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MBT BASIC GAME RULES OF PLAY

INTRODUCTION TO THE
BASIC GAME RULES

MBT is a tactical game of modern conventional
ground combat in Western Europe designed to test
the tactical skills of two or more players. The
game's scale is approximately 100 meters per hex
and one to five minutes per Turn. Units represent
individual large weapons systems or groups of in-
fantry, and show the most important and/or sig-
nificant units utilized by the NATO (United States
and West German) and Soviet forces. The game
has information for setting up ground actions of
various forms; these **scenarios’’ are flexible and
give a great variety of games that can be played
using the same rules.

The rules are lengthy, but need not be memorized,
only carefully and thoroughly read and used as
a reference for questions that arise during play.
The rules are organized by a number code for
quick reference, and the most commonly used and
needed information is given on the Game and Data
Cards for easy accessibility during play. The rules
do not have to be learned at one sitting. Games
can and should be played using only the Basic
Game Rules (which is the game in its simplest
form, using only a few of the vehicle combat units)
until these are mastered. Additional, more com-
plex rules can be added later as the players’ tastes
and interests dictate.

[1.0] THE GAME COMPONENTS

The following components are used for the play
of MBT. Information nor needed for play of the
Basic Game is identified with an asterisk (*).
Please inspect these components carefully, and
familiarize yourself with them while reading
through this section.

1.1 MAPBOARD: There are four mapboard
‘‘panels’ included in the game. Each is numbered
for identification (1—4) and shows an area of
typical terrain. The panels can be joined together
in a variety of ways to form multi-panel map-
boards. A hexagon grid is used to regulate the
movement, facing and positioning of the playing
pieces, and individual hexagons are called
“‘hexes’’. Each hex contains a letter-number iden-
tification which, in conjunction with the panel
number, is its individual designation. For example,
hex “2EE3" is the “'EE3"’ hex on mapboard panel
2", A hex where mapboard panels join (so that
there is a half-hex on each panel) can be identi-
fied by referring to either of the adjacent full hexes
as if the joined hexes were a continuation of either
panel’s hex identification sequence. In the center
of each hex is a circular (square or triangle in some
building hexes) *'sighting dot’” used to determine
lines of sight. The terrain found on the mapboard
panels is identified in the STANDARD TERRAIN
IDENTIFICATION CHART on the Information
Card. Each side of a hex (ie., "'mapboard direc-
tion 1”’, “‘mapboard direction 2", etc.) can be
identified by a number assigned to the same hex-
side of the “‘directional hex’ on each panel.
Always use the directional hex of the lowest-
numbered panel as the reference for an entire
multi-panel mapboard. A directional hex also iden-
tifies the sides of the mapboard, as shown below:

DIRECTIONAL A

Side 1

Side 5/6 Side 2/3

Side 4

1.2 PLAYING PIECES: The diecut counters are
punched out to provide playing pieces called
*‘units”” or *‘markers’’, The units show the various
weapons and men available, and the markers show
information needed for the game’s mechanics.
Note that most units have two sides; the side to
be used depends on what units or information the
game requires. The up side determines a
counters’s name. For example, American combat
unit number 101 is called a *‘M60"" unit if one
side is up and a ‘M1’ unit if the other side is
up. The counters contain information needed to
play the game; carefully examine the examples:

1.2.1 COMBAT UNITS: These ‘‘combat units’’
each represent an individual vehicle, aircraft,
helicopter, towed weapon, or a squad, half squad
or team of infantry (‘‘leg"” units). NATO units
are olive-drab (American) or gray (German), and
the Soviet units are dark green.

1.2.1.1: The small combat units represent leg in-
fantry, while the large ones represent the other
units. Each unit contains a name, picture symbol
and identification number.

VEHICLE AIRCRAFT(*)
FRONT FRONT
Picture Symbol »
1 Identification E
= 103 Number < 202
Unir Name
HELICOPTER(*) LEG(*)
FRONT FRONT
=
5* $58
2 +201 b5
TOWED(*)
FRONT
o
- 196

1.2.1.2: Vehicle, leg and towed units are collec-
tively called *‘ground units’’, and aircraft and
helicopter units are collectively called “*air units™.
1.2.2 TURRET UNITS: These are stacked on
FronT top of vehicle units to show the direc-
tion in which the turret faces. The **B”’

side shows that the vehicle is “‘buttoned

2 up’' (all hatches closed) and the *“O"’
side shows that the vehicle is “‘open’”

(all or some of the hatches open and crew-

men exposed). Any turret unit can be used on any
nationality vehicle.

