Firefight Skirmish Rules

David Newport

Firefight is a man-to-man skirmish game using 20th century weapons.  The game was designed for World War II action, but it handles recent conflicts as well with a few changes.  The game is designed for players to game out quick and bloody firefights with a platoon or less of miniatures in an hour or two.  Firefight is low on the number crunching, and is for gamers who want to move soldiers around, roll some dice, and reach a decision rapidly. 

Firefight is designed for 25mm miniatures.  However, I have played it equally well with 15mm miniatures with no changes to the rules, so no scale conversions are needed.  Game distances are given in inches.  10-sided dice are used, four will be sufficient.  Note that a ‘0’ on the d10 is read as a 10.  Finally, the game uses a number of markers.  I use cardboard markers, created by printing them up on colored paper, gluing it to cardstock, and cutting them out.  In any case, you need the following markers: Running +1, Taking Cover +2/+3, Full Cover, Stunned, Suppressed +1, and Wounded.  The “+1/+2/+3” notations are not required, but can aid game play.
Firefight is based around one or more squads of soldiers on each side.  Each squad has a squad leader, a group of riflemen, and some sort of heavy weapon with a gunner and possibly a loader.  This weapon is typically a light machine gun or a Browning Automatic Rifle for the Americans.  You can add extra troops if you want, such as a heavy machine gun team or platoon leaders and there are rules included for these after the core body of the rules.  Keeping a squad together is advantageous, but is not required.  How you mark or keep track of a squad’s members isn’t important, but it is important that you be able to tell which squad each soldier belongs to.

Line of sight—Visibility Rule.  If a direct line of sight can be traced between two figures, they can see each other.  If there is cover in the way such that only part of a figure is visible, they can still see each other but there will be cover modifiers to any fire.  Figures are assumed to have a 360 degree arc of fire and visibility.  When refereeing games I’m generous on allowing visibility, but if there is any doubt at all I give a cover modifier to a target.

GAME SEQUENCE

Firefight is played in turns, during which players pull chits or draw cards to see which side will get to take the next set of Group Moves.  I have wooden chits with the squad’s identification printed on them which I pull out of a cup.  You can easily use playing cards instead.  Each turn will have the following sequence:

1.  Mix/shuffle the activation chits/cards.

2.  Draw one randomly, that squad gets to perform one or more Group Moves.

3.  When all the chits are drawn, all soldiers who are Stunned become Suppressed.

4.  Turn ends, restart.

How many chits does each squad get?

Each squad has several chits in the cup for each turn.  The number of chits is variable, and can be used to account for regular, green, or veteran troops.  The basic number of chits used is three per squad.  To speed play up, each side should have several chits with allow all their side’s squads a move at the same time, along with a few individual chits which only activate one squad for some randomness.  For example, if you have three regular American squads, call them A, B, and C, you would put five American chits in the cup.  These chits would be labeled All American, All American, American A, American B, and American C.

Veteran troops should have more chits.  Each veteran squad should be able to move on four chits.  Conscript troops should have only two chits per squad.  More or fewer chits will have a big impact on play.  You can easily mix squads of different quality on the table by changing the chits in the mix.  In the example above, if the American A squad was veteran and the B and C squads were regular, you would just add one more American A chit into the mix, thus ensuring this squad would move four times per turn while the rest would move only three times.

Play note:  Counting chits is part of the game.  If you see that the enemy has all his chits out while your squad still has two left, you know you will get two moves without interruption.  Conversely, if you draw your last chit but you know the enemy still has multiple moves left during this turn, you know you need to get under cover.

How many Group Moves per chit?

This too can be variable, and it will change during the game.  Each squad gets three Group Moves every time their chit comes up.  For every two men lost from the squad, they lose one Group Move per chit.  This represents the remaining squad members becoming more cautious, tending to their wounded comrades, and basically becoming less effective as their squad suffers casualties.  This mechanic covers the basic morale state of the squad.  For example, when a ten man squad starts off the game, they get three Group Moves each time their chit is pulled.  If the squad has lost four men, they will only get one Group Move per chit.  If this squad loses six men, the remaining four men are removed from the table, as they have no more moves remaining.  You can figure the squad ran away, decided to cower in their holes for the rest of the game, or surrendered, but either way they’re gone.

Group Moves
A Group Move allows a squad to do one of the following things:

1)  Move one soldier.

2)  Move a group of soldiers who are in base-to-base contact.

