SIMPLE PLASTIC FIGURE RULES FOR WORLD WAR TWO SKIRMISHING.





SEGMENT ONE.





You can use small or large plastic figures in the wargaming.  HO scale (1/76 or 1/72nd scale) or 1/32nd scale.


These rules are meant to be simple so that you can play with your kids, but they also try to capture some of the WWII era combat style as well.   You will find that an enemy in cover is hard to winkle out of and rushing forward in the open can be suicidal.  It all depends on the weapons that you have and how you use them.





In 'SIMPLE PLASTIC FIGURE' Rules we use the figures as they are.  That is the figure can only use the weapons displayed on the figure and the pose that it is in.  For instance, a figure who is standing is always treated as upright and one who is laying on the ground is always treated as prone.  A figure armed with a rifle can only use that rifle.  A figured armed with a rifle and a grenade, can use one or the other.





This first segment of the rules concerns Infantry combat and weapons.





These weapons are:





Pistols.


German, Russian  Bolt-Action  Rifles.


British Bolt-Action Rifles.


American Semi-Automatic Rifles.


German, British, Sub-Machineguns.


American Sub-Machineguns


Russian Sub-machineguns.


American BAR, British BREN, Russian DP  Squad Automatic weapons.


German MG34 or MG42 Light Machineguns.


Medium Machineguns.


Grenades.


Bazooka's, PIAT's, & Panzerfaust Anti-Tank launchers


Mortars.


Infantry Guns (cannon, or howitzer's)





I.  BEGIN PLAY.





First divide up your figures between Germans and Allies.   Let all players have some figures to command.





Set out Terrain on a board, table or floor.





The Terrain represents cover or concealment or both.  These include:





Foxholes, trench or ditch.


Mounds of stone/ruble.


Hegdes.


Stone walls.


Wood walls.


Thin trees.


Thick Trees.


Buildings.


Bunkers.


Hills.





Decide what the winning objective is for both sides.  Examples are:





Take or Hold a house, hill, bunker, etc.


Eliminate a specific number of the enemy or more than you loose or complete elimination from the game.


Exit a number of your figures off the opposing end of the board.





Place all figures within a foot or two of your edge of the board/table, etc.





Begin play.





II.  TURN SEQUENCE.





A)  Roll 1D6 each turn to determine which side goes first.





Of each side, determine which player will conduct his figures first.





B)    First side's half of the turn.


     


     1.   Check status of figures.  


     2.   Any figure that can may move OR fire at the player's discretion.





C)   Second side's half of the turn.





      3.   Check status of figures.


      4.   Any figure that can may move OR fire at the player's discretion.





D)  End of turn.








A.   Roll One 6 sided die (1D6) for each side.   





Either one player per side or all players may roll 1D6 with the highest die roll winning.   





The highest rolling player then chooses which side goes first on that turn.





B.  First side's half of the turn.   





1.  Check status of figures.





Each Player as it is his/her turn to conduct action for their figures must first roll 1D6 per figure to determine if they can do anything with that figure.  





ROLL 1D6.





1 - 4 = FIGURE MAY DO ANY MOVEMENT OF COMBAT.


     5 =  FIGURE MAY NOT MOVE BUT MAY FIRE.


     6 =  FIGURE MAY NOT MOVE OR FIRE THIS TURN.





2.  Any figure that can may Move OR Fire.





The player may choose an action for any of his figures.





He must do so one at a time in some sort of order.





The actions that may be chosen are Movement or Fire combat.   Hand to Hand combat is part of  Movement.





The player touches the figure and announces the action it is taking,  he then performs that action with the figure and removes his hand.  Once the player has removed his hand, the action can not be changed.





For Movement,  the player designates how many inches are to be moved,  uses a ruler and places it at the edge of the figures base to measure the distance in the direction he chooses.  He then moves the figure.





For Fire Combat, the player designates that the figure is firing and what type of weapon he is firing if  he has multiple weapons.  The player then designates a target or several targets if the weapon being fired can fire more than once.  The player then rolls 1D6 to determine the effects of the Fire Combat on the target.  All effects are immediate.





Figures may either move or do fire combat, but not both.





C)  Second side's  half of the Turn.





It is the same as the above half.





Once both side's Player(s) have conducted their half of the turn, the turn is over and a new one begins.











III.  MOVEMENT.





Infantry movement is simple.





All Infantry figures, regardless of posture of the figure (Standing, crouch/kneeling, or prone) can move up to 6 inches in any direction.





Crossing an object that is leg high =  -1 inch.





