt sting if fai l Al & Ag to ovoid) 

11 Stray goat 
12 Non-poisonous $ft0ke 
13 Hovering buzzards 
14 Chameleon making "clicking" noise 
15 Tortoi58 ~II) 

14 Mon riding donkey, woman walking 16 
15 Nomads on move (camels & goats) 17 

Antelope 
Nest o f spiders 
large ant mound 18 

16 Old/young woman looking for stray 19 
17 Mon & boy hunting with shotgl.Wl 20 
18 Old bus crowded with civilions 
19 M:Jn on bicycle 
20 Old pickup truck with civilians 

Swann of locusts (large grasshoppers) 
Dead animal carcass 
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ENEMY CONTACTS (2dl00/2): 

Squad on patrol (8-12) with SKS or AKMs 
1 Moving towards you 37 
2 Moving owoy 38 
3 Crossing your line of march 39 
4 Digging foxholu 40 
5 Lying in ambush (your direction) 41 
6 Lying in ambush (other direction) 42 
7 Eating 43 

Barbed wire (old or new) 
Anti-personnel minefield {old or new) 
Anti-tank minefield (old or new} 
Concrete pillboxe:/S>ndbogged lx.oikers 
SAM/Rodar instollotlon (trucks) 
Headquarters (tents, vehicles, guards) 
Truck pork/supply dump 

8 Praying to Mecca 44 Listening po$/ forward foxhole 
Artillery position 9 Setting out mines 45 

10 Anti-tank ambush - RPGs 46 3 para lie! trenches 
11 Anti-tank ambush - AT- 3s 47 Numerous foxholes 

Vehicles: 
12 Jeep, officer and driver 
13 Jeeps, " 
14 Jeep with bodyguard 
15 Truck with men 
16 Jeep ond truck 
17 ldl0/2 Al'Cs 
18 5+ldl0 APCs 
19 Truck convoy, supplies 
20 Truck convoy, men 
21 Truck convoy, SAMs 
22 2 tonks e$Corting trucks 

23 2 PT-76s escorting trucks 
24 Bulldozing hull down positions 
25 Tonk with engine problem 
26 Tonk with infantry support 
Zl 2 tanks with 1d10+2 APCs 
28 Several tonk:/APCs parked 
29 Tonk in hull down position 
30 Tonk with broken treod 
31 3 tanks, crews looking at mop 
32 Lorge column of tanks advancing 

33 3 tanks in column 
34 3 tonks on line, advancing slowly 
35 Tonk in ~mouflaged position 
36 Jet flying overheo<t/helicopter 

48 
49 
50 

Anti-tank position, recoilless rifle 
Anti-tank position, RPG 
Anti-tank position, Soggers AT-3 

Men in positions (1d20): 

1 Talking 
2 Cooking 
3 Praying to Meeco 
4 Cleaning weapon 
5 Reading neW$pOp•r 
6 Writing letter home 
7 Ploying Oh-woh-ree (game with pebbles) 
8 Listening to poitoble radio 
9 0. guard duty 

10 Smoking 

11 Arguing loudly 
12 Laughing/joking 
13 Tending fire 
14 Sleeping 
15 Making coffee 
16 Digging 
17 Planting mines 
18 Stringing bo"*! wire 
19 Filling S>ndbogs 
20 Poised and a lert 
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VILLAGE (ldlO): 

I Rubble 
2 Single deserted house 
3 3-4 deserted houses 
4 6-12 deserted houses 
5 Single house 
6 3-4 houses and outbui ldings 
7 6-12 houses 
8 12-20 houses 
9 Small town 

I 0 Bedouin oamp (tents) 

VILLAGERS: 

I Woman cooking or dressing goat 
2 Woman nursing infant/singing 
3 Woman sewing/making yam 
4 Women setting up/toking down tents 

or repairing hovse 
5 Woman milking goat 
6 Woman combing child's hair 
7 Woman scolding child 
8 Women gossiping 
9 Women working in gorden/ 

unloading camels 
JO Women serving coffee to men 

I Men drinking coffee 
2 Men discussing horse for lltlle 
3 Looking ot sick livestock 
4 Cleaning rifle 
5 Knife throwing contest 
6 Wrestling competit ion 
7 Repai ring saddle 
8 Listening to portable radio 
9 Breaking wild hone 

10 Sitting talking 

1 Children playing tog 
2 Collecting dried come l's d1.ng/firewood 
3 Carrying household goods 
4 Boys watching men 
5 Girls cleaning 
6 Feeding livestock 
7 Herding livestock 
8 Girls watching women 
9 Girl helping mother 

JO Toddlers around mother 

TERRORIST NEGOTIATION TABLE (ld20): 