3)  Move the squad leader and any soldiers who are within two inches of his base.

4)  If a squad has neither fired this game nor been fired at, the whole squad can move when their chit is pulled.  Once the action starts, they have to obey the above three rules.

Soldiers can move multiple times per turn, but can only move once per chit draw.  For example, a soldier can move three times per turn, once each time his squad’s chit is drawn, but he can’t use the three Group Moves allowed by a single chit to move three times in succession on that single chit.  The game rewards players who can use their limited number of Group Moves to get the most done on every chit draw.  Typical moves are the squad leader and the heavy weapons team, but it may well be a solitary rifleman who suddenly has a great shot or grenade toss.

Soldiers do not have to stay together during their moves.  For example, if three soldiers start their Group Move in base-to-base contact which allows them all to move with one Group Move, they can move separately and end their move split up (a good idea in the face of automatic weapons fire).  They don’t have to end up in base-to-base contact, although this will make succeeding Group Moves less effective.  There is no requirement to keep a squad together during the game, although a squad spread all over the table will be hard to control.

MOVING YOUR TROOPS

When a soldier is selected to move, he gets 4 Action Points to use for moving and firing.  Wounded soldiers get only 3 Action Points. You should finish the move of one soldier before starting to move another one.  Each soldier can select actions from the following table when he moves:

	Action Points
	Action
	Notes

	1 AP
	Move 2”
	Using all four AP to move 8” in a turn earns the soldier a “Running +1” marker.

	1 AP
	Take Cover
	A soldier can Take Cover anywhere, even in open ground where it represents lying prone behind a small dip in the ground.  It is more effective if you have something solid to take cover behind.  Mark the soldier with a “Take Cover +2/+3” marker.

	1AP
	Full Cover
	A soldier has to be behind a solid piece of cover to enter Full Cover, such as a wall, a large tree, or in a building.  In Full Cover, soldiers cannot fire, and they cannot be hit by fire.  They are down and out of sight.  Note that you can fire at a soldier in Full Cover even though they cannot be hit, as this will earn them a Suppression marker.  Mark soldiers in Full Cover with a “Full Cover” marker

	1 AP
	Leave Cover
	It takes one point to get up and out of cover, for both Taking Cover and Full Cover states.

	3 AP
	Difficult Moves
	It takes 3 points in order to do something out of the ordinary beyond running or walking such as moving through a window, hopping over a wall, climbing up a tree or onto a roof.

	2 AP
	Fire Weapon
	It takes 2 points to fire a weapon.  Note that as soldiers have 4 points, they could use the other 2 AP to do something else, but this will negatively affect their shot.

	2 AP
	Throw Grenade
	It takes 2 points to arm and throw a grenade.  Same note on spending extra AP beyond the grenade toss as above for shooting.

	2 AP
	Close Combat
	Engaging in Close Combat costs 2 AP and requires that a soldier get in base-to-base contact with the enemy.

	3 AP
	Set-up MG
	It takes a machine gun’s crew 3 AP to set it up to fire.  The gunner can fire it without being set up, but it will be less effective.  Taking down an MG for movement costs 1 AP.


Moving

Soldiers can move in any direction or combination of directions allowed by the terrain.  Movement rates should be cut in half (only 1” per AP) if the soldier is moving through rough terrain such as brush or rubble.  Soldiers may not move through other soldiers or solid obstacles.  Moves of 8” gain the soldier a “Running +1” marker, which will help him if he gets fired at.  He keeps the marker until his next move.
Only soldiers who are not marked as “Taking Cover” or “Full Cover” can move.  Note that you can make short moves in cover.  A soldier would do this by spending 1 AP to get out of cover, using 2 AP to move up to 4”, and then spending the last 1 AP left to get back into cover.  This represents short dashes or crawling.

The listed cost for going through windows and jumping walls and other difficult moves is 3 AP.  The intention here is that if your soldier does something that would take more effort than just moving or diving into cover, you need to pay 3 AP.  Players can easily come up with different AP costs for items not covered here, but as I almost never see anything beyond going through windows or climbing over walls and hedges and onto the occasional roof in my games I don’t have rules for them.  If in doubt, use more AP for these actions, as it will keep the game moving rather than bogging down into questions of how much it takes to climb a tree or get on a roof.

