Post Combat Fall-Back and Follow-up (Experimental)

Design Notes

The intent is to allow badly mauled defenders to be driven back after combat. Units that won a significant victory may perform a follow-up move. For traditional units, the follow-up is a rally forward onto the enemy position. For motorised units the follow-up can be a rapid breakthrough into the enemy rear, possibly resulting in further combat.

I intended to keep the mechanism simple, and slightly unpredictable. Sometimes the defenders will take a beating, but stand to fight another turn. On other occasions they may run away after an initial attack, leaving a nasty gap in the line.

Existing game mechanisms are used to increase the effect of heavy tanks and heavy artillery on defenders. Defender confidence will benefit from a well-fortified position and effective anti-tank support.

The mechanism of counting 6’s in combat reflects the fact that a hasty surprise attack could be just as demoralising as a well-prepared deliberate attack.

Overall Procedure

Where attacker wins a combat, determine the victory margin. If the victory margin is greater than zero, follow “Effect on Defender” and “Options for Attacker”.

Where the defender and any rear support are eliminated, follow “Options for Attacker”.

Where a defender has been eliminated, but its rear support survives, follow “Effect on Defender” and “Options for Attacker”. In this instance the rear support stands in as defender during the victory test and subsequent actions.

Effect on Defender

If the victory margin exceeds the defender’s cover level:

· The defending unit must fall back. 

· Units providing rear support may opt to stand, or fall back along with the supported defending unit.

If the victory margin in greater than zero, but equal or less than the defenders cover level: 

· Defending unit may elect to stand or fall back.

· Units providing rear support may opt to stand, or fall back with the supported defending unit.

Options for Attacker

Where the victory margin is greater than zero, or the defender has been eliminated:

· The attacking unit and its rear support may make a follow-up move.

· Units with breakthrough ability follow up by making a breakthrough move.

· Units lacking the breakthrough ability follow up by making a rally-forward move.

Victory Margin

Count the total number of 6s thrown by the attacker during this round of combat (whether causing casualties or saved).

Add the attacker’s armoured advantage against the best defenders AT unit during the fight (i.e. Attackers armour saving rolls)

Subtract the strength of the defending unit.

Subtract the defending unit’s armour and cover advantages against the best attacking unit during the fight.

Fall Back

If the victory margin is greater than zero, but not greater than the defending unit’s cover level, then the defending unit may elect to fall back.

If the victory margin in greater than the defending unit’s cover level, then the defending unit must fall back.

A unit rolls the victory margin number of d6, and falls back one centimetre for each pip shown. The unit falling back will pass through any friendly units it encounters, ending behind them.

Rally Forward

If the victory margin is greater than zero, attacking units and rear supports, which do not have breakthrough ability, may elect to rally forward.

A unit that rallies forward moves up to occupy the space vacated by a routing defender. If the defender elected to not rout (victory margin didn’t exceed cover level), then the attacking unit and rear support may move through the defender, ending behind and 1cm beyond it.

A forward rally cannot end in contact with the enemy, and cannot initiate further combat.

Breakthrough Move

If the victory margin is greater than zero, attacking units and rear supports, which have breakthrough ability, may elect to perform a breakthrough move.

A breakthrough move is a normal move in a forward direction. The move may drive through the original defender (whether it routed or not), but may end in contact with, and initiate further combat with other enemy units.

Each unit may perform only one breakthrough move per turn.

Eliminated enemy

Where the defending unit is eliminated in combat, then the attacking unit and rear supports may perform a forward rally. If the attacker and rear supports have the breakthrough ability, they may perform a breakthrough move.

