Yom Kippur War – 1973


Syrian Company Level Organisation in 1973
Centralised Control

The military government of the Republic of Syria emphasises conformity and obedience in its citizens and soldiers. Soldiers are committed to Syrian nationalism, but relatively poorly trained in tactics by Western standards. Their attacks tend to be centrally planned and controlled with their lack of communications technology hindering their flexibility.

An Infantry Battalion uses the Centralised Control rule on page 180 of the rulebook. Their companies operate as platoons and their battalion as a company.
Quality of Quantity

Syrian soldiers in assault units are committed to liberating the Middle East from the Zionism. Their Russian advisors spur them on to preserve Soviet and Syrian pride, motivating them to a do or die approach. 

An Infantry Battalion uses the Quality of Quantity rule on page 182 of the rulebook making them very difficult to pin down.

Hen and Chicks

Syrian armour has inadequate numbers of officers and reliable communications equipment and training, so the handling of their armoured formations is quite basic. 

If any vehicle in a tank company with this rule exceeds 6 inches in the movement phase, no tank can shoot. Defensive fire is not affected by this rule.

Infra Red Nighting Fighting

This advanced form of night fighting technology was tremendously useful for the Syrian T62s attacking the IDF at night on the Golan Heights in 1973. The IDF had nothing to match it. 

Although all targets count as concealed, with a maximum line of sight of 24”, the player doesn’t roll for visibility range when shooting with a T-62 main gun.

Don’t stop until you reach the Jordan River

Elite Tank units of the Syrian army and Assad Guard sustained terrible casualties and yet continued inexorably forward.
A Syrian Tank Company will fight to the last and may re-roll any failed Company Morale Checks. Your Tank Battalion Command team may re-roll Company (Battalion) Morale Checks.

Recoilless Guns

Recoilless guns use the Recoilless Guns rule on page 167 of the rulebook. This means that they are not Concealed when they fire. If friendly troops are within 4” of the rear of the base, you cannot fire.
Remote Control
The BRDM-2 Sagger is quite sophisticated for its time. The firer-operator can dismount a distance away from the vehicle and operate the missiles effectively.

The Operator may dismount and fire missiles normally, as long as he hasn’t moved in the Movement phase. The operator may move up to 4” away from the BRDM – 2 Sagger and still operate it. It may not move further than 4” away, and moves as an Infantry team.

The Operator may remain Concealed and/or Gone to Ground when firing unless the launching BRDM-2 Sagger can be seen in the Open, in which case the BRDM-2 Sagger may be fired at separately to the Operator. If either is destroyed, the Operator is removed from the game but doesn’t count as a separate team if destroyed.

RPG rule

RPGs were really common in the Syrian Army in the Yom Kippur War and were a real thorn in the side of assaulting IDF armour.

While LAW/RPG units are infantry teams with the stats outlined in the equipment table, any AR or AR/MG team that has dismounted from a vehicle or helicopter during the game, or has deployed into Prepare Positions, may choose to fire as an RPG/LAW team in the Defensive Fire phase and fights with the same Tank Assault factor as the LAW team. 

Tip and Run

Small MT equipped with medium size Recoilless rifles were fragile, but useful AT assets in this period. They would engage armour, preferably from ambush, engage and then break off.

As per MCHRB Tip and Run.

Infantry Company

Zero to 1 Heavy Tank Company

Three to 5 JSIII

	Unit strength
	Confident Conscript
	Confident Trained

	3 JSIII
	225
	270

	4 JSIII
	300
	360

	5 JSIII
	375
	450


Mechanized Infantry Company

Confident Conscript, except for elite units including Div Recce, which will be Confident Trained.

The Palentinian Armoured Brigade of AMX Shermans in 1967 is rated Fearless Conscript .

 1973 – Assault troops (Canal crossing troops including Engineers) are always Confident trained. 

1973 – Marines, Paratroops and Commandos are Fearless Trained.

Battalion HQ: 2 APCs
One AR command team CiC
One AR team 2iC
Two to 3 companies

HQ 1 APC 
Command AR, AR/RPG team

May add 1 or 2 Sa-7 teams (1973)
May add 2 to 6 82mm or 107mm RCL

May add 2 to 6 Sagger ATGW (1973)

Two to 3 Rifle Platoons:

 3 APCs and 3 AR/MG and 3 AR/MG/RPG teams

Notes: APC is BTR-152, Walid or BTR-50/OT-62 (in that order).

