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The following document is the official Clarifications for Modern Spearhead as at the date specified
above. It also contains additional Clarifications to assist players in areas that some players have
found ‘grey’ and the occasional expanded rule. The material provided is additional clarifications, this
has been presented in a format that will allow you to print the pages and hole-punch them so they
may be added to the back of your rules folder as an appendix for reference as necessary. These may
be periodically updated but only when absolutely necessary.

A change log is provided to identify where changes are made should subsequent changes be made.

All page, section, and wording references are to the original published text in its unaltered state.

These pages have been formatted to print equally suitably on international A4, or US Letter sized paper.
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Clarifications & Additions

Ground Scale

When using the reduced Ground Scale (1" =
125 metres) reduce all the movement, fire
ranges, CZs, and target proximity (8.3.2)
distances. The size of Artillery Templates &
Beaten Zones, Smoke, Aircraft Beaten Zones,
and Town Sectors remain unchanged.

Time Scale

Although each turn represents from 15 to 30
minutes, turns should be viewed as being 15 or
30 minutes in length but having activity of
varying length occurring throughout the 15 or
30 minutes (i.e. a full 15 or 30 minutes non-
stop activity does not occur for every stand).

2.3.3 Support Battalion Attachments

A complete Support Battalion can always be
attached to a Fighting Battalion, even if that
Support Battalion has 4 or more companies.

3.2.2 Loss of Headquarters
The correct target priority for headquarters is

by type, ‘headquarters’ is not a target type — an
HQ stand is still a tank, mechanised infantry,
infantry, or other type of stand.

Example: if an anti-tank gun has 4 targets
available, 2 tanks, an HQ tank, and a
mechanised combat team, it will engage in the
following order:

1. Tank

2. Tank

3. Headquarters Tank

4. Mechanised Combat Team
Although the Headquarters Tank is an HQ
stand, it is still a tank and therefore a higher
target priority than the mechanised infantry if
the firer is an anti-tank weapon.

The same logic applies to HQ Combat Teams,
dismounted HQ stands, and HQ stands in soft
vehicles.

3.7.2 Pivoting Of Platoons Under Attack Orders
If a Command arrow bends then each stand
pivots when they reach a point parallel with the
bend.

The unlimited pivoting permitted when within 1”
of terrain features can be used when crossing
a bridge or fording a river — a stand may
always make as large a pivot as necessary to
contact the river at 90& prior to crossing, it then
proceeds straight ahead while crossing the
river or bridge, and then makes as large a pivot
as necessary to head back roughly in the
direction it was heading before it crossed the
river.

Example: A tank stand reaches a river to the
left of a bridge — it pivots almost 90&right when
1" from the river to head for the bridge, then
pivots up to 90é&to the left to face the bridge. It
moves forward straight across the bridge then
as soon as it is on the other side it makes a
pivot to the left again, of about 60é& or so, to
head across country back out towards where it
was to the left of the river crossing. The
following turn it may need to pivot up to the
standard 45é& to resume moving parallel to the
battalion command arrow as normal.

3.8 Defend Orders

Once the BC stand reaches the end of its
command arrow the Battalion switches to
Defend orders. In the following turn all stands
except the BC may make unlimited pivots and
move as desired to form up in a defensive
formation. After that (the second turn after the
BC reached the end of the command arrow)
they may not move except as described in
3.8.1.

Note: If a stand (platoon) can’'t get to its
‘allotted’ or desired position in the time
available above it simply has to live with it and
stop where it is — in real life units often have to
engage without their troops in their ‘ideal’
positions, etc...
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3.8.1 Movement While Under Defend Orders
Once enemy are spotted all stands within a
battalion on defend orders — except for the
Battalion HQ stand — may freely move and
pivot as desired within the CZ of the battalion.
This means they may advance on spotted
enemy or even reverse away from them.

BC stands may never ever move or pivot under
defend orders in any circumstances unless the
entire battalion breaks-off.

If using the optional rule third world stands
must each individually spot an enemy stand to
react by pivoting or moving under defend
orders — unlike other forces where all stands in
the battalion can react once one has spotted
an enemy.

3.9 Timed Orders
The diagram referred to in the example is on
page 5.

3.9.1 Dropping Off Platoons Under Timed Orders
Dropping off under timed orders is distinctly
different from dropping off of support weapons
under attack orders (see 3.7.4). Rule 3.9.1
specifically provides for the ability to leave
behind up to 1 fighting company (or 1 company
of attached troops) to occupy and hold a
captured terrain feature or objective.

If a Dropped Off company includes any support
or indirect fire stands these now count as
support for that company only and no longer
support the parent battalion.

3.10 Reserve Orders

Where attacker's reserves are moved onto the
table up to of the depth of the table they
must come on and remain lined up with their
designated entry points until committed.
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3.11.1 Tactical Retreat Break Off

Break Off Procedures

The initial pivot is unlimited — all stands
breaking off may pivot up to 180é& to conduct
their retreat.

All movement is unadjusted by terrain, unless
the terrain is an obstacle — stands move their
maximum permitted move distance straight
back regardless of whether they are in woods,
open steppes, desert, or swamp. This is
because the movement rates represent
organised regulated battle movement speeds
and not the hypothetical maximum possible
speed. Obstacles are streams, ditches, rivers,
and any uncrossable features (like cliffs).
Stands must pay normal costs to ford rivers
and streams, and cross walls and hedges,
otherwise they will pivot as much as necessary
to move along and round the obstacle via the
shortest route.

On the second (and subsequent) move(s) of
the retreat they may pivot as needed to make
for the closest cover or to get behind a hill or
wood or similar that breaks LOS with the
enemy. All stands will always end the break off
movement facing away from the enemy in the
direction moved but can then, on the following
turn after cover has been successfully reached,
do one unlimited pivot to about face and adopt
a defensive position (as per defend orders).

3.11.2 Special Infantry Break-Off

As with 3.11.1 infantry that break-off get their
full movement unadjusted by terrain except for
obstacles — however the pursuing armour must
pay terrain penalties as normal. i.e. If they are
close enough to cover the breaking-off infantry
might just get away from the overrun!

Any Infantry stand that has broken off and
ended their movement outside the CZ of their
battalion must immediately attempt to move
back into the CZ on the following turn — the
exception is if the specific stand that attempted
to overrun them is still nearby (for purposes of

Page 3 of 20

Modern Spearhead — Official Clarifications — Version 1.01 — 28 July 2006

http://modernspearhead.net/

clarity assume that means being within 6” and
the LOS of the Infantry stand, or any point
along its shortest route to its CZ) in which case
the Infantry stand will remain stationary and
just make a 180¢& pivot to end facing toward the
enemy.

On subsequent turns the Infantry must pivot up
to 45é as normal and move at combat speed or
better as best as possible towards their CZ
regardless.

3.12 Changing Orders

Situations that Permit Order Changes

Order changes are never issued to Reserve
Battalions. Committing a reserve battalion is a
distinctly separate function from changing
orders of an already committed battalion.

The number of order change attempts
permitted per turn is 1 per Brigade/Regiment in
the Division; typically a Division will be allowed
3 or 4 Order Changes per turn (as it will have 3
or 4 Brigades or Regiments). However more
than one battalion per actual Brigade or
Regiment may attempt to receive order
changes (it is not 1 order change per
Brigade/Regiment) — i.e. any battalion in the
Division may receive an order change attempt
on any given turn.

