Jordanian Company Level Organisation in Yom Kippur War - 1973
Under Command: Officers are trained to call for fire from their battle group mortars. Constant practice allows them to bring in quick, effective fire.

A Jordanian Company uses the Under Command special rule on page 161 of the rulebook. In addition, they do not suffer their normal +1 penalty to range in when calling for artillery bombardments from their company’s own mortars
Mike Target

When a Jordanian artillery battery All Guns Repeats, the whole regiment joins in.

Any teams under the barrage template must re-roll successful saves.

Tank Company 

Confident Trained, except for Elite units like 40th Armoured Brigade which should be Confident Veteran

Well trained and led

Any team in command in a 40t Armoured Brigade Combat or Weapons platoon may be nominated the platoon commander by the player, in any phase, for the whole phase. If the nominated Platoon Commander is destroyed, any remaining team which was in command may become the Platoon Commander immediately. The Platoon Commander team is determined by the player at the start of each phase, including before determining which platoons and teams are in command.

Unflappable: Jordanian 40th Armoured Brigade Combat and Weapons Platoons fight to the last and may re-roll any failed Platoon Morale Checks. Your Company Command team may re-roll Company Morale Checks.
	Company HQ


	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	MBT – CinC

MBT – 2iC
	
	

	2 M48
	200
	250

	2 Centurion V
	185
	225


Combat Platoons 

	2 to 4 Platoons


	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	3 MBT
	
	

	M48
	290
	355

	Centurion V
	265
	325


Weapons Platoons

	0 to 2 Mechanised Platoons


	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	HQ 1 M113 SMG/Cmd team, Bazooka, Light Mortar
	
	

	2 sections 1 M113 2 R/MG, 1 LAW teams
	190
	230

	3 sections 1 M113 2 R/MG, 1 LAW teams
	220
	305


Command SMG/Command team may be upgraded to R/MG/LAW team for 15/20 points
	0 to 1 Recce Platoon


	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	HQ 1 Land Rover HMG, 
1 Command R/MG
	
	

	2 Land Rover HMG, 2 R/MG or
	90
	105

	3 Land Rover HMG, 3 R/MG
	120
	140


Recce platoons are a Recce Platoon of Recce Teams

	0 to 1 Weapons Platoon


	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	HQ SMG Command team in an M113
	30
	50

	0-1 section 1 M113 2 HMG
	60
	70

	0-1 section 2 M125, M113 Rifle OP
	90
	105


MUST have at least 1 section.

	0 To 1 AT Platoon
	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	4 M151 Jeep with 106mm RCL
	85
	100


Support Platoons

Two or 4 M42 Dusters

	0 To 1 AA Platoon
	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	2 M42 Dusters
	90
	110

	4 M42 Dusters
	180
	220


	0 to 2 Field Batteries


	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	HQ 1 SMG Command team

M113
Rifle/Staff team

M113
Rifle OP in a Jeep
	
	

	2 sections 2 M52 SPG (105mm)
	225
	275

	3 sections 2 M52 SPG (105mm)
	315
	385


	0 to 1 Engineer Platoon


	CT

60th Armoured Brigade
	CV 

40th Armoured Brigade

	HQ 1 M113 SMG/Cmd/Eng team, Bazooka, Light Mortar
	
	

	2 sections 1 M113 2 R/MG/Eng teams

	135
	160

	3 sections 1 M113 2 R/MG/ Engineer teams
	175
	210


	Intel Briefing on the Jordanian Army (1967 to 1975)

	Tanks and Other Fighting Vehicles

	Name
	Cost
	Mobility
	
	Armour
	
	Equipment and Notes

	
	
	
	Front 
	Side
	Top
	

	Tanks – CT/CV
	
	
	
	

	Centurion V
	88/ 
105
	Tracked
	11
	6
	2
	84mm gun coax MG Protected Ammo, Stabilised, Slow Tank, Side Skirts

	84mm gun
	
	32"
	2
	15
	3+
	Canister, smoke

	Centurion VI
	130
	Tracked
	11
	6
	2
	105mm gun coax MG Protected Ammo, Stabilise, Side Skirts