1.2.3 ARTILLERY MARKERS (IDENTI-
FIED “A»’—*‘E’")(*): These are used
@9 to mark the fall of area fire weapons.

NATO (American and German) markers
are olive-drab and Soviet markers are
green and are on opposite sides of the same markers.

4

1.2.4 TERRAIN AND STRENGTH MARKERS
(ALL *): These provide movable terrain that can
be placed in a hex to change that hex’s terrain.
The improved position/hasty entrenchment
markers are on opposite sides of small counters,
while the block, ditch, barbed wire, and bridge
markers are printed on the opposite sides of the
large strength markers. The strength markers are
placed under some Soviet combat units to show
that more than one unit is present.

IMPROVED HASTY
POSITION ENTRENCHMENT
& - [@
STRENGTH BLOCK
or 2 6 or
EEE

or

BRIDGE

1.2.5 INFORMATION MARKERS: These are
placed on the mapboard to record game infor-
mation.

BURNING(*) SMOKE(*)
0
dp| - |
440
WRECK
NORMAL BREWED UP
@ "_- or
COMMAND
“MOVE” “FIRE"’
FM =CA
@] (o]}
Black Dot Red Dot
TEMPORARY
SUPPRESS (*) SIGHTING(*)
TEMP & =OR
DESTROYED(*) LOCATION(*)
& FC
& or SHS
N I
3 ani”




SUPPRESSED(*) SPOTTED
ON Fired |
surp or SPOT
440 ponoly

CONTROL/SUBSTITUTE (“A”—*“D**)(*)
NATO SOVIET
NATO SOVIET

+§ﬁ( or
A

INITIATIVE
NATO SOVIET
NATO SOVIET
+ ‘I:k or

Ist 1st

The abbreviations on the information markers are
explained on the Information Card.

1.3 DATA CARDS: Each data card has infor-
mation about different combat units on each side.
Most of the information about the combat units
is found on the data cards, and players should have
available a data card to use as a reference for each
type of unit commanded. The information found
on the data cards is identified on the Information
Card and explained in the rules.

1.4 GAME CARD: The two identical Game
Cards contain the most used charts and tables
needed for playing the game.

1.5 INFORMATION CARD: The Information
Card identifies mapboard terrain, information
marker abbreviations, and sections of the data
cards. It also contains the TURN RECORD
TRACK to record the current Turn and SUBSTI-
TUTE HEXES (*).

1.6 RULEBOOK: This rulebook contains all the
rules of play for MBT, scenario setup informa-
tion, and additional reference material.

1.7 DICE; Two *‘decimal dice’’ are included in
the game, one white and one colored. Each die
can be used to roll zen different numbers (*‘1"
to “0").

1.8 OTHER: Not included, but needed, is a
pencil for each player. A straight edge to check
lines of sight is also useful.

[20] BASIC GAME SET UP AND
PREPARATION FOR PLAY

This “Basic Game Scenario” is recommended for

new players as an introduction to the game.

2.1 STEP ONE: Lay out mapboard panels 1, 2,
and 3 as shown below:

2.2 STEP TWO: Place the TURN RECORD
TRACK on the Information Card near the map-
board and place the initiative marker in the “1"
box.

