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Victory: Even the Developer has admitted that instant victory in the game is somewhat luck dependent, often turning on rolls on the Random Events & SSM charts.

One way to avoid this condition would be to rule that the index can't go off either end and cause an instant victory as a result except after one of these three events a) Fall of a city hex, or b) Control of the Shatt hexes being gained or lost c) Control of Kirkuk or Tikrit in Iraq is gained or lost... any other VP change in the direction of instant victory would have no effect, not end the game, and simply leave the VP index at 5 VPs…at least this way the “instant victor” has to accomplish something substantial and tangible on the ground in order to secure his dominance of the Gulf.

VP Adds: The Majnoon Island hex in Iraq is worth a 1 VP swing (exactly like a town) if taken by Iran or retaken by Iraq. The Kirkuk & Tikrit towns in Iraq are worth 2 VP swings each.

Defensive Chemical Use and Game-Turn & other limits on Chemical use:

A defending stack may declare it is using chemical warfare in a battle if it is stacked with or adjacent to a friendly HQ that is in supply. Roll one die to determine the effect of the chem. use on the battle: 

0-1 No Effect

2-4 Shift one column left on the CRT

5-6 Shift two columns left on the CRT

Deduct 1 from the die if the Iranians are using chem. weapons defensively. Defensive use of chem. weapons penalizes the user the normal 1 VP.

A supplied Iraqi stack that contains the Hammurabi, Medina, or Tawikalna Divs of the Iraqi Republican Guard may use defensive or offensive chemical warfare even if it is not adjacent to or attacking with an Iraqi HQ. Offensive Chemical use by both players now requires a supplied friendly HQ (or in the case of the Iraqis an Air Marker) to participate in the attack. 

The Iranians may only use chemical warfare up to once per game-turn (defensively or offensively), the Iraqis can only use chemical warfare up to twice per game-turn (defensively and/or offensively). Chemical SSM strikes do not count against these limits. The Players should make up two Iraqi and one Iranian chem. warfare markers to keep track of these per game-turn limits.

(10.7 Change) Odds Limits & Super High Odds Attacks:
If the combat ratio for a given battle is 1:3 or lower the battle receives an automatic 3/0 result (not 4/0). If the combat ratio is over 3:1 use the 3:1 column, but ADD 1 to the die roll for each level of odds over 3:1. Example: if 4:1 add 1, 5:1 add 2 etc. Odds of 8:1 or over yield an automatic 0/3 result. Die rolls over “6” through these additions remain “6”.
Iranian Air Force Marker (new marker): 

The Iranian Air Force Marker becomes available to the Iranian Player at the start of 1981. It can be used once per turn to attempt to intercept and cancel the use of one Iraqi air support marker when it is used defensively or offensively to support a battle. Immediately after the Iraqi Player announces the commitment of one or more Iraqi air units to a given battle the Iranian Player may announce an interception. Roll 1 die, on a roll of “5 “or “6” up until 1984 (after 1984 on a “6” only) one Iraqi air unit is aborted, does not effect that battle, and may not be “flown” for the remainder of the Player-Turn. The die roll takes place before the strength of the Iraqi supporting air units is determined. Additional Iraqi air units may not be committed to that round of battle after the interception.

Iranian Attack Chopper Marker (new marker):

The Iranian Attack Chopper Marker becomes available to the Iranian Player at the start of 1981. It can be used once per calendar year to add combat strength to attacking, counterattacking, or defending Iranian units. It may only be used in one battle round, and not in any subsequent continual combat round. Roll one die to determine the effect of the Attack Chopper unit. On a roll of “1” or “6” the mission is aborted and the unit has zero effect on the battle, a roll of 2-5 adds that number of strength points to the Iranian side in the battle(however the amount of strength points added may not exceed that of the Iranian ground units involved in the battle). After 1984 a roll of a “5” also results in mission aborted with rolls of 2-4 only now adding strength points.   

Iraqi Entrenchments (new markers):

Make up 12 Iraqi Entrenchment Markers with a trench symbol on one side and a “pick & shovel” symbol on its backside. A two-step or three-step in supply Iraqi Division-sized unit (or alternately two one step Iraqi div. sized units) located in a hex in or adjacent to Iraq may entrench the hex by the Iraqi Player placing the pick & shovel side of the Iraqi Entrenchment Marker on top of the “digging in” unit(s) at the start of his Player-Turn Combat Phase. The digging in unit has to remain in place without attacking or being attacked (see Counterattack rule below) throughout the Combat Phase and the following Iraqi Movement Phase in order for the trenching to be completed. At the end of the movement phase, if the unit is still in the hex and hasn’t been attacked flip the marker over to the trench symbol side. The hex is considered “dug in” now for Iraqi Defensive combat purposes, and the marker remains in the hex at the top of an Iraqi stack to convey this information on its status to the players. Entrenchments may not be “dug” in mountain hexes. No more than one Entrenchment Marker may occupy a hex at one time. Entrenchment Markers do not count against the stacking limit.

Effect of Iraqi Entrenchments in Defensive Combat: Iraqi units in clear non-town hexes only receive one extra column shift to the left when defending in an entrenchment. Additionally, in all terrain types including clear, the Iraqi player must remove the entrenchment marker to satisfy (and thereby cancel) one step loss if a step loss of two or more was inflicted on defending Iraqi units in a hex via the combat results table. Iraqi Entrenchments, of course, can never assist Iraqi offensive combat, or be “captured” by the Iranians. Iraqi units defending in an entrenchment in a clear hex are not considered to be in clear for purposes of Iranian attacks from clear terrain with mech. units &/or armor. Later War Add’l Iraqi Entrenchments: Add x2 Entrenchments each in the years 1984 & 1985 to the initial 12 that are available.

