
Their Side of Town v1.1 
 
The intent of this campaign is to simulate the actions it takes to 
conduct a counter-insurgency operation. Not any one philosophy will 
win alone, it takes pressure from all sides to extinguish an insurgency; 
kinetic operations, legitimizing the government, training police and 
indigenous military and delivering humanitarian aid are just a few of 
the actions needed. This campaign supplement will give you the 
framework and the tools to conduct your COIN operation as you see fit. You are the commander 
of a light infantry battalion trying to stem the rising insurgency on your side of town.  
 

                       Campaign Map 

 
Defining the Map 
The campaign has two parts; the main portion of playing 
your favorite rule set on the table top and the campaign 
map. The map gives us a way of tracking and telling the 
story of your deployment as it unfolds. It is broken up into 
a 10x10 grid with each box being called a sector. The X 
axis is numbered while the Y axis is lettered (Figure 1).  
 
 
Areas of Interest and Key Terrain Features 
All sectors are assigned a status; 
 
Neighborhood: 
Urban environment, 
civilians are present.  
 
 

Outskirts: 
Mix of urban and 
undeveloped land, civilians 
are present.  
 

Barren: 
Undeveloped land. Natural 
landscape based on the 
setting of your campaign. 

Within those identifiers reside critical infrastructure for the civilian population.; 
 
Religious Building: 
Total: 3 
Eligible Sector(s): Neighborhood, Outskirts 
 
Schools: 
Total: 3 
Eligible Sector(s): Neighborhood, Outskirts 
 

Government Buildings: 
Total: 3 
Eligible Sector(s): Neighborhood 
 
Main Supply Route (MSR): 
Total: Unlimited 
Eligible Sector(s): Any 
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Use these as a way to give the map a bit of character. If you want to simulate an urban 
environment, use the neighborhood status for all sectors. If you want to replicate a tribal 
country, use pockets of neighborhoods surrounded by barren sectors. Once your map has been 
geographically set, the last thing to do is designate where the Combat Outpost (COP) and 
insurgent held sectors are.  
 
Here is an example of a campaign map; 
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Campaign Metrics 
 
COIN operations center around the indigenous population, their trust is slow to build and quick 
to lose. One pivotal aspect is getting them to believe that your side is whom they should side 
with. Win their hearts and minds, give them reason to believe the government is legitimate and 
you will find little kindling for an insurgency to ignite.  
 
 
Hearts & Minds:  
Starting Value: 55% 
Represents the trust of the civilian 
population for COIN forces.  
 
 
Stability: 
Starting Value: 55% 
Represents the confidence of the civilian 
population for their government. 
 

Insurgency: 
Starting Value: 33 sectors  
Represents the areas the insurgency 
currently controls, militarily and/or 
ideologically. 
 
Momentum: 
Starting Value: 0 
Represents the current state of the 
battlespace 

 

Campaign Turn 
 

1. Command Phase 
2. Mission Planning 
3. Reactions 
4. Tabletop Battle(s) 
5. Record & adjust  

 
 
Command Phase                                                                                           . 

The Command Phase represents the decisions a commander must 
make when executing their overall strategy; everyone has a plan until 
they get punched in the face.  
 
Command Influence is a currency in the campaign that serves as the 
amount of influence you have as a commander to procure and maintain 
the tools needed to accomplish your goals. These points are not 
cumulative. Any use of Command Influence cannot result in a negative 
total. Going into negative influence is possible however if certain 
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conditions are met; in this event no actions that involve Command Influence can be taken until a 
positive amount is available (battlespace influence and requesting support). 
 
 
Posture 
Knowing when to be aggressive and when not is pivotal in COIN operations. As a commander 
you have the ability to posture your men in various ways, these are used to represent the tempo 
of the operations. During the Command Phase you can choose to posture your battalion; 
 
 
Defensive:  
Duration: Minimum 2 turns 
Cost: 1 Command 
Influence (per turn) 
Kinetic missions cannot be 
conducted 
Units do not take a wary 
point when conducting 
missions or reactions 
 

Neutral: 
Duration: Unlimited 
Cost: None 
One Kinetic mission can 
be conducted 
 
 
 
 
 

Aggressive:  
Duration: Minimum 2 turns 
Cost: 1 Command 
Influence (per turn) 
Two or more Kinetic 
missions can be 
conducted 
Loses or draws add 
additional wary points to 
units 

 
When ending a defensive or aggressive posture, a neutral one is assumed for two campaign 
turns. 
 
Battlespace Influence 
Control of the battlespace is crucial in being able to provide security for the populace. One way 
of accomplishing this is assigning permanent forces to these hot areas to provide a constant 
presence. These forces can include local police, indigenous military or even blue forces. During 
the Command Phase the commander can choose to employ any of the following;   
 
Local Police Station: 
Cost: 1 Command Influence point a turn 
Area of Influence: Any two conjoining tiles 
Any reaction event within its area of influence is considered handled. 
 
