To: All Attendees

RE: Updates for Odessa            Event Rules           

Referees. 

We want this event to be fair to all sides. Referees will continue to be interactive this

year, but only if necessary. Situations may be discussed with Referees if there is ever a 

             question.    

  
If a tactical advantage is gained because rules infractions have occurred, Referees have          

             been instructed to step in and take control of a situation. This will mean voiding any 

             tactical advantage that has been taken. This could also mean penalty points being 

             assessed/situations reversed.

We do not want to do this, but expect it, if you do something that warrants it.

Non-combatant Referees will be wearing white armbands while in the field.  

Referees’ decisions are final. Do not argue with, or disregard any Judge’s instructions, Do not cause your side to suffer because of a situation that can be avoided – play fair. Blatant disregard of a Referees instructions or request can result in an individuals or units expulsion from the event.

*Security* 

All Referees with white armbands are part of the Event Security Detachment.

                              Please follow all of their instructions and requests. 

Anyone refusing to follow Event Security Detachment requests, when the request is

pertaining to event Security or Safety issues will be removed from the property. 
The Event Security Detachment has been instructed to contact the Schuyler County

Sheriff’s Dept, if any gross Security or Safety issues are discovered. 

Event Tactical “Police”   

On the field: MP’s, Feldgendarmerie and Feldjäger are part of the tactical event and

also at times act as Referees. They are under the direct command of their Army

Commanders. They are combatants during the tactical and may defend themselves or 

otherwise fight during any battle. MP’s, Feldgendarmerie and Feldjäger are expected to 

perform the duties required of them during wartime.       

The Tactical Police units have been instructed to be “on duty” as long as the event is active. Being “on duty” means that they are fulfilling their role as Military Police – expect them to act as such. They are part of the Event. They will be evident mainly in rear areas and will have various duties assigned to them. These actions will range from checking for identification, to arrest and detainment of individuals for a short period of time. This is to allow the military police to do something relating to their impression. It will be up to the Army Commander to determine the times this will be in affect. 

OFF the field: MP’s, Feldgendarmerie and Feldjäger are not part of the Event Security Detachment, but will be instructed to work with the Event Security if any situation arises. They will also be assigned appropriate policing duties as prescribed by the Army Commander. Example: Patrolling encampment area to make sure personal vehicles are removed and that camp is quiet after 2300 hrs on Friday. 

Military Realism 

This has been incorporated to add a flavor of military life to the event. It has been in place at past events, but has not been specifically addressed. 

The event “starts” at 12:00 PM on Friday afternoon and “ends” at 3:30 PM on Saturday afternoon. 

During these hours there are military maneuvers that are being performed. Your unit may not be part of any of these “actions”, but the event is still going on. 

All participants are therefore expected to perform and act as soldiers. Whether Allied or Axis, you should be into your “impression”. Military courtesies should be extended only when and how it is appropriate. 

Army Camps: Camp areas are considered military “bases” far removed from the actual battlefield. These areas are set up to reflect this. As such, sloppy, unmilitary attitudes in camp will not be tolerated. You follow orders and act professional when you are in the field, so why act like a civilian when in your respective camps. 

Please respect everyone’s personal property. Do not take or handle anything without permission from the owner. Naturally, this same philosophy goes for any actions while in the field. 

Point System:

The outcome of the tactical will be based solely on the results of an objective driven scenario. Odessa’s battle is scored using a point system. This system has been streamlined from years past. The main objectives of the scenario will have points assigned to them and whomever controls areas at specific times will gain points for the objective.
COMBAT RULES

Pillboxes.  Cannot be knocked out by MG’s or infantry fire.  

Engineers/Pioneers need to place a “Satchel Charge” on top or at the rear entrance. Two (2) “charges” must be placed on top of the pillbox to destroy it or one (1) needs to be placed within 5’ of the rear door to destroy it. 

60mm guns or greater can destroy a pillbox from front or rear. Three (3) hits are required to destroy a pillbox with direct fire from the front or one (1) from the rear.  

Planes.    
Several airplanes at times are scheduled to fly over the battlefield. These will be observation planes and “attack” planes. 

The Observations Planes will be an American L-3 and a German Fiesler Storch. 


The “attack” planes are any others that appear.  

If enemy “attack” planes are spotted – all vehicles and ground forces are to take cover and avoid detection.

Vehicles and troops that do not at least attempt to get out of the way will be considered eliminated. Referees will inform troops where necessary. 
Grenades/Mortars/Bazookas.    

    
If any type of bomb explodes or lands near you – take your hit!  There are no Duds!

If you are out in the open, and within 15´ of any type of launched explosive devise – you are a goner!  Hand grenades have a 10’ kill radius. 
            If you have taken cover and are dug-in, that can be a different.

Artillery.      