Moving over an object waist high, such as a hedge, wall or large mound, etc  = -3 inches.





Tree's must be moved around.





Buildings must be moved around or into.  Moving within a building is treated as 6 inches of movement per turn.  Infantry must -2 inches when leaving a building, but not when entering.  Figures may enter a building with enemy troops inside and conduct hand to hand combat.





Foxholes, trenches,  and ditches may be entered with no penalty but a -3 inches when moving out of.





Bunkers must be touched by the Infantry stand before they can enter.  for instance an Infantry Figure that is 2 inches from a bunker can move the 2 inches only and touch the bunker.  On the next turn it may enter the bunker.  Figures may never enter a bunker with enemy troops inside.  There is a - 3 inche penalty when leaving a bunker.





MOVING INTO HAND TO HAND COMBAT.





Hand to hand combat can only be done during a move.  





Figures must be touching bases in order to conduct Hand to hand combat.





A figure that moves and ends its movement touching an enemey figure, or who enters a building with enemy figures inside, must conduct hand to hand combat.





Hand to Hand combat must be conducted when figures touch or enter an enemy occupied building.  If a figure touches two or more figures at the same time, he must fight both in succession.  He fights the first one, chosen by the player, and if that figure wins, then he fights the second one.   If there are two or more enemy in a building, the figure can only fight one per turn.





Touching the base of an enemy figure ends any further movement.





HAND TO HAND COMBAT.





Both players roll 1D6.  





The highest roll wins the fight and the loosing figure is eliminated.





Ties are rerolled until there is a clear winner.





A figure armed with a bayonet has a +1 to its roll.








IV.  FIRE COMBAT.





All Infantry weapons  have a range of use,  a rate of fire, and an effect area.





The player chooses which weapon, if  the figure has more than one it may use, and first uses a ruler to check the range to the intended target.  If the target is outside the range of the weapon, it can not be fired on with that weapon.





A figure with a direct fire weapon, which are all small arms, grenades and Anti-Tank launchers, can shoot at any target it can see.   A target must have at least 25% of itself exposed in order for it to be targeted on.  The 25% exposure must be in the direction of the figure that is firing.   Also note, a figure can only fire from behind cover or concealment, if at least 25% of itself is exposed.   Determine exposure, if neccessary, by the pose of the figure and the proximity of terrain that can act as cover and concealment.





First of all use the ruler not only to determine range, but also to measure the angle of the fire to the target.  If the ruler does not run through or over any terrain feature, at the height of the target figure's pose, then the shot is a clear one.   If the fire runs through light tree's or a hedge, etc before it reaches the target, then these  terrain type, versus the pose of the figure determines weather the figure is using cover and/or concealment.





A figure must have 50% of its body behind or in contact with a terrain type to use it as cover or concealment.





A standing soldier behind a rocky mound only has about 25% or less of its body  in contact with or behind the cover.  This does not afford him cover and/or concealment.   A kneeling soldier would have 50% of his body behind cover, and a prone soldier  would have 75% of his body behind cover.   Thus both could claim the Cover modifier.





If the figure is touching the cover of if the fire is traced over the terrain, then the cover modifier would count.





Figure's in a building are always in cover and are treated as one Pose less than they actually are.





Figures in a bunker are always in cover and always treated as Prone.





Figures in foxholes, trenches, are always in cover and treated as one pose less.





If  the figure is touching a terrain piece but the fire against it traces directly from the side that is not in contact with the terrain, then the cover modifier does not apply.





Prone figures on or next to any terrain are always in cover no matter what angle the fire is against them.





WEAPON RANGES.





PISTOLS:                                                            6 INCHES.


AMERICAN CARBINE	                             1 FOOT.


ALL RIFLES	                                            2 FEET.


SNIPER RIFLES*                                             2 FEET 6 INCHES.


ALL SUBMACHINEGUNS                             1 FOOT.


AMERICAN BAR ]


BRITISH BREN      ]                                         2 FEET.         


RUSSIAN DP         ]  


GERMAN MG34/42                                         2 FEET 6 INCHES.


MEDIUM MACHINEGUNS                           2 FEET 6 INCHES.


GRENADE                                                         6 INCHES.


PANZERFAUST                                              6 INCHES.


PANZERSCHRECK                                         1 FOOT.


BAZOOKA, PIAT                                            1 FOOT 6 INCHES.


50, 60MM MORTAR                                       2 FEET 6 INCHES.


81MM MORTAR                                             4 FEET.


120MM/4.2" MORTAR                                   5 FEET 6 INCHES.    