Indigenous Military Checkpoint: 
Cost: 2 Command Influence point a turn 
Area of Influence: Any three conjoining MSR tiles 
Any reaction event within its area of influence is considered handled. 
 
Blue Force Vehicle Patrol Base: 
Cost: 4 Command Influence point a turn 
Area of Influence: Any 2x2 tiles 
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Any reaction event within its area of influence is considered handled. 
 
Only one of each may be active at a time and only one can be constructed during a campaign 
turn.  
 
Requesting Assets 
 
As a battalion commander some assets are organic 
(ex. mortars, scout snipers, light vehicles), while 
others you may be fighting other commanders for 
(ex. close air support, close combat aviation, armor 
support, artillery priority, SOF support). During the 
Command Phase, the commander may request 
brigade and higher level assets.  
 
 
Mission Planning                                                                                            . 
Once the Command Phase is completed the commander has the ability to assign missions to 
his platoon and company commanders. When a unit is assigned a mission, move their chit on 
the campaign map to the corresponding sector in which it’s assigned. There are three active 
missions that can be assigned; 
 
Refit: 
Eligible Sectors: COP 
Unit is deemed unavailable 
At the end of the campaign turn, wipe all wary points. 
 
Deliver Humanitarian Aid: 
Eligible Sectors: Schools, Religious building not currently 
under Insurgent control 
On successful delivery of aid, add 1% to the H&M score. 
 
Key Leader Engagement: 
Eligible Sectors: Government Buildings, Religious building not currently under Insurgent control 
On successful talks, add 1% to the Stability score 
 
Kinetic Action: 
Eligible Sectors: Any insurgent held sector adjacent to a friendly controlled sector 
On mission success, sector is no longer under insurgent control 
On mission draw or defeat and withdrawal of friendly forces, sector remains under insurgent 
control 
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If the commander finds a unit’s kinetic action suffering a draw or defeat, he can decide to keep 
them in the sector to continue the fight. This action is announced at the end of their tabletop 
battle. Any unit that is given this order is unavailable during the next campaign turn, since they 
are still on mission. Since insurgents cannot withstand lengthy fights with conventional forces 
they are considered to have been defeated or more likely withdrawn by the end of the second 
day. Tabletop games are not needed to simulate any action after the first day. 
 
 
Hot Spots and Reactions                                                                               . 
One of the biggest obstacles a commander faces while conducting COIN operations is the 
uncertainty and violent swings it can suddenly take. Once the day's missions have been 
planned and briefed, reports about what else is going on in the area of operations start filtering 
in. These events are called hot spots and if they go unchecked can cause a lot of damage very 
quickly; 
 
Civil Unrest: 
Eligible Sectors: Any neighborhood tile 
Any civil unrest that goes unchecked causes -3% to the Stability score. 
 
Aid Request: 
Eligible Sectors: Any neighborhood tile 
Any aid request that goes unfilled causes -3% to the H&M score. 
 
Enemy Activity: 
Eligible Sectors: Any tile 
Any enemy activity that goes unchecked causes a sector to turn to insurgent control.  
 
To determine where and how many hot spot take place during a campaign turn; 

1. Start by rolling a single D6. This number represents the amount of hot spots that have 
formed that day.  

2. Designate two D10 dice (one being letters and one numerical) and roll.  
3. Roll a D3 to find out the nature of the event.  
4. The commander can choose to react to it with any available units, do so by moving the 

unit’s chit to the sector.  
5. Repeat steps 2-4 until all hot spots are placed.  

 
- Any unit that stays within the hot spot sector for the duration of the campaign turn is 

considered to have successfully reacted to the event.  
- Any hot spot that arises within an insurgent held sector is automatically failed and no 

reactions can be made for that specific sector.  
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Tabletop Battles                                                                                             .  
Using your favorite platoon level modern ruleset, play out all kinetic missions. Some campaign 
turns will have only one or maybe even zero tabletop games being played. While offensives and 
operations require you to play two of more games for one campaign turn.  
 