RPG: 1967- RPG2, 1973 RPG7
Support choices

Tank Battalion
We must destroy the vassals of the infidels

Syrian Tank Battalions apply the Exploitation Forces special rule from Hen Chicks.

Battalion HQ

HQ 1 MBT as CiC 
Tank type must match the type deployed in the tank companies.
	Tank
	Confident Conscript

	T62
	60

	T55
	50


May add a Battalion 2iC

	AFV etc
	Confident Conscript
	Confident Trained

	Command APC, AR 2iC team and AR/RPG7 team
	35
	40

	BTR50
	10
	10

	OT-62
	15
	20


 May add Recce Platoon 
	Recce Platoon
	Confident Trained

	2 BRDM and AR team
	60

	3 BRDM and AR team
	90

	May add an RPG 7 team per BRDM
	25

	2 BRDM 2
	50

	3 BRDM 2
	75


Centralised Command and Hen and Chicks does not apply to this unit.
Combat platoon choices

Two to 3 Tank companies

 CHQ: 
1 MBT command, Four to 9 MBTs
· The Hen and Chicks rule applies to these companies of 5 to 10 tank, 
· Only one tank company per Battalion may be Confident Trained, others must be Confident Conscript, it must be the smallest in the Battalion.
· Only one type of tank may be fielded per battalion.
	AFV
	Number
	Confident Conscript
	Confident Trained

	T62
	5
	300
	375

	
	6
	345
	430

	
	7
	385
	485

	
	8
	420
	530

	
	9
	455
	565

	
	10
	480
	600

	T55
	5
	250
	310

	
	6
	290
	360

	
	7
	320
	400

	
	8
	350
	440

	
	9
	400
	470

	
	10
	400
	500


Weapons platoon choices

	0 to 1 Mechanised Co
	Confident Conscript
	Confident Trained

	HQ Command AR, AR/RPG 7 team 
	
	

	May add 1 or 2 Sa-7 teams (1973)
	20 each
	25 each

	May add 2 to 6 Sagger ATGW (1973)
	30 each
	35 each


Your company HQ elements ride in a platoon APC.
	
	Confident Conscript
	Confident Trained

	3 Platoons of 4 AR/MG, 3 RPG 7 teams
	400
	525

	2 Platoons of 4 AR/MG, 3 RPG 7 teams
	275
	360


Mount company in APCs (2 per platoon):
· BTR50 for 10 points

· OT-62 for 16/20 and 

· Add 30 for 4 APCs, and 

· Add 50 points for 6 APCs
	0 to 1 Medium Mortar Company
	Confident Conscript
	Confident Trained

	Command AR team

May add 1 AR OP team
	
	

	1 sections of 3 8.2cm mortars
	65
	80

	2 sections of 3 8.2cm mortars
	110
	135


Zero to 1 Heavy Mortar Company

Command AR team

May add 1 Rifle OP team

	Heavy Mortars
	Confident Conscript
	Confident Trained

	2 sections of 2 12cm mortars
	115
	145

	3 sections of 2 12cm mortars
	155
	195


Zero to 1 AT Company

4/6 BRDM 2 Sagger (1973)
	AT Company
	Confident Conscript
	Confident Trained

	4 BRDM Sagger
	140
	180

	6 BRDM Sagger
	210
	270


Support platoon choices

	Zero to 1 AA Gun platoon


	Confident Trained

	2 ZSU 23-4 (1973)
	80

	3 ZSU 23-4 (1973)
	120

	2 ZSU 57-2 
	100

	3 ZSU 57-2
	150


	0 to 1 Engineer Co

CHQ
	Confident Trained

	HQ Command AR/Eng team 
	

	May add 1 or 2 Sa-7 teams (1973)
	25 each

	May add 2 to 6 Sagger ATGW (1973)
	35 each


Your company HQ elements ride in a platoon APC.

