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Briefing 
 
Interceptive fire and suppressive fire add 
greater tactical depth and complexity to the 
game. Interceptive fire allows a player to 
respond immediately to enemy action, while 
suppressive fire allows a player to reduce the 
effectiveness of enemy fire. 
 
Interceptive fire 
 
1. Interceptive fire allows a piece to fire “out of 
turn” to intercept moving enemy forces. It is 
particularly useful for hitting enemy pieces 
when they break from cover, first come within 
range, or are about to reach cover. It is also 
useful in disrupting enemy fire by adding the -3 
penalty to the opposing piece’s hit/miss 
determination when it fires on friendly forces. 
 
2. The intercepting player halts his opponent’s 
movement at the point at which his own piece 
will fire, and the fire is then resolved. If the 
piece fired on is not eliminated, it may complete 
its movement. 
 
3. If a piece fires and misses, the miss still has a 
potential effect on the target by adding the -3 
penalty to the target’s hit/miss determination 
when it fires on friendly forces. 
 
4. If an attack cannot actually penetrate an 
opposing piece, the suppressive fire cannot 
affect the target (and the -3 penalty is not 
applied to the target). 
 
5. If a piece cannot actually hit an opposing 
piece (the chance to hit in the hit/miss 
determination is 0 or less), the interceptive fire 
cannot affect the target. In that case the shot 
should not be taken and if it is, the miss will 
have no effect. 
 
6. Pieces may rotate in place up to 30 degrees, or 
rotate their turrets up to 30 degrees, in order to 
intercept an enemy piece. (Note that any 
rotation will add the negative factor for 
movement by the attacking piece to the hit/miss 

determination.) 
 
7. When a piece has just taken interceptive fire it 
must add the -3 factor in its hit/miss 
determination when it performs interceptive 
fire. This represents the reaction to coming 
under fire. 
 
8. When a piece with a damage marker attempts 
to perform interceptive fire it must first check 
morale. A damage marker indicates that a piece 
must check morale when it has the initiative. In 
this case the piece does not have the initiative, 
but must still check morale before it performs 
interceptive fire. 
 
 a. If the morale check is successful, the 
damage marker is removed and the piece may 
perform interceptive fire without adding a 
negative factor in its hit/miss determination. 
 
 b. If the morale check is unsuccessful and 
the morale result is Cautious, the piece may 
perform interceptive fire, but the damage 
marker remains and the piece will add a -1 
factor in its hit/miss determination. 
 
 c. If the morale check is unsuccessful and the 
morale result is Shaken, the piece may perform 
interceptive fire, but the damage marker 
remains and the piece will add a -3 factor in its 
hit/miss determination. 
 
 d. If the morale check is unsuccessful and 
the morale result is Broken or Eliminated, the 
piece may not perform interceptive fire. 
 
 e. Pieces that failed their morale checks must 
act in accordance with their morale result, 
taking cover or retreating if required. For 
additional information refer to Rule 27. Morale. 
 
9. Pieces that have already moved and/or fired 
during a turn may not fire interceptive fire. 
 
10. A piece which fires interceptive fire may not 
fire again or move for the remainder of the turn 
unless it does so on the owning player’s next 
initiative. If several pieces perform interceptive 
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fire at the same time only one of them will be 
able to save its remaining movement and fire for 
use during the owning player’s next initiative. 
 
11. The players must be flexible when using the 
optional rules for fireteam initiative with 
interceptive fire. Not all members of a fireteam 
will be likely to fire at a target because of range 
and observation restrictions. The team members 
who do not fire should not lose their initiative 
just because one or more of the team members 
fires interceptive fire. 
 
12. Indirect fire may not be utilized as 
interceptive fire because of the time delay that 
results from the process of establishing 
communications between the spotter and the 
artillery. 
 
13. A piece may fire interceptive fire defensively 
when it has weapons that will help shield it 
from enemy fire. For example, an armored 
personnel carrier may fire its smoke launchers 
when it first sights an enemy piece in order to 
give itself concealment from possible enemy fire. 
This type of defensive fire may be combined 
with offensive fire on enemy pieces. 
 
Suppressive fire 
 
1. Suppressive fire allows a piece to attempt to 
disrupt enemy interceptive fire as it advances or 
just before it advances. An enemy piece taking 
suppressive fire suffers a reduction in 
effectiveness by adding a -3 penalty during 
hit/miss determination. Suppressive fire can be 
a valuable aid in attacking enemy pieces in 
defensive positions. 
 
2. When moving the piece that will fire 
suppressive fire, the owning player will indicate 
which enemy pieces are being fired upon. The 
suppressive fire is then resolved. 
 
3. If a piece fires and misses, the miss still has a 
potential effect on the target by adding the -3 
penalty to the target’s hit/miss determination 
when it fires on friendly forces. 
 

4. If an attack cannot actually penetrate an 
opposing piece, the suppressive fire cannot 
affect the target (and the -3 penalty is not 
applied to the target). For example, the crew 
members of a walker tank with heavy composite 
armor will know that the automatic rifles being 
fired at them cannot penetrate their vehicle’s 
armor. 
 
