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‘EXTERNALS’

Combat Along The Border 1980-89

An Angolan Mini-Campaign For ‘Battlefront: Modern’ (v.1.0)

Adapted by R Mark Davies

From an original article by Greg Novak in Command Post Quarterly Magazine

(With kind permission of Greg Novak)

The following campaign game is designed to set up battles along the Angolan/South West African frontier during the period 1980-1989.  The forces in play are going to be brigade size at best, with most battles being fought by battalion-sized battlegroups, thus being perfect for games using Battlefront.

While not many people are going to have large, ready-made collections of Angolan and South African forces, suitable stand-ins can be found in Soviet-NATO, Arab-Israeli, Vietnam or even WW2 collections.

Note that the term ‘South African’ as used in this article also refers to the locally recruited troops of the South West African Territorial Force (SWATF) as well as those of the South African Defence Force (SADF) proper.  The term ‘Angolan’ encompasses the de facto government of the communist MPLA faction, the MPLA’s armed forces (FAPLA), the Cuban intervention forces, Soviet advisors, the South West African People’s Organisation (SWAPO) and the guerrilla forces of SWAPO’s People’s Liberation Army of Namibia (SWAPO-PLAN).

Scene-Setting: The Border War In A Rather Large Nutshell

This campaign is set in the late 1980s, on the border between Angola and South West Africa (modern-day Namibia).  The origins of this, said to be Africa’s longest-running war, were long and complex, but the roots were set at the end of the First World War, when South Africa was given a mandate by the League of Nations to administer what had been German South West Africa.

During the 1950s, an indigenous opposition movement was formed among the majority Owambo tribe, calling itself the Owambo People’s Organisation (OPO).  During the 1960s the OPO changed its name to the South West African People’s Organisation (SWAPO) in order to lend itself a veneer of national representation on the international stage (although it remains to this day (being now the Namibian government) a single-tribal political entity).

OPO/SWAPO did not form much of a problem for South Africa in the early days.  Their operations were limited mainly to orchestrating strikes, protests and riots in Windhoek and Walvis Bay.  However, during the 1970s, a SWAPO cadre was invited to the USSR and East Germany for formal training in insurgent operations.  This was backed up by a guaranteed supply of arms via Cuba and continued training.  The USSR had its eye on South Africa as a satellite state – both for its natural wealth and for its strategically vital location as a base for naval forces and maritime patrol and strike aircraft in the event of a war with NATO.  South West Africa was therefore a very useful stepping-stone to South Africa.

Meanwhile in Angola, the Portuguese colonial masters were dealing with not just one, but three independence movements.  The most powerful was FNLA, which enjoyed most of the popular support of the Angolan population.  The FNLA was anti-communist and would therefore attract the support of the USA and South Africa once the Portuguese administration collapsed.  The second was UNITA, which was already fighting a low-level guerrilla campaign against the Portuguese, backed by China.  

The third was the MPLA, which was heavily backed by the USSR and Cuba and like SWAPO, received large amounts of aid through training and arms.

In 1974, a military coup in Portugal precipitated the sudden collapse of her colonial empire, plunging countries such as Angola and Mozambique into sudden and bloody civil war as the various independence movements fought over the spoils.  Cuba was very quick off the mark in actively supporting the MPLA with boots on the ground in Angola, rapidly landing a seaborne regimental-sized task force of ‘advisors’ in Angola in 1975.  This was soon backed up by wave after wave of Soviet transport aircraft, carrying weapons, vehicles, aircraft, technicians and training teams from the USSR and East Germany.  The USA and South Africa moved quickly to back the FNLA politically, but due to post-Vietnam US domestic political factors, only South Africa was in a position to put troops into the country.  However, despite a lightning advance of over a thousand miles by a battlegroup of infantry and armoured cars who brushed aside Cuban opposition with ease, it was too little, too late to save the FNLA, which fell, leaving the MPLA as the de facto government of Angola.

UNITA meanwhile, with its base in eastern Angola, enjoyed considerable nationwide support.  However, they now lost their Chinese supporters, who did not wish to antagonise the USSR by opposing the MPLA government.  Consequently, the time was now ripe for the USA and South Africa to switch their backing to UNITA, though with little chance of dislodging the MPLA from its strong position, the alliance soon fell apart.

With a firm communist base now established in Angola and large numbers of SWAPO cadre trained by the Soviets and East Germans, the time was now ripe for SWAPO and its armed wing PLAN (People’s Liberation Army of Namibia) to take the fight to the enemy in South West Africa.  Very soon, infiltration teams were raiding deep into South West Africa and the South West African Police found itself overwhelmed (and indeed, often the target of operations by SWAPO-PLAN).

