
1973
A SINAI variant by Ken Duff

OVERVIEW
Mainly due to the low combat strengths assigned to the Syrian units and the lack of Egyptian infantry, the Arab Player was at a distinct disadvantage when playing the original 1973 Historical Scenario of Sinai. Alan Arvold’s Historical Scenarios redressed much of the imbalance, but required new Arab counters to play. This variant is designed with two goals in mind: to “beef-up” the Arab capabilities and to make use of the existing countermix. 
[24.3] MOVEMENT - GENERAL

[24.31] (change) Arab units with a Movement Allowance of four or less are considered to be infantry units for all game purposes. They possess a movement allowance of one and are only required to retreat one hex. In addition, all Arab units move as Israeli units of the respective type did in 1967 (i.e., ignore the parentheses on the Terrain Effects Chart).

[24.4] MOVEMENT ACROSS THE SUEZ CANAL

[24.44] (addition) To cross the Canal, an infantry unit (or a unit moving as infantry) must begin its Movement Phase adjacent to a Canal hexside and ends its movement for the phase when it enters a hex contiguous to that hexside. It costs all other units a total of four Movement Points to cross any Canal hexside. The Ferry Points have no meaning in 1973. When entering a Road or Track Sand hex via a Suez Canal hexside, the movement effect of the Sand is ignored.     

24.45 (new) The Egyptian Mech Brigade that starts in Hex 0629 is an amphibious unit with special capabilities. On the first Turn of the game, this unit may attack adjacent Bar Lev hexes. If the attack succeeds, the unit may advance into the destroyed fortification; if it fails, the unit must retreat to an adjacent hex on the West side of the Canal. This unit is not counted in the six-unit-per-turn limitation in crossing the canal and may be taken as the Egyptian loss if one is called for. This special attack capability may only be used on the first Game-Turn.
[24.5] COMBAT

[24.51] (change) Syrian units attack at twice their printed-on-the-counter Strengths and defend at four times the Strength printed on their counters. All other Arab units defend at twice their printed-on-the-counter Strengths. These modified Combat Strengths become the new basic Strengths of Arab units. They can be modified by supply and terrain effects and the proximity of SAM units.
[24.6] SUPPLY
[24.63] (change) When unsupplied, Syrian units may attack at their basic (printed-on-the-counter) Strengths; all other Arab units may attack at half their basic Strengths (drop fractions). 
[25.1] SAM (Surface-to-Air-Missile) UNITS

[25.11] (change) All Syrian units stacked with or within two hexes of a SAM (surface-to-air-missile) unit have basic defensive combat Strengths eight times their printed-on-the-counter Strengths and all other Arab units have basic defensive combat Strengths four times their printed-on-the-counter Strengths. Syrian units three hexes away from a SAM unit have basic defensive combat Strengths six times their printed-on-the-counter Strengths and all other Arab units have basic defensive combat Strength three times their printed-on-the-counter Strengths. In each case, count the hex the non-SAM unit is on and do not count the hex the SAM unit is on. The three-hex range shall be referred to as the SAM unit’s umbrella. Defensive Strength adjustments due to terrain or supply effects are made after any adjustments due to a SAM umbrella.
[25.2] THE BAR LEV LINE
[25.24] (new) Bar Lev line hexes cannot be attacked solely by Arab mechanized units attacking exclusively through Suez Canal hexsides; an infantry unit must be involved in such a cross-Canal attack. Any loss incurred when Arab units attack a Bar Lev line hex solely through Suez Canal hexsides must be taken by an involved infantry unit (Exception: see 24.45). If the only unit that could advance into a destroyed Bar Lev fort is eliminated in the attack, the fort is still destroyed. These restrictions do not apply if any Arab unit involved in the attack is attacking the hex through a non-Canal hexside.   
[25.25] (new) An Arab mechanized unit that attacks a Bar Lev line hex across a Suez Canal hexside cannot advance after combat (Exception: see 24.45).

