
ATS Index
AAMG 15.2.4, 15.6
Accidental Bombing 12.11.6
Accuracy, Artillery 12.8.52
AFV Aspect 12.7.168
AFV Bail-Out 12.7.76
AFV Cards 3.7
AFV Smoke Candles 6.4.9
AFV Suppression 15.9
Air Attacks 12.11
Airbursts 7.2.3, 7.8.4, 8.6.7, 8.10.6
Airbursts, Time-Fuzed HE 14.16
Aircraft as Targets 12.7.6
Aircraft Movement 11.6
Aircraft Spotters 12.11.12
Alternate AP Types 14.15
Alternate Building Types 7.11.13, 8.19
Alternate Crews 14.3
Alternate Roads and Paths 8.3
Ammunition Limitations 3.6.5
Ammunition Supply, Artillery 12.8.514
Anti-Aircraft Fire 12.11.8
Anti-Tank Ditch 9.8
Anti-Tank Rifles 14.8
AP, Alternate Types 14.15
AP and HE Limitations 14.14
APC as Targets 15.10.3
APC Passengers 15.10.4
APC Units 15.10
APC Vehicle Targets, Arty 12.8.1152
APCD 14.15
APDS 14.15
Armor Command 15.8
Armored Cars 15.1.3
Artillery Counters 3.6.6
Artillery, Off Board 12.8.1
Artillery vs Minefields 9.2.22
Assault Cover, Personnel 12.5.4
Assault Fire - AFV 12.7.15
Assault Fire - Personnel 12.7.14
Assault Fire, Vehicle MG 15.6.2
Assault Movement, Personnel 11.3.22
Assault Movement, Vehicles 11.4.21
AT Minefields 9.2.101
Attack Routines 12.11
Automatic Morale Results 10.3.5
Automatic Unload - Riders 11.5.751
Bail Out 11.5.521, 12.7.76
BAR Gunner Casualties 12.6.52
Barbed Wire 9.9
Barrage 12.8.62
Battery Contact 12.8.511
Blind Hexes 6.2.612
Blind Zone - Hillock-to-Hillock 7.6.32
Blockhouse 9.7
BMG 15.2.4, 15.6
Bocage 8.13, 12.5.108
BOT (Burst on Target) 12.7.722

BOT Removal 12.7.7221
BOT ROF 12.7.7223
Bren Carriers 15.10.7
Bridges 8.20.10
Broken Unit Movement 10.5.4
Broken Units 10.5
Broken Units - Transport 11.5.55
Broken while in transport 10.5.21
Brush 8.5
Building Destruction 7.11.8
Building Targets 7.11.10
Buildings 7.11, 8.19
Bunker 9.6
Burning Wrecks 6.4.1, 12.7.782
Burst on Target (BOT) 12.7.722
Capacity, Vehicle 11.5.12
Captured AFV's 10.8.4
Captured Vehicles 10.8.3
Captured Weapons 10.8.2
Capturing Enemy Units 10.8
Carriers 15.10.7
Casualties 12.6, 12.7.9, 12.8.9
Casualties, Crews 14.3
Casualty Effects 12.6.6
Casualty Table 12.7.9
Cellars 8.19.7
CFF (Call For Fire) Movement 12.8.52
Chain Surrender 10.7.5
Checking Morale 10.3, 12.6.2
Clearing Minefields 9.2.1011, 9.2.20
Clearing Roadblocks 9.10.3
Clearing Wire 9.9.5
Cliffs 8.4.7
Close Assault 12.10
Close Assault Segment 4.3.10
Close Assault vs Vehicles 12.10.38
Closed Top Vehicles Melee 12.10.39211
Closed Top Vehicles Targets 12.8.112
CMG 15.2.4, 15.6
Combat 12.0
Combat Engineers 12.10.26, 13.3
Combined Road/Building Hexes 8.3.3, 8.19.9
Combined Combat and Movement 4.4.3
Concentration 12.8.61
Continued Fire 12.7.10
Continued Movement 4.3.103, 11.4.5
Convoy Movement 11.4.6
Counter-Battery Fire 12.8.12
Counters 3.6
Courage 10.4
Cover States 12.5
Covered Arc 11.4.3, 12.3
Covered Arc Change 12.2.23, 12.7.73
Crawling 11.3.2
Creek 8.20.5
Crew Casualties 12.6.52, 12.8.10
Crew Counters 3.5.11
Crews 14.2, 14.3
Crops 8.8
Cross-Country Movement 11.4.21