The South African Defence Force (SADF) was mobilised and very soon a chain of patrol bases was established along the border and counter-insurgency tactics were developed (or re-learned from the earlier Rhodesian experience) both by the SADF and by the Police.  New regiments were formed from indigenous populations, such as 31 (Bushmen) Battalion, which was raised from the aboriginal ‘Koi-San’ people, whose tracking skills were the stuff of legend and the terrifying 32 (Buffalo) Battalion, which was secretly raised from Angolans and specialised in deep reconnaissance and SWAPO-hunting.  The South West African Police (SWAPOL) also formed Operation ‘Koevoet’ (‘Crowbar’), which was a mechanised tracking and pursuit quick reaction force concept, which proved to be amazingly successful and was soon adopted by the SADF.

In 1979 the South West African Territorial Force (SWATF) was formed.  This was a permanent auxiliary army of indigenous people and soon became one of the most effective fighting forces in the region.  As mentioned above, SWAPO was/is basically a single-tribe organisation and was/is vehemently opposed by many non-Owambo people in South West Africa/Namibia.  Even so, a great many SWATF soldiers and SWAPOL policemen were still recruited from the Owambo tribe.

Even with all the anti-terrorist capability the South Africans had amassed on the border, the infiltrations still kept coming, albeit at a reduced rate, but still enough to be a serious problem.  The worst time of year was the Wet Season, in which for two months of the year, the otherwise bone-dry expanses of the region (one of the driest regions on earth) became a veritable swamp and jungle virtually overnight!  A lightly equipped SWAPO-PLAN infiltration group could easily slip across the border, concealed by the lush vegetation, while the highly mechanised SADF/SWATF/SWAPOL forces were hampered by the weather.

The solution to this problem was to go after SWAPO long before it had crossed the border and even before the Wet Season, when the SWAPO-PLAN ‘Detachments’ were still concentrated deep in Angola in their training bases.  These battlegroup-sized anti-terrorist operations over the border into Angola were soon known as ‘Externals’.

One of the first Externals was the assault by South African paratroops onto the major SWAPO base at Cassinga in 1978.  This operation was a resounding success for the SADF, but the spectacular fashion in which it was carried out led to much bad press around the world and at the UN.  However, the following ‘Infiltration Season’ was much quieter.  ‘Externals’ had proved their worth and the pattern had been set for the rest of the war.

However, the MPLA government in Luanda was not going to take South African incursions into Angola lying down.  As the years went on, FAPLA (the armed forces of the MPLA government) took greater and greater steps to protect SWAPO bases from attack and to counter-attack and pursue SADF forces operating within Angola.  However, they were also trying to fight a simultaneous war against UNITA and were thinly stretched.  The South Africans meanwhile, hoped that this would work to their advantage, whereby the MPLA could not afford to fight a war on two fronts and would therefore withdraw their support for SWAPO.  Consequently the SADF stepped up its External attacks on SWAPO year on year, sucking in more and more FAPLA brigades and making the war progressively more distasteful to the MPLA.

The Cassinga operation also had another, unintentional knock-on effect on the future conduct of the war.  The Cuban mechanised force that had been sent to counter-attack against the SADF paratroop landings had received an extremely bloody nose.  This, added to earlier heavy Cuban casualties suffered in 1976, led Fidel Castro in 1980 to order his forces to abstain from direct action against South African forces wherever possible and to let the FAPLA brigades take the brunt of defending Angola.  From then on the Cubans, despite their massive strength in Angola, which would rise to 50,000 by 1989, would generally hold back and defend Cuban/Soviet interests and installations.  However, Cuban forces would continue to be engaged on occasion right up to the end of the war in 1989 and their air forces were heavily engaged throughout (usually flying Angolan-flagged aircraft).

In 1984, under increasing pressure from Externals that did as much damage to FAPLA as they did SWAPO, the MPLA came to the negotiating table.  A bipartisan ‘Joint Monitoring Commission’ (JMC) was established to monitor against cross-border incursions.  The SADF would stay south side of the border, while SWAPO stayed to the north (in theory).  However, in the great tradition of communist ‘negotiations’ throughout history, SWAPO incursions actually increased at an alarming rate while the JMC was in operation, as they could now train in safety and could approach the border under the umbrella of the JMC, without being intercepted by 32 Battalion, Koevoet or anyone else.  South Africa could take no more, withdrew from the JMC and launched Externals over the border once again.

Our hypothetical campaign begins sometimes after the resumption of External operations into Angola – roughly 1986-88.

Part I: Setting Up The Game

Two or more players can play the game, with one person acting as umpire and the other player(s) serving as commanders.  Indeed, this campaign would even be an ideal subject for solo play if you find yourself short of friends!  Due to the extensive South African intelligence and reconnaissance capability, the South Africans know what the locations and strengths of the enemy forces are and can make their plans accordingly.  The Angolan government and SWAPO can only react to events, and then only in a limited manner.

