
OAQ V1.1 (Ordnance Attacks QRC)
Attack  type Ge neral Terrain P F P h By  M oving D F F S FF FP F D F P h A F P h C C P h

Specific for A ll CEGRPSM ®
FFE:1 / FFE:2 (C1.5)  Δ   na  na na  na 
FFE: C (C1.34)  Δ  na na  na na na na 
Fighter (E7) Δ  na na © na na © na na Dog f igh t
Light A A (E7.51) ¤® [EXC: IFE] DF na  na na na  na na
H eavy  A A (E7.52) rnd CA change DF  na na na na  na na
S m oke  5/8" (A24) ‡ ®  na na na na  na na
W P  5/8" (A24.3, C8.6)  ‡ ®  na  na na   na
C annister  (C8.4) TH NA, rng 2 or  3 HLR   /   na na   na
IR  (E1.93) OBA/MTR on l y,  ®  na  na na  na
s D  (D13) na   na na na na na
R C L (5/8") (C12)  (C12.4) †Δ Bbcpw  na  na na  % na
G u n (C2) † ,  Δ  BbcDFpw  na  na na  % na
IF G u n  () ¤ BbcFpw
Veh. FT  (D1.8, A22.1)  #1Δ¤ L     na na   na
IFE  (C2.29) † #16¤® BbcHLpRw Ø      na na   na
Vehicular G un  (C2.03) †Δ DHLR Ø ,     na na  %® na
B M G  / C M G  (D1.8) #8 / #12 Δ  HLR Ø   ◊  na na  ◊ na
A A M G  (D1.83) CE, Hero, #8 Δ  CDLR Ø    na na   na

† A quisition  is l os t  i f :  owner  {no t  GO, Fi re IFP, f i re IFE/Cannis te r,  in te rdic t  wi th IFP, moves [EXC: Gyro], (un) l imber  Gun, change CA w/o f i r ing a t  t a rge t ,  in te rdic t  o the r  t a rge t}, Wpn ma l func t ions.
® R O F  na  i f  {AFPh, cower ing, Pinned, Non-MTR f i re Smoke/Area-Targe t  Type, f i r ing IR} R O F  -1  i f  {IFE, Ligh t  AA Fi re, Spo t ted Fi re, CA change (non-vehicu la r   NT Gun [EXC: 76-82 mm MTR] (if no  R OF  place  

IF)), unqua l i f ied use, cap tu red use, f i r ing H#[9] (Ger man  Ordnance  Note B) }.

Red =  na or  pena l t y.  Purp le =  res t r ic ted. B lue =  Area Fi re / Area Ta rge t  Type / Case B / ha lved FP fo r  o the r  reason. Green =  over ides res t r ic t ion in box on same l ine..

 Norma l  a t t ack.
 Cri t ica l  Hi t  on TH DR’s na un less MA.
 May use Spraying Fi re (A9.5).  on ly  i f  vehic le MA.
 Mu l t ip le Hi ts possib le f o r  15mm -  40mm (C3.8)
 b lue pena l t y  does no t  app ly  i f  Oppor tuni ty  Fi re (A7.25).
Δ Leadership DRM na [EXC: Δ Armor  l eader  on ly].
Ø na i f  in Mo t ion.
¤ Fi reg roup na.
 Bounding [Fi rs t ]  Fi re Pena l t ies (Cx.xx).
◊ CMG wi th Gyro is no t  ha lved vs. Aqui red t a rge t  (Dx.xx).
 Over run Δ.  RMG na. TPBF app l ies [EXC: FT] (D7.11).

 Ha lv FP vs t a rge ts  2 l v l s  higher  (A22.32). Long Range =  
Norma l  r ange +1 hex.

 ATT is na.  ATT is na i f  in Mo t ion / Bouding Fi rs t  Fi re r.
 Sub jec t  t o  Backb las t  (C13.8) [EXC: Huts G5.62]. RCL a lso 

rea r  hex (C12.3).
 May possib ly  cause F lame.
# Norma l  r ange in hexes. Vehicu la r  FT norma l  r ange is 2 i f  

FP va lue is undersco red.
 Upon hex en t ry  or  changing Loca t ion wi th in hex. This a lso 

app l ies dur ing RtPh / APh (OBA C1.51).
 Af fec t  bo th moving and non-moving uni ts  in hex.