[25.3] GARRISONING

[25.31] (change) The Israeli Player must retain a unit within the Jordan River West Bank area through Game-Turn 2.  At the end of Game-Turn 3 and thereafter, the Israeli Player must cover the Jordan River from the Dead Sea to the Sea of Galilee with units or their Zones of Control. If these requirements are not met at the beginning of an Arab Player-Turn, Jordan fully enters the war.
[25.32] (change) The Israeli Player must cover any captured hexes along the Jordanian/Syrian border and along the Syrian map-edge with units or their Zones of Control by the end of the Israeli Player-Turn. If this requirement is not met at the beginning of an Arab Player-Turn, Jordan fully enters the war.
[25.33] (new) The Israeli Para brigade that starts in hex 0937 constitutes the Southern Sinai reserve and is prohibited from moving until released. The brigade is automatically released at the beginning of the Sixth Israeli Player-Turn or when an Arab unit enters a hex in the brigade’s ZOC. Otherwise, the Israeli Player rolls a die at the beginning of each Israeli Player-Turn starting on Game-Turn Two. If the die-roll is equal to or less than the number of the current Game-Turn, the brigade is released. Once released, the brigade may move and engage in combat normally for the remainder of the game. 
[25.5] RESERVE UNITS

[25.51] (change) Egyptian Reserve. The Egyptian Reserve is listed on the Egyptian Front Mobilization schedule (25.85). The Reserve is activated on the game turn after the Israelis have had at least one unit on the west side of the Suez Canal for two consecutive Israeli Movement Phases. Once the Reserve has been activated, the Arab Player rolls a die at the beginning of each Arab Movement Phase. To determine how many Egyptian reserve units are released.  On a result of 1 or 2, one unit of the reserve arrives as a normal reinforcement; on a 3 or 4, two units arrive and on a 5 or 6, three units arrive.
[25.52] (new) Syrian Reserve. The Syrian Reserve is listed on the Syrian Front Mobilization schedule (25.86). The Reserve is activated on the game turn after the Israelis have had at least one unit inside 1973 Syria for two consecutive Israeli Movement Phases. Once the Reserve has been activated, the Arab Player rolls a die at the beginning of each Arab Movement Phase to determine how many Syrian reserve units are released. On a result of 1 or 2, one unit of the reserve arrives as a normal reinforcement; on a 3 or 4, two units arrive and on a 5 or 6, three units arrive.
[25.8] HOW TO SET UP AND PLAY THE SCENARIO
[25.82] (change) The first Game-Turn shall consist solely of an Arab Combat Phase followed by a Arab Second Movement Phase (only) and an Israeli Second Movement Phase (only). In addition to the units that advance across the Suez Canal after combat, the Arab Player may move up to six units across during the ensuing Movement Phase using the standard rules for movement across the Canal (see 24.4).
[25.84]
1973 ISRAELI MOBILIZATION (change)

At Start:


Combat

Strength-

Movement
Desig-
Type
Allowance

nation
Location


Arm X
9-8
460
0924

Arm X
9-8
401
1231

Arm X
9-8
600
2420

Arm X
9-8
7
3603

Arm X
8-8
188
3605

Arm X
7-8
14
0826

Mech X
8-8
1
3602

Mech X
7-8
240
2420

Mech X
5-8
71
3114

Para X
6-8
35
0937

Para X
6-8
243
3015

Second Israeli Player-Turn/First Movement Phase:
Arm X
9-8
217
2420
Arm X
9-8
247
2424
Arm X
9-8
421
2424

Mech X
7-8
670
2424
6 Airstrike Markers

Second Israeli Player-Turn/Second Movement Phase:
Arm X
9-8
17
2906

Arm X
9-8
79
2906

Arm X
7-8
11
2723

Arm X
7-8
19
2809

Mech X
6-8
70
2712

Mech X
6-8
3
2731

Mech X
5-8
210
2419

Mech X
5-8
134
2731

Mech X
5-8
205
2731

Third Israeli Player-Turn/First Movement Phase:
Arm X
9-8
164
2420

Arm X
9-8
9
2809

Arm X
9-8
20
2906

Mech X
7-8
11
2420

Mech X
6-8
14
2906

Para X
6-8
31
2906

[25.85]
1973 ARAB MOBILIZATION – EGYPTIAN FRONT (change)

At Start: (all units are Egyptian unless otherwise noted):
One SAM (1-1) each on hexes 0323, 0325, 0327, 0429 and 0531