3.13 Command Zone “CZ”

Dropped Off Companies have a CZ of 6” — any
stand may be designated as the HQ for
purposes of measuring the CZ.

Dropped Off Companies are no longer
considered part of their Battalion and not
subject to its orders. Both the Company and
the parent Battalion must recalculate their
morale values once separated.

3.13.1 Exceptions to Command Zone Restrictions

Support Platoons: This rule is designed to
allow Indirect Fire, specialist Anti-Tank and Air
Defence, and any towed support weapons to
be left ‘behind’ to allow them to fire in support
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of the rest of the battalion as it advances.
Providing they start the turn they get left behind
within the CZ before the BC stand moves they
can then happily remain there indefinitely.
Should they decide to subsequently move they
must attempt to regain their battalion CZ via
the shortest route (and by moving at maximum
speed) before they can again deploy for action
— this applies to both towed and SP weapons.

4.1 Divisional Reconnaissance/Attachments
As Attached Reconnaissance Companies

If a Battalion subsequently switches from
Defend to Attack the attached Recon
Company(s) revert to operating with its
separate morale and 36" CZ — recalculate both
units morale including any casualties suffered
up to that point to separate them.

5.0 Movement

No stand may move closer than 1" to an
enemy stand unless entering into Close
Combat.

Spotting takes effect at the end of each phase
— if you can't spot any enemy at the start of
your movement you must complete all
obligatory movement — even though you may
subsequently spot enemy part way through
that movement as a result.

5.2.1 Exceptions to Pivoting Restrictions

All platoons may pivot greater than 45& when
crossing a bridge or other obstacle, in addition
to moving around or along the perimeter of
terrain features such as woods, rivers, hills, or
town sectors.

All Platoons moving into contact with a enemy
occupied town sector may (and must) pivot
greater than 45&é if necessary when they
contact the town sector so as to align their front
edge parallel with and in contact with the town
sector edge.

All pivoting is by individual stand — so a
battalion could have 14 stands moving parallel
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to its command arrow, while 2 other stands on
one flank or such are pivoting to move around
a wood or react to a spotted enemy stand. This
rule can not be used to avoid following the
intent of the command arrow to move stands in
significantly different direction (only spotting
enemy allows a significant change in that
respect) — they must return to moving parallel
with the command arrow as soon as
reasonably possible.

5.3.1 Wrecks

Wrecks are abstracted — therefore the cost of
moving around them is represented by the
need to halt then continue on next turn for each
stand that contacts them. There is no need to
measure the move around the wreck unless
the stand wishes to permanently leave the road
the wreck is on. Remember however that
moving around a wreck is assumed to include
some movement along the road edge — so if
there is a minefield adjacent to the road
scenario designers may wish to enforce mine
checks when passing a wreck.

5.4 Reverse Movement

Reverse Combat Movement is effectively 1%%”
(i.e. half of 3"). Stands moving in reverse may
pivot as normal (up to 45€& prior to reversing).

5.7.1 Infantry Transport (Soft Vehicles)

The reference to Infantry being transported
only by transport of their own company is to
prevent players using trucks like a shuttle
service during the game. In many armies
transport is held in a central pool and allocated
as needed — in the MSH TO&Es this is often
shown as integral to each company. Transport
that is assigned to a company pre-game (i.e. is
deemed part of it's TO&E for that battle) is
therefore not usable by any other company.

We suggest scenario designers of larger
games, long battles, and campaigns give
thought to potential for units to remount
transport in appropriate situations after each
battle (such as when a significant lull has
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occurred and the battle has moved on and it is
safe for soft transport to operate to help
redeploy the battalion, etc). This is not
recommended or necessary for typical games
and battles.

Also remember that any towed heavy weapon
can always limber back up and move during
the game — only Infantry and their support
weapons lose their transport for the remainder
of the game if they dismount, heavy guns &
mortars are assumed to always keep their
transport nearby for redeployment.

5.7.2 Combat Teams (APCs and IFVs)

All headquarters stands, and light infantry
support weapon stands, listed as carried in an
APC or IFV are Combat Teams (of the
appropriate type) for all intents and purposes.

Infantry who chose to dismount permanently
from their APC or IFV but who otherwise don't
move are deemed to have made a combat
move (see paragraph 4, top of page 11).

Note that many IFV Combat Teams include
dismounted weapons; an example being the
UK Warrior which carries an ATGW launcher
internally rather than mounted on the vehicle
(as in the BMP and Bradley). The Combat
Team factors therefore include the operations
of these weapons deploying and/or retiring to
and from the vehicle within the confines of the
Platoon stand.

Most APC mounted support weapons also
work the same way as above and are also
categorised as “Combat Teams” (i.e. for
spotting, movement, and direct & indirect fire
purposes. Examples being a Soviet BTR-60PB
Anti-Tank Platoon (with AT-4 launchers
internally), or a BTR-60PB Support Platoon
with AGS-17, or any nation’s light SAM teams
carried in APCs such as the UK Blowpipe
teams in Spartan or similar.
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5.8 Terrain Effects Chart

A factor of %2 on the terrain effects chart means
the stand uses 2" of movement allowance to
move 1" of actual distance on the table top. All
multipliers are cumulative so a wheeled stand
that combat moves (%) through a wood (%)
effectively moves at  speed (i.e. an armoured
car with 9” movement allowance would actually
move 2 ).

Streams cost half a stands total move
allowance to ford — therefore it is not possible
to combat move while fording a stream unless
the stand has stabilisation (2/3 combat move —
which means it will get a net move of 1/6 its
total move allowance). Streams are assumed
to be 1" from bank to bank for movement
purposes unless otherwise specified. Fording
of streams assumes no use of amphibious
capability — wider and deeper waterways are
classed as rivers and may or may not be
forded (as specified in the scenario). Vehicle
launched bridges may be used to bridge
streams to negate the need to ford (but can't
be used to bridge rivers and wider waterways).
Designated fords may be used to avoid fording
costs but do not count as road movement,
fords that are part of a main road negate the
stream completely and permit road movement.

Other smaller obstacles (1" or less across);
such as anti-tank ditches and narrow gullies
and wadiis; can not be ‘crossed’ (or forded) —
however they can be bridged with AVLBs and
Soviet TMM trestle bridges as normal (Pontoon
& Ribbon bridges can not be used on these
types of obstacles). Anti-Tank Ditches may
also be bridgeable by the use of fascines from
engineering vehicles or MBTs depending on
the scenario.

6.0 Spotting

Although spotting occurs at any stage during a
‘phase’ the effect is not applied until the end of
the phase. Spotting something part way
through a full speed movement phase cannot
be used to deviate partway through, target the
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stand for close assault, or to slow the mover
down to combat movement so they can fire at
the previously unspotted enemy.

6.1 Spotting Distance Table

Remember, a stand that was in the open
always counts as in the open that turn for
spotting purposes even if it ends it's move in
cover — providing you had LOS to it while it
was initially in the open of course.

Fields

Fields only provide spotting cover in mid-late
summer when tall crops are at their fullest (e.g.
Maize/Corn) — otherwise they are deemed
open ground at other times or if other types of
fields of low crops. Note also this is only
spotting cover and not protective cover from
direct fire. Tall fields also block LOS so you
cannot see beyond them or into the centre of
them unless on high ground. Likewise you
cannot see out unless at the edge, or
observing troops on nearby high ground.