1 Move dead line up ldlO hours 
2 Move deadline back ld10 hours 
3 Demand to talk with TV 
4 Demond food 
5 Demand weapons 
6 Demand escape route (cor, plane, e tc.} 
7 Demond to tolk with "friendly" 

diplomat 
8 State hove boobytrapped orea 
9 Threaten to shoot hostage each hour 

unti I demands ore met 
10 Shoot hostage 

11 Refuse to negotiate (temporarily) 
12 Deliver politico! harangue 
13 Deliver politico I harangue 
14 Deliver politico I harangue 
15 Demond face-to-foce meeting with 

negotiator 
16 Toke negotiator hostage 
17 Demand to leave with hostages 
18 Demand doctor for hostages 
19 Moke additional demands before they 

wi II consider re leasing hostages 
20 Release a hostage 

Hostage released (1d10): 

1 Pregnant woman about to deliver 
2 Mon with heart ottock 
3 Diabetic child needing insulin 
4 Hysterical woman 
5 Mon hyperventilating 
6 Mon injured during takeover 
7 Man with bleeding ulcer 
8 Child with appendicitis 
9 Hostage with high fever 

10 A$ sign of "good will" 



ROCKETS (LAWs, RPGs, 3. 5", 8-300) : SIZE 
(StatiollOT)'/ Hi-speed) 

LARGE MEDIUM SMALL 
SIOE 0/-5 -5/ - 10 - 10/- 15 

OBLIQUE -5/- 10 - 10/-15 - 15/-20 

FRONT/REAR -10/-10 -15/-20 -20/-25 

MARKSMAN 10-25 
RANGE ()<irds) 

26-50 51- 75 76-150 

Braced +5 0 - 5 - 10 

Kneeling 0 -5 -10 -15 

Standing -5 - JO -15 -20 

151-300 

-15 

-20 

-25 

RECOILLESS RIFLES (S7mm, 75nvn, 106mm, & spotting rifle) 
RANGE (Stotionory/Hi-speed) 

301 -500 

-20 

-25 

-30 

0-300 301-600 601- 900 901-1200 1201-1500 
SIDE -5/-10 -10/- 15 -20/-25 -20/-25 -25/-30 

OBLIQUE -10/- 15 -15/-20 -25/-30 -25/-30 -30/-35 

FRONT/REAR -15/-15 -20/-25 -30/-35 -30/-35 -35/-40 

ATGMs (TOW, Drogon, AT-I, & AT-3) 

0-500 501-1000 1001-1500 1501-3000 
SIDE 0/- 5 -5/-10 -10/ - 15 - 15/-20 

OBLIQUE -5/-10 - 10/ - 15 -15/-20 -20/- 25 

FRONT/REAR -10/-15 -15/-20 - 20/- 25 -25/-30 

ARMOR TO HIT TABLE 
RANGE (m) 

(Stotionory/ Hi-speed) 
VIEW 0-500 501 -1000 1001-1500 

FRONT/REAR - 5/ - 15 - 10/-20 -20/ -30 

06LIQUE -3/ -13 - 7/ -17 -15/-25 

SIDE 0/-10 -5/-15 -10/ -20 

+5 for each successive round fired at same target 

01-30 
31-30 
51-60 
61-70 
71-100 

GENERAL ARMOR HIT LOCATION (2d100) 
FRONT/REAR OBLIQUE SIDE 
T l.n'et Tun-et Turret 
Driver/&igine* Drivei/Englno" Engine 
Driver/Engine* Engine/Driver* Driver 
Driver/Engine" fighting Comp, Fighting 
Treods Treads Treads 

1500+ 
-30/-40 

- 20/-30 

-15/-25 

*Fint word indicotes front shot; second if a reor shot 
(per cents ore different on OBLIQUE shots) 
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NON-PENETRATING HIT LOCATION (ldlO) 
TURRET 

1 Extema I stowage 
2 TC's MG 
3 Ronge finder 
4 IR/Searchlight 
5 TC's vision block$* 
6 
7 
8 
9 

10 

Gunners" " * 
Traverse Main Gun 
Coax MG 
Radio aerials 
Main Gun out 

DRIVER ENGINE/FIGHT. TREAD 
Rear view mirTOrs 

1 
External stowage Tread breaks 

Near vision block
1 

+ Piggy backs Breaks in ldlO CRs 
Middle " " (troop$) Breaks in ldlo+5 CRs 
Far " 1 Hull Damage Breaks in 2d10 CRs 
White Driving Lights Hull Damage