Removal of Iraqi Entrenchments: These can be removed in several different ways. Entrenchment Markers may always be reused in the next Iraqi Player-turn.

a) Voluntarily by the Iraqi Player at the end of any Iraqi Movement Phase.

b) If no Iraqi unit occupies the entrenched hex at the end of an Iraqi Movement Phase, the Entrenchment is immediately removed.

c) If Iraqi units retreat from the entrenched hex, the entrenchment is immediately removed.

d) The Iraqi Player must remove the entrenchment marker to satisfy (and thereby cancel) one step loss if a step loss of two or more was inflicted on defending Iraqi units in a hex via the combat results table (see above). 
Armor Superiority & Combat:

Historical Note: One of the main advantages Iraq had over Iran throughout the war was its vast superiority in numbers of armored vehicles, particularly in tank strength, that could be deployed at the front. Iran often compensated for its inferiority in armor by conducting operations in difficult terrain. 

The following two groups of units for purposes of this rule are considered to have “armored superiority”: a) all units on both sides with the Armor (Tanks) unit symbol & b) All Iraqi only Motorized Infantry & Mechanized Infantry units. All other units do not effect the determination of “armored superiority” in a given battle. If one side (attacker or defender) has armor superiority unit(s) in a particular battle where the defenders are located in clear, or Hill terrain and the other has no armor superiority unit(s), the side with the armor superiority unit(s) gains an advantage in the battle. The presence of a town in a clear/hill battle hex does not affect the determination of “armored superiority”. If the side with armor superiority is the attacker one (+1) is added to the battle dice roll. If the side with armor superiority is the defender one (-1) is deducted from the battle dice roll. The combat die roll cannot be reduced to less than “1” or increased to more than “6”. Armor superiority is never considered when defenders are located in marsh, mountain, or city terrain hexes. Note: Iran starts the game with only four units(all Iranian Army) with “armor superiority”, only one of the Iranian Army “armor superiority” units may be replaced from the dead pile per game-turn. 
Non-Phasing Interrupts, HQs, Special Reserve Movement, & Counterattacks:

After any attack that does not clear the defending hex of defenders by elimination or voluntary defender retreat, the non-phasing defending player may temporarily interrupt the phasing player’s combat phase to conduct a Special Reserve Movement (and possible counterattack) by activating a friendly HQ. The activated HQ must be in supply and located in or adjacent to the just attacked hex. The non-phasing player rolls 1 die to determine how many of his in supply units currently located within 2 hexes of the activated HQ and not adjacent to any enemy units may conduct the Special Reserve Movement, on a roll of  “1-2” one unit may be moved, on a “3-4” two units can move “5-6” three units. Units conducting Special Reserve Movement use normal Operational Movement with up to half of their Movement Allowance (rounded up). All Special Reserve Movement has to end in or adjacent to the just attacked defending hex. The activated HQ may itself be nominated as one of the Reserve moving units. After any Special Reserve Movement is carried out the defender may announce a “counterattack” from the just attacked hex. The counterattack may be conducted against any one adjacent enemy hex and the participating counterattacking units may only be located in the just attacked hex. Conduct the counterattack just as one would conduct a normal battle except the non-phasing player is momentarily the attacker and the phasing player the defender. 

After any Special Reserve Movement and subsequent counterattack, any surviving original attackers may continue their attack rounds on the original attacked hex that triggered the non-phasing player’s interrupt. Other further attacks may be conducted after the interrupt under the normal combat phase restrictions. 

No more than one non-phasing HQ may be activated per combat phase to interrupt the phasing player’s combat phase. No more than one Special Reserve Movement and/or Counterattack can be conducted as an interrupt by the non-phasing Player per opposition combat phase. 

 “War of Cities” SSM Ceasefires & Ceasefire Violations:

“War of Cities” SSM ceasefires are now variable in length. Roll one die to determine length immediately after they occur. On a “1”: 1 Turn only. On a “2-4”: 2 turns. On a “5-6”: 3 Turns. After one full game turn of SSM ceasefire either player may break the ceasefire by firing SSMs during either of the one or two remaining game turns of the ceasefire. The player that breaks the SSM ceasefire grants 1 VP to his opponent. After the ceasefire is broken both sides may freely hurl SSMs at each other according to the normal rules until another SSM ceasefire is imposed via the normal die roll for the SSM strikes.

Iraqi Strategic Movement Improvement: Starting in 1984 and after the Iraqis may strategic move up to nine (9) units per Game-Turn. This represents the continual improvement in Iraqi roads and transport assets that happened during the war.

Limits to Iraqi Air Support: 
No more than three Iraqi aircraft markers may be committed to a single battle. Iraqi aircraft markers committed to the defense of a hex may also be used in any counterattack from the hex by the Iraqi Player, and in any subsequent defensive continual battle round attack on the hex by the Iranian Player. Iraqi aircraft markers committed to an attack on an Iranian hex may not be used in any subsequent defense of a counterattack from that hex, however they could be used in any subsequent continual battle round attack on the original target hex by the Iraqi Player. Only one Iraqi aircraft marker may be committed to defend against an Iranian counterattack, and such aircraft may not be retained for use in any future Iraqi attack rounds.  

“Tanker War” Optional Rules:

Starting roughly in late 1983 through almost the end of the war in 1988 Iran and Iraq waged a commerce war against merchant marine traffic in the Gulf. The Iraqi anti-commerce campaign involved the declaration of a war zone along the Iranian coast and included numerous bombing raids targeted on the Kharg Island oil terminal to prevent its use by both Iranian and neutral tankers. The Iranian retaliatory campaign was more scattershot being directed at intimidating merchant ships and tankers doing business with the Arab Gulf States who were supporting Iraq’s war effort with loans & other aid.  The Iraqi attacks were usually conducted by aircraft firing missiles at merchantmen in the Gulf, or dropping bombs on Iranian oil facilities and terminals. Iranian strikes in 1987-88 often took the form of semi-random machine-gun and RPG attacks by Revolutionary Guard small boat forces on passing tankers, or the mining of certain heavily traveled ship channels in the Gulf.   Eventually the tit for tat mini-war of commerce intimidation in the Gulf, by 1987, drew in the USA and other Western powers whose naval forces were deployed to generally monitor and protect selected commerce along the Arabian side of the Gulf. Several incidents in the Gulf provided pretexts and occasions for the US forces to directly strike Iranian oil facilities and military forces. One incident in July 1988 gave rise to the combat environment that helped cause the mistaken shoot down of an Iranian commercial passenger aircraft (Iran Air Flight 655) by a USN Aegis cruiser.           