Example: Infantry in the centre of a Maize Field
can not be seen by troops outside the Field,
and can only be seen at 3” by those inside it;
however some (Infantry) observing on an
adjacent 1-contour hill can see them at 6” (3"
Infantry in Cover + 3” for 1 contour). If the
Infantry open fire for any reason (e.g. they fire
AA at a nearby helicopter), the observers on
the hill will be able to see them at 15" (12" for
firing + 3” for 1 contour) but other observers
not on the hill and outside the Field will still not
be able to see them. Also if they fired an 82mm
Mortar instead they would still only be visible at
6" to observers on the hill. If the platoon in the
field was a T-55 MBT it too would be unseen
from outside the Maize Field, but would be
visible at 9” to the observers on the
neighbouring hill (6” Vehicle in Cover + 3” for 1
contour), if it fires (say AA at a helicopter) it
becomes visible at 15” to the observers on the
hill, the same as the Infantry above. In both
cases the (stationary) Infantry on the hill is
visible to the troops in the field at 3" (Infantry in
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Cover), unless they choose to move or open
fire, making them visible at 9" and 12"
respectively.

In seasons other than summer ploughed fields
will affect movement as per the standard
movement chart (i.e. there will not normally be
any ploughed fields in summer).

Scenario designers may wish to allow ‘interim’
fields in Summer/Autumn (such as Wheat,
Barley, etc) which provide spotting cover for,
and block LOS of, Infantry & Towed Guns, but
not Vehicles or Combat Teams.

Hedges
All Hedges provide spotting cover for troops
immediately behind or beyond them.

Bocage Hedges (and thick tree ‘lines’) provide
spotting and protective light cover from direct
fire to troops immediately behind (i.e. adjacent
to) them, troops beyond them can not be seen
at all (remember dense but relatively thin tree-
lines often form along streams, small gullies,
artesian waterways and such like in rural
areas).

Observers on high ground can see
over/beyond normal hedges but not extra high
bocage hedges or tree-lines. Troops
immediately behind a hedge always count in
cover (see above) to troops on the other side,
even if those troops are on high ground.
Troops beyond low hedges (i.e. not in contact
with the hedge) are deemed in the open to
observers on high ground (unless they are in
some other form of cover such as a field).

Walls

Walls can be low or high. Low Walls provide
spotting cover for all troops immediately behind
and beyond them; and protective cover from
direct fire for troops immediately behind them.
High Walls block LOS and only troops adjacent
to them can be spotted (as in cover); they also
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provide protective cover from direct fire for
those troops.

Observers on high ground can see
over/beyond all walls. Troops immediately
behind a wall always count in cover to troops
on the other side, even if those troops are on
high ground. Troops beyond the wall are
considered in the open to observers on high
ground (unless they are in some other form of
cover such as a field)

Remember the effect of hedges, tree lines, and
walls applies in both directions but if the stand
is in contact with the hedge, tree line, or wall it
can see ‘beyond’ the other side as if it was
open ground (not cover). If two opposing
stands are adjacent to either sides of the same
bocage hedge, tree line, or wall they both
count as in light protective cover to each other
(remember normal hedges only provide
spotting cover even when adjacent).

Entrenchments/Dug-In

There are two types of entrenchments —
standard (light) fieldworks, and heavier
permanent fortifications. The former are the
most common and provide spotting cover and
the standard -1 protection from fire benefit. The
latter represent bunkers, pillboxes and
extensive trench systems; they provide
spotting cover and the -2 protection from fire
benefit.

6.1.1 Spotting in Conditions of Poor Visibility

The three classifications of NV equipment are
designed to be general abstractions, it was not
our intent to try and accommodate every
possible permutation nor did we believe the
game would benefit. Therefore remember Tl is
considered the best and represents any
equipment that is top of the range and/or
allows vision through conventional smoke, etc.
IR is considered to include all intermediary
equipment, including Active & Passive IR and
Light Intensification or Amplification. None
includes anything that does not contribute a
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reasonable improvement, in addition to
(obviously) having no NV at all. Note that US
Infantry in Iraq (both campaigns) for example
generally use LI not Tl (which is reserved for
AFVs and Atrtillery Observers and such like) -
so count as IR in MSH (not TI).

6.3 Line of Sight “LOS”

Railway embankments and similar are
considered narrow 1 contour hills that may or
may not be crossable by vehicles.

Smoke (other than Chemical Smoke) does not
block LOS for Tl equipped troops.

6.3.1 Hills and Depressions & 6.4 Hull Down
All references to being at the edge of a
depression refer to stands physically inside the
depression and at (in contact with) the edge or
lip of the depression. They do not apply to
stands outside the depression even if they are
in contact with the edge.

Visibility across Hills

Hills are not flat, even though modelled as
several such contours in our games for
practical purposes. In some cases games
result in large hills being modelled as flat
“plateaus” which is effectively an abstraction.
Remember stationary stands on a hill are in
spotting cover, even to enemy stands on the
same hill. Likewise moving stands on a hill are
spotted as in the open, even by enemy stands
on the same hill.

6.5 Ambush

Once an ambushing platoon is spotted it
remains spotted by those stands that saw it
firing even if it ceases firing. It therefore
remains visible at the ‘firing’ spotting distance
(12" or 18" unless a Medium Mortar in cover)
even though it may be in cover and not firing.
Only once it breaks LOS from those stands by
moving to new cover does it return to being
spotted in cover or in ambush (e.g. retiring into
the centre of a wood).
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Dropping smoke to break LOS is not enough to
regain Ambush Status; however dropping
smoke and having the stand concerned make
a move of at least 1" while within cover to
change position is; even when the observer(s)
have TI.

Any stand that wishes to use ATGW weaponry
cannot claim Ambush Fire — this applies to
Combat Teams, MBTs and such like as well as
specialist ATGW stands.

7.1 Timing of Fire
It is possible that stands that dismount or

unlimber may become ‘unspotted’ to enemy.
Disappearing fire can not be used in this case
and they effectively can not be fired on (e.g. An
ATG unlimbers 15" from an enemy tank — it
was visible at 18" while limbered, but is now
only visible at 9).

Remember: towed weapons can't fire on the
turn they unlimber.

7.1.2 Disappearing Targets (pass—through fire)

It is not compulsory to declare the disappearing
fire during the movement phase, although it is
often easiest to do so. Stands may be brought
back to suffer DF during the appropriate fire
phase as necessary if there is no other eligible
target for the firer — the fire does not have to
have been ‘declared’ in the movement phase.

DF may never be used to circumvent target
priority or proximity — the target of DF must be
the closest stand of the highest priority type
when the DF is resolved in the appropriate fire
phase — if a higher priority target, or a closer
one is visible at the start of the appropriate fire
phase the DF is cancelled and the firer must
fire at this other target instead. i.e. you only get
DF if no other higher priority or valid target is in
range when the fire phase is resolved.

Remember DF is always assumed to occur at
the last possible moment in the target stands
movement before it disappears for the
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remainder of the move — you can not choose
where along its movement the fire occurs.

When a DF target that has been suppressed
completes its intended move it ends its move
suppressed — it does not get suppressed
where the DF nominally took place.