	105mm tank gun
	
	40"
	2
	17
	2+
	Cannister, Smoke

	M48A5 Patton
	130
	Tracked
	12
	7
	1
	105mm gun, 0.50” AAMG, coax MG,  Stabilised

	105mm tank gun
	
	40"
	2
	17
	2+
	Cannister, Smoke

	M48A2 Patton
	96/

115
	Tracked
	12
	7
	1
	90mm gun, 0.50” AAMG, coax MG,  Stabilised

	90mm tank gun
	
	32"
	2
	13
	3+
	Cannister, Smoke

	M47 Patton
	80
	Tracked
	11
	6
	1
	90mm gun, AAHMG, coax MG, Stabilised

	90mm tank gun
	
	32"
	2
	13
	3+
	Cannister, Smoke

	Self-prop. Artillery – Confident Trained
	
	
	
	

	M125A3 (1973)
	35
	Tracked
	2
	1
	0
	81mm mortar, 0.50” AAMG, Mortar carrier

	M106A1 (1973)
	40
	Tracked
	2
	1
	0
	107mm mortar, 0.50” AAMG, Mortar carrier

	
	
	
	
	
	
	

	Self-propelled Anti-tank – CT/CV
	
	
	

	M113 Tow*
	50
	Tracked
	2
	1
	0
	TOW launcher, Cherry-picker, Amphibious

	TOW ATGW
	
	40"
	1
	19
	3+
	ATGW, HEAT Missile

	Jeep with TOW 
	35
	Jeep
	-
	-
	-
	TOW, Portee

	TOW ATGW
	
	40"
	1
	19
	3+
	ATGW, HEAT Missile

	Jeep with 106mm RCL
	20/25
	Jeep
	-
	-
	-
	106mm RCL, Tip and Run

	106mm RCL
	
	24"
	2
	15
	3+
	Recoilless Rifle, HEAT


	Self-propelled Anti-aircraft – Confident Trained
	
	
	

	M42 Duster
	45
	Tracked
	1
	1
	0
	40mm AA, pMG

	Twin 40mm AA
	
	24”
	4
	8
	4+
	

	
	
	
	
	
	
	


	Reconnaissance CT/CV
	
	
	
	

	Saladin
	30
	Half Tracked
	3
	1
	0
	76mm gun, coax MG, Amphibious

	76mm gun
	
	32"
	2
	13
	3+
	HESH, Canister, Smoke

	Ferret mk2/4
	10/
12
	Jeep
	1
	0
	0
	Turret MG

	Ferret Mk 
	5
	Jeep
	0
	0
	0
	Hull mounted MG

	Recce Jeep
	10
	Jeep
	-
	-
	-
	1 passenger, AAMG

	Artillery
	
	
	
	
	
	

	M125A3 (1973)
	30/ 

35
	Tracked
	2
	1
	0
	81mm mortar, 0.50” AAMG, Mortar carrier

	81mm mortar
	
	40”
	-
	
	6+
	Illumination, Smoke Bombardment

	3” mortar
	
	40”
	
	
	6+
	Illumination, Smoke Bombardment 

	M106A1 (1973)
	40
	Tracked
	2
	1
	0
	107mm mortar, 0.50” AAMG, Mortar carrier

	107mm mortar
	
	48”
	-
	3
	4+
	Mortar, Illumination, Smoke Bombardment

	25pdr
	
	24”
	2
	9
	3+
	Turntable, Smoke 

	
	
	
	
	4
	5+
	Illumination, Smoke Bombardment

	M52 SPG
	45/55
	
	1
	0
	1
	105mm howitzer, 0.50” AAMG, Awkward layout, 

	105mm howitzer
	
	40”
	1
	9
	2+
	HEAT, Cannister, Smoke

	
	
	
	
	4+
	4+
	Illumination, Smoke Bombardment

	5.5” guns
	
	32”
	1
	13
	1+
	HEAT, Smoke

	
	
	
	
	5
	2+
	Illumination, Smoke Bombardment

	155mm howitzer
	
	32"
	1
	10
	1+
	HEAT, Smoke

	
	
	
	
	5
	2+
	Illumination, Smoke Bombardment

	Transports
	Cost

CT or CT/ CV
	
	
	
	
	