Both sides may launch “Tanker War” attacks starting in 1984. The attacks are handled abstractly by rolling on the tables below. Each side may launch one “Tanker War” attack (and make one roll on the table below) per friendly combat phase. In order for Iraq to launch a “Tanker War” attack it must “fly” one Iraqi air marker, this mission is done in lieu of the air marker participating in a ground battle during that game-turn. In order for Iran to launch a “Tanker War” attack it must nominate one Naval Infantry/Marine unit located at Bandace Deylam (3435) that has not moved or attacked so far during the Iranian Player turn, the nominated Marine unit may not otherwise move or attack in any Phase of the same player-turn that it conducted a “Tanker War” attack. To conduct a “Tanker War” Attack, the attacking player throws 2 dice & adds them together and consults the table below Implement or mark any results immediately. Iraqi “Tanker War” attacks cannot be intercepted or prevented by the Iranian Air Force Marker.

            Iraqi Attacks      Iranian Attacks 

     2         WA                  WR

    3          WA                  WR

    4        TBO                   NE

    5        NE                      NE

    6       -1 RP                 -1 RP

    7       WNT                WNT

    8      -2 RP                  -1 RP

   9         HHK                  TBO

  10        LRR                   GNI

 11     +1 VP/-1 RP      WNI & -1 RP

12    WNI                    WNI

Note: Starting in 1986 both sides may add 1 to the die roll on their initial roll if they choose to; the player has to call it before rolling. The optional leader re-roll rules can never be used for any “Tanker War” throws.

Explanation:

WNT=  Wrong Neutral Targeted,   No Tanker War attack allowed next player turn by attacking player.

-1 or –2 RP=   That number of RPs  is subtracted from the normal (not Iranian Basij) RP income of the opposing player’s very next player-turn. The Players should make a note or flag the turn record track in some way as a reminder

+1 VP/-1 RP=  The VP track swings one point in favor of Iraq.  Subtract –1 RP from Iran’s normal RP income from each of its next two player-turns.

WA= Waste of Airpower, the Iraqi Air marker that conducted the attack is placed on the turn record track to arrive as a reinforcement 2 turns later than the current turn. 

WR= Waste of Resources, Eliminate the Iranian Marine unit that conducted the attack, it may re-enter through use of RPs.. 

NE= “No Effect”, Nothing happens

TBO= Tanker Burned out, roll again , but this time add +1 to die roll (if 1987 or later add +2)

HHK=  Heavy Hits on Kharg Island.  Reduce any currently accumulated Iranian Basij points  by two. If none or one only currently available inflict a –2 RP result on Iran. Additionally the Basij die roll for the next year is reduced by one. 

WNI= “Western Naval Intervention” comes into effect. If already in effect the USA makes a punitive strike on Iran roll 1 die for result of strike:  1-2= swing of +1 VP to Iraq  3=No effect  4-5 Iran suffers –1 RP  6= Make normal roll for UN imposed ceasefire to end the game just as if random event 11 (UN Resolution 598) had just happened. 

WNI & -1 RP  :   Implement both results –1 RP on Iraq and  “Western Naval Intervention” .  (see above)

 LRR=Long Range Raid.  The Iraqi player may pick any one Iranian Marine unit on the map and eliminate it (may be replaced). If no Iranian Marine unit is on the map the Iraqi may select any one Iranian Marine unit from the dead-pile for immediate and permanent removal from the game. If no such unit is available Iran suffers a –1 RP result.

GNI=  Gulf Neutrals Intimidated…The Iranian Player picks one or two Iraqi Reinforcements (one of which may be an air marker) normally slotted to arrive the next calendar year. Their arrival gets delayed into the calendar year immediately after their normal slot. If no such units are available Iraq suffers a –1 RP result. This result is read as “No Effect” if Western Naval Intervention is in effect.

Iraqi 1st Naval Division Special Marine Landing Rules: 

For the amphibious use of the Iraqi 1st Naval Infantry Division use the rule below: 

It must start the combat phase, at full two-step strength and in supply, in the Umm Qasr hex. That being the case, the Iraqi player may commit it to supporting, via amphibious assault, any one Iraqi ground attack into either of the coastal hexes of the Shatt al Arab. To resolve the effect of that commitment, as the last step in the battle resolution process, the Iraqi player should reduce the division to its one step status and then roll a die, halving that result (always rounding down). Deduct one from the die 1986 and before.

That final result is the number of rightward column odds shifts received by the Iraqi player for the supported attack. Thus, on a roll of one, the Iraqi would get no shifts; on a roll of two or three, he'd get one rightward column shift; on a roll of four or five he'd get two shifts, and on a roll of six he'd get three shifts. These column shifts never carry over in a continual battle situation. The Marine Landing Rule can’t be used to support a counterattack.

The step reduction of the Naval Division in no way goes to satisfy any CRT mandated results of the supported battle. Further, the second step of the Naval Division may also not be used toward satisfying any such CRT mandated results. Note, too, the Iraqi Naval Division never actually moves out of Umm Qasr during this entire process.

Early Mobilization of Iraqi Infantry Divs:

Each year from 1981-84 the Iraqi player may bring on one infantry division from his future 1986-88 infantry division (2-4-2s) Reinforcements. These units are brought on to the map via expenditure of Iraqi RPs. The early mobilized inf. div. for 1981, must come from the 86 reinforcement group. 1982 & 1983 divs must come from the 87 reinforcement group. The 1984 div from the 88 reinforcement group. Early mobilized divs that have been eliminated may not return as reinforcements, they may only come back via expenditure of Iraqi RPs.

Random Events Modifications:

If the first two dice roll by either player for a random event check produces “no event” immediately roll two dice a second time and follow the results of that roll as the “true outcome” in this “war of lies” which of course could again be a “no event”.  

Use these random event changes with the “Tanker War” optional rule:

Random event #35 may not occur before 1984 read as “No Event 1980-83.

