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OPTIONAL RULE: FOG OF WAR (FOW) MARKERS

Print out the following pages, cut out the markers, and mount them on cardboard. Have fun!

Designers Notes: Erich and | have been carrying these rules around with us since we started Red Horizon 41. We left an
approach like this out of the Assault System so far in order to keep it from becoming too complex. Now the time has come.
We would like to share our idea with you so that we can get your feedback. These rules are certainly not yet fully thought out
and mature. We haven’t had the time to do that yet. But we think that our approach adds another dimension of excitement
to the Assault gaming experience. We look forward to your feedback and wish you exciting games in the Assault System.

Marker Types
* Unknown Contact: Soviet or German:

» Specific Contact (examples): Soviet infantry/artillery or vehicle units; German infantry/artillery or vehicle units:

Setup
» All units receive a Fog of War (FoW) marker, with the Unknown Contact side face up.

» For every three units, each player receives one Dummy Contact. These may be placed during the setup phase by
stacking two FoW markers with the Unknown Contact side face up.

» Before the first game turn begins, players check for any automatic identification of units (see FoW marker rules, if ap-
plicable).

Rules for FOW Markers

General
» A unit retains its Unknown Contact marker until it is activated.
» Once the unit performs an action, its FoW marker is flipped to the Specific Contact side.

Automatic ldentification:
A FoW marker is removed if:
» the unit is in clear terrain or on a road and an enemy unit has line of sight (LOS),
» a successful spotting roll is made against the unit,
» an enemy unit moves into an adjacent hex,
» the unit opens fire.

Dummy Contacts:
» Dummy Contacts cannot move or perform actions.
» They are removed from the board as soon as:
» they are detected by a spotting roll,
e an enemy unit enters an adjacent hex,
» they are targeted by indirect fire,
 they are the only unit with LOS to an enemy unit and would otherwise spot it.




Important: Once a FoW marker has been removed from a unit, that unit remains revealed for the rest of the game.

Targeted Reconnaissance of Unknown Contacts

» Players may activate infantry, artillery, or vehicle units with a normal action to conduct targeted reconnaissance of ene-
my Unknown Contacts.

» Areconnaissance attempt is successful on a D6 roll of:
« 3+ for infantry and artillery,
* 4+ for vehicles.
» The result may be modified by unit abilities (e.g. Scout) or LOS modifiers (MR 10.5).
» On success, the Unknown Contact marker is removed.
» On failure, the Unknown Contact marker remains.
» In either case, the action ends.

Firing at FOW Markers
Direct Fire
» Direct fire at Unknown Contacts is not permitted.
» Direct fire at Specific Contacts requires a prior spotting roll.
» Success: the FoW marker is removed.
» Failure: the Specific Contact marker remains, and the unit fires blindly (MR 10.5, failed spotting roll).

Indirect Fire
» Indirect fire (not OAS) at Unknown Contacts requires a prior spotting roll.
» Success: the FoW marker is removed.
» Failure: the marker is flipped to the Specific Contact side to reveal the unit type.

Indirect Fire with OAS
» Indirect fire using OAS against a hex containing Unknown Contacts is permitted.
» LOS is sufficient; no spotting roll is required, as the entire hex is targeted (MR 12.4.2.1).
» The FoW marker is flipped to the Specific Contact side to reveal the unit type.

Send us your feedback to: info(at)assault-games.com or put it on our bgg forum pages.
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