Thus, at the start of the game, allow your South African players to study their order of battle, the map and the Angolan order of battle and draw up a plan of attack.  This plan of attack must include the duration of the External, the forces involved and the locations to be attacked and destroyed.

If you have players who want to be Angolans, you can let them do so, but remember that they are limited in their free will.  The Angolan role is ideal for transient players, while those players who want to ‘stick with it’ would be better suited to the South African role.

Once the South African plan is made, appoint an overall South African commander, as well as a commander for each battlegroup and the South African Air Force (SAAF).  Any remaining players can be assigned to positions on either side as needed.  It will not matter that they know what the South African plan is, as they will not be able to react to the plan within the confines of the tactical battlefield.

When it is necessary for decisions to be made by the Angolan commanders, the umpire should either make the decision or bring players together to serve as Angolan commanders.  The umpire should give those players only the information that those commanders would have and possible choices based on that information.  Again, the Angolans are in the situation of reacting to events.  Remember that the war they are interested in fighting is against UNITA, not South Africa.

In keeping with the dictum that war is a continuation of state policy by other means, victory in the campaign will not be to the side that wins the most battles, but to the side that wins by means of Victory Points (VPs).  VPs as used here, simulate the level of political leverage exerted by South Africa over the Angolan government, Cuba, the USSR and South African domestic opinion.  VPs will be awarded to South Africa for objectives gained and enemy losses inflicted.  VPs will be lost through casualties, the number of troops committed to battle and the length of time the ‘External’ takes to complete its objectives.

The VP structure is designed to reflect the fact that neither South Africa, Angola nor Cuba can afford to fight a full-scale war at this place and time, as well as the impact the fighting will have on domestic and world opinion and the South African economy.  Maintenance of the aim is vital to South African and the aim is to strip away Angolan political support for SWAPO through military means: either by inflicting a crushing defeat on SWAPO itself, or by defeating FAPLA forces comprehensively enough to make the Angolan government think twice about protecting SWAPO again in the future (achieving both objectives simultaneously will be extremely difficult).

Part II: Battle Groups

Appendix 1 lists the South African forces that can be employed and their mobilisation cost in VPs.  Note that this does not include the defensive forces deployed along the border, nor does it include the many covert recce units deployed in the area.

Appendix 2 lists the Angolan forces and any possible reinforcements.  The South African commanders may study this in detail prior to making their plan – the South Africans always have extensive reconnaissance and intelligence assets deployed across the border (e.g. Recce Commandos, 32 ‘Buffalo’ Battalion, 1 SWA Specialist Unit, SWATF Recce Wings and ELINT) as well as intelligence from US/NATO sources, UNITA and SAAF photo reconnaissance.  The umpire (or the Angolan commander, if there is one) may redeploy some units within the limitations specified in the order of battle, but the South Africans must be notified of any changes before they finalise their plan.

Forces will be moved by means of Battlegroups (BGs).  A BG should be at the most a reinforced battalion of up to five company-sized Manoeuvre Elements (MEs) and at the least a single company-sized ME.  Regiment/Brigade HQs may also form BGs from attached elements, or they may accompany subordinate BGs for security.  All BGs must have a Command unit present if they intend to move.  The umpire has the final say on the makeup of all BGs.

Part III: The Map

The map covers a section of the central sector of the border, starting at the point where the Cunene River ceases to mark the frontier and where border-crossing becomes much easier.  The map consists of a number of points (squares) linked to one another by roads and tracks.

Movement is on a point-to-point basis, with movement orders turned in as needed by the various BGs.  Remember that the South Africans are operating according to a plan, so for the most part they will continue to follow the plan until something happens to disrupt that plan.  The Angolans only react to events and the majority of their SWAPO and ODP Militia forces are in fixed locations, so orders are not always needed by their commands.

The South West African side of the border is included for player information and to allow some lateral movement by the South Africans before crossing the border, or in case some brave Angolan wants to invade!  Again, due to the South African intelligence network, the chances of launching such an attack with surprise is near nil and the political cost to Angola is far more than they might wish to think about.  Remember that Ronald Reagan is still in the White House at this time!

The terrain in each square can be drawn up in advance and made available to the players in before the game begins if you wish.  Please feel free to draw your own!  This method is particularly useful for the town squares, but I think that randomly-generated terrain is better for the numbered ‘wilderness’ squares).  Towns should consist of a small core of concrete Built-Up Sectors (BUSs) surrounded by shacks and mud huts (soft BUSs).  Towns with airfields should have a small cluster of concrete BUSs representing the airfield administrative buildings.  The western squares on the map may have some small, low hills, while the rest of the map should consist of flat terrain, thickly scattered with areas of thick bush (woods with underbrush).  Even the ‘open’ areas should be quite thickly covered with sparse concealment and the occasional gully or bog.  A look at the area on ‘Google Earth’ is well worth it, as the terrain is quite unusual.