2 
Breaks in 2d l0+5 CRs 

IR Driving ll~ts Hull Damage Bogie H Sp Foe) 
White & IR Lights Idler Bogie (-1 Sp Fae) 
Hatch jammed Bogie/ro:id wheel Bogie (-2 Sp foe) 
Hull damage Bogie/rood wheel Bogie (-2 Sp Fae) 
Hull damage Suspension Minor damage 

*Reduce "buttoned up" Al -15 
1Reduce "buttoned up" Al roll$ -15 on that $ide, field of view 
2Soviet external fuel tonk "brews up" (explodes) 

DRIVER 
1 Driver 
2 Clutch left I 
3 Clutch ri~t1 

1 
4 Transmission left 

1 5 Transmission right 
6 Throttle left l I 
7 Thrott le right 
8 Night Obs D~vice 
9 Intercom our' 

10 Dud weged in armor 

PENETRATING HIT LOCATION (ldlO)* 
(Use ·Non-penetrating "tread" hits) 

TURRET FIGHTING ENGINE 
TC wounded Loader Rodiator lf>k 

11 

Gunner wounded Gun breech? Oi I leak 
Radio out Small arms8 Fuel leak l l 
Night device Shell sputtering9 Fuel leak 11 
GI.WI elevati~3 Minor da'iae fuel leak 11 
Gun traverse 10% ammo Minor damage 
TUITflt traverse5 20% ommol O Engine stops 
Coax MG 30% ommo~g Engine stops in ldlO CRs 
Range finder6 40% ammo Engine stops in ldl0+5 CRs 
Minor damage 50% ammo 10 Engine fl.Wl ning irregularly 12 

*NON-EXPLODING: "01-02" on 2d 100 critical; otherwise, 4d10 damage 

1 
EXPLODING: "01-02" on 2dl00 critical; otherwise, 2dl00-20 damage 
Reduce maximum speed by one Speed Factor for each condition 
~TC can indicate only left, ri~t, ~, stop by tapping on $houkler with feet 

- 10 to hit 
4 -15 to hit 
5 Double turret traverse time 
6 -15 to hit 
7 Halve Rate of Fire 1.W1til normal maintenance/ repair procedure followed 
8 Any small anns not on PCs ace 1.W1tn0ble 
9 10% chance of exploding, ldl0/ 2 CRs to throw out or pour canteen on :o Of remaining ammo damaged and unu,able 

1 Requires Driver Al to not ice !1'uges; will stall in ld2o+5 MINUTES 
12 Engine has 20% chance of stolling during any high speed maneuver 
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SA Ms 
SMALL ARMS HIT LOCATION 

2dl00 LOCATION OUTCOME 
01 -10 Instrumentation Di30bles 

11 -20 Pilot Crash 

21-30 Novi gator/bombardier Di30bles 

31-50 Engine Crash 

51-60 Fuel Explodes 

61 - 70 Tail elewtors Di30bles 

71-80 Rudder (e lewtors - bottom) Di30bles 

81-100 <;>rdnance Explodes 

SMALL ARMS (CHOPPERS) 
2d100 Side/8ottom Result 
01-10 Instrumentation Di:iables 

11-20 Pilot Crash 

21-30 Copilot Disables SAM TO HIT TABLE 
RANGE JETS CHOPPERS 

31-60 Passenger Wound 
Two miles - 10 - 15 

61-70 Tail boom Disables 
One mile -5 - 10 

71-80 Tail rotor Ciosh 
Within 1/2 mile 0 -5 

81-90 Turbine Explodes 
SAM HITS* ON FIXED WINGS 

91-100 Blade controls Cra$h 01-50 Oi30bled 

2dl00 Front Result 51-75 Crashes, pilot bai Is out 
01-30 Instrumentation Disables 

76-100 EXPLODES 
31-56 Pilot Cra.sh *Choppers treot as explodes if hit 

57-82 Copi lot Disables 

83- 90 Turbine Explodes 

91-100 Blade contro Is Crash 
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BASIC VEHICLE DATA 
ON COMING CORNERING 
CLASS (ROLL ldlO) MAX ACCEL.ERATION(mph) 

I TRUCK• 30 +s• 
MAX SPEED MASS 

60 15 
MAX DAMAGE 

660 
I Jff P ~ ~O i'O 4 
2 LIMOUSINE 45 :+10 

3•5 ECONOMY CAR 40 +1s 
6-8 FAMILY SEDAN 45 +"15 

9 MOTORCYCLE 45 +20 

75 9 
85 5 
90 7 

105 I 
with Sicleear 40 +1 s 85 1.5 

10 SPORTSCAR SO !20 110 6 

-For colculcitlng TRUCK Speed l'<lcton use JOmph =I Speed Factor 

MANEUVERS 
SweMI 5 
Cwve 5 
Multiple Curve$ I x 5 
C!k Off 10 
Sideswipe 10 
Ram 15 
Revene 10 
Stall 10 
900 Tum 15 
Bootlegger 20 