7.1.3 Fire and Movement

Platoons that may not move and fire:

Assault Guns examples are the German
Jagdpanzer 90, Soviet ISU and IT, and so on.
SPGs are any artillery piece with DEF 3 (5),
Vehicle mounted ATGW include Infantry
Combat Teams and Soviet MBTs able to fire
ATGW. Vehicles lacking turrets excludes APCs
and IFVs which are classified as Combat
Teams not turret-less vehicles.

Infantry and Combat Team stands with an
ATGW range of 9” or less* may combat move
and use their ATGW factors. This factor
represents short range, individual RPG, LAW &
MAW weapons rather than full-size ATGW
systems.

* The one exception is US, Israeli, and similar
Infantry and Combat Teams with Dragon |,
which although a full ATGW system has only a
range of 9” — they may not move & fire as is
normal with any full ATGW system.

Infantry and Infantry Combat Teams with
longer range ATGW systems are always
assumed to have a second 2-3" ATGW Factor
to represent their close range defence which
can be used when combat moving if they do
not have any other eligible factor (e.g. AT) to
fire with.

7.3.1 Like Targets
Remember: Forward Atrtillery Observers (FO)

and Air Ground Controllers (AGC) are always
the lowest priority target for any firer — they
may be engaged only if no other eligible
targets of any type are within range and LOS of
the firer.
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Also Remember: Main Battle Tanks are
effectively any Tanks, Assault Guns, or
Armoured Cars with large calibre guns (if
unsure treat any non-ICT with AT of 7 or higher
as a MBT for target priority). Anything with Fire
Priority A must shoot at these (MBTs or
equivalents) first before shooting at Lighter
Tanks, Armoured Cars, Armoured Vehicles, or
ICTs.

Also see clarification of 14.0 Morale with note
on target priority of non-fighting engineer
vehicles like ARVs, AVLBs, Ferries, etc being
same as HQ stands (i.e. lowest of type).

7.4 Firer Eligibility

If a line, drawn from the centre of the firer's
front edge, to the centre of the closest visible
edge of the target stand, crosses any part of a
friendly stand (or terrain feature) in between,
the firer may not fire — unless they are a
qualified support weapon for the intervening
friendly stand.

With Reference to the last paragraph about
cover; this paragraph refers to items of ‘area’
cover, these are Woods, Swamps & Marsh,
and Fields. See also the Clarification above for
6.1 Spotting Table.

7.4.1 Support Fire
With particular reference to paragraph 2 about

support fire inside terrain features: This rule is
an arbitrary (and somewhat abstracted)
mechanic to provide a mechanism for support
fire to work when troops are inside area terrain
features. It specifically applies to “area
features” where only troops at the edge can
see out. Specifically it applies to Woods of any
type, Fields, and Marsh/Swamp or any features
equivalent to these like Orchards, Vineyards,
etc). It does not apply, for example, if troops
are in the open but sheltering behind a hedge
or wall. It is important to realise this is not
intended to exactly represent a specific activity
and is simply a game mechanic.
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If the support stand fires and is spotted, any
return fire (direct or indirect) is applied against
the firing stand, not the stand in front (as has
previously been supplied as a clarification up
until now). It was always intended that the fire
should be applied against the front stand
regardless of whether it is spotted or not — but
in MSH this can create anomalies and is simply
too complex to try and accommodate -
therefore the above solution is now the ‘official’
way to resolve this fire.

If for any reason the front stand is destroyed by
enemy fire then the supporting stand (if it has
fired and been spotted before the front stand is
destroyed) should immediately be placed in the
destroyed front stand’s location to maintain it's
LOS to and from the enemy — this does not
count as movement and occurs immediately at
the end of the fire phase the front stand is
destroyed. If the front stand moves away of its
own volition for any reason (e.g. to advance, or
to do an Infantry Break-Off) and as above the
support stand has fired and been spotted by
the enemy it immediately moves forward to the
front stand’s position as above providing it
does not intend to otherwise move.

In any situation, including the above, if the
support stand has not fired and been spotted
by the enemy it remains in its current location
inside the feature and does not get moved
forward. It loses its LOS from the feature.

See also Close Combat reference to this
situation (Section 12.3).

7.4.2 Arc of Fire

All ATGW, regardless of type and mounting,
also have the restricted arc of fire of 45é to
the front of the stand. This includes
Dismounted Infantry Support Weapon ATGWs
and vehicle turret mounted ATGWSs.
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7.6 Infantry Direct Fire

Effective Ranges for Infantry Weapons

Infantry ATGW factor ranges can vary
depending on weaponry. In rare cases
traditional AT factors may apply where
dismounted infantry include Recoilless Rifles,
genuine 0.5" or larger HMGs, or similar.
Dismounted Infantry with AT factors resolve
fire exactly as normal AT fire (i.e. they don't
use the AT system in original Spearhead).

7.6.1 Infantry Anti-Tank Fire *ATGW"”
Infantry with 9” ranged (Dragon ) or longer
ranged ATGW factors that must normally
remain stationary to use their ATGW factors
may combat move and use an ATGW factor of
2-3" instead - representing the use of close
range RPG, LAW & MAW weapons in place of
their heavier ATGW systems.

In some cases scenario designers may specify
a higher secondary factor (such as 3-3" or 2-6")
if it is appropriate (i.e. Platoon includes high
numbers of such weapons or better versions
with improved performance and/or range).
However we stress this adds complexity for
little benefit to game play so adjust factors only
when really necessary (and historically
accurate).

7.7.4 Chemical Energy Defense “CED”
Remember: A vehicle stand'’s flank/rear CED is
always 2 regardless of the CED rating on the
data cards.

7.8.1 ATGW Fire Eligibility

There is only one exception to being able to
fire ATGW through Smoke: When the firer is a
Helicopter making a pop-up attack with an
observer who is not themselves observing
through the smoke. Otherwise ATGW may
never fire through smoke even if Tl equipped.

7.8.2 ATGW Attack Procedure

There is one exception when ATGW fire can
occur in the moving fire phase — if it is from
LAW and MAW style man-pack weapons
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rather than full sized ATGWs. Normally any
ATGW factor with a range of 9" or less
(exception: Dragon 1) is of this type. See the
clarification for 7.1.3 Fire & Movement above.

8.3 Observed Fire Procedure (General)
On-Table Artillery Arc and Range of Fire
Mortars up to and including 120mm may fire
from within Woods and Town Sectors. Larger
Mortars (160mm, etc), guns, howitzers, and
MRLs, may not.

Off-Table Artillery Arc and Range off Fire
Assume Off-Table Artillery is always the
minimum Range distance from the table edge
and take this into account for range
measurements onto the table. For larger and
campaign games players may wish to
designate the distance off table — this will affect
counter-battery capability and similar.

Remember when supporting Corps or Army
Artillery are present they will tend to be further
back again — assume at least 1 table depth
unless otherwise specified.

Laying Smoke

When a Battalion fires smoke the smoke
markers must be contiguous (i.e. with their side
edges parallel and in contact). They may not
be staggered but must be lined up corner to
corner with the side edges parallel and in
contact. MRL Smoke markers must be
contiguous and lined up in a straight line before
dicing for arrival.

Remember also that Smoke from larger guns is
1 marker 2%" x 1 ", not 2 markers 1 "x1 7,
per firing battery (stand).