 Figh te r  MG/Bomb TH ro l l  app l ies vs a l l  t a rge ts  in hex even 
i f  using ITT / VTT (E7.41, E7.42). Napa lm: ,  - 1 TH DRM, t rea t  
as 24FP FT (G17.41).

 Bore sigh t ing may app ly  (C6.4). na  if using   or  .
 Aqui red Ta rge t  DRM may app ly  (C6.5). na if using   o r  RCL 

vs. moving/Mo t ion t a rge t .
‡ Looses any  bu t  may use i t  f o r  f i r s t  TH [EXC: f i r ing 

Smoke a t t  Caves uses ITT,  and ROF].
% na i f  moved to  new l oca t ion f o r  non-vehicu la r  Gun [C2.8].
© Requi res check.
 Smoke mus t  be f i red be fo re Non-Smoke in same Phase. 

Dispersed un less f i red in PFPh (C8.5, C8.6)

Terrain  Restrictions
B Mor ta r  and AA f i re  is NA f rom in a Bui ld ing; NA to  5/8“ Guns [EXC: guns tha t  a re a sma l l  t a rge t ;  AT/INF gun tha t  is no t  a l a rge t a rge t ;  Mor ta r   82mm on Roof top; ART/AT/INF Guns  76mm in For t i f ied 
bui ld ings] (B23.423). b on ly  IFP/ISW, LMG, LATW [EXC: 20mm ATR], T may be used f rom on a Bank coun te r  (G8.212). C on ly  AA, SW MG, ATR, PIAT, IFP may f i re  t h rough Cli f f  hexside to  ad j . ,  higher  l eve l  hex 
(B11.32). c on ly  IFP, LMG, DC, LATW, FT, ISW may be f i re  f rom Cres t  s ta tus [EXC: f rom Wadi Cres t  t hey may on ly  f i re  t h rough the pro tec ted Cres t  f ron t ;  vehic les a re unres t r ic ted] (B20.95, F5.41, F5.42). D 
Mor ta r  and AA is NA f rom Dense Jung le / Bamboo [G2.2, G2.24]. E Mor ta rs  a re t he on ly  5/8“ coun te r  t ha t  may f i re f rom Ent renchmen t  [EXC: one Gun may se t  up in a Sangar] (B27.1, F8.3). F on ly  IFP may be 
f i red by Fording uni ts  &  on ly  as Area Fi re &  AFPh (B21.42). f  FG res t r ic t ions f o r  Dense Jung le / Bamboo / Kunai / Swamp (G.3). G One Gun per  Cave. AA / Mor ta r  f rom Cave is NA [EXC: IJA l igh t  Mor ta r ]  (G11.4, 
G11.83, G11.92, Manhand l ing G11.76). H Bow moun ted use NA i f  HD [EXC: MA] (D4.223). L OVR NA in Lumberya rd (B23.211). M on ly  IFP, LATW, LMG, DC, FT, ISW may be used in a Marsh &  is t rea ted as Area Fi re 
(B16.32), Guns a re NA (C2.7). P no Vehic le / PRC / Anima l  may en te r  / f i re f rom Pi l lbox (B30.111). p on ly  IFP, ISW, LMG, LATW, FT may be used on a Pan j i  coun te r.  A l l  a t t acks receive +1DRM (G9.21). R on ly  IFP, 
LMG, DC, LATW, FT, ISW may be f i re f rom Sha l low / Deep St ream (B20.6). S NA in Sewer  (B8.4). W DC use NA on Wire (B26.45). w Wading In fan t ry/Cava l ry  is t rea ted as S + may no t  f o rm mu l t i - hex FG and IFP / 
LMG f i res is ha lved as Area Fi re (G13.421).
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