Note that there is no Opportunity Fire.  When you move a soldier, he is not interrupted by fire.  On the other hand, if you leave him out in the open hoping that the next chit to come up is yours so he can make it to cover and the chit draw comes up for the enemy, he may well get plastered, possibly several times in a row.

Combat
Firing Weapons
Firing weapons is a two step process.  First you roll one die per shot to see if the target is hit, then if a hit is scored you roll to see what effect the hit had.  In order to fire, you need to have a soldier moving as part of a Group Move.  By spending 2 AP, a soldier can fire at a target.  There are no restrictions as to which targets soldiers may shoot at.  Feel free to shoot at any enemy soldier you can see.

When rolling to hit, check the following table.  The table lists the weapons, followed by a Shots/To Hit column.  This gives a number of shots and how effective they may be.  For example, a Bolt Action Rifle has a ‘1/4’ listed.  This means it may take one shot each time it is fired, and if the modified die roll is a 4 or less, it will hit.  There are no automatic hits.  Due to modifiers, many shots will not be able to hit at all.

	Weapon
	Shots/To Hit #
	Notes

	Pistol
	1/3
	No firing beyond 16” with a pistol.

	Bolt Action Rifle
	1/4
	

	M-1 Rifle
	1/4 or 2/3
	Single shot at 4 to hit or two shots at 3 to hit.

	SMG
	3/3
	

	BAR
	1/4 or 3/3
	Single shot at 4 to hit or three shots at 3 to hit.

	LMG
	3/4
	MGs need to be set up to fire as an MG, otherwise they fire as a BAR.

	HMG
	4/4
	MGs need to be set up to fire as an MG, otherwise they fire as a BAR.


To Hit die roll modifiers.  Add these to your die roll.

	Target based modifiers
	
	Firer based modifiers
	

	Target in cover, no marker
	+1
	Suppressed
	+1

	“Taking Cover” marker in the open
	+2
	Wounded
	+1

	“Taking Cover” marker in cover
	+3
	Used 1 AP in addition to firing
	+1

	“Running” marker
	+1
	Used 2 AP in addition to firing
	+2

	Range >16”  (not BAR or MGs)
	+1
	
	

	“Full Cover” marker
	No Hit
	
	


Hit/Damage Results

	Die Roll
	Results
	Notes

	1-3
	Killed
	Soldier is dead or otherwise out of action for the rest of the game.  

MG loaders will take over from a dead gunner.  Other soldiers are gone.

	4-6
	Wounded
	Soldier gets a Wounded marker.  A second Wound result will Kill him.
Soldier also gets a “Taking Cover” marker.

He now only has 3 Action Points to spend instead of 4.

	7-10
	Stunned
	Soldier gets a Stunned marker and a “Taking Cover” marker.

Stunned soldiers can take NO actions for the rest of the turn.


Aimed Shots.  If a soldier spends 2 Action Points to shoot his weapon once and does not spend any other points during his move, he is taking an aimed shot and incurs no penalties.  If a soldier takes any other action beyond his fire, he will get a penalty.  For example, if you move a soldier 2” (1 AP) and then shoot (2 AP), he gets a +1 to his fire.  If the same soldier spent 1 AP to “Take Cover” after his shot, he would get a +2 modifier to his fire as he spent 2 AP in addition to the 2 AP spent firing his weapon.  This means that if you intend to take any actions after your shot, you should let your opponent know this and take it into account when rolling to see if you hit.  In a different example, a soldier fires his weapon twice in one move, spending 2 AP for the first shot and then 2 AP for the second shot.  In this case, each shot gets the +2 modifier for using 2 AP in addition to firing, as the soldier did not have time to properly aim his shots.  Spraying fire around is great for Suppressing the enemy, but it won’t get many kills.

Suppression.  Even if a shot does not hit its target, the target of the shot is automatically Suppressed, and should be marked appropriately.  Soldiers who can not be hit, either due to a large number of modifiers or being in Full Cover can still be shot at just to put a Suppression marker on them.  Suppressed soldiers have an extra +1 modifier if they shoot their weapons, but otherwise there is no effect.  The next time that a soldier marked Suppressed takes a move he can remove his Suppressed marker at the end of his move.  There is no automatic Suppression removal phase.
Range Effects.  Weapons do not have maximum ranges, with the exception of Pistols.  Once combat gets to the range of a Firefight skirmish game, maximum ranges do not apply and if you can see a target you have a chance to hit it.  There is a range break at 16”, where all weapons except the squad MGs and BARs incur a +1 modifier.