Artillery Stand Eligibility to Fire

When conducting any indirect fire (i.e.
Observed or Pre-Planned) the entire Battalion
is considered to be occupied. Individual stands
may not conduct separate actions (such as
moving, firing direct, etc). This applies even if
PGM fire is being conducted. Remember: if
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enemy are in LOS and direct fire range of at
least 1 stand in the battalion, and the battalion
is armed with weapons with direct fire
capability, the battalion may not fire indirect as
it must fire direct at that enemy in its own
defence.

8.3.1 Spotters
All Regimental, Brigade, Divisional, and higher

artillery units of 2 or more stands (i.e.
Battalions) receive 1 FO stand. The FO stand
is not usually specified in the TO&E so always
assume one per unit (except for SRBM units).
Smaller artillery units of a single stand
(representing a battery or troop of only 3-6
guns) may have a FO stand if specified by the
scenario designer unless they are integral to a
Battalion (or similar sized Task Force or Battle
Group), where they will count as integral to the
Battalion. SRBM units never have FOs.

FOs always move 12" regardless of terrain
modifiers — the only terrain that affects them is
impassable terrain such as rivers or cliffs, etc.
Note that FO's are always assumed to be in
AFVs of some description (or at least 4x4
vehicles) — if for any reason the FO is
dismounted (e.g. Parachute troops) then its
move is 6” and it has the standard DEF 5.

FO’s may not be targeted by fire unless they
are the only available target of any priority.
However they may still be indirectly targeted by
being caught in the beaten zone of a MRL or
Aircraft attack, or in a Town Sector that is
attacked by any artillery or Aircraft, or as a
result of an EW Mission which results in CB fire
against the FO.

All references to Divisional Artillery also apply
for Army and Corps level artillery (which counts
as being Divisional Atrtillery for the duration of
the game). However Scenario Designers may
choose to only allow FO's and Divisional HQs
to call fire from Corps and Army level units
when they are present.
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Miscellaneous Notes:

Artillery  Nomenclature is very messy
unfortunately — use of the term Battalion can
also equate to Regiment in some cases and
Battery in others. In the rules we have often
used the term ‘Battery’ to refer to single artillery
stands, however many “Batteries” are actually
2 stands and equate to a small “Battalion”.
Likewise a “Battalion” of three 2 stand
“Batteries” actually equates to a “Regiment”.
And in some armies a “Battalion” of only 3-4
stands is called a “Regiment”! A “Regiment”
can also be called a “Brigade” in some armies,
or even an “Artillery Division”. Generally when
the main rules talk of a Battery they are
referring to an individual stand of artillery, and
when they talk of a Battalion they are referring
to a single unit of 2-6 stands of artillery with 1
FO.

8.3.4 Response Modifier Chart

Remember, when making any request for fire
support or an air support sortie a natural roll of
6 is always a success regardless of the final
modifier.

8.5.5 Smoke

MRL smoke occupies the same area as the
normal HE template for those weapons (4" x
4"). See 8.6 for more information.

Units equipped with Tl Night Vision can see
through conventional smoke. However ATGW
and AA Missile weapons can never be fired
through, in, out of, or into smoke regardless.
Other direct and indirect fire and aircraft
weapons may fire in, out, or through
conventional smoke if equipped with Tl or if a
pre-planned mission aimed at a terrain feature
or similar.

See also the Laying Smoke clarification above
for 8.3 Observed Fire Procedure.
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8.5.6 Chemical Smoke

MRL chemical smoke occupies the same area
as conventional smoke. See 8.6 for more
information.

No direct or indirect fire or aircraft weapons of
any type can ever be fired through, in, out of,
or into chemical smoke — Except indirect
weapons firing pre-planned missions aimed at
a terrain feature or similar.

See also the Laying Smoke clarification above
for 8.3 Observed Fire Procedure.

8.7 Short-Range Ballistic Missiles “SRBMs”
SRBM'’'s can, but usually don't, have HE
warheads — their primary purpose is to deliver
Chemical or Nuclear systems so some SRBMs
will not have HE (e.g. FROG-7). However by
the late 70s new ICM warheads are available
for some SRBM s which provides an alternate
use for them. In MSH they do not have FO’s
and all fire is pre-planned.

SRBM units can be 1-shot weapons in MSH
games (typically used for a pre-planned
preliminary bombardment) but in Divisional or
larger sized games, especially when
representing ‘prepared attacks’, scenario
designers can allow them 2 or even 3 ‘fire
missions’. However there should be a 2-turn
delay between each mission — so a unit with 3
fire missions could fire consecutively on turns
1, 4, and 7 for example. If an SRBM Battalion
has 3 Fire Missions and wishes to fire all 3 Pre-
Game it will need to start firing 7-turns prior to
“Turn 1" of the game.

All SRBM fire must be pre-planned, and
normally should be part of preliminary
bombardments and/or occur in the first few
turns of the game (as the preliminary fire plan
is completed for a prepared attack or similar).
Pre-Planned SRBM fire should not be allowed
to be cancelled once the game has
commenced!
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Remember: As noted in the main rules SRBM'’s
are generally theatre level weapons, even
though deployed in Battalions at Divisional or
Army level in many armies. As a result Nuclear
warheads should basically never be available
as these typically require the Theatre C-in-C’s
approval to deploy after approval from the
appropriate Head of State. Chemical warheads
are similarly constrained but a bit more likely to
be available — it was generally believed a
Massive Soviet Chemical attack in any initial
assault would almost certainly see a tactical
nuclear response from NATO - further
escalation ending the war before it started to
everyone’'s demise! Therefore Chemicals
should not always be available or should need
higher authority to approve (at the Scenario
Designers discretion).

On a final note even if using HE warheads
SRBM'’s are valuable (and expensive) assets,
so will normally only be committed when their
contribution will be significant and use of
Chemical or Nuclear warheads is not
anticipated (i.e. A proportion of SRBM’'s would
always be held back specifically to be a
reserve for a ‘last ditch’ Chemical or Tactical
Nuke strike — so if using HE warheads limit Fire
Missions to less than normal). The availability
of ICM warheads in later eras would
significantly  improve the conventional
contribution SRBM's could make and scenario
designers can assume their use in a
conventional battle would then be more likely
with these warheads.

9.3 Firing on Enemy Batteries

Divisional Artillery must be in General Support
to be eligible for use in CB Fire — Divisional
Battalions attached out in Direct Support are
committed and unavailable for CB Fire.

Army and Corps level Artillery Battalions — if
available — are treated exactly as Divisional
Artillery; except in some cases these may be
dedicated to CB Fire only and not eligible for
GS tasks. Scenario designers should specify
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this in their TO&Es — typically long range ‘guns’
and occasionally MRLs will be assigned to
dedicated CB tasks for the suppression of
enemy artillery.

Regimental & Brigade Artillery can never
conduct CB Fire.

10.3 Calling-In Sorties

Generally one side should normally have local
Air Superiority for any given scenario — so
often only one side should normally have Fixed
Wing Air Support available. However both
sides may have Helicopters available, and in
some situations both sides may be contesting
air superiority and have significant aircraft in
action. Scenario Designer should clarify who
has aircraft available and how much in the
scenario.

