Interwar HOTT

Introduction:

Rules for battles in the Interwar period - Russian Civil War, Spanish Civil War, Chaco War, VBCW, etc. These rules are based on the DBA (De Bellis Antiquitatis) and HOTT (Hordes of the Things) rules written by Phil Barker, Richard Bodley Scott, and Sue Laflin Barker and various variants - HOTT ww2 by Bruce McFarlane, the Chaco War variant by Bob Cordrey and others.

The rules are designed for use with 10mm scale figures and battles are fought out on 2’ x 2’ (60cm x 60cm) terrain boards.

Terrain:

Terrain affects the speed at which armies can move and can affect their ability to fight. Bad going is any terrain that is not completely flat, and can include hills, rocky outcrops, woods, forests, scrub, marshes, and Built Up Areas (i.e. villages and towns). Individual items of terrain should not be larger than 75mm x 75mm and unless a campaign map does not show the terrain that should appear on the battlefield, no more than 6 items of terrain should be placed on the battlefield.

Armies:

Armies ‘cost’ 24 Army Points (APs).

No side may field a force that ‘costs’ more than 24 APs.

No side may ‘spend’ a total of more than 12 APs on troop types marked with an asterisk.

Prepared positions (e.g. trenches) cost ½ AP per 30mm of length.

Each side must have a base that includes a General. This may be an Foot base or a Vehicle/Mounted base only.

The defender must have a Stronghold 
A Stronghold is not a troop element. It is assumed to have its own garrison of soldiers for protection and cannot be further garrisoned by other troop elements. If a Stronghold is destroyed, this simulates a break through and the defender automatically loses the game.

A Stronghold may not be destroyed by unaided air elements, but it can

be destroyed by ground troops aided by air elements.

Troop Type Table

	
	TROOP TYPE
	DEFINITION
	AP VALUE

	Foot
	Militia Infantry
	Poorly trained/equipped Troops armed with rifles (Hordes)
	1

	
	Infantry
	Troops armed with rifles (Warband)
	2

	
	Stormtroopers/SMG armed infantry
	Troops especially deadly at short range (Blades)
	2

	
	Machine Gun
	Troops armed with Medium or 

Heavy Machine Gun (Blades)
	2

	
	Mortar
	Troops armed with Mortar (Blades)
	2

	
	Light AntiTank gun
	Small calibre AT gun (Shooters)
	2

	
	Field Gun
	Heavier artillery, only fires in opponents fire phase and only if not moved or pivoted (Artillery)
	3

	
	Anti Aircraft Gun
	Can only be used against Air (Magician)
	4

	
	
	
	

	Vehicle/Mounted
	Extra Heavy Tank
	Large heavily armoured and armed tanks (Hero)
	4

	
	Light Tank/Recon
	Includes all light tanks, tankettes, small armoured cars, motorcycle combinations and improvised small vehicles (Beasts)
	2

	
	Shock Cavalry
	Melee style Cavalry (Knights)
	2

	
	Cavalry
	Normal Cavalry or Mounted Infantry on horses, motorcycles or bicycles (Riders). May dismount to fight as Infantry (Warband) but at -1 
	2

	
	
	
	

	Air
	Heavy Bomber
	Large multi engined bomber (God)
	4

	
	Fighter
	Single engined fighter or fighter/bomber (Dragon)
	4


Sequence of play:

Before battle commences

Before the battle starts each side is allocated a baseline. These must be on opposite sides of the terrain square. 

If a campaign map does not show the terrain that should appear on the battlefield, each side throws a D6.

If both sides throw the same D6 score they must re-throw until one of them throws a higher score than the other. Then throw another D6  to show how many terrain pieces are required.

The side with the highest score places a terrain feature onto the terrain square. Once they have done this the other side places a terrain feature onto the terrain square. This alternate placement of terrain features by sides continues until all the terrain features have been placed on the terrain square.

If a campaign map shows the terrain that should appear on the battlefield, those terrain features are placed on the terrain square.

Each side then places their troops (except aircraft) on the terrain square. No troops may be deployed more than 75mm form their side’s baseline.

Move sequence

At the beginning of each move each side throws a D6.

If both sides throw the same D6 score they must re-throw until one of them throws a higher score than the other.

The score determines which side may move and fire first and how many Movement Points (MPs) a side may expend to move units.

The side with the highest score moves and fires first. Once they have moved and fired the other side may move and fire.

Movement and Factors

All artillery are assumed to have towing vehicles. All bases can only move at 2.5cm in rivers.

(D2 is 1,2 or 3= '1' and 4,5 or 6='2') (D3 is 1 or 2='1', 3 or 4='2' and 5 or 6='3')

	

Unit
	HOTT Equivalent
	Move
	Vs.
	Range

	
	
	Good
	Bad
	Road
	Foot
	Vehicle
	Air
	

	Extra-Heavy Tank
	Hero
	12.5 cm
	5 cm
	12.5 cm
	+5
	+5
	D2
	15 cm

	Light Tank
	Beast
	12.5 cm
	12.5 cm
	12.5 cm
	+2
	+2
	D2
	10cm

	Shock Cavalry
	Knight
	10cm
	7.5cm
	12.5 cm
	+3
	+2
	D2
	0cm

	Cavalry
	Riders
	10cm
	7.5cm
	12.5 cm
	+3
	+2
	D2
	10cm

	Cavalry (Dismtd)
	Warband
	7.5cm
	7.5cm
	7.5cm
	+2
	+1
	D2
	10cm

	
	