Random event #45 may not occur until “Western Naval Intervention” has been placed in effect via a roll on the “Tanker War’ table for the first time regardless of whether it has been subsequently canceled via a roll after Random event 64. 

If Random event #64 occurs after “Western Naval Intervention” has been triggered roll one die on a “5 or 6” Western Naval Intervention is no longer in effect (canceled). Western Naval Intervention may subsequently come back into effect via a future roll on the ‘Tanker War’ table. 

Other Random event Changes:

Sat. Intel and Fog ‘o War: After Random Event 36-44 is triggered the Iraqi Player may only look at Iranian stacks during the Iraqi Operational Movement and Iraqi Combat Phases and not at any other time.

Random Event #11:  UN Resolution 598, May not be imposed before Turn 4 (III-1981) Read as “no event” before Turn 4.

Random Event #12, 13, 14:   Iraqi Extraordinary Congress:  1st roll of this event only brings Iraqi RPs up to six per turn & allows the Medina & the Hammurabi Republican Guard Divs. to be built from RPs 2nd roll of this event allows the Iraqi player to build his full mix of Republican Guard units except the Adnan Mot Inf.. Div. & Taw Mech Div. 3rd  roll of this event allows the Iraqi player to build his full mix of Republican Guard units. 4th roll and subsequent ones are read as “No Event”
Random Event #25  becomes: Arab Support for Iran: 1st roll “Syrian Pipeline Cut” +1 VP to Iranians 2nd roll “Libyans send Scuds”: add 1 to the next Iranian SSM yearly reinforcement , & Iranian max. SSM holding goes to 4 (instead of 3) make up extra SSM ’Libya Scud’ counter.  3rd and subsequent rolls are read as “No Event”.

Random Event #31 :  Instead of “No Event” becomes “Special Iraqi Call Up”  Add 2 RP to the normal Iraqi RP income this turn only. This event may happen any number of times per game. 

Random Event #34:  The HAWK & TOW Markers are not removed until the end of the next Game-Turn.
Random Event #62 :  Instead of “No Event” becomes “Special Iraqi Reinforcement”. The Iraqi Player may select any one reinforcement unit/marker that would normally arrive in the next calendar year to arrive on this game-turn. If no such unit/air marker is available add 1 RP to the normal Iraqi RP income this turn only. This event may happen any number of times per game. 

Random Event #65:  . If both events # 46 & #51/52 are in effect roll one die on a “1-3” war is not over, on a roll of 4-6 war ends, but victory index is only adjusted +1 in favor of Iraq. If a “1-3” is rolled this event may be re-rolled again in a future random events die roll and the die roll check for war’s end is also re-rolled. 

Random Event #66—Add 1 to the ‘coup” die roll for any resulting “coup” roll if a 2-step or 3-step Iraqi Republican Gd. div. is in Baghdad and no Iranian units are within 2 hexes of that hex. If the “coup” die throw (with any addition) comes out to be just one higher than the Iranian current victory level +1 VP to Iraq. 

Continuing the Game into 1989:

When using this variant the game does not automatically end at the end of Turn 24 in 1988. Instead it can continue through Turn 25 (last 1988 turn) and Turns 26, 27, & 28 (all three are 1989 turns). The Iranian Basij RP number for 1989 is 2 + a die roll.  Roll one die at the end of each of Turns 26 & 27 in 1989. On a roll of 1-2 the game ends immediately and the remaining turn or two is not played. Go right to determining the victor. SSM Reinforcements for 1989 are 6- for Iraq & 2 – for Iran. Iran also gets one Reinforcement unit for 1989:  make up a Revolutionary Gds Armor Div (30th Div.): a 4-3-5 that flips to a 1-1-5. This 1989 Reinforcement unit has Armor Superiority.

Iraqi Helicopter Movement: 

Once per calendar year in 1986 or after the Iraqis may move (in their operational movement phase) one Iraqi Special Forces Bde. (not div.) via Helicopter. The unit must start in an Iraqi city or town and end its chopper move up to 10 hexes away stacked with another Iraqi unit. The chopper move is conducted in lieu of any normal operational movement by the Special Forces Bde. The players should make up a marker to record this capability & its utilization.

Note: The Iraqis also made extensive use of chopper gunships (including converted American civ. choppers that they had supposedly bought for agriculture & VIP purposes), in the latter part of the war, but these can be considered to be included in the Iraqi Air markers. 

Static Defense Units: (use the static units from the “Back to Iraq I” countermix)
Certain towns & cities and other hexes in both warring countries start the game with Static Defense units (representing local para-military forces and small sub-divisional or sub-brigade detachments) that have bracketed defense strengths of one (1) or  two (2). 

Static units may defend the hex they are in by themselves, but never receive any terrain benefit from the hex terrain or hex side (or entrenchment) while defending by itself. When taking losses in defense of a hex the last step loss taken by the defender is the loss of the Static unit whereupon the surviving attackers may advance after combat into the hex. Defending unit(s) in a city/town may retreat after a round of combat leaving the Static unit to face any remaining attackers alone in a future continual attack round. Optionally the Static units could also retreat and return to play as a reinforcement. Static units defending alone can never benefit from any type of Air markers (Iraqi Air or Iranian Attack Choppers), or Chemical Warfare. Attacks on Static units defending alone in a combat round, never trigger an interrupt opportunity for reserve moves/counterattacks by an adjacent non-phasing player HQ. Static units may never attack, or counterattack they only defend.

Static units may only move via Strategic Movement & only within their home country. They must start and/or end any Strategic Movement in a friendly controlled town or city, unlike regular combat unit Strategic Movement they may start their Strategic Move in a non-town/non-city road hex, and are also permitted to end their Strategic Movement on a non-town, non-city road hex in their country occupied by a friendly combat unit. They may even end Strategic Movement in a road hex adjacent to enemy combat/static units (as long as this adjacent hex entered has a friendly combat unit in it), but the remainder of the strategic move from its start hex up to the next to last hex entered may not be adjacent to enemy units. Static units may not stack with each other, but do not otherwise count against the stacking limit in a hex. Friendly static units may not be moved to hexes adjacent to one another unless both are in towns, or one of the static units in question is in a city. Static units are always considered to be in supply. 