Note that smoke counts as obscuring cover
from Air Attacks if the potential target is ‘inside’
the smoke (but see the clarification for 8.5.5
Smoke above).

10.4 Aircraft Attacks

The Aircraft's flight path does not affect its
‘attitude’ (or compass bearing) for its attack run
(i.e. the stand may be placed facing in any
direction).

The flight path is used solely to determine
which enemy AA stands may conduct
disappearing fire on the attacking aircraft sortie
as it enters the table.

The Flight Path is assumed to be a straight line
from the closest point of a friendly table edge
to the centre of the aircraft sortie’s stand. The
player’'s baseline is always a friendly table
edge. Side table edges may be deemed
friendly if friendly troops are or have flank
marched on that table edge, or the scenario
designer has specified so.
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Multiple Aircraft & Helicopters On-Table

Should multiple Air-Attacks be occurring in a
single Air Attack Phase or multiple Helicopter
units be on-table, managing this can get
confusing. Therefore players should alternate
taking turns to call-in and place or move air
attacks, fixed wing first then continuing on to
helicopters. This should be done in the same
initiative sequence as the movement phase.
Once all aircraft have been placed on table or
moved, or all requests failed, all AA fire is
resolved before conducting Air to Ground
attacks.

Example: A Soviet player has 2 Squadrons of 2
Hinds each on table, the player also has 3
Squadrons of 3 x SU-24’s they wish to call-in.
The opposing US Forces have 1 Squadron of 3
X Phantom sorties, 3 Sorties of A-10's, and a
Squadron of 2 x Apache’s to call-in. The US
player had won initiative and chose to go
second in the movement phase so does the
same in placing their aircraft.

The Soviets first observer attempts to call in an
SU-24 squadron, succeeds, and places them
on table. The first U.S. observer attempts to
call-in the Phantoms and fails, they don't
appear. The second Soviet observer
successfully calls in the second SU-24
Squadron placing it on table. The second U.S.
observer then tries, to call in an A-10 and
succeeds; the player places it on table. The
third Soviet observer calls in the third SU-24
Squadron and succeeds, placing it on table.
The third U.S. observer attempts to call-in the
last A-10 and fails. As the Soviets have no
more fixed wing aircraft left to deploy this turn
they now move one of their existing Hind
Squadrons (of 2 Helicopter stands) that are
already on table. The U.S. try to call in their
third A-10 and succeed, it arrives on table. The
Soviets now move their last squadron of 2
Hinds (which is already on table). As there are
now no more Soviet aircraft or helicopters
available to call-in or move the U.S. player now
concludes by calling-in or moving all their
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remaining aircraft (fixed wing first then
helicopters); as the U.S. now has no more
fixed wing aircraft available they switch to
helicopters, successfully calling in and placing
their 2 Apaches — as they have no more
aircraft anyway the calling in and movement of
aircraft concludes. Anti-Aircraft Fire can now
commence.

Ground Attack Aircraft:

"Ground Attack" aircraft have two beaten
zones placed end-to-end for a combined attack
zone of 12 inches long by 2% inches wide.
Each beaten zone is treated as a separate
attack area. The GA aircraft must attack one of
the zones with its Cannon; and may attack the
other zone with either its ordnance (Bombs,
Rockets, or Specials) or its Cannon. It can do
this in any sequence (i.e. use ordnance against
the first or the second zone, and cannon
against the other). Both zones must be
completely contiguous (i.e. lined up and in
contact).

Advanced Aircraft Weapon Availability Guide
Weapons are available from the following

dates:
ARM ICM SB

U.S.A. 1962 1968 1967
U.K. 1968

Rest of NATO 1968

Soviet Union 1971 1960's

Rest of Warpac 1971 1960's

ARMs are usually available to most Aircraft,
but not all, and normally have an attack factor
of 4 unless specified otherwise by Data Cards
or Scenario Designers. Any future updates to
Data Cards will add ARM attack factors for
appropriate aircraft.

Off-Table SAM umbrellas provide long-range
protection and hence the separate modifier to
air attacks caused by them. Scenario
designers should specify whether either side
has an existing SAM umbrella over the
battlefield (e.g. Emplaced SA-2's). Typically
this would be an Army or Corps level dedicated
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unit, or emplaced formations such as Soviet
SA-2. Scenario designers may allow Divisional
Commanders to create a local SAM Umbrella
by committing a Divisional Medium-SAM
Battalion or greater (i.e. a unit of 3 or 4 Stands)
to the function (e.g. Soviet Regiment of 4 x SA-
6 or UK Battery of 3 or 4 x Rapier). As a
general rule of thumb a unit needs a minimum
of 1 SAM stand per 24" of table frontage — so
in large games 2 units may be required to
cover the entire table. This unit remains
permanently off table, each stand may fire
once in AA fire each turn (at any fixed-wing
aircraft); and as long as any one stand fires in
a turn all enemy fixed-wing aircraft on table
suffer the negative attack modifier.

10.5.3 Firing Procedure (AA Fire)

AA Attacks vs. Aircraft with Stand Off Weapons
Self-Guiding missile weapons are included in
the Smart Bomb category along with actual
smart ‘Bombs’. All Smart Bombs and ARMs
are automatically “Stand-Off” weapons -—
placing the aircraft at it's attack point on table
is an abstraction, it is actually assumed to be
releasing it's weapons at higher altitude and/or
at some distance (possibly off-table). The -2 to
AA fire represents this.

11.0 Helicopters
Remember: When a Helicopter positions itself

during its movement, any enemy it targets
must have been visible to it before it moved.

For the purposes of positioning itself on the
turn of entry any enemy visible to the AGC or
within spotting distance of the initial way point
are considered spotted by the helicopter prior
to entry.

Observation Helicopters

Unarmed Observation Helicopters can be used
for one of three ‘observation’ purposes, and
must be designated as such at the start of the
game. The first use is for them to observe pop-
up attacks for Attack Helicopters; the second is
to act as a FO for an Artillery Battalion; and the
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third is as a Divisional Recon — if the latter they
may request fire from any Divisional level
artillery unit with a response modifier of -2
(same as a Recon Platoon) and any troops
they spot are assumed to be reported to
Divisional HQ. Observation Helicopters used
for any artillery fire (whether a FO or a Div
Recon) must conduct any spotting and artillery
fire in the Helicopter Phase only — i.e. they
must survive AA fire before their findings are
reported back to HQ and/or the Atrtillery Fire
resolved. In these cases conduct their artillery
fire after all air attacks have been resolved.

Operations at Night

Helicopters at night are subject to the same
night vision issues as normal stands. All
Helicopters are assumed to have IR night
vision and may have TI if specified in the
scenario (scenario designers will need to
research the helicopters service history with
the nation concerned to verify). The AH-64
Apache & Longbow normally have Tl (denoted
by their * for NAW capability).

12.0 Close Combat

When support stands are firing from inside a
terrain feature using the rule to fire from
immediately behind a stand at the edge (7.4.1)
they may not be targeted for close combat.
Attackers must move close enough to spot the
stand in front and target that first (even if the
stand in front is hidden Infantry spotted at 3”
and the stand behind is a firing heavy weapon
spotted at 12"). ‘Accidental’ close combats can
never occur, and rule 7.4.1 cannot be used to
allow close combat against a stand behind
another stand.