	Platoons
	Confident Trained

	3 Platoons of 3 AR/Eng and 1 RPG 7 team
	325

	2 Platoons of 3 AR/Eng and 1 RPG 7 team
	210


Mount company in APCs (2 per platoon):

· BTR50 for 10 points

· OT-62 for 16/20 and 

· Add 30 for 4 APCs, and 

· Add 50 points for 6 APCs
Up to 1 team per platoon may be substituted by a Flame thrower.
	0 to 2 Artillery Battalions
	Confident Trained

	BHQ
	

	Command AR team 
	

	Add 1 AR OP 
	

	Staff team
	

	Field Artillery
	

	3 122mm
	120

	6 122mm
	195

	12 122mm
	

	Medium Artillery
	

	3 152mm
	150

	6 152mm
	255

	12 152mm
	490

	Motorise Battalion
	5

	Mount BHQ in 2 BTR 150
	15


A Field Artillery Battalion must be purchased before a Medium Artillery Battalion can be used. The Medium Artillery Battalion must have no more guns than the Field Artillery Battalion. To upgrade 122mm to SP (T34/122), add 20 points per gun (no 152mm may be included in the list).
	0 to 2 Recce Platoons
	Confident Trained

	2 BTR 50 with 4 AR and 3 RPG 7 teams
	205

	2 BRDM and AR team
	60

	3 BRDM and AR team
	90

	May add 1 RPG 7 team per BRDM
	25

	2 BRDM 2
	50

	3 BRDM 2
	75

	4 BRDM 2
	100

	0 to 1 Recce Tank Platoon
	Confident Trained

	3 PT-76
	95


Upgrade BTR 50s to OT-62 for 20 points
Centralised Command and Hen and Chicks rules do not apply to Recce or Recce Tank platoons. Recce Tank platoons are not recce platoons.
	0 to 2 Commando Companies
	Fearless Trained

	HQ Command AR, AR/RPG 7 team 
	

	May add 1 or 2 Sa-7 teams (1973)
	30 each

	May add 2 to 6 Sagger ATGW 
	40 each


	
	Fearless Trained

	3 Platoons of 4 AR/MG, 3 RPG 7 teams
	600

	2 Platoons of 4 AR/MG, 3 RPG 7 teams
	415


Each or any Commando Company may be inserted by Mi-8 helicopter for 60 points (deploy 1 platoon per Mi8, CHQ deploys with 1 Mi8). Use the Helicopter rules in the Modern Flames appendix.
	0-1 Tank Hunter Platoon
	CT
	FT

	Command AR team
	
	

	3 Tank Hunter Teams
	95
	115

	4 Tank Hunter Teams
	120
	135


In order to field a Tank Hunter platoon, your list must include a company of infantry teams (ie a company of Mechanised infantry, Engineers or Commandos).  An FT platoon may only be fielded if you have fielded a Commando Company.
A Tank Hunter platoon is not subject to Centralised Control.

The player must have a company of infantry, of any type (eg Engineers, Mechanised, Motorised, Infantry or Commandos), in order to field a Tank Hunter platoon. These Tank Hunter teams may be Combat Attached to an Infantry, Mechanised or Special Forces Company.
	AFV 
Confident Conscript
	Cost
	Mobility
	Front Armour
	Side Armour
	Top Armour
	Weapons and Notes

	T62 (1973)

	60
	Tracked
	12
	7
	1
	115mm gun, coax MG, IRNF, Smoke Generator

	115mm tank gun
	APFSDS
	40”
	2
	18
	3+
	

	
	HEAT
	24”
	1
	15
	2+
	

	T55
	50
	Tracked
	11
	6
	1
	100mm gun, 12.7mm AAMG, coax MG, Smoke Generator 

	100mm tank gun
	APDS
	32”
	2
	17
	3+
	

	
	HEAT
	24”
	2
	14
	2+
	

	T34/85
	35
	Tracked
	7
	5
	1
	85mm gun, 12.7mm AAMG, coax MG, 

	85mm tank gun
	
	32”
	2
	12
	3+
	

	JSIII (pre 1975)
	75
	Tracked
	16
	8
	1
	122mm gun, 14.5mm AAMG, coax MG, Slow Tank

	122mm tank gun
	
	32”
	1
	15
	2+
	

	Reconnaissance – Confident Trained
	
	
	
	

	BRDM2
	15
	Jeep
	1
	0
	0
	12.7mm HMG, coax MG Amphibious

	BRDM1
	10
	Jeep
	1
	0
	0
	1 passenger, Twin MG Amphibious

	PT76
	25
	Tracked
	3
	1
	1
	76.2mm gun, coax MG, Amphibious

	76.2mm gun
	
	24”
	2
	9
	3+
	

	IFVs
	
	
	
	
	
	