SPEED FACTOR 
1 2 3 

Normal O 

CONTROL ROLL MODIFIERS 
ROAD CONDITIONS 

Pavement 0 
Rack/Rough Pav-t I Windshield Out 1 
Dirt 2 Back Tire Flat 2 
Sood 3 Front Tire Flat 3 
Giavel 4 Driver Wo111ded 2 
Raiiv'Mucl 4 Sideswiped 15 
Oil 5 Clk Off 15 
Ice 6 Rammed 20 

OUT CF CONTROL TABLE 

EFFECT 

420 
600 
480 
,5.11() 

180 
240 
5~ 

1~5 
16-30 
31-45 
'46-60 
61-80 

1-13 
14-25 
26-38 
39-50 
51-70 

1-10 
11-20 
21-30 
31-40 
41-60 

Fishtailing on should«! 
Flshtalllns Into opposite tane2 3---SKID POSSIBLE. 
Undercompens:ite, Cl'OS$ opposite IOne· 1 

81+ 71+ 61+ 

OveR:ompenaate, off l'OQd on near side 4 Cor rolls once per Speed Factor above Comering 1'/V:Jx· 4 
Cor rolls once per Speed l'<lc:tor & begins to bum In 3 CR 

'Damage due to parked cars 

2c>ainage due to on-coming vehicle 

~mage due to an-coming vehicle or .kid 

'Vehicle takes 2dl 00 x 2 domage per roll. Chaiocters take 2d10 damage per roll. 
On 01-34 (2d100) c:haioc:ter ls thrown out of vehicle "°II once per c:haioc:ter per 
car roll); ltill takes 2d10 that rail. 



ON COMING TlAFFIC 
CITY HIGHWAY/SUBURB ISOLATED 

DAY 30 20 10 
NIGHT 15 10 05 

CRASH DAMAGE TAILE 
POINTS 

50 Heodliglf ow, body dama91 
100 Wlndlhield Shatten 
200 Steering damaged (add "iamrned" to all 

subsequent Control Rolla), chorocten 
take 1d10 damage each. 

250 Flat tire (,educes max. Speed Fact«) 
eoc:h chaiact.r tok" ldlO+S damage. 

300 Brakes will fail in 2dl0 CR, 
eoc:h character tokes 2dl0 damage. 

350 Tiantmission damage, vehicle can't 
occele10te above I Speed Factor 
each character tokes 2dl0+ S damage. 

<400 Radiator damaged, will overheat and 
stop in ld10+5 CR, each character 
to~es 3d10 damage. 

450 Engine damaged, vehicle stops In ldlO 
CR, ~h character tokes 3d10t5 

500 Fuel tonk rupt1ns, vehicle stops in 
ldl0-1 CR, each chal'Octer 4c:llO. 

CRASH: BUILDINGS 
OBJECT DAMAGE PENETRATION 
Concrete/Big tree 400 300 
Brick WolVMed. tree 300 200 
WoocV'Small tree 150 100 
Roodslde polt/ Pedestrion* 50 
*PCs take 1/10 totol clomage (MASS x mph+ SO) 

against Strength when hit by o vehicle. 
SMALL ARMS COMBAT: TARGET DESIGNATION 

TARGET 
1
MOOIFIER 

Driver/Passenger (front or ~r shot) Prone 
Driver/Passenger (iide tot) Kneeling 
Tire (front <:(' rtpr shot) Prone 
Tire (side shot)" 

4 
Kneeling 

Radiator {fruit (()ly} 
5 

Kneeling 
Gos Tonk ~r onJ,Y} Prone 
Engine (side only) 1 Kneeling 
Mot~ycle driver/Po.enger Kneeling 

1 
If vekfae speeds match and not maneuvering 
(Wounded dnver must make Al roll or Control 

.,Roll. 
it>omase throudt car body reduced -s 
4Hax Speed -1 Speed Factor, do Control Roll 

5Vehlcle will ovetheot and stop in ldlO-t 2 CR 
On "1" (;() ldlO car explodes, all ether re.Ila 

6ote how many CR till car ltops. 
Vehicle stw in ldlO CR. 

1 
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BASE PER CENT BY VEHICLE 

AMX-13 30 PT-?b 20 
Centtrion 55 Su-100 25 
Merkava 60 T-54/-55 35 
M-48A5 60 T-62 50 
M-51 Hv 25 T-72 55 
M-bOA3 60 
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