12.1.1 Combined Arms Assaults

12.2 Overrun Attacks

In both these cases automatic destruction of
soft targets and crew served weapons occur in
the Close Combat phase, after all movement
and all defensive fire combat has occurred.
Remember: A Jeep or similarly mounted
weapon (e.g. Recoilless Rifle or ATGW) with
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DEF 2 is a Soft Vehicle and is automatically
destroyed in Close Combat, but it still gets to
fire first in its own defence if able.

Resolving Overruns

When resolving follow-ups caused by break
offs, any new target contacted in-lieu of the
stand that broke off (as in No0.3) must have
been visible to the attacker at the start of the
movement phase — following up a break-off
can not be used to cause an ‘Accidental’
Overrun by running into another previously
unspotted enemy platoon. In such a situation
stop the attacker 1" from the previously
unspotted enemy.

12.3 Close Combat Procedures/Results
Losing platoons retreat a distance equal to
twice their full movement — regardless of
normal terrain and modifiers — as with break
offs this is modified only by significant
obstacles (i.e. the cost to cross Streams &
Rivers) and the route deviates from a straight
line only by the minimum necessary to avoid
impassable terrain or to use river crossings if
needed, etc. They ignore enemy troops and
the line of retreat may effectively pass through
these. Troops will not enter town sectors and
again will ignore and pass through them as
well — if the retreat move ends in a town sector
they will keep moving the minimum necessary
to end their move on the far side of the town
sector(s).

Example: A T-80 and a dismounted Infantry
Platoon lose a Close Combat and must retreat
— the T-80 is moved 30" immediately to it's
rear, the Infantry 12" — in both cases they
ignore all terrain effects (expect impassable
ones) and including town sectors, and may
pass through areas of enemy troops.

When there is a tie-break determined by
highest Morale no stands are ever destroyed in
that combat, instead the loser retreats all
stands involved leaving the higher morale
troops occupying the disputed ground.

Modern Spearhead is © 2000 Wargames Inc, John Moher, Alex Macris, Arty Conliffe. This update © 2006 John Moher, Alex Macris, Arty Conliffe.

12.3 Close Combat Procedures/Results

The -1 for Entrenched counts only for troops in
Fortifications or Field Works (whether prepared
or only Fox-Holes), it does not apply for troops
in ‘Cover’ (Woods/Fields), Hull Down, or in the
Outskirts of a Town Sector.

Any Vehicle (except Combat Teams) counts as
unsupported in a town if they do not have at
least 1 Infantry, Engineer or Combat Team
Stand with them in the same sector. HQ stands
do not count for determining this, even if
Infantry or Combat Team HQs.

Combat Teams only suffer the -1 for attacking
Unsuppressed Armour in the Open if they
initiated the Close Combat. If they are attacked
(contacted) by enemy Armour it does not apply
(as it is an Overrun attack not a CAA).

Engineers are never ‘Assault Engineers’ unless
noted. Normal Engineers, Sappers, and
Pioneers are essentially less well armed
Infantry with special abilities — now designated
“Light” Engineers to distinguish them from
Combat/Assault types. Scenario designers or
TO&E’s must specifically state the presence of
“Combat” or “Assault” Engineers to claim the
Combat Engineer bonus.

The CEV (Combat Engineer Vehicle) bonus
can only be claimed for Assault CEVs with
heavy weapons, examples being: M728 CEV,
Chieftain & Centurion AVREs, and AMX-30
EBG all with 165mm, and the early Centurion
AVRE with 105mm. These count as Armour
(for Overrun purposes), a Vehicle (for being
unsupported in towns), and a CEV.

The Soviet TO-55 counts as Armour (for
Overruns), a Vehicle (for support in towns),
and with a Flame Thrower but not a CEV
(although the net effect is the same).

Other CEV count as either Combat Teams (if
armed and carrying Engineers like an APC) or
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otherwise as standard light armoured vehicles
if simply armoured bulldozers, diggers, or
similar armed with MGs or such.

The Flame Thrower and Engineer bonuses are
not cumulative; you get one or the other.

Crew-Served Weapons includes specialist
ATGW and SAM or SRBM vehicle stands or
any armoured vehicle that does not have a
direct fire Al factor. These are normally not
equipped or manned to fight effectively in their
own close defence. Vehicles with multiple
armaments (Missiles & Cannon) are not
classified as Crew Served Weapons for his
purpose (e.g. Soviet 2S6).

Dismounted Heavy Weapons always count as
Crew-Served regardless. This includes HMG,
Mortars, all Artillery & ATGs, and dismounted
Infantry SAM, ATG, or ATGW stands.

13.3 Sector Spotting

Remember: Platoons in Sectors cannot spot
into (inside) adjacent cover (like a wood) — they
can only see troops at the edge (i.e. in contact
with the edge of the sector).

13.6 Sector Combat

Sector Combat Results

When retreating from a sector movement is
determined exactly as with Close Combat
Retreats (see 12.3 Clarifications Above),
except that it is directly towards the closest
point of their baseline, and initially they can
retreat through sectors that are part of the
‘town’ they are already in. Each Sector passed
through counts as 1 normal move, so a losing
platoon in the middle of a large area of town
sectors will either retreat back 2 consecutive
sectors (if this is the most direct route to the
baseline); or 1 sector then emerge and do a
move equal to one full move (% the required
retreat distance), or emerge from the sector
immediately and do a full retreat move from the
edge of the sector.
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All other conditions in the notes for 12.3 above
apply.

At the end of Sector Combat any stands over
and above the 3 stand limit must retire towards
their baseline either 1" out of the sector or back
into the previous sector, as described in the
12.3 notes above. If this creates an excess of
stands in another sector the same applies to
the existing stands in that sector and so on —
until the ‘ripple’ sorts itself out.

13.7 Sector Qutskirts

Outskirts may only be ‘occupied’ by a stand
entering from the town sector itself. i.e. you
can'’t back up into the outskirts from outside the
sector.

The Outskirts are a nominal area 1 stand deep
(1 " deep by 3" wide) that can only be
occupied by 1 stand at any time.

Remember Outskirts only exist if no other
terrain feature is adjacent to the sector — if
there is a Road, another Sector, a Hill, Wood,
Field, River, Depression, etc, etc, adjacent
then there is no Outskirts present.

Platoons ‘occupying’ the Outskirts must be
placed with their rear flat against the edge of
the sector and in the centre (equidistant from
both corners).

Note: It has been observed by some players
that this can create a small blind-spot for some
(limited arc) weapons. That is correct and is
the price of having those types of troops
deployed in the Outskirts.

14.0 Morale

When determining the size of a battalion (the
number of stands) the following should be
excluded as they often represent only 1-2 real
vehicles and/or do not directly contribute to the
fighting value of the unit. Likewise they do not
count for losses either (and to avoid ‘misuse’ if
they spot enemy the rest of the battalion is not
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automatically made aware of it). These are
technical stands that provide specialist
functions to assist a unit in fighting:

ARVs (Armoured Recovery Vehicles)

AVLB (Armoured Vehicle Launched Bridges) *
Armoured Bulldozers & Earthmovers & Cranes
Ferries, Amphibians, & Amphibious Trucks*
Pontoon, Ribbon & Other Bridging Platoons*

* Scenario designers may wish to have
Bridging, Ferry & other non-combat Engineer
“Companies” check morale separately as per
Recon Companies when under attack orders —
in either case they should not directly add to
the morale of the battalion they are attached to
or part of.