2.3 STEP THREE: By any mutually agreeable
method, the players decide who will command
each force and select the combat units and data
cards required to play any one of the matchups
listed below. Also take one turret unit per combat
unit. Matchups A—C are good for first or early
games with one player per side. If three or more
players are learning the game together, matchup
D has more units to divide into separate commands
for each player.
A. (NATO) 3 x MIAI (data card USA-IB) vs.
(Soviet) 4 X T-64B (data card USSR-1B).
B. (NATO) 3 % Leopard 2 (data card FRG-IB)
vs. (Soviet) 4 X T-64B (data card USSR-IB).
C. (NATO) 4 x Leopard 1A4 (data card
FRG-1A) vs. (Soviet) 4 X T-72MI (data card
USSR-2A).
D. (NATO) 8 x MIA2 (data card USA-8A) vs.
(Soviet) 11 x T-80A (data card USSR-1A).
24 STEP FOUR: A player on each side com-
petitively rolls a die, repeating to break ties. The
side with the high roll then picks a side (1" or
‘4”) of the mapboard on which to setup, the
opposition getting the opposite side.
2.5 STEP FIVE: Another competitive die roll is
made, The side with the low roll then sets up its
units in any desired manner within 4 hexes (in-
clusive of the unit’s hex and the partial hexes along
the mapboard edge) of their mapboard side. Place
only one combat unit (with a turret unit stacked
on top of it) per hex. After this, the other side’s
units are setup with the same restrictions within
4 hexes of the opposite side of the mapboard.

[3.0] THE BASIC GAME SEQUENCE
OF PLAY

The game starts after all setup and preparation is
completed. During a game, each side will use its
forces to attempt to defeat the opposing forces.
A pame is played in “‘Turns’’. Each Turn is
divided into five ‘‘Phases’’, which may be fur-
ther divided into “‘Steps’’, which are performed
in the exact order listed below. For the Basic Game
Scenario, this sequence is repeated for 10 Turns,
after which the game is finished and victory de-
termined.

3.1 THE INITIATIVE PHASE: A competitive
die roll is used to determine the current Turn's
initiative.

3.2 THE COMMAND PHASE: Consider both
steps to be simultaneous.

3.2.1 THE SIGHTING STEP: The players
determine which enemy units are “‘sighted”.

3.2.2 THE MARK ORDERS STEP: The
players give their combat units their orders by
placing command markers.

3.3 THE FIRE PHASE:

3.3.1 THE DIRECT FIRE STEP: Consider to
be simultaneous. Announce and resolve shots by
all combat units with F (FIRE) and FM
(FIRE/MOVE) orders. Mark units with spotted
(FIRED) markers as they shoot.

3.3.2 THE ATGM ANNOUNCEMENT STEP:
Announce shots by all combat units with ATGM
(FIRE MISSILE) orders. Each shot must have a
specific target unit, which should also be
announced (make notes to aid memory, if neces-
sary). Mark units with spotted (FIRED) markers
as they shoot.

3.3.3 THE OVERWATCH FIRE STEP: Con-
sider to be simultaneous. Units with OW (OVER-
WATCH) orders may be fired at enemy units that
were fired during the Direct Fire and ATGM An-
nouncement Steps. Mark units with spotted
(FIRED) markers as they shoot.
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3.4 THE MOVEMENT PHASE:

3.4.1 THE MOVEMENT STEP: All units with
M (MOVE) and FM (FIRE/MOVE) orders are
moved. While one side’s units are being moved,
the other side watches the path of each moving
unit to determine if overwatch fire can be trig-
gered, and, if so, it is resolved. Mark overwatch-
ing units with spotted (FIRED) markers as they
shoot, and moving units with spotted (MOVED)
markers as they are moved. NOTE: Replace spot-
ted (FIRED) with spotted (MOVED) markers on
units that are already marked with the former.

3.4.2 THE ATGM RESOLUTION STEP: Con-
sider to be simultaneous. Resolve all shots by sur-
viving combat units that announced fire during the
ATGM Announcement Step. Adjust units in the
same hex with an enemy unit after all movement
and firing is complete.

3.5 THE ADJUSTMENT PHASE:

3.5.1 THE PIVOT STEP: Eligible combat units
can be pivoted.

3.5.2 THE ADJUST TURRETS STEP: The
players may now turn movable turret units, and
flip over any turret units the players wish to change
from their buttoned to open side or vice-versa.
3.5.3 THE ADJUST MARKERS STEP: Then,
all appropriate markers are adjusted or removed
from the mapboard.

3.5.4 THE END TURN STEP: Advance the in-
itiative marker to the next box on the TURN
RECORD TRACK. A winner is determined if the
final Turn of the game is completed.