 
 
Administrative Phase                                                                                     . 
Once all missions, hotspots and battles have been completed it is time to readjust the metrics of 
the campaign and record the results;  

 
1. Adjust campaign metrics 
2. Adjust insurgent held sectors 
3. Clear all inactive mission and hot spot markers 
4. Asses and adjust readiness of units 
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1. Adjust campaign metrics 

 
 
Calculate Stability: 
Gain: 
+1% for every successful KLE 
 
 
 
 

Lose: 
-1% for daily maintenance 
-1% for every Government Building under 
Insurgent control 
-3% for every Civil Unrest that goes 
unresolve 

 
Calculate H&M: 
Gain: 
+1% for every successful Aid Delivery 
 
 
 

Lose: 
-1% for daily maintenance 
-1% for every School under Insurgent control 
-3% for every Aid Request that goes 
unfulfilled 

 
 
Calculate momentum: 
Gain: 
1 point for every Kinetic Action that results in 
a victory 
1 point for successfully reacting to every Hot 
Spot 

Lose: 
-1 for every blufor casualty that is not return 
to duty 
-2 for every blufor killed in action 
-1 for every civilian or friendly injured 

 
 
 

2. Adjust Insurgent held sectors 
 

When insurgents gain territory during a 
campaign turn, assign a sector that is closest to 
the event(s) that caused the gained ground while 
still being adjacent to an already insurgent 
controlled sector. Example in figure to the right; 
Enemy Activity hotspot activated in sector H2, it 
went unchecked for the turn so E3 turns 
Insurgent controlled.  
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3. Clear all missions, hotspot markers and return to base 
After everything has been adjusted and accounted for and the metrics updated, clear the board 
of all mission and hotspot markers. Any units not currently engaged are returned to the combat 
outpost. 
 

4. Asses unit readiness 
Assign or wipe wariness from units as necessary. If you are playing a ruleset that has campaign 
rules for unit advancement, this is the time to determine and record them. Every 7th (starting on 
day 7) campaign turn the commander is given replacement soldiers if they are needed. Roll a 
D6 and assign the result as needed.  
 
Fatigue and wariness 
Soldiers are not machines and require downtime. To simulate this any unit that conducts 
anything other than a refit is given a wary point. When a unit has five of these points at the 
beginning of the Command Phase they must refit and are considered unavailable until the 
following turn. A refit wipes all wary points off of a unit. 
 
 

Insurgent Forces 

 
Building Your Deck(s)                                                                                                                  . 
 
Creating Units and Their Cards 
The main deck consists of two kinds of cards; Blank and Red. The number of each is dictated 
by a number of factors. The deck should be put in a bag or hat to cut down on shuffling the deck 
after every pull. The idea of replacing the cards is about manipulating the percentages to get a 
specific result, we want these to be consistent throughout your game. If you pull a Blank card 
and don’t replace it, the likeliness of pulling a Red card increases on your next draw. The Red 
Deck is made up of Insurgent unit cards. This part might differ a lot for you depending on the 
conflict you are recreating. For example in my 2004 Iraq campaign I broke down the Insurgent 

forces into main two groups; 
Insurgent and AQI (Al-Qaeda in 
Iraq). This allows for different unit 
quality within the Insurgent 
Forces; INS serving as the 
irregular forces and AQI a more 
regular military force. Here a 
couple of Unit Card’s that I use for 
an example; 
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Notice the quality change between the two, this is arguably the most important stat in Force on 
Force, the ruleset I use these for. It’s important to try to vary the forces, as it often reflects an 
insurgency where different groups are present.  
 
Continuing with the example above, within the two groups (INS & AQI) I break down the forces 
into unit types; Command, Squad, Support, Crew Serve and RPG Team. Every unit card should 
represent an element that is combat effective but vary in their particular roles. Examples;  
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You can make these as in depth or simple as you like and you can always remake unit cards 
during a campaign if you want to change things up. 
 
 
 
Main Deck 
Blank Cards = Double the Starting Insurgency % + the amount of (friendly) units in mission 
Red Cards = Current Insurgency %  
 
If the Insurgent level started the campaign at 33% and for the current mission you are going to 
have 14 units, the amount of blank cards would be 80 (66 + 14).  
 

This gives us the amount of times you can expect to pull each card if you are playing with the 
stats listed in the above example.  
 
Red Deck 
This deck contains the unit cards for the Insurgent forces. When a red card is pulled, the top 
card of this deck is the unit that is activating. If this unit is destroyed or routed from the table 
during a mission, do not put it back in the deck until the end of the game. The type and number 
of units present in this deck should be broken up into percentages to encourage the random 
draws to resemble some coherent enemy force. For example my deck is broken down as 
follows (% indicates the percentage of the deck); 
Command: 5% 
Squad: 70% 
RPG Team: 15% 
Support: 5% 
Crew Serve: 5% 
 
So for a 33 card red deck that would give me 2 Command, 23 Squad, 5 RPG Team, 2 Supports 
and 2 Crew Serve cards.  
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Notable and Special Rules 
1. Strike and Fade: Sometimes Insurgents need to make their presence known without 

wanting to get into a substantial engagement. To emulate this, every time an unspotted 
unit activates after the first, it must make a check to see if it continues in the 
engagement. Starting with a 2+, adding 1 to consecutive tests, roll a D6. Any result that 
equals or exceeds the number needed means they continue the engagement.  

Example: An Insurgent Squad is activated a third time, which means it needs a 3 
or higher on a D6 to continue fighting. 
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