75mm Infantry gun/howitzer.                          6 feet.


105mm Infantry gun/howitzer.                        8 feet.





*  SNIPER RIFLE is any rifle figure with a scope on the rifle.





Now the player checks how many times that weapon may fire, this is called the rate of fire.  The player may choose to fire that many times at the same target, or choose a different target for each time the weapon may be fired.





PISTOLS                                                                                            2 TIMES.


GERMAN, RUSSIAN, BRITISH RIFLES                                      1 TIME.


AMERICAN RIFLE AND CARBINE                                            2 TIMES.


SNIPER RIFLE                                                                                  1 TIME.


GERMAN,BRITISH, AMERICAN SUBMACHINEGUN           3 TIMES.


RUSSIAN SUBMACHINEGUN                                                     4 TIMES.


AMERICAN, BRITISH, RUSSIAN SQUAD AUTOMATICS   3 TIMES.


GERMAN MG34/42 MACHINEGUN                                            4 TIMES.


MEDIUM MACHINEGUNS*                                                         3 TIMES.


GRENADES                                                                                       1 TIME.


ANTI-TANK LAUNCHER                                                              1 TIME.


MORTAR                                                                                           1 TIME.


INFANTRY GUN/HOWITZER                                                       1 TIME.





*MEDIUM MACHINEGUNS are American .30 cal. browning, British Vickers,  Russian Maxim and German Maxim 08's.





All small arms have a target effect area of the target they are aiming at.  Explosives on the other hand (grenades, AT launchers, Mortars, and Infantry Gun/howitzers) have a Blast Radius in which all figures inside that radius can be hit.





When using and explosive, designate a spot rather than a figure, as a target.  





From that spot measure the radius all around with a ruler.  Any figures inside the radius are targets.  This also includes friendly figures!





BLAST RADIUS OF EXPLOSIVES.





GRENADES                                                                      4 INCHES.


BAZOOKA ROUNDS                                                     3 INCHES.


PANZERSCHRECK ROUNDS                                       3.5 INCHES.


PIAT ROUNDS                                                                4 INCHES.


PANZERFAUST                                                              4.5 INCHES.


50/60 MM MORTAR ROUND                                       4.5 INCHES.


81MM MORTAR ROUND                                             5 INCHES.


120MM/4.2" MORTAR ROUND                                   5.5 INCHES.


75MM GUN/HOWITZER ROUND                               5 INCHES.


105MM GUN/HOWITZER ROUND                             6 INCHES.





Explosives versus targets in foxholes/trenches, bunkers, and buildings:





If the Grenadier is touching the wall of the bunker or building the grenade is then thrown inside the bunker/building.    In a bunker, all figures within become targets.   In a building,  the Blast radius is doubled.  The blast of the grenade inside a building/bunker, does not affect anyone outside of it.  A grenade thrown at a building/bunker when the grenadier is not touching the building/bunker, can not affect anyone inside the building/bunker.





To land a grenade into a foxhole/trench, the grenadier must be within 3 inches of the target.  The blast is confined to the foxhole or trench and does not effect anyone outside of it.


                          


Anti-Tank launchers can be fired at foxholes/trenches and bunkers and must roll 1D6 to hit these targets.  If hit the blast effects all occupants of the foxhole/trench or bunker, and any outside of it.   





ROLL 1D6





RANGE   up to 3 inches:    3- 6 is a hit.


                  4-6 inches:          4-6 is a hit.


                  7-12 inches:        5-6 is a hit.


                 13 inches +:           6 is a hit.





Anti-Tank launchers can hit a window or door from which someone is shooting in a building,  or blow a small hole in a wall.   Use the normal blast Radius at the point of impact and it affects any target in it.





Mortars can be used against foxholes and Trenches but must make a direct hit to effect figures in the foxhole or trench.  Roll 1D6 for a direct hit.





ROLL 1D6    A 6 is a direct hit.





Only the occupants of the foxhole or trench can be affected by the blast.





Mortars can not affect Bunkers.





Mortars can be used against a building, but may or may not blast through to the occupants.  Roll 1D6 for a shell that explodes in the house.  If the shell explodes in the house,  then use a double Blast radius from that spot.  The blast does not affect anyone outside of the building.





ROLL 1D6.   A  5 -6 is a hit.





Infantry Gun/howitzers  can be used against foxhole and trench targets just like Mortars (see above).





Infantry gun/howitzers can obliterate a bunker if hit.  Roll 1D6 to hit.   If hit, then eliminate the bunker and any occupants.





ROLL 1D6   A 6 is a hit.





