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Briefing 
 
1. Obstacles are emplaced to impede or inhibit 
the movement of ground vehicles and infantry. 
 
2. All obstacles must be in place when a game 
begins. They cannot be set up during a game. 
 
Types of obstacles 
 
1. Abatis - a barrier composed of felled trees, 
with the branches sharpened and pointed 
toward the enemy.  
 
2. Barbed wire - twisted wire or metal strapping 
that has fixed barbs, sharp cut-outs or points. 
The wire is attached to posts or deployed in 
large coils to create a barrier to infantry. 
 
3. Barricade or bulwark – a large block, wedge 
or low wall section used as a barrier to 
movement. 
 
3. Chevaux-de-frise - logs with sharpened 
stakes driven through them that are used as 
barriers to infantry movement. 
 
4. Demon spurs – crossed steel beams welded 
together in a series with lengths of beam or pipe 
and used as a barrier to vehicle movement. 
 
5. Devil’s forks – multiple girders embedded 
diagonally in the ground to form antitank 
barriers. 
 
6. Dragon’s teeth - blunt concrete pillars built in 
multiple rows to block the movement of 
vehicles. 
 
7. Hedgehogs - obstacles made of crossed steel 
beams that are welded or bolted together and 
embedded in concrete or in the ground. They 
are used to block vehicle movement. Very large, 
free-standing hedgehogs made of concrete or 
ferrocrete often rely on their mass alone to block 
movement. 
 
8. Spanish riders - logs or beams set up on legs 

and wrapped with barbed wire to serve as 
infantry obstacles. 
 
Destroying obstacles 
 
1. Obstacles may be destroyed by weapon fire or 
demolition.  
 
2. The armor class equivalents of various types 
of obstacles are given below. 
 

Obstacle Armor class 
Abatis 3 
Barbed wire 4 
Chevaux-de-frise 4 
Demon spurs 6 
Devil’s forks 6 
Dragon’s teeth 7 
Hedgehog 6 
Spanish rider 4 

 
3. Most obstacles will be size 0 for hit/miss 
determination purposes. Some large obstacles 
may be size 1. 
 
4. Most obstacles such as individual dragon’s 
teeth and hedgehogs may require only one 
penetrating hit by a large or powerful weapon 
before they are destroyed. Since the amount of 
damage will be affected by the sizes of the 
obstacles that the players use, the players should 
decide before a game begins how many damage 
points each type of obstacle on the battlefield 
will take. 
 
5. Wooden obstacles and barbed wire may be 
crushed and passed over by vehicles of size 2 or 
larger. 
 
Dismantling obstacles 
 
1. In addition to demolitions, combat engineers 
and engineering vehicles may use chainsaws 
and buzzsaws to remove obstacles. The players 
should assign damage points to the target and 
determine the number of successful attacks 
required to dismantle the obstacle.  
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 For example, the players may determine 
that two successful attacks are required to 
dismantle a steel hedgehog. 
 
2. A successful attack is one that both hits and 
penetrates the target. Each successful attack 
counts as one hit, causing one point of damage. 
 For example, a wardrone equipped with a 
chainsaw attempts to dismantle a steel 
hedgehog that can take two points of damage. In 
the first turn the wardrone hits the hedgehog 
and penetrates it, causing one point of damage. 
The wardrone fails to penetrate the hedgehog in 
the second turn. In the third turn the wardrone 
hits the hedgehog and penetrates it. The 
hedgehog may be removed. 
 