The points on the map are of three basic types, plus one special type:

Major Towns: Ondangwa, Ngiva and Xangango.  These have built-up areas with a population present in the several-thousand range.  All three towns also have an associated airbase.  Occupation of these points will force a major reaction by the government of the country involved.  Thus occupation of Xangango and Ngiva will force the Angolan government to send troops to the area and will continue to do so until the South Africans are forced out.

Minor Towns:  All other named points on the map, such as Cuamto, Okongo, etc.  These have a population of about a thousand people.  Ruacana and Oshakati have associated airbases.  Occupation of these points will cause a reaction by the government of the country involved.

Numbered Points (‘The Bundu’):  These points have a population of a couple of hundred at best and are often entirely unpopulated.  Occupation of these points will not force a reaction by the government of the country.  It should be noted that South African reconnaissance forces crossed the border on a daily basis.  A report that South African forces were in such an area would not be seen as anything out of the ordinary.

Quedas Ruscanas Hydroelectric Dam and Power Plant:  This power plant was a joint South African-Portuguese project and is a hydroelectric plant designed to furnish 60% of its power to South West Africa and 40% to Angola.  Amazingly, despite the recent troubles, it continues to do so.  The power plant itself is on the South West African side of the River Cunene, while some of the controls are on the Angolan side.  Each side has a garrison here watching the other, but still allowing for joint control of the complex.  Occupation of either point by the other side would force a major reaction by the side losing control.

Part IV: Time

The game will be carried out in a series of days, with five complete Campaign Turns (CTs) equal to one day.  The length of the game is set by the South African plan at the start of the game.  The CTs and time covered are:

Dawn CT:
0400-0800

Morning CT:
0800-1200

Afternoon CT:
1200-1600

Evening CT:
1600-2000

Night CT:
2000-0400

Each CT equates to sixteen Battle Turns (BTs – i.e. Battlefront tactical game turns), which means that each BT simulates roughly fifteen minutes of action (thirty minutes at night).  This is higher than the stated Battlefront timescale, but feel free to increase the number of BTs if you wish.

Night:  The Night CT is subject to a special condition – if used for Resting it counts as two CTs.

Visibility:  The Dawn and Evening CTs are subject to visibility restrictions – apply a –1 spotting modifier.  The Night CT is subject to the Playtest Night Rules (see the website).

Maintenance:  A BG must spend one complete CT per day doing maintenance.  The BG will not move during this turn.  BGs that are stationary and without orders are considered to be doing maintenance as part of their normal routine.  BGs in action against the enemy may claim to have conducted maintenance only if the battle lasts for less than half the CT (i.e. eight BTs).

BGs that fail to perform maintenance must roll for breakdown of vehicles at the start of the sixth consecutive CT in which no maintenance has been carried out.  They will continue to roll at the start of each successive CT until a maintenance halt is carried out.

Roll one die per vehicle.  If the number rolled is higher than on the table below the vehicle is considered disabled.  Vehicles may be repaired if the command stops immediately to conduct maintenance.  Otherwise they are abandoned and may not be recovered.

	Vehicle Maintenance Table

	Unit Quality
	Number Needed

	Elite
	9

	Veteran
	9

	Experienced
	7

	Trained
	5

	Raw
	3


Rest:  A BG must ideally spend two complete, consecutive turns per day resting.  BGs which do not rest will suffer the following effects:


After six CTs without rest: -1 modifier to Discipline Rating


After nine CTs without rest: -2 modifier to Discipline Rating


After twelve CTs without rest: -4 modifier to Discipline Rating

Note that Rest and Maintenance are two separate tasks and cannot be conducted simultaneously.

Part V: Movement

As mentioned, BGs move in the course of a CT from point to point.  BGs move subject to the following limitations:

Multiple Road Use:  Only two BGs may use the same route between any two points in any one turn.

Using an All Weather Road:  The BG may move a total of two points if all movement is on an ALL Weather Road, regardless of the time of day.

Using a Fair Weather Road:  The BG may move a total of two points if all movement is on Fair or All Weather Roads during a non-Night CT.

Using a Track:  The BG may only move one point while on a track, regardless of time of day, except when crossing the Cunene River.

Cunene River:  BGs may cross the Cunene River in the following ways:

Quedas Ruscanas Dam – The road here crosses the top of the dam.  The roadway cannot be mined, cratered or destroyed.  If any battle is fought here the terrain should reflect this point.  However, there is a major political effect for fighting here.

Humbe/Xangango – The All Weather Road between these two points crosses a modern, reinforced concrete bridge, which is capable of taking even the heaviest tanks.  If the bridge is destroyed by air power, this road is converted to a track and the bridge becomes a ford.  However, unlike a normal ford, this need only be rolled for if crossing during a Night CT, but without the –2 modifier (see below).

