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SUEZ 
The Battle of 

the Chinese Farm 
October 15, 1973 

Across Suez is an operational level simulation of the Battle of 
Chinese Farm, 15 October 1973. The Israe li high command plan­
ned to cross the Suez Canal in order to isolate the Egyptian Third 
Army, but two Egyptian divisions threatened to block the Israeli 
counteroffensive . Across Suez is a relatively simple, yet cha l­
lenging recreat ion of the wildest and mosl important battle of the 
October War. Such elements as surprise and shock of first combat, 
combined arms combat, Cana l crossing, as well as art illery bom ­
bardment and support have been captured in a game system (hal is 
easily grasped and yet allows subtle st ra tegic decisions on bOlh 
sides. A cmss Suez contains an 11" x 17" map of the area around 
Chinese Farm in the Sinai, 100 cardboard playing pieces , ru les 
booklet , and various playing aids . 

[3.0] Basic Procedure: 
The Sequence 
of Play 

THE ISRAELI PLAYER-TURN: 

Step One:: The Israeli Movr>mem Pha.le 
T he Israeli Player may move hi~ un il' . He 

may move a~ many or as few as he wi,he~, OTl~ 
afler allOI her. 1'1; 1 hin Ihe limi tations of the rule, 01" 
mo,·ement. 

Slep Two: The Israeli Combal Phase 
The Israeli Player may allack adja<:enl enemy 

uni1.\ . H~ may perform these anacks in any order 
he wi~h~~ , applying the re5u lt5 immed iately as ~a~h 
anack i, made. 

THE EGYPTIAN PLAYER-TURN: 

SIi!p Three: The i::gyplian Mo \'emenl Phase 

The Egyptian Player may move his un it5. He ma y 
move as many or a.I rew as he wi~hes , one after 
another . wi thin the limitations of th~ rules of 
movement. 

SIr>p Four: The Egyplian Cambal Pha5e 

The Egyptian Player may alta,'k adjace nt c nemy 
units. He may perform the,~ altacks in a ny order 
he wishes, applying (he rewl [ ~ immediately a s each 
attack is made. 

T he<;e fou r steps are re pea ted seven [ ;m e~. The 
game is Ihen over and the Players determ;ne the 
vict o r accord ing 10 the rules un ·How (ile Game h 
Wun(14.0). 

Buyer's Guide for 
Across Suez 
Age range: 12 year, (hrough adu lt. 
Number of Players: 2 (suitable fur 
<;olilai rc [llay) 
Average plaving time: Two huUfs. 
Complexity: Loll' (4.5 ). 

For purposes of comparison, (he game of 
Afonopo/y ha~ a complexi (y rating of 2.34. 

How to Read the Units 
SAMPLE UNIT (Front) 

UniT DesignaTion 

~ 0615 
tli' 1<=>1 
~4-12 

Hua l Start 

Un;1 TyfH' 

Combat SI.~"O"C,O";:---M~oJ"e. meni Allowance 

Summary of Unit Types 
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Mechanized 
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fn!an lry 

c 021 1 ArmoredCovafry 
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Nowavailable for $5.95 
in retail stores nationwide! 
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