Eliminated, or retreated (see above) static units can be brought back into play. The cost for the Iraqi is 1 RP to bring back 2 Iraqi static units. The cost for the Iranian is 1 Basij RP per static unit brought back. Returning static units, or static units that retreated may re-enter play in any town or city in the home country that is in-supply and does not already contain a static unit. 

Iraqi Morale Boost: The VP index swings one in favor of the Iraqi the first time Iranian (not pro-Iranian Kurds) units enter Iraq. Historically this didn't happen until mid-1982. 

 Iranian RP Restrictions:On Turns 2-4 the Iranians only receive six (6) RPs per turn. This increases to eight (8) per turn from Turn 5 (start 1982) onwards. Iranian Revolutionary Guard Engineer Divisions cost 2 RP to rebuild after elimination and the normal 1 RP when initially built. 
Iraqi RP Restrictions: No more than 3 Iraqi RP may be spent per turn on Republican Guard, Marine, and Special Forces units. (There were only so many politically reliable Sunnis available to fill out these units). This limit increases to 4 RP per turn once Event 11, 12, &13 is rolled the first time. No more than one Iraqi Special Forces Bde.(4-2-5s) can be brought on with RPs either initially or from the deadpile per game-turn.

Reinforcement/Replacement restrictions for both sides: Reinforcements & Replacements may not be placed in a city (cities only doesn’t apply to towns) that could be subject to an Envelopment Attack (sometimes known as a Concentric Attack in other games) by the opposing player, this is judged by the current positioning of the counters on the map at the time the Reinforcement or Replacement is taken. Reduced units in such city hexes may not take RPs to increase step strength. The Iraqis are limited to accumulating up to 15 RPs that can be carried from one game turn to the next. For the Iranians up to 20 “regular” RPs (not counting Basij RPs) can be carried from one game turn to the next. At the end of each player-turn any accumulated RPs over these totals are simply lost by the side that exceeds the above limits. Leftover Iranian Basij points are still lost at the end of the year as normal. All New Units that become available to a player from random events results may only enter the game via expenditure of RPs, ignore the rules about reducing on map multi-step units to bring them on initially, and use the normal RP method instead. Revolutionary Guard/ Iranian Army RP breakout per turn can exceed the other service by two RPs instead of the normal one to give the Iranians more flexibility.

Redoing the initial Iraqi Order of Battle and Early War Reinforcements:

Change the initial Iraqi setup to the following: 

x1 Mountain div each in: Irbil, Panjwin, Al Kut, & Mosul

x1 Armored div.(4-4-5) each in: Al Amarah, Basra, Baghdad & hex 2430 (or El Qurna in lieu of 2430 on the “Back to Iraq” map)--Baghdad unit may be in either hex on BTI map.                                                      

x1 Armored div at reduced status (1-1-5) in An Nasiriyah. & 1st Special Forces Bde(4-2-5) in UmmQasr Note: The 1st Special Forces Bde. no longer arrives via random event. Its now part of the initial setup. A Special Forces Bde fought at Korrsamshahr in 1980.
x1 Motorized Infantry div (the 1st)  in Basra.  x1 Motorized Infantry div (the 7th)  in Khanagin.  Note: The 7th no longer arrives in 1983. Its now part of the initial setup historically it took Qasr-e-Shirin from the Iranians in Sept. 1980 x1 Republican Gd. Motorized Infantry div (Baghdad Div) in Baghdad with the Baghdad Republican Gds Garrison unit (the 0-5-0)---place in either Baghdad hex if using the BTI map.

All Iraqi units may make regular moves on Turn 1 except those that start in Baghdad, the Iraqi Mountain divisions may now move on Turn 1. No Iraqi Strategic Moves on turn 1. Iraqi units may only move up to one hex into Iraq on Turn 1.

Change Iraqi Reinforcements as follows:

Add new unit 5th Motorized Infantry div. (4-4-5/ with no flip step) it arrives in 1981. The 7th Motorized Infantry Div does not arrive in 1983 it starts on the map (see above).

One of the Two 1982 Iraqi Air Reinforcement units does not arrive until 1987

Remove any two Iraqi Popular Army Divs ( the 1-2-2s) from the game on the first turn of 1986. These may be taken out of the game from the deadpile.  

Note: The Iraqis appear to have started the war with a total of 12 divisional formations , 7 of which took part in the initial Sept. 1980 invasion of Iran. Their 1980 OB included 5 Armor Divs, 3 Motorized Rifle Divs, and 4 Infantry divs, plus there were also non-divisional brigade size special forces & Republican Guards units. Probably some of these units were under strength and not battle ready, others were initially retained for regime security since Saddam hardly trusted any portion of the non-Sunni population of Iraq. The Iraqi air force (IrAF )in 1980 was  very weak in the areas of doctrine, pilot quality, and aircraft capabilities  in comparison to the Iranian air force and remained somewhat ineffective, suffering very high losses in the early war years. At some points in 1981-1982 the IrAF had only about a 100-150 fixed wing aircraft available for combat operations.

National Leadership Addenda: These counters (Saddam & Khomeni) can’t be used for a re-roll on Turn 1 of the game (the III-1980 Turn).

S &T Map Terrain Changes:  Add the Iraqi town of Rawanduz in hex: 1706. The following hexes are considered to be mountain hexes:  1504,1505,1606, 1705,  1805,1806, 1807, 1906,1907, 2110 Note: Peaks in these areas reach up to & over 10,000 feet and this is the area where some of the typical mountain warfare took place during throughout the conflict. All the River hex-sides separating “Shatt hexes” from each other are considered to be “Shatt al Arab” river hexsides. Treat as regular river hexsides, but the cost to cross them is +2 MP rather than +1MP. Special River terrain note: consider hexside 2533/2633 +2 MP river as well not a blocked hexside. (the Iranians did besiege Umm Qasr in 1986).  See Special rules on crossing Shatt Hexsides on the Back to Iraq map.
Extended Supply Lines:  Non-HQ units only may extend their supply line by first tracing the line 2 hexes to a friendly HQ that is itself in supply according to the normal rules (6 MP to a road and than along the road to a city). Such non-HQ units tracing the two hex line to a supplied HQ are also considered to be in supply. Don’t use this rule on the “Back to Iraq” map. Iranian Marines are always in supply while in the beach-head hex that they landed in via amphib operations regardless of which map played on.