Referees will indicate when artillery has been fired and when and where it lands. Several smoke markers will be placed by Referees. Smoke markers will be placed to show the center of the artillery barrage. The blast area is 20’ from the center of each smoke marker. Units take casualties based on available cover. The casualties will depend on the type of cover and the unit’s reaction. Units dug in or under protective cover may not take any hits or only a few, while units in light cover may take up to half or more in casualties. It will be the Judge’s discretion. 

Any vehicles in a blast area will be considered destroyed. Infantry deemed a casualty in a “blast area” will be considered out of action for 10 minutes.

MG’s/ Gas guns.

   
Firing of gas guns will be closely monitored by Referees. 

MG’s had a limited amount of ammo and continuous firing will result in MG’s running out of ammo/jamming. Also barrels had to be changed after 250-500 rounds were fired from them. If firing for more than two (2) minutes continuously, the MG must be taken out of action for 30 seconds to simulate changing of a barrel. 

Controlled, short bursts will not require the gun to be out of action. 

If the MG team insists on continuous fire, then Referees have been instructed to step in and state the MG has broken down and must be repaired. A broken MG must be down for 5 minutes. Please, do not force the Referees to intervene. 

Attacking against a MG was often suicidal. Not taking hits will cause Referees to intercede. Use your head and let’s employ some tactical maneuvers.  

Casualties.   Take your hits!

Whenever you get blasted by the enemy, accept the fact, and take your hit. You must fall back 50 yards and you will be out of the battle for 10 minutes. If a medic is present follow his directions.  Medics for this event do NOT take hits and treat the wounded on both sides.  This is too keep the battle flowing.

Medics in the field can set up casualty collection points; this is not a fixed position.  A collection point would be what the medic decides upon given a unit’s location. It could be a tree or a ditch, etc....  This would a central point for the "dead" and wounded to be collected and recycled. 

If a Medic/Sani is available, the dead or wounded must be seen by the medic and treated.  If you are dead on the field, the medic would go up to you, tap you, say it is 12:03 and then start your 10 minutes. The casualty would then go to the collection point. If wounded, the casualty is treated and then removed to the casualty collection point. If the medics pass someone by accident, NCOs and officers should step in and direct the medics to their downed men.

If no Medic/Sani is available, the Honor System is in place. If you are "dead" then wait for the fighting to by-pass you, remove your helmet and hustle back to the rear and take 10 minutes of down time.  

If in the thick of close in fighting, stay put till the fight is over or passes from where you are. Then fall back the 50 yards and wait 10 minutes. 
If you have taken a hit and are out of the action, do not take this time to sit and chat with your buddies. You are a casualty; sitting and talking or relaying info to your other troops will cause points to be deducted. If a group of casualties has accumulated, remember to stay low and out of sight, then regroup and get back into the action. Standing around and having a “bull session” is not very authentic and distracts from the overall battle.  This will also subtract authenticity points. 

If your unit moves ahead while you are waiting your 10 minutes, you can follow the unit at a distance of 50 yards.

Medics / Sani’s 
Medics are expected to utilize their impression in the field. They are requested to treat all wounded regardless of side or unit. They will also be asked to carry small aid kits in the event that someone becomes injured.

Event Staff will issue a Medic “Wound Tag” book to each pre-authorized Medic/Sani.

When a Medic/Sani treats and helps wounded soldiers out in the field, the Medic/Sani will complete a Wound Tag. At the end of the event they will turn these in gain additional tactical points.
Snipers
Properly equipped individuals can be designated as snipers. A sniper must have an appropriate rifle with a working scope. The sniper must operate tactically correct in the field. For a sniper to be awarded points for a kill, he must show a Judge his Sniper ID Card. To receive a Sniper ID Card an individual must authenticate his knowledge to Event Staff prior to the event starting. A limited quantity of Sniper ID Cards per side will be distributed.  

Preregister early as a sniper to insure you will be authorized and allocated a card. Unit CO can contact us to allocate a spot. Only 1 sniper per unit. 

A Judge will verify if a sniper has hit his target and will allocate points accordingly. A sniper will announce his target to a Judge and will take his shot. The Judge will simply toss a coin for any target over 250 meters to determine if the target is hit. Any target less than 250 meters is an automatic kill. Moving targets require a Judge’s decision as to whether the shot is a hit. The Judge has the option of utilizing an extra coin toss to determine a hit under unclear circumstances. After firing a sniper must relocate to a different position before firing again. A sniper may fire at a unit up to 3 times as long as there are different targets.  

If a sniper is “taken out” by an enemy force, the sniper is worth 150 points. 

Engineers 

Each force will have designated Engineers. They will have yellow armbands to signify their status. Authorized engineers will be given yellow string or rope to use during the event.

Only designated Engineers may clear or set mines, and place “satchel charges”.  

Satchel Charges

A satchel charge may be any appropriate bag or item. It must be identified as a charge by tying a yellow marker onto it. At any time an engineer may create a satchel charge as long as the yellow marker (yellow tape or cord) is applied.