[40] GENERAL BASIC GAME
PROCEDURES AND RULES

These rules all play a part in more than one phase
or step during a Tumn, so it is convenient to group
them here.

4.1 CONTROLLING PLAYER DEFINITION:
Players always perform all actions and dice rolls
for the units they command. Thus, a player is
always the *‘controlling player’” for his own units.

4.2 READING THE DICE: When only one die
is rolled, read ‘‘0'" as a ““10"". When both are
rolled together, read in the order *‘white die—
colored die'” to produce a number from ‘01"’ to
00" (**00’'=*'100""). For example, ifa ‘5" is
rolled on the white die and a **3"' is rolled on the
colored die, this is read as ''53"".

4.3 BASIC GAME STACKING: Combat units
may pass through hexes containing other combat
units, even opposing ones (a 100 meter hex is a
large area), but, for the Basic Game, no more than
one combat unit may finish movement in the same
hex unless forced to do so by combat damage. Of
course, the turret units may also be present,
stacked on their combat units.

4.4 UNIT FACING: The *‘fronts’” of all com-
bat units are the 7ops of the units’ pictures shown
on their data cards. The front for turret units is
shown in 1.2.2. Combat and turret units must at
all times be facing towards definite hexsides, not
towards the angle of a hex. Be very careful with
the placement of the units with regard to their
facing, so that no chances for confusion exist.

4.4.1: Except during reverse moves, a combat
unit must always be moved with the front of the
unit facing towards the direction of movement.
During reverse moves, the unit is moved in exactly
the reverse of the unit’s facing.

4.4.2: Vehicle combat units with movable turret
units (all those in the Basic Game), may face the
turret units in a different direction from the front
of their combat unit.



CORRECT
FACING A HEXSIDE

INCORRECT
FACING A HEX ANGLE

Combar Unit Turret Unit

4.5 MARKER USE AND FACING: Markers
are placed on or near a combat unit to display in-
formation about that combat unit. Some markers
have different information on different faces of
the counter, and must be further identified.

4.5.1: The information used is always that which
is on the face that matches the *‘front”’ of the com-
bar unit with which it is placed. For example, the
facing of the spotted marker placed with the M60
combat unit in the following examples is used to
show different information with the same marker.
The side and facing determine what information
a marker displays in any situation.

A spotted (MOVED)
marker

This M60 unit is marked to

show it can be spotted

because it moved.

Maoved
g 1048
. v paild

A spotted (FIRED)
marker

This M60 unit is marked to

show it can be sported

because it fired.

Fired
SPOT
paAo

4.5.2: For smoke markers (not used in the Basic
Game) which are not necessarily placed with a
combat unit, read the face matching mapboard
direction **1"".

4.5.3: The faces of a marker are always identi-
fied in these rules by being written in all capital
letters (ie., “ON', “"OFF", “ATGM", etc.).
Marker abbreviation explanations are shown on
the Information Card.

4.5.4: For command markers, of which there are
two—'‘move'’ command markers and *‘fire’
command markers—the faces are referred to as
“‘orders’’, When turned over, command markers
should be flipped over sideways so that the proper
order faces in the same direction as the combat
unit with which it is placed.

4.6 MAPBOARD SIDES—PARTIAL HEXES:
The partial hexes along the mapboard sides may
be used normally. Units facing off the side and
moving that way exit the mapboard.

4.7 RANGES: ‘“‘Range’’ is the distance from one
hex to another, and is always expressed as a
number of hexes.

4.7.1 RANGE IN HEXES: Range in hexes is
determined by counting the number of hexes from
one hex to another hex by the shortest possible
route. The starting hex is not included when
determining range. For example, below is shown
a range of four hexes.

STARTING HEX ENDING HEX

4.7.2 MAXIMUM AND MINIMUM RANGES:
All weapons have a ‘*‘maximum range’’ beyond
which cannot be fired. The maximum range of a
weapon is found on a unit’s data card in the last
sub-column of the ‘‘Range in Hexes’’ column in
its FIRING INFORMATION section that contains
a number, For example, on the T-80A (data card
USSR-1A), the 125mm main gun has a maximum
range of 40 hexes with APFSDS ammunition and
32 hexes with HEAT ammunition. Some weapons
also have a *‘minimum range’’ (the projectile has
to travel a certain distance before it is armed), and
cannot be fired at targets at these short ranges.
These minimum ranges also lack numbers. For
example, the Songster ATGM on the T-80A4 has
a minimum range of 2 hexes. Targets at a range
of one hex cannot be hit with a Songster.