Salmcheh Road: This road may be built by the Iraqi player if at the start of his Operational Movement Phase Iraqi units occupy these three hexes: Basra, Korramshahr, and hex # 2631. If this is the case the Iraqi may expend 1 RP from his accumulated stash and create the road. While the Iraqis hold either Basra & Korramshahr a road is now in existence between these two locales passing through the intervening hex # 2631 & this “Salmcheh road” can be used for movement or supply purposes by the Iraqis. If the Iranians capture both locales the road is considered destroyed. It may be rebuilt anew using the same procedure. If the Iranians occupy the intervening hex # 2631 between the two locales the road is simply considered “cut” and may be restored for Iraqi use if the that hex is retaken while maintaining Iraqi control of Basra or Korramshahr. Optionally: allow the Iranians to build the “Salmcheh road” as well under the same restrictions as the Iraqis. The Iranian RP used for this purpose has to be from the regular RPs and not the Basij stash. Note on the “Back to Iraq” map use the same road hex (3528 on that map) also between Basra & Korramshahr as the “Salemcheh Road” it starts the game as a clear hex.

Assault Movement:  Starting in 1982 (1986 if on the “Back to Iraq” map) and after both sides may conduct “Assault Movement” in their player turn immediately after Strategic Movement and before the Combat Phase. One (and only one) Supplied HQ at the cost of one accumulated regular (not Basij) RP may be activated each player turn by the phasing player to control any Assault Moves by units located in the same or adjacent hex. A maximum of four (4) units in the same hex or adjacent to the activated HQ (including the just activated HQ unit at the player’s option) may move up to one half their normal operational movement allowance (rounded up) during an Assault Move. Units that start adjacent to an enemy unit may not Assault Move. Assault Moving units that move adjacent to an enemy unit must halt and cannot continue moving during that Assault Move. Units that just finished a Strategic Move during the immediately proceeding Strategic Move Phase may not Assault Move, however a HQ that just moved Strategically may be activated to control Assault Moves. Assault Moving units may attack and advance after combat in the upcoming Combat Phase, but may not move during the Operational Movement Phase of the same player-turn in which they Assault Moved. In 1988 and onwards the Iraqi can activate up to 2 HQs (cost 2 RPs) for Assault movement per turn and each may control four units in subsequent Assault moves.

Turn Start Supply Judgment and Player-Turn Supply Effects:   

At the start of a player-turn, the phasing player checks supply status for all his on map units. Any units found to be out of supply (OOS) are marked with OOS markers. OOS units are halved in value (rounded up) for both movement point and combat strength purposes during the remainder of that player turn. Units may always move one hex through passable terrain during their Operational Movement Phase regardless of supply status or terrain Movement Point effects. This one hex minimum movement capability does not apply to movement via Special Reserve Moves or Assault Moves, all terrain Movement Point costs for these types of non-Operational moves has to be paid, or the unit in question cannot enter such hexes where the terrain MP costs cannot be paid. Supply is also judged (as normal) for all phasing player on map units at the end of the player turn as well (in the Attrition Phase), such units found to be out of supply during this phase are eliminated per the normal rules. 

HQs and Loss Priority in Combat: When attacking HQs are the last step strength to be removed by the attackers. All other attacking steps have to be eliminated before the HQ may be taken as a loss. When defending HQs may be taken as a loss only if the result inflicted on the defending stack is two (2) or more, or there is no alternative to taking the HQ as a step loss as all other defenders (other than any static unit) have been eliminated.
 Historical Notes on actual Iraqi Div. numbers & OB in the 1980 war start period

Actual Iraqi Regular Army Division numbers in 1980 appear to have been:

Regular Army  (the 12 initial regular divs mentioned above):

Motorized (Mech) Infantry Divs: 1st, 5th,  & 7th

Infantry (Mountain.) Divs: 2nd, 4th, 8th & 11th

Armor Divs:  3rd, 6th, 9th, 10th, & 12th

Additional units:  Republican Guard: At least one mobile mechanized Bde

Special Forces:  At least one special forces Bde. (used in Oct. 1980 during the urban combat in Korramshahr to help secure the area)

Reserves & Popular Army: x2 Divs (32nd & 33rd Inf. Divs) are mentioned on page 77 of  Iran-Iraq War in the Air 1980-88  that were probably made up of Popular Army and/or Reserve units, initially they were deployed on the southern front near Basra, and might have been raised at the very opening of the war or in the immediate pre-war period. Also some independent Popular and Reserve Bdes were created for the war, at least according to Tony Cordesman’s accounts of 1980-81.

New Turn Record Track:  (Saddam’s Gamble Scenario and Iran-Iraq War both start Turn III 1980)(Note: Turns I & II of 1980 are not used as the war started in September 1980) 

Year____________Turn I


Turn II


Turn III                         

1980:                     Note: Initial RPs IQ:4 IR:6                                1st Turn Move/Combat 

Restrictions No Iranian RG/Army                                                                                                                                                                                                                                                                                                                     Cooperation (7.5)                            

1981:   1981  Reinforcements
No Iranian RG/Army                      Iranian Army/RG                                                                                                                                                                                                                                                                                                            Cooperation (7.5)                            start cooperating
6 Iranian RPs Only                         6 Iranian RPs Only              6 Iranian RPs Only
Start Rev.Gd Human-Wave attks.

Basij RPs: 8 + d6

1982    1982  Reinforcements                                                                                                                      

 Basij RPs: 12 + d6

             Iranians go to 8 RPs per turn.