River Fords – Fords exist in those places where tracks cross the river.  However, any BG attempting to cross at a ford must roll against its unit quality level, needing to get equal to or less than the number shown.  A failure means that the BG will have to try again during the next turn.  Apply a –2 modifier during Night CTs.

	River Fording Table

	Unit Quality
	Number Needed

	Elite
	9

	Veteran
	8

	Experienced
	7

	Trained
	5

	Raw
	3


Arrival Times

For purposes of fighting a battle, BGs are considered to enter a point at the following times:

If moving one point, they enter at the start of the fourth hour of a Day CT or the seventh hour of a Night CT (i.e. the thirteenth BT).

If moving two points, they enter the first point at the start of the second hour of a Day CT or the third hour of a Night CT (i.e. the fifth BT).  They would then enter the second point at the same times as for a one-point move (above).

If two BGs are following the same route, the second BG follows one hour (four BTs) after the first.

Battles and Movement

If a BG is performing a two-point move and encounters enemy troops during its first move, it has one hour (four BTs) in which to drive them off if it wishes to complete its move to the next point.  If it fails to drive them off in this allotted time, it ends its move in that square (but may continue the battle).  A BG’s commander may wish in any case to abort his move orders at this time and may voluntarily elect to move no further.  He may not however, elect to change his orders and move to a DIFFERENT second square than that originally ordered.

MEs start each new battle with their current strength as the baseline for all Manoeuvre rolls during the battle.  Casualties suffered in earlier battles are not taken into account (though negative modifiers caused by retreats and lack of rest may have an effect).

BGs currently engaged in a battle do not carry out point-to-point movement orders until the battle is over.  A battle is over when one side has been driven off the field.

BGs which retreat off the field may move to an adjacent square to which they are connected and in which no enemy stands are located.  A retreating BG should always try to retreat towards their higher headquarters unit or a base location and they may never retreat to a location from where enemy forces have just launched an attack.

Retreating BGs lose their movement ability for the following turn and if attacked during the following turn are subject to an automatic –2 Manoeuvre Modifier.

Winning BGs may only move again in the same turn if they were performing a two-point move and beat off the enemy within the first four turns of the battle (see above).

Changes to Standard Game Battle Rules

These are some suggested changes to produce a decisive end to battles, thereby keeping the campaign rolling:

MEs may voluntarily declare a ‘Panic For Two Actions, Disordered’ during their Manoeuvre Phase in order to rapidly disengage from the enemy.  This is irreversible and they will not stop until they leave the table edge.

Any unit that suffers a second consecutive ‘Panic For Two Actions, Disordered’ result must continue to do so until it leaves the table edge.  It is counted as losses for the ME’s Manoeuvre Roll from the point of its second ‘Panic’ result, but may be recovered after the battle.

Any ME that has more than half its combat elements (i.e. not including softskin transports) suffering a ‘Panic For Two Actions, Disordered’ Manoeuvre Result will immediately withdraw.  All remaining elements MUST displace or alternatively turn around and drive at top speed towards their own table edge.

Orders

If needed, any orders will state the time, starting point of the BG, its destination and route.  Examples:

’54 Battalion, Dawn Turn, from Okongo to Square 27 by Track.’

‘III Battalion, 17th Infantry, Dawn Turn, from Xangango to Mongua to Evale by Fair Weather Road.’

Meeting Engagements

There will be rare cases of battle in which BGs of opposite sides will receive orders that require them to pass one another.  As the umpire is giving options to the Angolan players, he should be able to control the circumstances under which these occur.  If they occur, give each side the option to fight or retreat.  In the case of a retreat, the retreating unit falls back to its previous square and the enemy follows up (unless it too opted to retreat!).  If both sides decide to fight, an encounter battle is fought on random ‘Bundu’ terrain as for the numbered map squares.  The winner will then proceed to the next square and the loser will retreat through that square and on to the next.

Part VI: Victory Points

The following are the suggested Victory Point totals for the campaign:

Levels of Victory:


VP Totals
Political Result

300+
South African Strategic Victory.  The MPLA pulls its support of SWAPO and the Cuban and Soviet administrations reconsider their positions in Angola.


200 to 299
South African Major Victory.  The MPLA opens talks on controlling SWAPO.

100 to 199
South African Minor Victory.  SWAPO badly damaged and will be unable to launch effective incursion operations into SWA during the coming Wet Season.

0 to 99
Draw.  SWAPO has been damaged, which will limit its cross-border activities this year, but they’ll be back next year and the SADF will have to do this all over again.


-1 to -100
Angolan Minor Victory.  South Africa troubled by its losses.

-101 to -200
Angolan Major Victory.  South African public opinion swings firmly against the government.  Senior officers in the SADF are sacked, as is the Defence Minister.  The Prime Minister’s position is in question and SWAPO is emboldened.