4.8 CONTROL/OBJECTIVE HEXES: Objec-
tive hexes are given in the various scenarios that
are geographical points worth victory points
towards determining the game's winner. In the
Basic Game Scenario, the objective hexes are the
stone building hexes. A side controls an objec-
tive hex if one (or more) of their ground combat
units was the last to occupy or pass through the
hex. Normally, keeping up with who controls what
is fairly straightforward, but, as a aid to memory,
control markers with the appropriate side up can
be placed in objective hexes to show control and/or
notes can be kept.

[5.0] INITIATIVE

5.1 DETERMINING INITIATIVE: During the
Initiative Phase, a player on each side rolls one
die to determine the initiative. Roll again to break
ties. The winning side has the choice whether to
go first or second during the current Turn.

5.2 RECORDING INITIATIVE: When the
choice is made, flip the initiative marker in its box
on the TURN RECORD TRACK to show which
side goes first.

5.3 HOW INITIATIVE WORKS: The side
going first during each Turn always performs its
actions first during every phase and step.
However, when the actions are *‘considered to be
simultaneous’’ (ie., in the Direct Fire and Over-
watch Fire Steps), any combat results are ignored
until the entire step is completed by borh sides.
For example, during the Direct Fire Step, the first
side resolves all of its firing before the second side
resolves any of its firing, but any second side units
with FIRE or FIRE/MOVE orders that are hit may
ignore their damages until they have had their
chance to fire. Also, ignore the smoke from burning
wrecks caused during the same '‘simultaneous’’ step.

[6.0] THE BASIC GAME
COMMAND PHASE

The Command Phase is used to prepare for later
phases.

6.1 THE BASIC GAME SIGHTING STEP:
Even though the players can see the counters on
the mapboard, this does not necessarily mean that
the combat units can *“see” each other. Before a
combat unit can be used to fire at a target, that
target must be “‘seen’ by the firing unit under the
rules of the game. Obviously, it makes no sense
to give FIRE orders to a combat unit that cannot
“see’’ any enemy unit. Determining what can be
“seen” during the Sighting Step makes possible
marking FIRE, FIRE MISSILE and FIRE/MOVE
orders during the Mark Orders Step. This same
procedure is also followed when an OVERWATCH
order is used to fire and when missile fire is
resolved during the ATGM Resolution Step, To
determine if one unit can “‘see” another, use the
following rules:

6.1.1 SIGHTING DIRECTIONS: A single
ground combat unit can “see” in all directions (360
degrees), not just the direction in which its front
faces.

6.1.2 NUMBER OF SIGHTINGS: A single
combat unit may be used to “sight” any, and all,
enemy units that can be “seen” from its hex.
6.1.3 BASIC GAME SIGHTING RANGES:
The maximum range at which ‘‘sighting’ is
normally possible is shown on the SIGHTING
RANGES CHART on the Game Card.

6.1.3.1: For the Basic Game, it is always con-
sidered to be “*Day"’, so find the ““Day’’ section
in the ‘“‘Conditions'" (left hand) column.

6.1.3.2: Move to the ‘‘Sighting Unit’’ column and
select the line of the *‘Day’’ section that matches
the side (buttoned or open) of the turret unit on
the combat unit being used for “‘sighting’”’,

6.1.3.3: Follow that line across the chart until the
column describing the terrain in the target hex is
found, If the terrain in a hex is mixed (ie., a stream
hex with scrub), use the terrain type found in the
column farthest to the right on the chart.