Cover.  Cover modifiers apply to many shots.  If something provides some concealment or might stop a shot, give a cover modifier.  Targets that are behind cover get a +1 modifier.  If the target is marked with a Taking Cover +2/+3 marker, it gets to take full advantage of whatever cover is present and gets the +2 or +3 modifier.

Automatic Weapons.  Shots will normally affect only one target soldier, except for automatic weapons.  The SMG, BAR, LMG and HMG are automatic weapons.  If automatic weapons are fired at a group of soldiers whose bases are touching, the fire will affect each soldier in the target group.  Grouping your soldiers can be an excellent way to get them all moving on one Group Move, but bunching up in the face of automatic weapons fire may well get them all killed.  For example, if a group of four soldiers are in base contact when fired at by an LMG, the LMG will get to roll 3 dice against each of the soldiers, using whatever die roll modifiers are appropriate to each of them.  Note:  the American M-1 rifle is not an automatic weapon, although it can put out two shots.  

Machine Guns.  Machine Guns must be set up in order to fire, which takes 3 AP.  When they fire, they must have both the gunner and a loader in base contact and performing their Group Moves together in order to fire them effectively.  If an MG is not set up or doesn’t have a loader, it fires as a BAR.  It takes 1 AP to take down and move an MG.  
HAND GRENADES

Hand grenades can be very powerful weapons, and soldiers should only carry one or two.  It costs 2 AP to throw a hand grenade.  Check the following table to see if the grenade is on target and the effects.  For the Grenade hit roll, the die roll must be less than or equal to the number.  Use all the To Hit die roll modifiers used for shooting, with the exception that the target can’t get more than a +1 due to cover regardless of what Cover status  it has, even Full Cover.  To determine the blast effects of the grenade, find out how far away a soldier is from the grenade when it explodes and roll equal or less than the number to get a hit.  Hits are resolved using the same Hit/Damage Table as for shooting.  Even soldiers who are not hit by a grenade will be affected, as noted on the table.

	Range to target
	Grenade hits
	Range to the blast
	Blast hits target
	Notes

	0-6”
	8
	0-1”
	5
	If not hit, then the soldier is Stunned.

	6-12”
	5
	1-2”
	3
	If not hit, then the soldier is Suppressed.


If a grenade misses, roll a 10 sided die.  The triangular upper face of the die will point in a random direction.  The number on the die doesn’t matter.  Scatter the grenade 3” that way and explode it, then find the results.  If the grenade would scatter through a solid obstacle like a wall or a high hedge, it stops at the obstacle and explodes.

CLOSE COMBAT

Soldiers can enter close combat by coming in base contact with an enemy soldier and spending 2 AP to initiate combat.  Each soldier rolls a die.  Suppressed soldiers add +1 to their roll.  Wounded soldiers add +1 to their die roll.  Low roll wins the close combat, and the loser must roll on the Hit/Damage table to see what the result is, which may be Killed, Wounded, or Stunned.  Stunned soldiers, who can take no action for the turn, are automatically Killed when an enemy soldier engages them in close combat.  Close combat is an iffy proposition unless the enemy is Stunned by heavy fire or grenade attacks.  Soldiers may freely leave close combat; they are not “locked in.”
Optional Rules.

There are several rules options that I am often asked about.  This is the main list.

Tanks:  I have rules for tanks.  As they would take up an extra page or two, I’ll save those for another article if the readership of HMGM likes the rules.  Firefight is an infantry skirmish game, and tanks are infrequent participants.

Heavy Machine Gun Teams:  Treat them as their very own squad for chit draws, with one Group Move per chit.

Platoon Leaders:  These guys should get their own chits as if they were a squad, with one Group Move for the leader per chit.  Treat them as squad leaders at large, enabling any soldiers within 2” of the leader’s base to move.

Smoke Grenades:  If desired, soldiers can carry smoke grenades.  When they explode, they create a smoke template about the size of a CD.  All fire through this template incurs an extra +1 to hit modifier.  It lasts one turn.
Modern Warfare:  This question always comes up.  For modern small arms, everyone with an assault rifle (M-16, AK-47, etc.) is counted as having a BAR but they do incur the +1 for firing at ranges over 16”.  Squad automatic weapons count as LMGs.  The wide spread use of body armor helps to hold down casualties as well.  Damage rolls against troops wearing body armor have a +2 modifier, with rolls over 10 being treated as a Suppression.
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