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UMPIRE NOTES Circa 1944 
(Version of 18 Nov 2014 – 1730 hours) 

 
The US Army Umpire concept during WWII was first documented in a “mimeograph” 
dated February 1941. Subsuquently the Army produced two Umpire manuals, to the 
first FM 105-5 published 23 April 1942 and then FM 105-5 dated 10 March 1944.  The 
concepts outlined here are drawn from both manuals. 
 
FM 105-5, Mar 1944 states (paraphrased) that maneuver training should be:  
(1) Free with each force able to act in accordance with its orders within an 
identified maneuver area;  
(2) Continuous with units moving per their leader’s orders to engage the “enemy 
force” without any rest periods or pause within the engagement;  
(3) Brief – once the action (engagement) is fully developed and it is clear one 
side has culminated over the other, contact should be broken and the two sides 
positioned for the next maneuver/engagement. 
 
XXXXXXXXXXXXXXXXXXXXXXXX 
 
The Umpires work together and with their respective unit leaders during the battle 
to enable a successful maneuver and adjudicate casualties and consequences of 
actions (such as key terrain seized, etc) should the two sides be unable to agree 
on the status of a specific engagement event. 
 
XXXXXXXXXXXXXXXXXXXXXXXXX 
 
FM 105-4 (1944) provides an overview of key tenents of Umpiring on pages 2-3 - 
 
4. NEED FOR UMPIRING. Actual combat involves movement, fire, and physical contact 
of the opposing forces (shock action). Movement can and should be real, 
approaching service conditions closely. Fire must be simulated, or with blank 
ammunition, and its effect determined and indicated by umpires. Hand-to-hand 
combat also cannot be real, and opposing troops are· stopped short of physical 
contact. Thus, except for movement, it is necessary that tactical progress be 
determined and indicated by umpires, based on the strength, position, and fire 
power of the opposing units involved. 
 
5. STATUS OF UMPIRES. Although umpires are assigned to units of the opposing 
forces, the entire group of umpires is superimposed on the maneuver as a whole. 
Umpires are neutral in attitude and actions. Their decisions express and interpret 
tactical facts.   
 
Additionally, Umpires are agnostic to the command they support and are trusted 
agents of both sides. They provide no tactical planning information from one side 
to the other and have full situational awareness from both sides perspective. 
 
JOINT TOC:  Umpires work directly with the Joint TOC to maintain situational 
awareness and assist in any real world issues (such as injuries or orders from 
Fort Indiantown Gap Range Control) that require an immediate action.  As an agent 
of the Joint TOC, Umpires implement “battle start” and “battle termination”. 
 
XXXXXXXXXXXXXXXXXXXXXXXXXXXX 
 
Umpire Key Rules:  Umpires must (1) know the plan of their units; (2) share plans 
with opposing umpire; (3) observe the engagement and adjudicate casualties; (4) 
assist the commanders in disengaging and preparing for the next maneuver; (5) 
allow opposing sides enough time “adequate trigger time” or “vehicle engagement 
time” before assessing casualties; (6) facilitate and maximize enjoyment and 
historic understanding for all participants. 
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Our fellow reenactors with vehicles have invested a lot of time and money. 
Recognize that effort and investment by allowing them an appropriate amount of 
engagement and “trigger time” as we do for the “ground pounder” set.  Umpires must 
guard against the “immortal jeeps” and adjudicate casualties in a fair and timely 
manner. 
 
KEEP REENACTORS OUT OF THE NO-GO AREAS MARKED BY FORT INDIANTOWN GAP PERSONNEL: 
(butterfly habitat, private residences, hard top road and other marked no-go 
areas). Treat these areas as minefields that cannot be breached. Any reenactor 
and/or unit found inside these areas will be removed from the exercise for the 
entire day and future participation will be adjudicated by Federation leadership. 
 
Adjudicating Casualties (US Army WWII Formula adjusted):  The most important role 
for the Umpire is to keep the flow of the action moving. This includes 
adjudicating casualties as required.  One way to assess casualties is by “relative 
firepower”.  FM 105-5 has a section on infantry fire power complete with a 
relative power table to inform casualty adjudication and relative advantage. The 
table is copied below. The only change to the table is the Pistol is added for 
effects under 100 yards. Keep in mind that European Armies did not train their 
officers and soldiers to shoot the pistol. Weight actions involving pistols and 
carbines at ranges of 25-75 yards should be weighted towards a US Army advantage – 
other nations rate 0.5 or less. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
The following table shows how a company umpire might determine the fire power of a 
“rifle company” in a particular situation (computations are based on T /0 & E 7-17 
and 7-18, 15 July 1943): 
 
 
 
 
 
 
 
 
 
 
 
 
REVISED RULES for REENACTING Adjudication of Casualties: 

Pistol……………………………………..      1   ………………………………………. 
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Soldier vs. Soldier  

1. Rifles: Maximum range is clear vision (keep in mind reenactor distances – 
real combat engagements can be more than 600 yards).  Definite hit at 
less than 100 yards with percent of hit dropping 33% for each additional 
100 yards with no hits past ~300 yards. No firing closer than 20 yards 
for safety reasons. 

2. Pistols and Sub-machineguns – maximum range is 75 yards with 50% hit 
probability (US only, others 25% or less).  75% hit probability at 50 
yards, 95% hit probability at 25 yards for US firers, reduce for non-US 
pistols to half these percentages. This accounts for US training on 
pistol firing that was essentially absent from other armies. No firing 
closer than 20 yards for safety reasons. 