  Start Assault Moves by Both Sides if on S&T map only

1983    1983  Reinforcements                                                             End  of “Saddam’s                                                                                                                                                                        

 Basij RPs: 10 + d6                                                                 Gamble” Scenario
1984    1984  Reinforcements                                                                                                                      

 Basij RPs: 8 + d6  SSM: IQ:3 IR: 2
             Iraqi Strategic Moves to 9 per turn

  “Tanker War” & “War of Cities” rules now active.

            Val Fajr Scenario Start

1985    1985  Reinforcements                                                                                                                      

             Basij RPs: 6 + d6  SSM IQ:4 IR: 3
1986    1986  Reinforcements    Start Assault Moves by Both Sides if on BTI map                                                                                                                  

             Basij RPs: 5 + d6 SSM IQ:6 IR: 3
Start of “Karbala” scenario                                                                End of “Wal Fajr” 

Start Iraqi Chopper Moves                                                                           Scenario
Remove x2 Iraqi Popular 
             Army Units from game







                           

1987    1987  Reinforcements                                                                                                                      

             Basij RPs: 4 + d6 SSM IQ:6 IR: 2
1988    1988  Reinforcements                                                                                                                      

             Basij RPs: 4 + d6  SSM IQ:6 IR: 2 “Karbala” Scenario Ends

1989  1989 Reinforcements 

     Basij RPs: 2 + d6 SSM IQ:6 IR: 2            

            Roll die at end of turn on 1-2                 Roll die at end of turn on 1-2    War Over Now!!                                       
            War is over!!                                           War is over!!    

Static unit initial set-up on the “Back to Iraq”(BTI) map

Iraq: 24 static units (use the static units from the “Back to Iraq ” countermix)
X1 (1)-0 (seven total) each: Rawanduz, Ramiyah, Panjwin,  Al-Hayy, El-Quarnah, Al Faw, Umm Qasr.

X1 (2)-0 (17 total) each: Irbil, Mosul, Kirkuk, Halabajah, Tikrit, N. Baghdad, S. Baghdad, An Najaf, Karbala, Al Kut, Al Amarah, Basra, Samara, Mandali, Bugubah,

Khanugin, As Sulaymaniyah.

Iran; 16 static units (use the static units from the “Back to Iraq ” countermix)
X1 (1)-0 (four total): hex 3320, hex 3730, Mahabad, 4024

X1 (2)-0 (12 total)  2901, Saqquez, Sanandaj, Hamadan, Kermanshah, Korramabad, Dezful, Ahvaz, Susangerd, Abadan, Bandar Khomeni, Sushtar…

Back to Iraq (BTI) Map: Iranian Off map boxes, map-edge supply & entry, and initial setup.

When using the Back to Iraq map set-up two Iranian east edge “off-map” boxes: A “North Iran” box and a “South Iran” box. Iranian units (including static units) only may enter these boxes from the map or as Reinforcements/replacements. An unlimited number of Iranian units may exist in these off-map boxes. Units may move from the North Iran box to the South Iran box or vice versa only by Strategic Movement. Units may also move through both boxes via Strategic Movement from the map and then back to the map through a different road entry. The four northern east map edge road hexes go to the North box and the three southern east map edge road hexes go to the South box. To exit, or enter either map edge area from any hex via regular movement costs +2 MP. The northern map edge area includes hexes 4204-4218. The southern map edge area is 4224-4230. Supply may be either traced directly off the map-edge (+2 MP) up to 6 MP or via the three or four roads (road trace part of the supply line) that exit each map edge area. 

Iranian Marine units in the “South Iran” Box may launch amphib attacks onto the map, or

Engage in “Tanker War” attacks.

Additionally the Iranians have a northern map-edge “Tabriz Box”. This box is used exactly as the others for both supply & movement including Strategic Movement through the Box from other boxes, however Reinforcements or Replacements may not be initially placed in it. Its northern map edge area runs from hex 2900 to hex 3400 (including the two roads that exit the map in the area) for entry and exit & supply purposes.

Iraqi Sudden Death BTI Map Edge Victory:

The Iraqi Player wins a Sudden Death instant victory if he occupies at least four of the seven Iranian east map edge road entry-exit hexes at the end of two consecutive Iranian Player-turns. Occupying road edge hexes leading to the “Tabriz Box” has no bearing on

Iraqi Instant victory.

Iranian Army initial setup 1980 on the “Back to Iraq (BTI) Map”

In the North Iran Box: 24th Armor Div. 28th,81st, & 88th Mech. Divs, 30th Infantry Div.

55th Airborne Bde: 4227

92nd Armor Div. 4225

23rd Marine Bde: 4128

HQ  1st Corps: 4128

16th Armor Div.: Ahvaz:  

1st Mountain. Bde: 2915

21st Armor Div: Kermanshah

77th Infantry Div: Sanandaj

29th Spec Force Bde: 4107

64th Infantry Div: 2901

Iranian units may not undertake Strategic Movement on Turn 1, nor may they enter Iraq.

Special “Crossing the Shatt” rules for the ‘Back to Iraq’(BTI)  map.

When playing with the ‘Back to Iraq’ map certain units assist others in crossing via movement or attacks over Shatt al Arab hexsides. Without the specialized units help regular units may not move or attack over Shatt hexsides. The special “Shatt Crossing” Iranian & Iraqi units are listed below.

Special Iranian units: Special Forces, Rev Gd. Engineer Divisions, Marines (anchor symbol).

Special Iraqi units: Special Forces, Marines (anchor symbol), Corps HQs.

A stack of units may not attack over a Shatt hexside unless at least one of them is a special Shatt Crossing unit.

A stack of units that wishes to cross the Shatt via regular movement must start their Movement phase adjacent to the Shatt hexside it wishes to cross. A special unit must be present in the hex the crossing units started from when the crossing is made. The special unit may have moved to the hex, but may not move further that movement phase. The cost to cross the Shatt is +2 MP.

Special units may themselves freely move (at the cost of +2 MP) over the Shatt when not assisting a crossing by other units during the regular movement phase and do not need to

start their move adjacent to the Shatt. Iranian Marines pay the normal +2 MP over the Shatt.