6.1.3.4: Find the proper sub-column that
describes the enemy unit in the target hex. In the
Basic Game, all units are vehicles, so the **“VH"’
(vehicle) sub-column is chosen. In more advanced
versions of the game, the other sub-columns are
also used, but not needed here. The number found
is the maximum range at which the unit in the
target hex can be seen. For example, a vehicle in
a scrub hex can be seen from up 1o a 7 hex range
by a combat unit with an open turret unit and up
to a 10 hex range by one with a buttoned turret
unit,

6.1.3.5: Moving and firing units are easier to see
than those doing nothing. Therefore, the ranges
found in the SIGHTING RANGES CHART are
doubled for target units marked with a spotted
(MOVED) marker, and can be any range for units
marked with a spotted (FIRED) marker.

6.1.4 BASIC GAME LINES OF SIGHT: A
“‘line of sight’” is a straight line between two
hexes. If a line of sight is ‘‘blocked’’ by some
higher obstacle located berween the hexes (not in-
cluding the two hexes themselves—units may al-
ways fire into an adjacent hex in the Basic Game),
a combat unit in one of the hexes cannot ‘‘see’’
the target hex or any units located in it, even if
located within sighting range. If a line of sight to
a potential target hex may be blocked by an ob-
stacle, check by running a straight edge (ruler,
taut string, edge of a card, etc.) from the sighting
dot in the hex containing the sighting unit to the
sighting dot in the target hex.

6.1.4.1: A hex containing blocking terrain can
block a line of sight even if the line of sight passes
through only a small fraction of the hex. In all
cases, if a hex can block a line of sight, a line of
sight that runs exactly along one of its hexsides
also blocks the line of sight.



6.1.4.2: To assign a numerical value, consider
hexes that are not hill or depression hexes to be
0" in height.

6.1.4.3: For the Basic Game, ignore the number
of contour lines in a hill hex and treat al hill hexes
as being of equal (**+1"") height. Unless both
hexes being checked are hill hexes, an interven-
ing hill hex blocks a line of sight.

6.1.4.4: Depressions are the lowest ground on the
mapboard (*‘—1"" height). Intervening hexes of
any kind except other depression hexes block a
line of sight unless one of the hexes being checked
is a hill hex. In that case, the line of sight can be
blocked only by an intervening hill, woods or
building hex.

6.1.4.5: For the Basic Game, all woods and build-
ing hexes are higher (“*+2" heights) than any
other (including hill) hexes. An intervening woods
or building hex always blocks a line of sight.
6.1.4.6: Ground combat units are considered to
be at the same height as the hexes they occupy,
except in woods and building hexes, where the
units are considered to be at the ‘*‘ground level™
of the hex, not in the tree or building tops.
6.1.4.7: Combat units (friendly or enemy) never
block lines of sight.

6.2 THE BASIC GAME MARK ORDERS
STEP: During this step, a command marker is
placed near each combat unit, using the marker's
facings to show the current Turn's orders for each
combat unit.

6.2.1: Place these markers with their blank side
showing, so that an opponent will not know what
orders have been given.

6.2.2: Each order allows a combat unit to be used
to perform only certain actions during certain
phases or steps. When the time comes to carry
out the orders, a player may, if desired, decline
to do so. For example, if desired, a player may
decline to shoot a unit with FIRE orders marked.
In other cases the damage or destruction of a unit
may make following the marked orders impos-
sible. Until a player reveals an order to perform
some action (ie., movement or firing), the com-
mand marker can remain with its blank side up.
If fired at (where the order can modify the hit
number), before the order is revealed, the target
unit’s controlling player tells only what modifier
applies or does not, (see 7.4.2.2) without reveal-
ing the exacr order.

6.2.3: Units may not be given orders that cannot
be performed, For example, a unit that is damaged
and unable to move may not be given orders to
move (MOVE or FIRE/MOVE orders in the Basic
Game).

6.2.4: Orders that cen be used in the Basic Game
are as follows:

ATGM: FIRE (ANTI-TANK GUIDED)
MISSILE. Found only on the ““fire’” (red dot)
command marker. Only missiles can be fired
with this order. Since these missiles travel
rather slowly compared to shells from guns,
this order is used to allow the combat unit to
announce a shot at a “*seen’’ enemy unit dur-
ing the ATGM Announcement Step, and then
(if the firing unit survives) to resolve that shot
during the ATGM Resolution Step.