Less than -200
Angolan Strategic Victory.  The South African government falls due to the scandal and the SADF may even withdraw from the border.  With SWAPO now emboldened to foment open civil war in SWA, an independent Namibia looks increasingly likely in the very near future.

VPs are accumulated and lost as follows:

Positive Victory Points:

DESTRUCTION OR LOSS OF SWAPO UNITS:


+40
Destruction of SWAPO Front HQ complex*


+20
Destruction of SWAPO Base complex*


+10
Any personnel unit from SWAPO Front HQ


+4
Any SWAPO Commander or AFV unit


+3
Any SWAPO heavy weapon or vehicle unit

+2 
Any other unit from SWAPO Specialist units

+1
Any other SWAPO infantry unit

* It will take any BG two CTs to destroy a Battalion (or equivalent) base complex, four CTs to destroy a Brigade HQ complex and six CTs to destroy the Front HQ complex.  These times can be reduced by one CT if there is an Assault Pioneer Platoon present (i.e. at least three Assault Pioneer units).

DESTRUCTION OR LOSS OF FAPLA.CUBAN UNITS*:


+10 
Any aircraft


+5 
Any helicopter


+2
Any Commander or AFV


+1
Any heavy weapon, vehicle or specialist unit


+½
Any Infantry unit

* Units of 35th ODP Brigade are not included – no VPs are awarded for these units.

OTHER POSITIVE VICTORY POINTS:


x2 
Any SWAPO Commander or support unit that surrenders


x2
Capture of any weapons system larger than 82mm mortars and RCLs

Negative Victory Points

DESTRUCTION OR LOSS OF SOUTH AFRICAN UNITS:


-20
Any combat or transport aircraft


-10
Any helicopter or AOP aircraft


-5
Any Commander or AFV unit


-4
Any heavy weapon, vehicle, support or specialist unit


-2
Any infantry or paratroop unit

OTHER NEGATIVE VICTORY POINTS


-? 
Per South African BG or SAAF wing committed to action (see Appendix 1 for costs)


x2
If additional South African forces are called up after the start of operations


-10
Per day of operations planned


-20
Per additional day of operations over that planned


x4
Capture of any South African unit

In addition to the normal rules for surrendering as per BF:WWII, units will be considered to have surrendered if they cannot escape following a battle due to a lack of transport vehicles or aircraft (this will mainly affect SWAPO units).

The umpire should keep a track of VP totals but should not inform players of his records until after the game is over.

Part VII: Umpire’s Information

Some general information on the campaign, including artillery and aircraft.

Artillery:  With the exception of South African G5 and G6 Rhino 155mm guns, none of the artillery weapons present may fire from one map point to another.  The 155mm guns can fire from any point to any other adjacent map point to which they are directly connected.  Note that Angolan D-30 122mm Howitzers might also be able to achieve this if they had been issued with rocket-assisted ammunition (which, for the purposes of this campaign, they have not).

Artillery may be deployed on-table in a battle, but may also be deployed off-table to the rear (not possible to forces attempting to defend a base area – all artillery must be dug in, within the base).  If deployed off-table, it may become subject to an interdiction air attack (see below), so it would be wise to keep some air defence assets back to help defend the artillery.

Mortars must always be deployed on-table, though South African M5 120mm Mortars may be deployed off-table if they are using rocket-assisted ammunition (which packs a lesser punch).

Air Missions:  Missions are ordered at the start of each CT.  The mission orders must list the type of mission, the geographical point that the mission is to be flown against and the BT in which the mission will arrive at that point (this last detail is not always required).

Aircraft can only fly in every other campaign turn, but only the SAAF may operate at night.

Air Missions can be flown for the following purposes:

Direct Support:  Ground Attack Aircraft will fly to the specified map location, whereupon they will join the ‘cab rank’ over the battlefield and may be called in by a FAC on the ground or in an AOP aircraft or helicopter.  Attack Helicopters will simply fly onto the table and get on with the job.

General Support:  A strike by Ground Attack Aircraft against a geographical point, designed to attack enemy formations or structures present.  These could be buildings, HQs, bunkers, entrenchments, etc.  These targets will generally be identified in advance from air recce photos (in actuality, diagrams of the map locations, showing bunkers and entrenchments, prepared beforehand by the umpire and/or Angolan players).  

Transport: The movement of troops from one point to another by Transport Aircraft (if airfields are available at those locations) or Utility Helicopters.  Allow one hour’s flight time between points.

Combat Air Patrol:  A flight by Air Defence Fighters to a point to protect one’s aircraft or ground forces or to attack enemy aircraft (see Air-To-Air Combat Rules below).

Observation:  A flight by an AOP Aircraft or Observation Helicopter to control other aircraft and/or artillery.