	BMP-1
	30
	Tracked
	2
	1
	0
	73mm, coax – MG, Amphibious, Wide Tracks

	73mm gun
	
	16”
	1
	9
	4+
	HEAT

	Sagger ATGW
	20
	8”-32”
	1
	16
	3+
	HEAT, ATGW, Bunker Buster

	Self-propelled Guns
	
	
	
	
	
	

	ZSU23 Shilka
	40
	Tracked
	1
	1
	1
	Quad 23mm gun Amphibious

	Quad 23mm gun
	
	16”
	6
	6
	5+
	AA, AA RADAR

	ZSU 57-2
	50
	Tracked
	1
	0
	0
	Twin 57mm AA

	Twin 57mm
	
	24”
	4
	9
	4+
	AA

	SA9 Gaskin
	40
	Wheeled
	1
	1
	0
	Twin SA9 AA missile Amphibious, AA RADAR

	SA6 Gainful
	40
	Tracked
	1
	1
	0
	

	SA13 Gopher
	45
	Tracked
	1
	1
	0
	Twin SA13 AA missile AA

	BRDM2 ATGW
	45
	Jeep
	1
	1
	0
	AT3 Sagger, Hull MG, Amphibious,

	Sagger ATGW
	
	8”-32”
	1
	16
	3+
	HEAT, ATGW, Remote Control, Bunker Buster

	GAZ/107mm RCL
	
	Jeep
	-
	-
	-
	Tip and Run, 107mm RCL

	107mm RCL
	
	24”
	2
	15
	3+
	HEAT, RCL

	SU100
	45
	Tracked
	9
	5
	1
	100mm

	100mm
	
	40”
	1
	17
	2+
	

	T34/122
	
	Tracked
	4
	1
	0
	122mm, Overloaded, 12.7mm AA

	122mm howitzer
	Heavy
	24”
	1
	10
	2+
	HEAT, Smoke

	
	
	108”
	
	4
	3+
	Smoke Bombardment

	Transports
	
	
	
	
	
	

	Vehicle
	Points
	Mobility
	Front 
	Side
	Top
	Equipment

	Jeep
	0
	Jeep
	-
	-
	-
	

	BTR60
	16/20
	Half-Track
	2
	1
	0
	2 passengers, 14.5mm HMG, coax MG, Amphibious

	BTR50
	8/10
	Tracked
	2
	1
	0
	4 passengers, Amphibious

	OT-62
	16/20
	Tracked
	2
	1
	0
	4 passengers, Turret 12.7mm, Amphibious

	BTR 152 / Walid
	5/6
	Wheeled
	1
	0
	0
	3 Passengers

	Helicopters
	
	
	
	

	Mil 8/17 Transport
	60
	Helo
	-
	-
	-
	6 passengers, 57mm rocket pods, 2 Hull MG

	Mil 6 Hip Transport
	60
	Helo
	-
	-
	-
	8 passengers, 57mm rocket pods, 2 Hull MG

	Mil 4 Transport
	60
	Helo
	
	
	
	2 Passengers, 2 Hull MG

	Weapon
	Cost
	Range
	ROF
	Anti-Tank
	Firepower
	Notes

	81mm mortar
	20
	40”
	-
	1
	3+
	Mortar, Smoke

	57mm rocket pods
	
	8”
	-
	6
	4+
	Rocket Pod

	MG or AA MG
	
	16”
	3
	2
	6
	Self Defence AA if AAMG

	HMG or AA HMG
	
	16”
	3
	5
	5+
	Self Defence AA if AAMG

	SA7
	
	32”
	1
	5
	5+
	Anti-aircraft Missile

	SA9
	
	40”
	1
	7
	4+
	Anti-aircraft Missile

	SA13
	
	48
	1
	8
	4+
	Anti-aircraft Missile

	SA14
	
	40”
	1
	6
	5+
	Anti-aircraft Missile

	20mm gun
	
	24”
	3
	6
	5+
	Anti-aircraft

	30mm gun
	
	24”
	3
	8
	5+
	Self-defence AA

	
	
	
	
	
	
	

	100mm BT44
	Immobile
	40”
	1
	16
	2+
	

	122mm howitzer
	Heavy
	24”
	1
	10
	2+
	HEAT, Smoke

	
	
	
	
	4
	3+
	Smoke Bombardment

	152mm howitzer
	Immobile
	32”
	1
	12
	1+
	HEAT, Smoke

	
	
	
	
	5
	2+
	Smoke Bombardment

	AT3 ATGW Sagger
	30/35
	8”-32”
	1
	16
	3+
	HEAT, ATGW, Cannot fire when Pinned, Bunker Buster.