5. If a piece cannot actually hit an opposing 
piece (the chance to hit in the hit/miss 
determination is 0 or less), the suppressive fire 
cannot affect the target. In that case the shot 
should not be taken and if it is, the miss will 
have no effect. 
 
Combining interceptive and 
suppressive fire 
 
1. Suppressive fire takes precedence over 
interceptive fire due to the fact that the moving 
piece has the initiative. If the moving piece is 
initially out of range or cannot observe the 
enemy pieces until it moves, the enemy pieces 
may be able to fire their interceptive fire first. 
 
2. In cases where the players judge that the 
situation is too close to call and the interceptive 
fire and suppressive fire coincide, treat the fire 
as simultaneous. Both sides will fire at the same 
time and neither will suffer the -3 penalty given 
in the hit/miss determination. 
 
3. Interceptive fire and suppressive fire cannot 
coincide if one of the pieces is already 
suppressed. It will be assumed to have a slower 
reaction time due to its suppression. 
 
4. Option - Players may choose to treat all cases 
where both suppressive fire and interceptive fire 
occur as simultaneous to speed up play. 
However, this will reduce one of the advantages 
of having the initiative, and will reduce the 
effectiveness of offensive movement and fire. 
This option is recommended only to avoid 
arguments with stubborn opponents. 
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Duration 
 
1. The effects of interceptive and suppressive 
fire do not last a whole turn. 
 
 a. The effects of interceptive fire only last 
during the remainder of the opposing player’s 
initiative and the succeeding firing player’s 
initiative. 
 
 b. The effects of suppressive fire only last 
during the remainder of the moving player’s 
initiative and the succeeding opposing player’s 
initiative. 
 
2. If a piece has taken suppressive fire but has 
not yet moved and/or fired, the owning player 
can have it avoid the -3 penalty in hit/miss 
determination by allowing it to remain inactive 
for at least one friendly initiative. At the 
beginning of the player’s second initiative the 
piece will no longer be affected and suffer the -3 
penalty. 
 
3. This is the basic rule for the duration of 
interceptive and suppressive fire. Using this 
procedure the players will find it easy to 
remember when a piece is intercepted or 
suppressed and they will not have to place any 
markers to indicate interception and 
suppression.  
 
Extended suppressive fire  (Optional rule) 
 
1. Suppression is a condition in which the ability 
of troops to act and react has been inhibited by 
enemy fire. In the rules above, troops who suffer 
the -3 penalty from interceptive or suppressive 
fire are suffering from suppression. 
 
2. This optional rule allows players to extend the 
effect of suppression to create situations where 
their troops’ firepower has a longer lasting effect 
on the enemy, degrading the enemy’s ability to 
fight back effectively. It also allows the player 
with the initiative to attempt to remove the 
effects of suppression from his piece. 
 

3. In the normal rules, a piece takes enemy fire 
and is suppressed for the remainder of the 
enemy piece’s initiative and the following 
friendly initiative. After that the suppression 
ends. Using this optional rule, the suppression 
continues until it is removed. 
 
4. Extended suppression procedure 
 
 a. When a piece takes enemy fire it is 
suppressed. This applies to all types of fire: 
direct fire, indirect fire, interceptive and 
suppressive fire and air attacks. 
 
 b. A marker is placed beside the suppressed 
piece to denote the suppression. A piece may 
only have one suppression marker at a time. 
 
 c. A piece remains suppressed until the 
suppression marker is removed. A suppression 
marker is removed by a successful suppression 
check when the suppressed piece has the 
initiative. A suppression check is identical to a 
morale check and follows the same procedure. 
(It is given a different name to avoid confusion.) 
A suppression check is made separately from 
regular morale checks. 
 Example: A trooper who is fired upon by an 
advancing enemy soldier decides to fire back 
while the moving enemy soldier is still in the 
open. The trooper will have to fire with the 
negative factor for taking interceptive or 
suppressive fire (-3) because he does not have 
the initiative and cannot make a suppression 
check to remove his suppression marker. 
 
 d. When a piece has the initiative it may 
make a suppression check to remove a 
suppression marker in addition to moving, 
firing and making normal morale checks. The 
suppression check may be made at any time 
while the piece has the initiative. (The owning 
player may choose not to make the suppression 
check, but if he does, the piece remains 
suppressed and retains the suppression marker.) 
 
 e. A piece that takes interceptive fire while it 
has the initiative may immediately make a 
suppression check to remove the suppression 
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marker. Since the piece has the initiative it is 
allowed to make a suppression check. (A piece 
may make more than one suppression check for 
this purpose when it has the initiative.) 
 Example: A soldier who is fired on while 
moving forward into range receives a 
suppression marker. The owning player may 
immediately make a suppression check to try to 
remove the suppression marker. If he is 
successful the suppression marker is removed. 
Before he completes his movement the soldier is 
fired upon again and receives a suppression 
marker. The owning player may make another 
suppression check to try to remove this 
suppression marker. 
 
 f. A player is not forced to make a 
suppression check to remove a suppression 
marker. Unlike regular morale checks, a player 
may pass the initiative to his opponent even 
though he has pieces with suppression markers. 
 
 
 
 

 