Defence Suppression:  An attack by Ground Attack Aircraft on enemy SAM vehicles and/or AA guns.  These targets are, by necessity, sited in the open and are usually easy for aircraft to spot and attack without the need for a FAC.  Note that these missions may only be conducted against dedicated SAM vehicles and Medium or Large AA Guns and will have no effect on man-portable SAMs such as the SA-7 ‘Grail’ or Small AA guns such as the ZPU-1 (unless they are accidentally caught in a bombing template).  If there are no AA assets to attack, the aircraft concerned may immediately convert to a ‘Direct Support’ mission (if there is a FAC present at that location) or return to base.

Artillery Interdiction:  An attack by Ground Attack Aircraft on enemy off-table artillery assets.  Roll a die for each off-table artillery battery.  On a roll of 9 or 0 (+1 modifier for SAAF) the aircraft will locate the battery and may immediately conduct attacks against it (this may be done in conjunction with a Defence Suppression mission).  This air attack may be ‘set up’ on a small side table and resolved before the battle proper begins.  The mission only gets one attempt to find the artillery; if it fails it may become a Direct Support mission (if there is a FAC present at that map location) or will return to base.

Bridge Busting:  One special target that may be attacked is the bridge over the River Cunene on the Xangango to Humbe Road.  This bridge requires a bombing result of 12+ (using v. TG Horizontal Bombing factors) to destroy.  Be aware that the SA-6 ‘Gainful’ SAM batteries at Xangango have sufficient range to defend the bridge.

Surprise Air Attacks:  There exists a fair chance of surprise for the opening attack by the SAAF.  On the first day of actual operations, the SAAF chance of surprise should be 50%.  Actual operations are considered to occur when South African forces attack any named Angolan point.  South African units crossing the border and moving through numbered points are not considered to have triggered actual operations.

The units caught by surprise do not start the game deployed, but should be placed in their base camps or at random within the town area.  AA guns and SAMs in surprised units will be manned during the first pass on a roll of 0.  On the second pass they will be manned on a roll of 8, 9, 0.  They will all be manned by the third (strafing) pass.

Air Mission Duration:  For simplicity’s sake, all aircraft are assumed to arrive in the vicinity of their allotted map square at the start of the CT.  Air-to-air combat is then resolved for all aircraft at that map square (see below) before moving on to the first BT.  Helicopters, transports and AOPs may then be brought onto the table during the Close Air Support Phase of any BT.  Close Support Aircraft may be called in by a FAC during any BT.

CAS aircraft have a four-BT duration (from the point at which they were first called onto the table) in which to expend all their ordnance.  Helicopters have a six-turn duration from the point at which they first arrive on the table.  AOPs may stay over the table until the end of the CT.  Transport helicopters and transport aircraft must spend no more than one turn flying in to land, then one turn flying out.

Transport aircraft and transport helicopters may fly on to another map square, as per their orders (repeat the above sequence).  All other aircraft must fly straight back to base to refuel and rearm as soon as their ordnance is expended, or when their mission duration expires, or at the end of the CT (which ever happens first).

Night Missions: Only the SAAF may fly night missions.  These are restricted to Transport, General Support, Direct Support and Bridge-Busting missions.  SAM and AAA fire against aircraft at night suffers a –1 die-roll modifier.

AAA/SAM Effects On Aircraft In Campaign Terms:

Suppression:  A Ground Attack Aircraft suffering a ‘Suppressed’ result during its mission may continue that mission for that BT only, though with a ‘Suppressed’ Discipline Rating.  It will then immediately return to base, without conducting further attack runs.  Transport Aircraft and Utility Helicopters suffering a Suppression result will continue with their mission, though helicopter machineguns will fire using the Suppressed Discipline Rating for that BT.  Passengers will disembark using the ‘Bail Out’ table, applying the Discipline Modifier for the Suppression (but only if the Suppression occurred during the approach to landing).  Attack Helicopters, Observation Helicopters and AOPs must spend a turn off-table to recover from the Suppression.  They may then return to the table, provided they have not exceeded their mission duration limit.

Disorder:  A disorder result for all aircraft means that it is damaged and must return to base immediately after completing its mission for that BT with the appropriate Disordered Discipline Rating.  A transport aircraft or helicopter with passengers loaded may opt either to land (and stay there!) or return immediately to base.  Any passengers returning to base with the aircraft will be out of the campaign for a full CT before they may return on alternative transport.  Note that passengers disembarking from a Disordered aircraft must always roll on the ‘Bail Out’ table for possible losses, even if back at the airbase.

Knocked Out:  This means the immediate destruction of all aircraft, except for those carrying passengers on their approach to landing.  In this instance, the passengers may roll on the ‘Bail Out’ table as for bailing out of a KO’d vehicle, though with an additional -2 modifier.