	Vehicle
	Cost
	Mobility
	Front 
	Side
	Top
	Equipment

	Jeep
	5
	Jeep
	-
	-
	-
	

	Saracen
	10
	Half Track
	1
	1
	0
	Turret MG

	M113
	20/25
	Tracked
	2
	1
	0
	3 passengers, 0.50” cal AAMG, Amphibious, Wide Tracks

	M577
	20/25
	Tracked
	2
	1
	0
	2 passengers, 0.50” cal AAMG, Amphibious, Wide Tracks

	Helicopters – Confident Trained
	
	
	

	
	
	
	
	
	
	

	UH-1 Huey Gunship
	100
	Helicopter
	-
	-
	-
	2 Miniguns, 2 70mm Rocket Pods

	UH-1 Huey Transport
	30
	Helicopter
	-
	-
	-
	3 passengers, 1 Hull MG on each side

	Wessex
	40
	Chopper
	
	
	
	5 Passengers, 1 Hull MG on each side


	Team
	Points
	Range
	ROF
	Anti-Tank
	Firepower
	Notes

	Rifle/MG team
	20
	16"
	2
	2
	6
	SLR/M14 auto rifle with or without MG, Marching Fire 

SMLE must have MG

	Assault Rifle team
	20
	12"
	2
	1
	6
	M16 assault rifle, Marching Fire

	     Firing LAW 72
	10
	8"
	1
	14
	5+
	HEAT Rocket, Tank Assault 5

	LMG team
	20
	16"
	5
	2
	6+
	FN MAG 58 / M60 machine gun (bipod)

	MMG
	
	24”
	6
	2
	6+
	ROF 2 if Pinned Down

	HMG team
	20
	24”
	6
	2
	6+
	FN MAG 58 / M60 GPMG (SFMG), can’t move and fire

	90mm Bazooka team
	30
	8”
	1
	15
	4+
	HEAT, Tank Assault 5 (1973)

	Man-portable Redeye team
	25
	24"
	1
	(2)
	(5+)
	Anti-aircraft Missile

	Command team
	10
	12"
	3
	2
	6
	M16 assault rifle

	Observer team
	30
	-
	-
	-
	-
	Observer

	Staff team
	5
	-
	-
	-
	-
	Moves and fights as a gun team


Royal Jordanian Air Force (RJAF) Support

The RJAF is a small, professional, moderately equipped Air Force in the Middle East, well respected by its friends and enemies.  

Sporadic Air Support for 50 points
Sporadic air support provides supporting ground attack aircraft and intercepting fighters as per the HCMRB.

Limited Air Support for 50 points (Interception only)

Limited air support provides intercepting fighters as per the HCMRB.

	Aircraft
	Weapons
	Range
	To Hit
	Anti-tank
	Fire-power

	Hunter GRA9
	Bombs
	12”
	4


	6
	2+



	
	Rockets
	12”
	3+
	6
	3+

	
	Guns
	6”
	3+
	8
	4+


Anti-Radiation Missile Attack (Suppress SAMs)

Instead of providing Air support, once per game, an IDF player may attack your Area Air Defence systems using a Shrike or Standard ARM instead of normal Air Support. The IDF Suppression mission succeeds on 4+, but the other player may save on 4+ (Jordanians). If the attacked player’s save is passed, then their AADS won’t work the following turn, but will be active for the rest of the game from the next turn after that. If the save fails, the AADS is inoperative for the remainder of the game. The attacked player must declare whether or not they will attempt to save before the IDF Suppression mission takes place. If the attack fails, and the defender may no attempt to save, their SAM system is unaffected and continues to operate normally.

Area Air defence System:

Limited Support – 75 points, 5 dice 

· Limited Air Interception by Fighters in HCMRB.

Sporadic Support – 50 points, 3 dice

· Sporadic Air Interception Fighters in HCMRB.

NB If a 6 is rolled, then all air attacks that turn fail and all planes turn back.

In special scenarios you may choose to deploy your SAM sites on table. The costs (per launcher, no cost for single RADAR unit) and statistics of each of the systems are shown below:

	Weapon system
	Cost
	Range
	RoF
	  Hit
	FP
	Notes

	Hawk missile
	60
	48”
	1
	4+
	3+
	Area Anti-Defence System, Off table

4+ save v ARM
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