F: FIRE. Found only on the ‘‘fire’” (red dot)
command marker. Only guns can be fired with
this order. Use to allow a combat unit to shoot
ata “‘seen’’ enemy unit during the Direct Fire
Step.

FM: FIRE/MOVE., Found only on the
“‘move’” (black dot) command marker. Only
guns can be fired with this order. Use to allow
a combat unit to shoot at a **seen’’ enemy unit
during the Direct Fire Step, and then to move

(at half speed) during the Movement Phase.
M: MOVE. Found only on the ‘‘move’
(black dot) command marker. Use to allow a
combat unit to move (at full speed) during the
Movement Phase.

OW: OVERWATCH. Found on beth com-
mand markers. In the Basic Game, only main
guns can be fired with this order. Use during
the Overwatch Fire Step to allow the combat
unit to shoot at enemy units that were fired dur-
ing the Direct Fire Step or to shoot at an ene-
my unit as it is moved during the Movement
Phase.

[70] BASIC GAME FIRING

These rules apply during any phases and steps dur-
ing which units can be used to shoot and/or resolve
fire.

7.1 BASIC GAME FIRING SEQUENCE AND
GENERAL RULES: Only main guns (‘‘MnGn"")
and anti-tank guided missile (ATGM) weapons are
used with the Basic Game Rules. All of these
weapons are defined to be ““AP point effect
weapons''; that is, they fire armor-piercing projec-
tiles at specific target units.

7.1.1: Fire in the order described in the Sequence
of Play (see 3.0). All combat units with FIRE (F)
and FIRE/MOVE (FM) orders may “‘shoot’” and
have their fire resolved during the Direct Fire
Step, followed by missile firing by units with FIRE
MISSILE (ATGM) orders during the ATGM An-
nouncement Step (note firing and target units).
Then, any combat units with OVERWATCH (OW)
orders may shoot at enemy combat units that were
fired during the Direct Fire or ATGM Announce-
ment Steps and have their fire resolved during the
Overwatch Fire Step (this, in turn, may trigger
more overwatch fire). During the Movement Step,
units with OVERWATCH (OW) orders that did
not fire during the Overwatch Fire Step may be
fired at moving enemy units (this, in turn, may
trigger more overwatch fire). Finally, the missile
shots announced during the ATGM Announcement
Step are resolved during the ATGM Resolution Step.
7.1.2: Shooting in each step is resolved from the
positions and facings the combat units occupy at
the time the firing is resolved. “*Sighting"’ is also
determined at the time firing is resolved—the
terrain currently occuppied by the target unit and
the type (if any) of spotted marker currently placed
with it determine the maximum sighting range.
Within these restrictions, the controlling player
may fire his units in any desired order.

7.1.3: Each shot is resolved separately.

7.1.4: Immediately mark all units that fire with
a spotted (FIRE) marker. For anti-tank guided
missiles, this is done during the ATGM An-
nouncement Step when missiles are fired.

7.1.5: Each ground combat unit may be fired only
once per Turn.

7.2 BASIC GAME ABILITY TO FIRE: To fire
at a target, the target unit must be *‘seen’’, be in
range (see 4.7) of the weapon fired, and fall within
the firing unit’s firing arc.

7.2.1 FIRING ARCS: Only *‘turret firing arcs™
are used in the Basic Game.

7.2.1.1: If necessary, check sighting (see 6.1) to
make sure a target is ‘‘seen’’. Then, check to make
sure that the target falls within the firing unit’s
““firing arc™’. No fire may be directed at any hex
falling outside this arc. A unit must be ‘‘seen’’
and also fall within a firing unit’s firing arc in
order to be a legal target for fire.

7.2.1.2: A firing arc depends on the facing of the
firing unit’s turret unit (since all of the Basic Game
weapons are mounted in turrets—other weapons
used in advanced versions of the rules often
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depend on the facing of the combat unit itself).
A turret firing arc includes all hexes and partial
hexes in a 60 degree arc out to the limits of the
weapon’s range. Any hex or partial hex within a
firing arc is a possible target hex.

