Note: As this is the second edition of the Assault set the “games” have new names and the facing option is not used see below.





This set consists of the two games Assault and Boots & Saddles plus the two modules Bundeswehr and Chieftain and the add on Reinforcements. Also included are Air Rules which I did myself when GDW decided to not produce the promised Air Support add on module.


The engineer rules have been partially rewritten, as some units are missing and some info about units where missing or wrong, the engineer rules seems to be a little hodge-podge, probably included “as they where” when they decided to abandon the Assault series. Chieftain clearly shows this “as they where” mentality as all information about thermal sights, radar, armour types etc. are missing. The direct fire data charts are rewritten to correct numerous errors and to compile a number of charts into one for each nation.


This module includes three “games”. Assault1 includes the two probe scenario and the two meeting engagement scenario maps from Assault and Boots & Saddles. Assault2 includes the two counterattack scenario maps, note that they are rotated 90° counterclockwise. Assault3 includes scenario 4 to 9 plus a probe-style Cheiftain map, this game also includes the complete terrain key. Scenario 5 and 6 are rotated 90° clockwise, scenario 7 and 8 are rotated 90° counterclockwise.





Changes to the rules:


Assault: No changes, some ammo types added.


Boots & Saddles: No changes.


Bundeswehr (Engineer rules): Rule 37: “German rollers are never destroyed” As I remember it the germans where tooling around with “indestructable rollers” back in the eighties. As everyone knows, nothing is indestructable, nowadays the germans are using mineplows so obviously it didn’t work. And mineplows can be destroyed so this line of the rule is deleted. 


Rule 37: Added the British Giant Viper line charges.


Rule 38: Added the British M2 and other nations ribbon bridges.


Rule 39: Added British and Dutch AVRE:s





Other changes:


The British Challenger movement allowance is raised to 4. If 4.49 is rounded up to 5 then 3.87 is definitely rounded up to 4!! This also raises the point value to about 24





(Facing notes: When a obstacle (hexside minefield, AT-ditch or similar) is pointing at a hexside that hesxide is mined/blocked, when it points at a hex vertex both adjacent hexsides are mined/blocked. 


IMPORTANT NOTE: Odd things can happan to the window when you assign facing direction to pieces. Minimizing and maximizing the window will remedy this)





Second edition change: The facing option didn’t work very well, after last upgrade it seems to be even worse! So I have made arrows for the units and hexsides and vertexes for the obstacles. The arrows are named March (direction) and Combat (direction) the hexsides are named Hexside (direction) and Hexvert (direction). All four sets are of course rotating with flip definitions.