	
	
	
	
	
	
	

	Militia
	Hordes
	7.5cm
	5 cm
	7.5cm
	+2
	+1
	1
	7.5cm

	Infantry
	Warband
	7.5cm
	7.5cm
	7.5cm
	+3
	+2
	D2
	10cm

	Stormtrooper/SMG
	Blades
	7.5cm
	7.5cm
	7.5cm
	+5
	+3
	D2
	0cm

	Machinegun
	Blades
	5 cm
	5 cm
	5 cm
	+5
	+3
	3
	10cm

	Mortar
	Blades
	5 cm
	5 cm
	5 cm
	+5
	+3
	1
	10cm (but not less than 5 cm)

	Light AT Gun
	Shooters
	7.5cm
	-
	10cm
	+2
	+4
	D2
	10cm

	Field Gun
	Artillery
	7.5cm
	-
	10cm
	+4
	+4
	D2
	15 cm

	Anti Aircraft Gun
	Magician
	7.5cm
	-
	10cm
	D2
	D2
	4
	15 cm

	
	
	
	
	
	
	
	
	

	Heavy Bomber
	God
	60cm
	60cm
	60cm
	+6
	+6
	D6
	0cm

	Fighter/Fighter Bomber
	Dragon
	60cm
	60cm
	60cm
	+2
	+6
	D3
	15 cm


Movement:

A D6 was thrown to determine how many Movement Points (MPs) a side may expend to move units (see Sequence of play).

1 MP is required to move a base or a unit (a group of bases that are in edge-to-edge contact with each other).

A unit may only move as fast as the slowest base type in the unit.

1 MP is required to change a unit’s formation (e.g. from Column to Line).

6MP are required to have a Heavy Bomber or Fighter/Fighter Bomber arrive on the Battlefield.

Combat:

Firing

All firing is simultaneous.

A base may only fire at enemy bases that are in line-of-sight (i.e. the enemy base are not obscured from view by terrain features).

A base may only fire at enemy bases that are directly in front of it or within an arc of 45º either side of a notional line drawn from the middle of the back edge of the base to the middle of the front edge of the base.

The side that has a base firing at an enemy base throws a D6 and adds the score to its Combat Factor. Any additional tactical factors are then added to or subtracted from the result.

Artillery and Extra Heavy Tank main armament fire in their opponent's fire phase. Due to the extra weapons carried by Extra Heavy Tanks they may fire as Machineguns in their own sides fire phase. However they take their Combat Outcomes as Extra Heavy Tanks rather than Machineguns

The Stronghold has a factor of 6 and also throws a D6 and adds the score to its Combat Factor. Any additional tactical factors are then added to or subtracted from the result. The results are then compared, and the combat outcome is decided. 

Combat factors

+1  If the element is with a general and in close combat or shot at.

+1  If in close combat and either up hill or defending a riverbank (except AIR).

+2  If being shot at while in cover.

+2  Militia, Infantry, Stormtrooper/SMG or Machinegun in close combat while in cover.

+2  Infantry in close combat with Extra Heavy Tank support (tank may not used ranged fire in such a situation).

-1  For each flank overlapped, and/or each enemy element in contact with flank or rear, or for each 2nd or 3rd element aiding in shooting.

Combat Outcomes

Less than the enemy but more than half

	Extra Heavy Tank
	Destroyed by Extra Heavy Tank or Artillery, Flee 15cm from Stronghold, otherwise recoil.

	Light Tank
	Destroyed by any Vehicle/Mounted in contact otherwise recoil

	Shock Cavalry
	Destroyed by any Artillery or AT gun contacted this period or in bad going. Otherwise recoil.

	Cavalry
	Destroyed in bad going, otherwise recoil

	Cavalry Dismtd
	Destroyed by Shock Cavalry in good going, otherwise recoil

	
	

	Militia
	Destroyed by Shock Cavalry in good going or by Infantry or dismounted cavalry. Otherwise recoil

	infantry
	Destroyed by Shock Cavalry in good going or by Infantry or dismounted cavalry. Otherwise recoil

	Stormtrooper/SMG
	Destroyed by Shock Cavalry in good going or by Infantry or dismounted cavalry. Otherwise recoil

	Machinegun
	Destroyed by Shock Cavalry in good going or by Infantry or dismounted cavalry. Otherwise recoil

	Mortar
	Destroyed by Shock Cavalry in good going or by Infantry or dismounted cavalry. Otherwise recoil

	Light AT Gun
	Destroyed by Shock Cavalry in good going, otherwise recoil

	Field Gun
	Destroyed if in contact

	Anti Aircraft Gun
	Destroyed by Extra Heavy Tank or Air, otherwise recoil

	
	

	Heavy Bomber
	Flee from the Battlefield from Heavy Bomber, Fighter or Anti Aircraft Gun

	Fighter/Fighter Bomber
	Flee from the Battlefield from Heavy Bomber, Fighter or Anti Aircraft Gun

	
	

	Stronghold
	Captured by any ground troops in contact or by Air if supported by ground troops


If total is half or less than enemy

	Heavy Bomber
	Destroyed by Heavy Bomber, Fighter or Anti Aircraft Gun, else flee from battlefield

	Fighter/Fighter Bomber
	Destroyed by Heavy Bomber, Fighter or Anti Aircraft Gun, else flee from battlefield

	All Others
	Destroyed