Cumulative Terrain Effects 8.2.3
Deirs 7.7
Desert Level Changes 7.2.21
Desert Terrain 7.0
Die Roll Modifier (DRM) 12.7.72
Die Rolls 3.8
Direct Fire 12.1.2, 12.7
Direct Fire Phase 4.3.7
Direct Fire vs non-AFV/APC 11.5.54
Direct Hit Determination 12.8.53, 12.8.1311
Dug-in Guns 14.1
Dummy Minefields 9.2.16
Dust 6.5.2
Dust Height 6.2.8
Dust Reduction of ROF 12.4.5
Eligibility to Fire 12.2
Eligible Target 12.2.2
Eligible Units 4.3, 11.2
Elite Tank Comanders 15.8.2
Elite Troops 13.2
Embankment 8.16
Emplacement Counters 3.6.7
Emplacements 9.0
End of Turn Segment 4.3.41, 4.3.102
Engineers 12.10.26, 13.3
Entering Enemy Hexes 11.1.4
Entry of Emplacements 9.1.2
Exit Victory Points 3.5.16
Facing 11.4.3
Factories 8.19.10
Failure to Rally 10.9.5
Fast Turret 15.5.41
FC (Full Cover) 11.5.56, 12.5.8, 12.5.10
Field Emplacements 9.0
Field of Fire 12.3
Final Defensive Fire vs Overrun 12.9.7
Fire at Surrendered Units 10.7.4
Fire in Same Hex 12.7.154
Firegroups 12.7.13
Firegroups, APC 15.10.5
F-Kill 12.7.73, 12.7.74, 12.7.173
Flame 8.19.106
Flamethrower vs Vehicle 12.7.79
Flamethrowers 14.10
Flat-roofed Buildings 7.11.4
Floorpan Armor Hits 7.5.5, 8.13.6, 9.5.5
FO (Forward Observers) 12.8.4
Fog of War 6.7
Fords 8.20.9
Forest 8.6.6
Forts 7.11.15
Forward Observers (FO) 12.8.4
FOW (Fog of War) 6.7
Foxholes 9.11
Friendly Map Edge 3.1.2
Full Cover 11.5.56, 12.5.8, 12.5.10
Full Cover, Artillery 12.8.535
Gammon Bombs 12.10.29
Good Cover 12.5.6
Graveyard 8.11

Grenade Attacks 12.10.23
Grenades and Full Cover 12.5.109
Gun Duels 12.7.16
Gun ROF 12.4.2
Gurkhas 13.4
Half Track Passenger Fire 15.10.63
Half Tracks 15.10.6
Half Tracks Cover 11.5.51, 11.5.56
Half-Hexes 3.5.13
HE and AP Limitations 14.14
HEAT 14.15
Heat Haze 6.5.4
Heat Shimmer 6.5.4
Heavy Crew-served Weapons 11.3.43, 11.3.5
Heavy Weaons as Targets 12.7.8
Heavy Weapons Counters 3.6.4
Heavy Weapons Stacking 5.2
Hedge 8.12
Hedgehog 9.3
Height Advantage 6.3.5
Height Advantage - Buildings 7.11.7
Heights 6.2.4
Hex Locations 3.2.21
Hexside Roads and Paths 8.3.3, 8.19.9
Hidden Minefields 9.2.18
Hidden Set-up 6.8
High Wall 8.17
Hillocks 7.6
Hillocks on Hills 8.4.3
Hills 8.4
Hit Location 12.7.76
Hit Probability Table (HPT, HPN) 12.7.71
Hull Defilade 15.7
Hull Defilade - Hillocks 7.6.5
Hull Defilade - Hills 8.4.6
Hull Defilade - Rock 7.8.3
Hull Defilade - Scrub 7.9.3
Hull-Mounted Weapons 15.2.3
Hurl Back (Satchel Charge) 12.10.27
Improved Cover 12.5.7
Indirect Fire 12.1.3, 12.8
Indirect Fire - Building Effects 8.19.332
Indirect Fire, On-Board 12.8.13
Indirect Fire Phase 4.3.6
Infiltrating Broken Unit's Position 10.5.3
Infiltration 12.10.2
Initiative 4.2
Interceptors 12.11.11
Interior Walls 8.19.5
Interrogation 10.7.8
Intimidation 10.7.6
Junkyard 8.10
Khamsins 6.5.5
K-Kill 12.7.7, 12.7.171
Leader Casualties 12.6.52, 12.6.62
Level Markers 8.19.6
Light/Med Firepower Reduction 12.7.1222
Light Weapons Movement 11.3.41
Limited Intelligence 6.6
Line of Sight 6.0