3. Soldiers who make visual contact with their opponent after being fired 
upon, must take the hit. You cannot duck and return fire after the fact. 
Provide due consideration for appropriate “trigger time” before 
assessing casualties. 

4. Valid cover must be “real” enough to stop a live round, i.e., foxholes, 
rock piles, fallen trees provide full cover. 

 
Infantry vs. Machineguns 

1. MG range is clear vision or less than 400 yards. Definite hit at less 
than 200 yards with percent of hit dropping 15% for each additional 100 
yards. No firing closer than 20 yards for safety reasons.  

2. Rifleman and subgun range is 300 and 100 yards, respectively  
3. Soldiers who make visual contact with their opponent after being fired 

upon, must take the hit. You cannot duck and return fire after the fact. 
4. Valid cover must be “real” enough to stop a live round, i.e., foxholes, 

rock piles, fallen trees that provide full cover.   
5. MG crew can be KIA: 

a. From the rear with rifle fire or any direction from covered  
positions (50% probability) 

b. From any direction with sub-machinegun or MG fire. 
c. An MG crew cannot move from cover if opposed by riflemen or subguns 

using suppressive fire unless they have support from another MG to 
do so. 

d. Full Rifle squad fire at 300 yards kills a MG crew 60% of time. 
6. MG in open fire can kill any infantry without proper cover within 100 

yards 100% of the time (unless prone, then 50% chance of hit)  

Infantry vs. “Soft Skin” Vehicles: 
 

1. Concentrated rifle fire from at least a fire team, 5 man minimum firing 
at least 3 rounds each, at 100 yards or less kocks out a vehicle and 
crew. 

2. A 15 rd burst from an submachine gun at 25 yards or an LMG at 50 yards 
knocks out a vehicle and crew. 

3. A fully exposed soldier manning a pedestal mounted MG is treated as any 
fully exposed infantryman and may be "sniped" by a single rifleman at up 
to ~100 yards in a moving vehicle 

Armored vehicles 

Armored cars and armored half-tracks may be taken out by 3 rounds of light 
artillery (i.e., howitzer or pak within 200 yards); 1 round of heavy artillery 
(i.e. tank or assault gun); 1 round from Panzershrek, bazooka, Panzerfaust at 25 
to 100 yards (declining percent from 100% to 25%). 20 seconds of MG fire at close 
range (50 yards) can create a visibility kill (i.e., main gun sights and drivers 
periscopes disabled) and reduce vehicle machine guns depending upon periscopes to 
50%.  25% chance kill of gunners using “vision slits”, 
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Armored cars and armored half-tracks cannot be taken by riflemen unless with a 
grenade in the cabin or if the crew is overwhelmed and the vehicle’s mounted 
weapon is not fired in their direction.  Infantry with rifle grenades (these are 
not fired and must be adjudicated by an umpire) will create mobility kills at less 
than 75 yards and can knock out the vehicle with an engine compartment hit (rear 
or diagonal rear hit). 

Artillery in General (For information ONLY – desire is to trigger discussion in 
the hobby for 2016 Battle of the Bulge planning and implementation) 

Simulating Artillery fire is one of the more difficult Reenactor tasks. Artillery 
Fire requires a valid “call for fire” from the firing force, and a valid timeline 
for receipt and processing that call – normally about 3-5 minutes on US side, and 
longer for other nations.  The US “fire direction centers” (FDC) were a marked 
difference from other nations and led to greater responsiveness of fire support. 
Assume US artillery response faster than other nations if there is a Forward 
Observer (FO) present with direct radio/telephone contact with the FDC.  Umpires 
must be are part of this chain and are the marker of an artillery strike and 
adjudicate casualties.  

For artillery from 75mm to 105mm assume simple radius of 50 meters for casualties 
(25% to 50% depending upon dispersion) of a call for fire, assume 50% to 100% for 
a “registration point” where fire is immediate and “for effect”.  Size of kill 
area is size of registration area – can be as large as 1000 x 1000 yards.  For 
call for fire, artillery from 150mm to 190mm, increase kill radius to 100 yards.  
For artillery 200mm to 305mm (8-inch to 12-inch) assume 200 yard radius and 
armored vehicle kill in 50 meters radius. 

For thin skinned vehicles and open top armored vehicles, assume 80% kill for all 
artillery (60% kill for open top armor – halftracks and like).  

For armored vehicles (closed cab), assume 25% kill on 75mm to 105mm, assume 70% 
for 150mm to 190mm, assume 100% for larger than 200mm artillery. 

RULES FOR REENACTORS KILLED IN ACTION 

Reenactors “killed” will assume a “fatality position” on the battlefield and 
appear dead. If the reenactor is sitting up, adjusting equipment, or otherwise 
moving, the reenactor(s) will remove their helmets (or other headgear as 
appropriate).  Helmets (or head gear) will remain removed while the reenactor is 
“dead”.  Consideration will be made for temperature as needed for non-helmet head 
covering (such as a jeep cap or stocking cap). 

Reconstituting a “dead” reenactor or group of reenactors often requires movement 
out of the immediate battle area.  During movement, helmets (or other head gear 
except for winter type stocking caps) will remain off the head, and weapons will 
be below the waist or otherwise clearly not ready for engagement.  

OVERALL NOTE:  These rules have been devised to fit the scale of a reenactment, as 
well as to give some approximation of actual weapons performance. Umpires will 
have discretion to allow longer ranges for all weapons based on individual 
situations and visibility. Known weapons effects facts coupled with historic 
examples make a good start point for adjudicating casualties and the outcome of 
engagements.  In all cases, one’s best judgment and experience must be applied, 
and while reasonable people can disagree, the Umpire’s verdict is final.  