Note: The above stands should also always be
the lowest priority target of their type (non-MBT
AFVs, or Soft Platoons) exactly as HQ stands
are.

The following do add to the morale as normal:

Minelayers

Mineclearers & Linecharge Vehicles
CEV (Combat Engineer Vehicles)
AVRE & Armoured Assault Vehicles

Scenario designers may of course make
exceptions in certain circumstances (such as in
a special river crossing scenario where
bridging stands are the most valuable stands
present, etc).

14.2 Troop Quality and Morale Check Procedure
We encourage players to use the optional
advanced morale rules wherever possible to
provide more survivability for units when they
are not limited by their available gaming time.
Units that get the 3-4 result spend the next 2
moves retreating at maximum speed (subject
to normal terrain effects) towards their
baseline. They may not fire or request fire or
otherwise engage the enemy. On the third
move of retreating they may make an unlimited

Modern Spearhead is © 2000 Wargames Inc, John Moher, Alex Macris, Arty Conliffe. This update © 2006 John Moher, Alex Macris, Arty Conliffe.

pivot as necessary to about face and adopt
defend orders (but not move closer to known
enemy); and may resume firing at enemy and
requesting fire support, they also begin
attempting to rally (throw 5-6) in the morale
phase. They will remain like this until the rally
is successful, at which time they may then
receive fresh orders from the Divisional HQ as
normal in subsequent command phases.

When conducting an optional morale
withdrawal any stands that are over 2
maximum moves distance behind the BC
(Battalion HQ), such as deployed support or
artillery weapons, are not required to retreat —
but they may not fire exactly as if they were
retreating with the rest of the battalion.

Example: a T-55 battalion with an attached
artillery battalion suffers a 3-4 result and must
retreat. The artillery is deployed in support 20"
to the rear of the T-55 BC — as the T-55 BC
moves 9” maximum the artillery does not need
to retreat (i.e. it's over 18" away). However if it
was only 15” behind the BC it would need to
limber up and retreat for 2 moves same as the
rest of the battalion’s stands.

14.2.1 Attached Units

Artillery Battalions

If an Artillery Battalion is attached directly to a
Fighting Battalion and the artillery is ‘off-table’ it
does not add to the morale of the Fighting
Battalion, and when the latter suffers a morale
failure it will automatically revert to “Brigade
Support” and it's FO head for the closest
friendly battalion CzZ from that Brigade or
Regiment. (If the Fighting Battalion is not part
of a Brigade or Regiment the artillery will revert
to “Divisional Support” and the FO will simply
head to the closest friendly battalion CZ
regardless).

Where the Artillery Battalion is attached directly
to the Fighting Battalion and the artillery stands
are represented on table then the artillery adds
to the total morale value of the Fighting
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Battalion as noted on page 35; but if the
Fighting Battalion suffers a morale failure that
removes it from the table the attached on table
artillery is removed also.

Reconnaissance Companies

Individual Recon Platoons included in
Regimental or Brigade HQ's or similar count as
integral to the battalion they are attached to.
Only dedicated full Recon Companies (whether
from the Brigade/Regimental Assets, or from a
dedicated Divisional Recon Battalion or similar)
take their Morale Checks separately.

These stands may still use the full Recon CZ,
but their loss affects the main battalion morale.

15.2.2 Minefield Effects

Reaction to Minefields

Hidden Minefields effectively get ‘ambush’
status — the enemy can not react to them until
after the end of the movement phase of the
turn they first contact them — minefields are
disclosed as 1 " sectors as each is ‘located’.
Wait for the moving player to complete all
movement before disclosing the presence of
any sectors that have been passed over by
troops.

However once located Minefields allow the
enemy to react for purposes of changing
orders, and deviating from moving parallel to
their command arrows.

Minefields laid by Aircraft or Artillery are
exposed and are spotted at 3". Players may
also choose to have their Minefields marked
(typically by light barbed wire and signage) —
Marked minefields are visible at 9" (as if
Infantry in the Open).

15.5.1 Bridqging

In real life terms a typical pontoon bridge
‘section’ will span about 40m to 60m of river.
By using 4 sections for example, 160m of real
river can be spanned with a light bridge, or
80m of river with a heavy bridge. Completing
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either of these would take 64 turns (or a
minimum of 16 turns with up to 3 additional
engineer platoons helping).

The Soviet TPP Pontoon Bridge can be used
as a Pontoon Section or it can be used to build
a raft same as a Ribbon Bridge.

The Soviet PMP is a self-launching Ribbon
Bridge. It is the ‘original’ Ribbon Bridge all the
others copied (and is actually a WW2 German
design).

Most Ribbon Bridges can span up to 300m

Trestle Bridges

The Soviet TMM is a self launched trestle
bridge. Each section (stand) in MSH
represents 4 actual sections able to bridge a
42m wide gap when assembled. They do not
need an Engineer Platoon to assemble, like
AVLBs they can deploy themselves. It requires
2 turns adjacent to the river to launch during
the day (or half that, 1 turn, if Veterans); 3
turns at night (or 2 if Veterans). It can be used
in rivers and obstacles up to about 5m deep as
although it is only 3.2m high it can be deployed
underwater to create a ford. The Bridge can
not be recovered during a normal MSH game,
but can be after the game. Remove the KrAZ
TMM Truck stand from play once the bridge is
deployed.

Multiple TMM Trestle sections (stands) may be
combined to span a wider river — 2 sections
can span 73m (taking 4 turns to launch in
daytime), 3 sections 104m in 6 turns in daylight
(each additional section adds about 31m as
of each bridge set is unusable when combining
bridges). When launching multiple sections
have all the KrAZ TMM Truck stands start in
contact with each other and at least one in
contact with the river's edge and remove the
farthest away as each section completes
launching. If all stands are Veterans halve the
deployment time (e.g. 3 turns for 3 sections in
daylight).
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15.5.2 Ferries

The Soviet GSP Ferry is a Heavy Ferry that
can transport 1 stand of any type. The PMM-2
Tracked Amphibian is a Heavy Ferry that can
transport 1 stand of any type or it can be used
as 1 section of pontoon bridging (requiring an
Engineer Platoon to deploy it). The Wheeled
PMM-2 Amphibian is similar.

The Soviet PTS-M and PTS-2 are Light Ferries
that can transport 6 stands of Infantry or 1
stand of light vehicles (weight 2 or less).

The Soviet K-61 Amphibian is a Light Ferry
that can carry 3 dismounted stands of Infantry
or support weapons or 1 light gun stand with
tow (e.g. 120mm Mortar, 23mm AA, 85mm
ATG, or 122mm Howitzer) or Jeep stand.

17.4 Effects Of Weapons Of Mass
Destruction

Attack Modifiers

Chemical Attacks vs. AFVs:

Recon AFVs are any fully enclosed AFV
classed as Recon in the TO&E, even if a
support weapon such as an ATGW stand.

Infantry Combat Teams with fully enclosed
APCs or IFVs do impose the AFV -1 modifier
(but may impose the NBC -2 modifier).

Change Log:

- Added some additional minor text in 14.0 Morale.

- Added Clarification on Reduced Ground Scale.
28 July 2006 — Version 1.00.
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