Loading and Unloading 11.5.1, 11.5.55
Location 6.2.5
Long Range Fire (Small Arms) 12.7.122
Long Range MG Fire 14.5
LOS - Hills 8.4.1
LOS (Line of Sight) 6.0
LOS to Hexside Road 8.3.311
Machine Gun (MG) Direct Fire 14.4
Main Armament (MA) 15.3
Marker Counters 3.6.7
Medium Crew-served Weapons 11.3.42
Melee 12.10.3
MG Direct Fire 14.4
MG Firegroup 15.6.3
MG, Half Tracks 15.10.62
MG Hit Probability Table 12.7.74
MG ROF 12.4.3
MG, Vehicles 15.2.4, 15.6
MG vs Vehicles 12.7.74, 14.6
Minefield Attacks 9.2.14
Minefields 9.2
Minimum Range 12.8.1313, 12.8.1332
Minimum range, Mortars 14.9.5
M-Kill 12.7.73, 12.7.75, 12.7.172
Morale 10.0
Morale Modifiers 10.2
Mortar Spotters 12.8.412. 14.9.8
Mortars 12.8.133, 14.9
Movement 11.0
Movement Eligibility 11.2.1
Movement, Personnel 11.3
Movement Segment 4.3.8
Movement, Vehicles 11.4
Moving Vehicles, Artillery Effects 12.8.538
Multiple Vehicle Weapons 15.4
Multi-hex Buildings 8.19.32
Multi-story Buildings 8.19.33
Mutliple Targets in Hex 12.6
Non-AFV Vehicle Targets, Arty 12.8.115
Non-AFV/APC as Targets 11.5.54, 12.7.78
Observation Limits 6.3.3
Observation Post (OP) Tanks 12.8.411
Off-Board Indirect Fire 12.8.1, 12.8.5
On-Board Indirect Fire 12.8.13
OOB Order of Battle 3.5.11
Open Ground 7.3
Open Top AFV 15.1.5
Open Top Vehicle Melee 12.10.39212
Open Top Vehicle Targets 12.8.113
Opportunity Fire 4.3.9, 12.7.11
Opportunity Fire: SCW vs Overrun12.9.65
Optional Variable Sequence 4.4
Orchard 8.7
Order of Battle (OOB) 3.5.11
Overlays 3.3
Overrun 12.9
Palm Groves 7.14
Partially Armored AFVs 15.1.6
Pass 4.3.3
Passengers 11.5.23

Passengers as Targets 11.5.5, 11.5.52, 11.5.53
Passengers, APC 15.10.4
Passengers Melee 12.10.37
Paths 8.3.2
Penetration 12.7.712
Personnel Fire (Small Arms) 12.7.12
Personnel Fire vs AFV 12.7.741
Personnel Movement 11.3
Personnel Stacking 5.3
Personnel Types/Counters 3.6.2
Pick-up and Carry 11.3.431
Pinned Down Units 10.6
Pivoting Vehicles 11.4.4
Pivoting Weapons 14.12
Platoon Movement, Personnel 11.3.3
Platoon Movement, Vehicles 11.4.7
Pond 8.20.3
Portees 15.10.9
Precipitous Terrain 8.4.8
Pushing Guns 11.3.5
Railroads 7.4.2
Rally 10.9
Rapid Fire Guns 14.11
Rate of Fire (ROF) 12.4
Ravine 8.14
Rear-Facing 15.5.11
Registrations (Artillery) 12.8.3
Re-Manning Bailed Out AFV 12.7.761
Removing Minefields 9.2.1011, 9.2.20
Revealing Hidden Units 6.8.3
Riders 11.5.7
Riders Melee 12.10.37
Riders on Vehicles 11.5
Riding AFVs 11.5.7
River 8.20.4
Roadblock 9.10
Roads 7.4, 8.3
Roads and Paths 8.3.2
Rocky Terrain 7.8
ROF BOT 12.7.7223
ROF (Rate of Fire) 12.4
Rolling Barrage 12.8.622
Rounding 3.8.2
Rubble 8.19.106
Running Cover 12.5.3, 12.6.111
Running Movement 11.3.23
Same Hex Fire 12.7.154
Sand Dunes 7.13
Sangar 9.5
Satchel Charges 12.10.25, 12.10.28
Scale 2.0
Scenario Special Rules (SSR) 3.5.19
Scenarios 3.5
Scrub 7.9
SCW Hit Probability Table 12.7.75
Self-Propelled Guns (SPGs) 15.1.4
Semi-Automatic Guns 14.11
Sequence of Play 4.0
Set-up Order 3.5.18
Shaped Charge Weapons (SCW) 12.7.75, 14.7