Air Defence Fighters do not appear on table (unless you are using them as Ground Attack Aircraft out of sheer desperation?!) but may be engaged by any SAMs with a range greater than 100.  SAMs may make one engagement per CT against any and all Fighters over their location (i.e. they get one shot at each fighter as it appears at that map location).  Suppression results have no effect.  Disorder results damage the Fighter and forces it to return to base.  KO is self-explanatory.  SAM fire against fighters should be resolved before any air-to-air combat, with the results taking immediate effect.

Air-To-Air Combat:  The air-to-air combat system is designed to be stylised and simplistic, so as not to bog down the land campaign.  It is deliberately based on the BF Close Combat system, as that is already very familiar to BF players.  Please feel free to incorporate a more detailed Air aspect to the campaign if you wish.  Board games such as Avalon Hill’s ‘Flight Leader’ or GDW’s ‘Air Superiority’ would be ideal for this.

At the start of each CT, resolve all air-to-air combat in the following sequence:

· The umpire reveals all aircraft present in each map square for that CT.

· Any SAMs in the square with a range of greater than 100 may now each engage one enemy air defence fighter (all other aircraft will be engaged on-table).

· Aircraft may now opt to ‘bug-out’ (i.e. return immediately to base) rather than be engaged by enemy fighters.  Note though that transports, helicopters and AOPs must suffer one round of air-to-air combat before bugging out, due to their slow speed.  A wise air force commander will screen their withdrawal with fighters.

· Check each aircraft’s Air-To-Air Combat Value:

	Aircraft Type
	Aircraft Class
	Air-To-Air Combat Value (AA)

	C-130 Hercules & C-160 Transall
	Fixed-Wing Transport Aircraft
	0

	Alouette III, Puma & Mi-24 ‘Hind’
	Helicopters
	+1

	Bosbok
	Air Observation Post
	+1

	MiG-15 ‘Farmer’
	Ground Attack Aircraft
	+3

	Impala Mk II
	Ground Attack Aircraft
	+3

	MiG-23 ML ‘Flogger’
	In Ground Attack Role*
	+3

	MiG-23 ML ‘Flogger’
	In Air Defence Role*
	+5

	MiG-21bis ‘Fishbed’
	Air Defence Fighter
	+4

	Mirage F1 CZ
	Air Defence Fighter
	+6

	* The mission allocated to the MiG-23s will dictate whether they are fitted for ground attack or air defence.


· Only aircraft with an AA value of +3 or more may initiate an engagement.  The AA value may be modified by having already fought a round of air-to-air combat or by having suffered an adverse result (see below).  Once the AA value drops to +2, the aircraft may only act defensively.

· Pair off all opposing air defence fighters.  The side with the most fighters may then opt to ‘gang-up’ on his opponent’s fighters, or may opt to allocate the surplus fighters to softer targets beyond.  Ground attack aircraft must always be engaged before transports or helicopters.

· Fighters must either engage or bug out.  They may not ‘hang around’ watching each other!

· Once all engagements are paired off, roll a D10 for each aircraft in an individual engagement (if fighters are ‘ganging-up’ on one target, roll one D10 for each fighter and take the highest die roll in the group).  Apply a +1 modifier to all SAAF die rolls.  The aircraft with the highest score in each individual engagement is the victor.

· Take the difference between the scores and apply the following results:

	Difference in modified die rolls
	Air-to-air combat result

	0
	Both sides bug-out (see below) 

	1
	Loser may bug-out (see below) or continue the fight into another round of combat at an additional –1 die roll modifier.

	2-3
	Loser bugs out (see below)

	4+
	Loser destroyed (any passengers are lost)


· Helicopters, Transports and AOPs who bug out will have to suffer a second round of combat, with an additional –1 die roll modifier, before they can escape.

· Aircraft that bug out as a result of combat must roll a D10 upon their return to base: 8,9 = Aircraft damaged until the next Campaign Day.  0 = Aircraft severely damaged and out of the campaign, but does not count against campaign losses.
· Once all air-to-air combat has been resolved for that round, apply an additional –1 AA value modifier to all surviving aircraft (on top of any modifiers suffered due to combat).  Any fighters with an AA value of +3 or more may now continue the fight into another round (repeat the above process).  This may be repeated as many times as the players like if there are still fighters available with an AA value of +3 or more.
· If neither side wishes to engage in air-to-air combat at the start of any air-to-air combat round, all fighters are immediately returned to base and the tabletop battle begins.
· No air-to-air combat is permitted on table.
· Note that air-to-air combat is always risky – it may seem odd if your MiG dies while attacking an unarmed Hercules, but remember that the Herk is probably flying extremely low and the MiG lacks look-down radar, so will have to close with guns… maybe he flew into the ground or some unexpected AAA fire…?  Who knows…?
Other Rules:  The umpire is always right.
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