MINES  (MINEN)
Mines have been incorporated into the scenarios. They are on roads and in the field.


Mines affect friend and foe alike.


Mines can only be placed or removed by designated Engineers/Pioneers.


Engineers/Pioneers must be wearing yellow armbands.

Engineers/Pioneers are to mark minefields that have been “breached” with yellow cord. 

Clearing a Minefield

A corridor must be created for men and vehicles to cross a minefield.

The corridor is to be constructed of sticks or any suitable material that can have the yellow cord tied to represent the sides of the corridor. Existing “mine markers” may not be utilized. The corridor must have a marker at each of the four corners. The yellow cord must be strung across from one marker to another on the other side to designate the side of the corridor. Then the second side is marked at the appropriate width.


Laying a Minefield
Engineers may also be given Mine Markers to set up in the field. These may be placed wherever they are wanted.

There are three different markers that indicate mines:

Small flags  -    yellow triangular shape 

                    -    5 yd blast area

· 5 min wait time after corridor is made

· 5 min wait time to place mines

-
  these are small anti personal mines and do not 

affect large vehicles

Field flags   -     yellow square shape

 -     10 yd blast area

· 10 min wait time after corridor is made

· 10 min wait time to place mines

· these will affect vehicles and personnel

“Minen” signs  -   red & white signs

                         -   15 yd blast area

     -   15 min wait time after corridor is made

      -  15 min wait time to place mines

Mines placed on roads need to be placed in pairs at the two ends of the field. Flags are to be on opposite sides of the road, directly across from each other to designate the beginning of the field and also across from each other at the end.


Any person or vehicle within the “blast radius” of any type of mine is eliminated.
Vehicles

Vehicles are considered targets at all times during the event. There are only 3 exceptions to this. 

1. The Event Staff Car. The 272nds grey staff car is always neutral and never a target. This is used by Event Staff to relay information at times during the battle. It is also used for emergency situations. It is always marked with a white flag.


2. In the event of an emergency a vehicle may be enlisted for use. This vehicle must be accompanied by a judge and will be designated by a white flag.

3. At times vehicles are used to ferry combatants to distant parts of the field. During specific times these vehicles will be deemed non-targets (such as water replenishment, etc.).

Vehicles that are hit by AT weapons are considered out of action. The vehicle and all occupants are considered dead. They must retreat 100’ and wait 10 minutes or continue on to a different part of the battlefield.

Any vehicle that is not flying a white flag, or has a Judge on board, is a viable target. Vehicles may not be taken “out-of –action” by a unit without a specific reason.   

Any vehicle (Jeep, Armoured Car, and Halftrack) hit by a grenade or satchel charge is considered disabled. The vehicle must stop, but its crew or occupants may continue to fight.

NO LIVE GRENADES OR INCENDIARY DEVICES ARE TO BE THROWN AT VEHICLES!

For Odessa 2009, there are to be no explosive charges inside of hand grenades or mortar bombs.

Lifting charges are allowed for mortars only. 

Nothing is to be fired from bazookas, Panzerschrecks, Panzerfausts or PIAT’s. A flash charge is allowed, but nothing is to be shot from the weapon.     

No flares, fire crackers, “cherry bombs”, bottle rockets, Roman candles or fireworks of any type are to be used on the Odessa site. 

Anyone that disregards this rule or deviates from the spirit of the rule will be removed from the event.  

General Rules   

In the Camp

Campfires must be made in firepits. Do not throw non-flammable materials into the fires. At the end of the event please replace the sod when done.

No firing of weapons or flares in camp. If testing weapons please move off to the field next to camp.

No Firing of RED Flares at any time. Red Flares are the international sign for distress. There is an airport nearby and can see the flare. There is a $10,000 fine and a possible prison term if convicted.

Police your area at the end of the event. Pick up any litter or “Butts” lying around. You will be provided a trash bag before the event and will be able to drop it off at the end.

In the Field

Medics and/or unit CO's should carry a cell phone in the field in the event of an emergency and a Judge is not near by. There will be info cards available that will have information with contact numbers and the event address so the State Police can route an ambulance if needed.

ENCOURAGING THE MEN TO TAKE HITS

Each medic should have a bag of small Hershey bar candy or similar candy.  Once a guy gets to a collection point mark his time and toss him a piece of candy.  The sugar will pep him up a bit. Encourage the men to rehydrate and eat something. Water buffalos are provided where units can go get a resupply of water and take a time out. This of course would not have the units penalized for taking a rest. Men on Canteen Brigade are not targets. 

Medics or soldiers may utilize non-period Gatorade bottles to assist troops that may be experiencing dehydration.  This type of action should be encouraged among the unit’s medics.  However, the medics should try to keep the stuff under cover whenever possible.  Don't be passing it out when camped out on a hillside that is in full view of the whole battle.
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