Shellholes 8.18
Single-Story Buildings 8.19.31
Slow Turret 15.5.42
Small Arms Fire 12.7.12
Smoke 6.4
Smoke Ammunition 6.4.5
Smoke and Dust Height 6.2.8
Smoke Candles 6.4.9
Smoke Duration 6.4.6
Smoke Grenades 6.4.7
Soft Sand 7.12
Solitaire: Hidden Units 6.8.5
Spiking Weapons 14.13
Sponson Guns 15.10.8
Spotter Aircraft 12.11.12
Spotting 6.3
Spotting, BOT 12.7.7222
Spotting Ranges Table 6.3.4
SSR (Scenario Special Rules) 3.5.19
Stacking 5.0
Stacking in Melee 12.10.364
Stacking Violation Penalties 5.4
Stairwells 8.19.33
Stationary Cover 12.5.5
Steeples 8.19.8
Sun Glare 6.5.3
Sunken Roads, Lanes & Railroads 8.15
Suppression 12.7.77, 15.9
Suppression Removal 12.7.772, 15.9.3
Surrender 10.7
Surrendered Units - Transport 11.5.55
Swamp 8.9
Tank Cover 11.5.512
Tanks 15.1.2
Target Size 12.7.721
Terrain Depiction and LOS 6.2.3
Time-Fuzed HE Ammunition 14.16
Topography 6.2
Towed Weapons as Targets 11.5.6
Towing 11.5, 11.5.2
Towing Speed 11.5.3
Towing Vehicles 11.5.4
Track Damage in Overrun 12.9.73
Tracks 7.4
Transporting 11.5
Transported Units as Targets 11.5.5
Troop Movement 11.4.7
Truck Cover 11.5.511
Truck in Melee 12.10.3923
Trucks as Targets, Arty 12.8.1151
Turret Down 15.7.7
Turrets 12.2.2, 15.2.2, 15.5
Turrets, Turning 15.5.2
Under Bridge 8.20.112
Unloading 11.5.1
Variable Impulses 4.4.2
Vehicle AAMG 12.3.22
Vehicle & Hvy Weapon Stacking 5.2
Vehicle Machine Guns 15.2.4, 15.6
Vehicle Movement 11.4

Vehicle Types/Counters 3.6.3
Vehicle Weapon Mounts 15.2
Vehicles as Targets, Artillery 12.8.11
Victory Conditions 3.5.14
Victory Points (VP) 3.5.15
VP Victory Points 3.5.15
Wadi 7.10
Wading 8.20.9
Walls 7.5
Water Obstacles 8.20
Weapon Crews 14.2, 14.3
Weapon Movement 11.3.4
Weapon Pit 9.4
Weapons as Targets 11.5.6, 12.8.10
Weapons as Targets  by HE/AP 12.7.8
Weapons Counters Stacking 5.3.2
Weather and Aerosols 6.5
Wet Weather Reduction of ROF 12.4.6
White Phos Smoke Grenades 6.4.8
Wire 9.9
Woods 8.6
Wounded Leaders 12.6.52, 12.6.62
Wrecks 6.2.7, 12.7.721
Wrecks, Burning 6.4.1, 12.7.782