Infantry gun/howitzers have two types of attack against a building.   They may blast a hole in the wall, or they may send a shell through the roof for a blast within the building.  To do so requires a 1D6 to hit roll.





ROLL 1D6  A 5-6  is a hit.





If blasting a hole in the building,  draw or cut out a section that is hit that equals half the weapons blast radius.   All figures at that spot are eliminated, any within 3 inches of the spot, must roll for a blast attack.





If blasting through the roof,  every figure in the building is a target and can be rolled for  a hit accordingly.





SPECIAL NOTE.





Mortars, and Infantry guns generally fire indirect and thus are not always hitting the spot that the player wishes to target.  Whenever using one of these weapons  Roll 1D6 to determine if the spot you wish is hit.





ROLL 1D6       5-6  is a hit on the spot desired.


                         4      is a hit to the left,  roll 1D6 for the number of inches.


                         3      is a hit to the right, roll 1D6 for the number of inches.


                         2      is a hit towards the opposing player himself,  roll 1D6 for the number of inches.


                         1      is a hit towards you,  roll 1D6 for the number of inches.








COMBAT EFFECTS:





Roll 1D6 for combat effects of all small arms,  or explosives against a target.





A 6 equals the elimination of the target figure.





Modify this roll by any and all of the following:





      	1.  RANGE


		3 inches or less                                                         + 2


   		4 - 6 inches                                                                + 1


		


	2.  TYPE OF FIRE


		sniper fire                                                                  + 2


		automatic fire				    + 1


                                explosives				    + 3





	3.  FIGURE'S POSE	


		standing/upright				    + 1


                                prone					     - 1





	4.  COVER AND/OR CONCEALMENT*


		concealment only				    - 1


		cover					    - 3





*CONCEALMENT is the following terrain.


	light trees.


	high grass.


	wood fences.


	hedges only.





COVER is the following terrain types.


	thick tree's.


	logs.


	Earth, or stone mounds or walls.


	Hedgerows.


	buildings, bunkers, foxholes, trenches.


	ditches.





V.  OTHER INFANTRY FIGURES.





These are non-fighing posed figures such as leaders, sentries, wounded, and radiomen.  They each can be used in certain ways.





LEADERS





These men may be armed with pistols or submachineguns.  They may have map cases or binoculars.





Leaders with pistols or submachineguns may use them to fire on the enemy.





Instead of fireing on the Enemy, a leader may choose an action not available to any other figure.  That is to 'LEAD'.





The player must designate that the leader is leading.   Any figure with in 6 inches of the leader may +1 inch to any movement or may + 1 to a fire combat modifier.  Figures that failed a Status check may reroll with a +1 modifier.  A figure that is 'LEADING' may not move of fire during that turn.





A leader, or other figure, with BINOCULARS, may do another action that is not available to other figures and that is to "DIRECT FIRE".  The owning player announces that such and such a figure is using his binoculars to Direct fire to another figure within 6 inches of him.   That figure would then recieve an additional + 1 modifier to any fire combat roll.  The binocular figure may not move of fire during the turn that he is 'directing fire'.   Directing fire is especially effective for machineguns, snipers and mortars.  Binoculars can be used to 'direct fire' to any target within range of the weapon the he is directing.





SENTRIES, MARCHERS AND WOUNDED, ETC.





Any figure not in a fighting pose, may be used as a researve.   





Place these researves in a sheltered spot at the edge of  the player's board edge.  They must be on the board so that they can be fired on.





When a fighting figure is eliminated and moved off the board he may be replaced by one of the researves on the next turn.   Place the researve off the board as eliminated, and place the fighing figure on the board at the spot where the researve figure was.  Keep the researve's behind the lines, but close to the front!





RADIOMEN.





Radiomen may act as Leaders.  They may 'lead' during a turn.   If they have a weapon they may use it.  If not they may 'direct fire'.   





Radiomen can 'direct fire' from any on board mortar or Infantry gun/howitzer,  irregardless of the range between them.





Radiomen can 'direct fire' to any target within 3 feet of them.





If there is no on board Mortar or Infantry gun/howitzer, then the Radioman may call in a shot of off-board 81mm Mortar fire.  This is not treated as "directed fire" but as regular mortar fire.





The radioman may call in Mortar fire out to 3 feet.





Thats it for Segment One: Basic Infantry Combat.





The next Segment will deal with  TANKS,  VEHICLES,  and ANTI-TANK GUNS.





A final Segment will deal with ARTILLERY,  and SPECIALIZED WEAPONS (Flamethrowers, mines, etc).