Combat

Strength/

Movement
Desig-
Type
Allowance

nation
Location


Arm X
5-5
1/21
0228

Arm X
5-5
22/6
0330

Arm X
5-5
2/4
0331

Arm X
5-5
6/4
0331

Arm X
5-5
15
0423

Arm X
5-5
24/23
0425

Arm X
5-5
14/21
0428

Arm X
5-5
25
0630

Arm X
5-5
3/4
0631

Mech X
4-5
116/23
0225

Mech X
4-5
118/23
0225

Mech X
4-5
18/21
0228

Mech X
4-5
1/6
0330

Mech X
4-5
113/6
0330

Mech X
4-5
6/4
0331

Mech X
4-5
136/18
0422

Mech X
4-5
117/2
0424

Mech X
4-5
3/16
0427

Mech X
4-5
8/7
0530

Mech X
4-5
2/19
0532

Mech X
3-5
130/3 
0629

Inf X
4-4
134/16
0422

Inf X
4-4
135/16
0423

Inf X
4-4
4/2
0424

Inf X
4-4
120/2
0425

Inf X
4-4
112/16
0427

Inf X
4-4
16/16
0428

Inf X
4-4
11/7
0530

Inf X
4-4
12/7
0630

Inf X
4-4
5/19
0631

Inf X
4-4
7/19
0631

Inf X
3-0
135
0420

Cdo X
3-4
132
0420
Second Army Reserve - Set up anywhere in Egypt north of hexes 0130-0428 (inclusive):

Mech X
4-5
90

Cdo X
3-4
129

Para X
2-1
182

Third Army Reserve – Set up anywhere in Egypt south of hexes 0131-0429 (inclusive):

Cdo X
3-4
127
Fifth Arab Player-Turn/First Movement Phase:

Mech X (Tun)
1-5
-
Egyptian GHQ Reserve (see 25.51):

Arm X
6-5
Pr. Gd.
Arm X
5-5*
Nasser

Arm X
5-5*
23/3
Mech X
4-5*
10/3
Mech X
4-5*
114/3
Cdo X
3-4
128

Cdo X
3-4
130


Cdo X
3-4
131

Cdo X
3-4
134

Air Assault X
3-1
150

Air Assault X
3-1
160

Para X
2-1
140

Arm X
2-6
Ku

Inf II
1-1
PLA
* Unit must be recovered from the deadpile.

[25.86]
1973 ARAB MOBILIZATION – SYRIAN FRONT (change)

At Start: (all units are Syrian unless otherwise noted):
One SAM (1-1) on 3803


Combat

Strength-

Movement
Desig-
Type
Allowance

nation
Location


Arm X
2-5
78
3702
Arm X
2-5
51
3804

Arm X
2-5
47
3805

Mech X
2-5
1/7
3702
Mech X
2-5
43/9
3704

Mech X
2-5
132/5
3805

Inf X
1-1
68/7
3703

Inf X
1-1
85/7
3703

Inf X
1-1
53/9
3704

Inf X
1-1
52/9
3804

Inf X
1-1
61/5
3805

Cdo X
1-1
1
3701

Mech II (Mor)
1-6
-
3702

First Arab Player-Turn/Second Movement Phase:

Arm X
2-5
4/1

Arm X
2-5
91/1

Mech X
2-5
2/1 (use an Egyptian unit; treat it ss a Syrian unit in all respects)
Fifth Arab Player-Turn/First Movement Phase:

Mech II (Saudi)
1-6
20

Eighth Arab Player-Turn/First Movement Phase:

Arm X (Iraqi)
4-5
6

Mech X (Iraqi)
3-5
8

Eighth Arab Player-Turn/Second Movement Phase:

Arm X (Iraqi)
4-5
12

Syrian Reserve (see 25.52):

Arm X
2-5*
Assad

Arm X
2-5*
88

Arm X
2-5*
141

Arm X
2-5*
23/3

Mech X
2-5*
65/3

Mech X
2-5*
15/3

Inf X
1-1
30

Inf X
1-1
90

* Unit must be recovered from the deadpile.

[25.87]
1973 ARAB MOBILIZATION – JORDANIAN FRONT
At Start (there are no changes to the Jordanian mobilization schedule; it is reprinted here merely for convenience):
One Truck Marker


Combat

Strength/

Movement
Desig-
Type
Allowance

nation
Location


Arm X
6-6
40
3714

Mech X
5-6
-
3711

Inf X
4-1
-
3714
Second Arab Player-Turn/First Movement Phase:

Mech X
5-6
-
3711

Mech X
4-6
-
3714

Second Arab Player-Turn/Second Movement Phase:

Arm X
6-6
192
3711

Third Arab Player-Turn/First Movement Phase:

Mech X
5-6
-
3620

Mech X
5-6
-
3714

Third Arab Player-Turn/Second Movement Phase:

Inf X
4-1
-
3711

Fourth Arab Player-Turn/First Movement Phase:

Inf X
4-1
-
3711

Inf X
4-1
-
3714
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