Mountain Terrain on the “Back to Iraq” (BTI)  Map

Motorized & Mech Infantry, Tank/Armor, Corps HQs, and Marine units may never enter or leave mountain hexes when playing on the “Back to Iraq” map unless they enter or leave the mountain hex via a road. They may attack into adjacent non-road mountain hexes as per the normal rules. 

Baghdad & Baghdad Garrison on the “Back to Iraq” (BTI)  Map

The Iraqi Baghdad Garrison unit may always move to the other Baghdad hex at the

Option of the Iraqi Player during his regular movement phase. The Baghdad Garrison may not move outside of the two Baghdad hexes(north and south Baghdad hexes 2516 & 2517 respectively). Capture of either Baghdad hex by an in supply Iranian unit results in an immediate Sudden Death Iranian victory.

The ‘Kurdish Factor’ and the “Back to Iraq” (BTI)  Map:

a)The pro-Iranian Kurdish KDP unit may pass through the following hexes in Turkey during regular movement: 2202, 2301, & 2502, however it may not end its movement in that nation.   

b) The pro-Iraqi Kurdish KDPI unit costs 2 RP to bring out of the Iraqi elim. units box if the date is after 1984 and the Iraqi player controls none of the five towns in Iranian Kurdistan.

c) Kurdish Infiltration: At the cost of +1 MP Kurdish units of both sides may move through a mountain hex occupied by an opposing non-Kurdish unit or stack. The presence of an opposing Kurd unit prevents such infiltration. Naturally the Kurdish unit may not end the movement stacked with an enemy unit. Roll one die when attempting Kurdish infiltration on roll of a “1” the Kurdish unit’s infiltration is halted in the hex from which it entered the enemy occupied hex.  On a “2-6” it succeeds-place Kurdish unit in the hex where it ends its infiltration move.

d) 1986 Scenario setup: The pro-Iranian Kurdish units in the 1986 “Kerbala” Scenario may setup in nominally Iraqi controlled hexes in Iraqi Kurdistan. See scenario for details on the setup of each pro-Iranian Kurdish unit.

Advance After Combat on the “Back to Iraq”(BTI) Map:

When using the Back to Iraq map there is no Advance after Combat. Units may move into enemy just vacated hexes via regular Operational Movement. Units landing via Amphib Operations may move into the vacated enemy hex from the Persian Gulf hex they attacked/landed from during Operational Movement, but move no further. Exception: Units that just assault moved (1986 on) may Advance after Combat on the BTI map.

Iraqi Flooding Rule: Fish Lake on the “Back to Iraq” (BTI)  Map

Starting in 1982 the Iraqi Player may create flooded hexsides along two hexsides on the Iran-Iraq border. If he has entrenched division size units in hexes 3528 & 3527 at the start of his Player-Turn he may announce the creation of “Fish Lake”. The following hexsides turn into regular river type hexsides for all purposes: 3528/3628 and 3527/3628. These cease to be river hexsides for the rest of the game the instant the Iranian Player gains control of both hexes at the same time by occupying them with his units at the end of his Operational Movement Phase. Fish Lake is created at the start of the 1984 & 86 scenarios

Iranian 55th Airborne Bde: Optional Rule on BTI Map:  Historical Note: Although there was no Brigade-size parachute operations during the war, the Iranian Army’s 55th Airborne Brigade did launch at least one successful battalion-size drop early in the war as part of one of the Iranian counteroffensives.

The Iranian Player when engaged in an attack on a not entrenched clear or hill hex with the 55th Airborne may announce as part of his pre-battle setup for the attack that he is conducting a para-drop operation with selected elements of the 55th as part of the attack. Subtract one accumulated regular Iranian RP and roll on the table below to determine the outcome of this operation:

Die Roll          Result (column shift or other)

1 Eliminate the Iranian 55th Airborne before calculating the odds

2 No Effect on Battle
3 No Effect on Battle
4 Shift one column right in Battle
5 Shift one column right in Battle
6 Shift two columns right in Battle

The 55th Airborne may only conduct para-drops against clear or hill hexes in Iran, or Iraqi border hexes. Para-drops more than one hex into Iraq are not permitted. The Iranian Player may conduct no more than two para-drops during the entire war and these two drops must be at least 5 turns apart. In the 1984 and 1986 scenarios the Iranian has already conducted one of these two allowed air-drops before scenario start.

Defensive Barrages: Corps HQ units in defensive battles:

Supplied HQ units defending in a hex with another friendly unit (even a static unit) or adjacent to an attacked friendly-occupied hex (even if only a static unit is defending) may fire a “Defensive Barrage” during the first combat round only. Roll one die add one to the roll if a Regular Iraqi HQ, add 2 to the die if the HQ is the Iraqi Republican Gds Corps HQ. Then half the roll rounded down. This halfed number is the value of combat strength points the defender adds to his total defending strength in the hex. This “Barrage strength” does not count for purposes of determining any defending air support in the battle. A given HQ may only fire Defensive barrage once per defending Player-Turn in one battle. Defensive barrages may not be conducted against enemy counterattacks. In a given battle only one Defending friendly HQ may fire a defensive barrage, and only during the first combat round. Already attacked HQs in the same combat Phase may not fire a barrage into an adjacent defending hex even if they declined to fire a barrage in their battle. HQs defending alone in a hex may not “Defensive Barrage” on their own behalf, however an adjacent friendly HQ could.

SSM rules Clarification: An “Economic Hit” result on Iran reduces accumulated regular Iranian RPs first followed by any Basij RPs. Basij RP points are never removed due to a “UN Sanctions” result.

After Word: The Basij----------
 “They come on in their hundreds, often walking straight across the minefields, triggering them with their feet as they are supposed to do. They Chant ‘Allah Akbar’ and they keep coming, and we keep shooting, sweeping our…machine guns around like sickles. My men are eighteen, nineteen, just a few years older than these kids. I’ve seen them crying, at times the officers have to kick them back to their guns. Once we had Iranian kids on bikes cycling towards us, and my men started laughing, and then the kids started lobbing their hand grenades and we stopped laughing and started shooting….” An Iraqi officer recalling the attacks of Iran’s boy soldiers.

