Using the “Back to Iraq”(BTI) map for the “Ignorant Armies” game:

The map that comes with the Ignorant Armies game is somewhat unsatisfactory in at least two ways: its scale and its terrain judgments. Probably the best hex map currently out there for this scale game on the subject of the Iran-Iraq War is the “Back to Iraq I” (1st edition map) originally produced by Command/XTR Corp.….its scale at 17 miles per hex has just the right feel for the 4 month turns and for the division size units used in the game. The terrain features I feel also better show the geography of the border between the two contending states. Ty Bomba and Command are to be commended for this map, and it appears that Ty was so satisfied with it that he used the same map with some minor modifications for “Back to Iraq II & III”.  Some slight rule modifications and terrain changes on the “Back to Iraq I” map are needed to make the switch. The changes are detailed below. Naturally the same counters that come with the “Ignorant Armies” game (and my variants) are used. The “Back to Iraq III” map may also be used, but some add’l map changes have to be undertaken, and these are noted in the last section below.

Map Changes to the “Back to Iraq I” map:

Note that Baghdad is now a two hex city per the “Back to Iraq” Map, if either hex is taken by the Iranians an Iranian Auto Victory is triggered per the normal rules. 

The following are the eight “Shatt Hexes”: 3730, 3731, 3629, 3630, 3631, 3528, 3529, 3729 

These seven hexsides are considered “Shatt al Arab Hexsides” costing +2 MP to cross (instead of the normal +1 MP for a river hexside) and requiring specialized units to assist: 

3730/3731, 3730/3631, 3730/3630, 3729/3630, 3629/3630, 3630/3529, 3529/3528 

Hexside 3531/3631 on the Iraq Kuwait border is an all water impassable to land movement/combat hexside.

Add these towns to Iraq: Umm Qasr hex 3530, El Qurna hex 3326, Mandali: hex 2816, Khanquin: hex 2714, Tikrit: hex 2212 Halabajah: hex 2909 Panjwin hex 2910 

Ramiyah hex 2606, Rawanduz hex 2504. Al Faw: 3731

Majnoon Islands are in hex 3426

Add these Cities to Iraq: Irbil is now a city not a Hill/town hex. Hex 2808 becomes the city of As Sulaymaniyah and is no longer a hill hex.

Notes on the new cities in Iran: Ahvaz and Hamadan on the “Back to Iraq” are shown as cities, treat them as such, Iranian cities, for all purposes

Add the following towns to Iran: Arak hex 3814, Susangerd hex 3625, Marivan hex 3010 Mahabad hex 3004 Qasr-e-Shirn in hex 2813

Note that the town of Baneh in Iran on the S & T map is not utilized on our BTI map

Add the following road sections in Iraq: Roads from Umm Qasr to hex 3430 in Iraq & 3431 in Kuwait. Road from Al-Kut in Iraq to Mehran in Iran via hex 2919. Road from Baqubah in Iraq to Mandali via hex 2715. Road from Kirkuk to As Sulaymaniyah via hexes 2708 & 2609. Road from Rawanduz in Iraq to hex 2802 in Iran via 2604, 2703, 2803. Road from Irbil to hex 2705 via 2505 & 2606.

Add the following one hex road sections in Iran: Road from Abadan over river to end in adjacent hex #3730. Road from Susangerd to adjacent city of Ahvaz.

Extent of Iraqi & Iranian Kurdistan: The Border hexes of Iranian and Iraqi Kurdistan (inclusive) run as follows: 3103-3304-3312-3212-3112-2912-2510-2508-2307-2304-1902-then along Turkish border hexes in Iraq/Iran east and north to hex 2700 in Iran.
South Map Edge:  Fold back under the BTI map the bottom southern quarter of the BTI map when doing setup (the two fold panels that contains the bulk of Saudi Arabia and Kuwait). This map area is out of play, any hexes along the fold where the majority of the hex is visible is playable, the remaining hexes where only the hex number shows are not playable. Ignore the “Salt Pan” terrain in hexes 3233 & 3132 near the fold, treat as clear.

Salmcheh Road Rule:  The Salmcheh road hex is 3528. At the start of the war no road exits in the hex. it has to be built per the optional rules.

Hexes Iranian Marine units may conduct Ampihib Operations against: (8 hexes total)

4230, 4129, 4029, 3930, 3929, 3831, 3731, 3631. The Marine unit must be located in the “South Iran” Box in order to conduct the landing. Landing on hex 3631 is conducted from 3632 only. The other hexes may be landed on from any adjacent fully Persian Gulf sea hex.

Hexes the Iraqi 1st Marine Div. may conduct Amphib Landings against: (4 hexes total)

These hexes only: 3730,3731, 3631, 3831  The Iraqi Marine unit must be in Um Qasr in Iraq and be at the full 2 step strength (see optional rules). Iraqi Amphib Landings against 

3631 & 3730 are not possible if there are Iranian units in hexes 3631 or 3731.

Optional Joint Arab(JA) Intervention rules, Kuwait Border and the BTI map.:  Iranians may only enter these four Kuwait Border hexes: 3332, 3331, 3431, & 3531. They may attack into other adjacent Kuwait hexes from these hexes. Iranians may not enter or attack into Saudi Arabia. No land units (except Iranian Marines conducting an Amphib attack on hex 3631 in Iraq) may enter the marsh hex in Kuwait in hex 3632, or the coastal hex 3633 in Kuwait.  Jordanians from the JA forces arrive in hex 1219 in Iraq. The GCC unit arrives hex 3433 in Kuwait or hex 2332 in Saudi Arabia. The SNG & Kuwaiti Bde size units arrive hex 3433. JA units trace supply to any of: 2332, 3433, or hex 1019 on the west map edge. Iraqi units may still not enter Kuwait, but may conduct attacks from adjacent Iraqi hexes on the four Kuwaiti border hexes if Iranian units are present.

IMPORTANT:Other rule changes for BTI map:  See revamped optional rules section.
Notes on Add’l Map Changes for those with the Back to Iraq III (3rd Edition) map:

You can’t use the Back to Iraq II (2nd Edition) for this variant since a good part of Iran has been taken off the map…however Back to Iraq III (3rd Edition) is almost the same as the 1st Edition, so use all the changes in the above section and than additionally make the following hexes marshland (these so Ty says were hexes drained by Saddam in the early 90’s to punish and control the Marsh Arabs and those who take refuge in these wetlands after the 1991 uprisings against his regime): 3223, 3126, 3227, 3327, 3326, 3325, 3324, 3426.

Other significant Back to Iraq III (3rd Edition) map/rule mods:

Also, make the following a town in hill terrain hex rather than a city: Kirkuk hex 2509, and treat the Multi-lane highway hexes in Iraq & Kuwait as normal road hexes. Add a road section in Iran from hex 2901 to hex 2900 and off the north map edge.