	AT4 ATGW Spigot
	
	32”
	1
	17
	3+
	HEAT Missile

	AT5 ATGW Spandrel
	
	40”
	1
	18
	3+
	HEAT Missile

	AT6 ATGW Spiral
	
	40”
	1
	20
	3+
	HEAT Missile

	AT8 ATGW Songster
	
	40”
	1
	20
	3+
	HEAT Missile

	AT10 ATGW Stabber
	
	24”
	1
	20
	3+
	HEAT Missile

	AT11 ATGW Sniper
	
	48”
	1
	20
	3+
	HEAT Missile

	85mm RCL
	15
	16”
	2
	10
	4+
	Recoilless Rifle, HEAT

	107mm RCL
	20
	24”
	2
	15
	3+
	Recoilless Rifle, HEAT

	
	
	
	
	
	
	

	Infantry Teams
	Points
	Range
	ROF
	Anti-Tank
	Firepower
	Notes

	Assault Rifle team
	
	8”
	2
	1
	6
	AK47 Assault Rifle, full ROF when moving

	AR/MG
	
	12”
	2
	2
	6
	AK47 Assault Rifle, RPK MG, full ROF when moving

	RPG 2 team
	-
	8”
	1
	9
	4+
	Rocket, HEAT, Tank Assault 4

	RPG 7 team
	-
	8”
	1
	14
	4+
	Rocket, HEAT, Tank Assault 6

	Flame thrower
	
	6”
	2
	
	6+
	Cannot be used in Defensive Fire

	MG team
	
	16”
	3
	2
	6+
	

	Tank Hunter
	
	8”
	2
	14
	4+
	Rocket, HEAT, Tank Assault 6

	Gun Teams
	Cost
	Range
	ROF
	AT
	FP
	Notes

	HMG team
	15
	16”
	3
	4
	5+
	DGT HMG

	LMG 
	
	16”
	5
	2
	6
	ROF 2 when Pinned Down.

	SGM HMG
	
	24”
	6
	2
	6
	ROF 2 when Pinned Down.

	AT3 Sagger
	30/35
	8”-32”
	1
	16
	3+
	HEAT, ATGW

	Man-portable SA7
	20/25
	32”
	1
	5
	5+
	HEAT, Missile, Anti-aircraft

	Air Radar team
	50
	-
	-
	-
	-
	Moves and fights as a gun team

	Artillery Radar team
	100
	-
	-
	-
	-
	Moves and fights as a gun team

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


	Aircraft
	Weapons
	Range
	To Hit
	Anti-tank
	Fire-power

	SU7 Fitter Jet (2 * 30mm)
	Guns or 
Rockets

Bombs
	8”
8”
8”
	3+

3+

4+
	8
7

6
	4+

3+

2+

	Il-28 Beagle (4 * 23mm)
	Guns or 
Rockets

Bombs
	8”

8”

8”
	3+

3+

4+
	6
7

6
	5+

4+

2+


Syrian Air Support

The Syrian Air Force does not have the experience or latest western aircraft enjoyed by the Israeli Air Force, but it is still a determined and capable foe, very well supported by the Soviet Union and its military advisors.  The introduction of new aircraft supplied by the Soviet Union enables it to better support the other armed forces.

Limited Air Support for 90/100 points (1973)
Limited air support will provide supporting ground attack aircraft (Su-7M Fitter/Il-28 Beagle) and intercepting fighters (MiG-17, 19 or 21) on a roll of 5+/6+ respectively as per WW2 rules (starts at 5 dice).

Sporadic Air Support for 45/50 points
Sporadic air support will provide supporting ground attack aircraft (Su-7M Fitter/Il-28 Beagle) and intercepting fighters (MiG 17, 19 or 21) on a roll of 5+/6+ respectively as per WW2 rules (starts at 3 dice).

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:
	System
	Points
	Range
	Hits on
	ARM Save
	Firepower
	Special rules

	Sa-2/Sa-3
	75/

50
	72”
	5
	5+
	2+
	Area Anti-Defence System, Off table

Save on 5+ v ARM, Immobile

	SA6 Gainful
	40
	Tracked
	1
	1
	0
	

	Sa-6
	90/

60
	56”
	4
	4+
	3+
	Area Anti-Defence System, Off table

Save on 4+ v ARM


1

