FAB Study Number 1
Introduction

Fast Action Battle Series

The FAB Series of games were designed to
recreate important battles of the early to mid-20"
Century, using wooden blocks to represent the
major combat formations (Units) and die-cut
counters to represent the supporting elements
(Assets).

As the Field Commander for your chosen side,
you must decide how to make the best use of
your Units, Reserves, Assets and Special Actions
towards fulfilling your assigned objectives.

These games are designed to impart a good
sense of the history and play fast (compared to
other war games on the same topic), while being
both fun and challenging.

Focus of FAB Studies

The individual FAB Studies are going to introduce
you to the mechanisms of the designs through
focused examples. In Study Number 1, we cover
Basic Combat through three different scenes. By
the end of the series of studies, you'll have a view
of the entire system.

First, we’ll cover some basic definitions about
Units you’ll need to appreciate the scenes
included in this study. We’ll cover the sequence
of steps in the Combat Phase, and then move to
the three Scenes portrayed in this Study.

Units

These are the main combat and maneuver
elements. Each Unit's size depends on the battle
portrayed, but is usually a Regiment, Brigade or
Division. It is represented by a wood block with a
printed label applied to it. Blocks are normally
placed on edge, with the labels facing away from
your opponent, providing a built-in limited
intelligence system.

Point Unit

This is the Unit that leads the attack for the
Attacker or defends the key approaches for the
Defender. Both sides designate a Point Unit for
each Combat.
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Unit Strength and Step Losses

The number of
pips currently on
the top edge of
each block has two
functions:

Strength —

The number of dice
thrown when the
unit attacks.

Step Losses —
Each hit against a
unit removes a pip
of Strength. Show
this by rotating the
block.

Troop Quality

Troop Quality —

The color of the pips .
along the top edge of .
the block defines the
current Troop Quality

Many Units retain TQ

[ This Veteran Unit
remains Veteran as it
weakens |

(TQ). The TQ may
change as the unit
weakens from Step
Losses.

Some Units lose TQ

[ This Elite Unit
becomes Veteran after
the first step loss ]

Elite: white pips in a
red box.

Veteran: black pips Some Units Toughen
[ This Unit Starts with
Green TQ but
toughens up to
Veteran ]

Green: hollow pips

Combat Phase

The Combat Phase proceeds through the

following steps for each Area:

A Special Action Decision — The Defender may
reinforce or retreat using a Special Action.

A Commit Assets — The Attacker and then the
Defender assign Assets to the battle.

A Declare Point — The Defender and then the
Attacker declare the Point Unit.

A Reveal Units — Both reveal Units if this is a
Newly Contested Area.

A Artillery Fire — The Attacking Artillery fires
followed by the Defending Artillery — this
represents Corps-level artillery.

A Ground Fire — Ground Units and Battle Assets
fire, Defender first, followed by Attacker (unless
the Attack is aborted).
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Hit Priorities

Hits achieved in combat are applied to the
Attacker and the Defender following unique
priority order.

For the Attacker, the priorities are these:

A The first Unit to receive a hit is the Point
Unit.

A If the Attacker aborts the attack, all
remaining hits can be ignored and the
Attacker’s Units are Disordered.

A If the Attacker continues the attack, the
remaining hits must be applied as Step
Losses.

For the Defender, the priorities are these:

A The first hit is absorbed by removing Field
Works.

A During the Artillery segment, the next hit is
absorbed by the Defender becoming
Disordered.

A During the Ground Fire segment, the next
hit is absorbed by the Defender Retreating
and becoming Disordered.

A Any remaining hits are applied as Step
Losses.

Scene 1 — Opening Fire

A This scene depicts a single unit to single
unit combat in an area.

A The low strength US unit is in a well-
prepared position.

A The elite high strength German unit is
conducting a River Assault.

A On average, the low strength unit is going
to survive this attack.

Scene 2 — Exploitation

A This scene depicts how much firepower is
needed to achieve an overrun result —
called Exploitation.

A The low strength US unit is in a prepared
position.

A Two higher strength German units are
assaulting, with an elite armor unit leading
at the point.

A Units that can achieve an Exploitation
result have the opportunity to move and
fight in the Breakthrough Phase that
follows the Combat Phase.
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Now it is time to look at the three Scenes in this
Study. Enjoy the Game!

Scene 3 — Defensive Special Action

A This scene depicts the use of the Special Action, an
important feature of the game design, by the
Defender.

A The US units are weak, one in quality and the other
affected by Disorder.

A In the face of the German advance, the US expends
a reusable Special Action to reinforce the weak
area with armor.

A The German needs additional forces to break the
position, so in the face of anticipated losses, the
player chooses to abort the attack.
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