SHADED HEXES FALL WITHIN THIS 60 DEGREE
TURRET FIRING ARC

7.2.2 BASIC GAME FIRING MISSILES AT
MOVING TARGETS: A missile fired during the
ATGM Announcement Step (at a ‘‘seen’” target
within the firing arc), may, because the target
moved during the Movement Step or because the
unit that fired the missile has been destroyed, no
Ionger be able to hit the target during the ATGM
Resolution Step.

7.2.2.1: If the firing unit is destroyed (knocked
out or brewed up) prior to the ATGM Resolution
Step, the fire for the missile is not resolved (ie.,
the shot is an automatic ‘‘miss’").

7.2.2.2: The shot is resolved afier the target unit
has moved, and resolution is based on the target's
location then. If the target unit has been moved
so that the line of sight to it is blocked or it is no
longer in sighting or missile range during the
ATGM Resolution Step, the fire for the missile
is not resolved (ie., the shot is an automatic
‘‘miss’"). However, the missile is *‘guided”’, so
if the target unit has been moved so that it no
longer falls within the firing unit’s firing arc, the
shot can still hit the target and be resolved.
7.3 ANNOUNCING FIRE: After determining
that fire is possible, the shot is announced and/or
resolved. Note that missiles are fired during one
step and resolved during a later step.

7.3.1: The firing player flips the firing combat
unit’s command marker over to demonstrate that
the order is correct, and announces the target.

7.3.2: The firing player may announce and
resolve his shots one at a time in any desired order,
but all units that are to fire at the same enemy unit
in the same hex during the same step must be
declared before any of the shots are resolved. No
additional units may then fire at that same enemy
unit in that same hex (that unit can be fired at when
it enters another hex, or another unit could be fired
at in the same hex) during that step. If the enemy
unit is knocked out before all the announced units
have resolved their fire, the other units are still
considered to have fired at the knocked out unit
(ie., their fire is wasted). They may not switch
their fire to a different target unit.

7.4 BASIC GAME FIRING PROCEDURE:
Follow this procedure for each combat unit that
fires an AP point effect weapon:

7.4.1 FINDING THE AP FACTOR: Look on
the firing unit’s data card to find the following
information:

7.4.1.1: Find the portion of the FIRING INFOR-

MATION section with the name of the weapon
being fired in the (‘‘“Weapon'’) column. For



example, on the T-80A data card (USSR-14), find
the *'125mm'’ portion if firing the gun (using
FIRE, FIRE/MOVE or OVERWATCH orders), or
find the "‘Songster’’ portion if firing the missile
(using a FIRE MISSILE order).

7.4.1.2: Many weapons have multiple types of
ammunition available, listed in the “Type Ammo
Fired'’ column. For example, the T-80A data card
shows "APFSDS'', “"HEAT"’, and ‘“GP'’ (not
used in the Basic Game) ammunition for its 125mm
gun. Ammunition types that are useful against
armored vehicle targets (and which are all that are
used in the Basic Game) are divided into two
categories, Kinetic Energy ‘“*KE'’ and Chemical
Energy ‘‘CE"’ shells, which initials are given in
parenthesis below the ammunition name. Select
any desired ammunition type (**CE"’ or “‘KE"’")
to be used for the weapon, announce this choice,
and find the “‘AP’’" (for ‘‘AP Factor’’) line next
to it in the ““FAC"" column.

7.4.1.3: Count the range in hexes from the firing
unit to the target hex. Find the range in the ‘‘Range
in Hexes’’ sub-columns that corresponds. Cross-
grid the range column with the **AP’’ line for the
ammunition type being used to find the AP factor.
For example, on the T-80A data card, if the
I25mm gun is fired and the range is ‘14"’ (use
the “'13-16’" range column), the AP factor for
APFSDS ammunition is ‘14" If HEAT ammuni-
tion is fired instead, the AP factor is "'11°".

7.4.2 THE BASIC GAME AP POINT EFFECT
MODIFIERS: The AP Point Effect Modifiers are
now checked to determine their effect, if any.
There are four types of AP Point Effect Modifiers
used with the Basic Game Rules (see 7.4.2.1—
7.4.2.4, below). These modifiers are listed in the
AP POINT EFFECT MODIFIERS section of the
Game Card and used where applicable. All of
these modifiers are cumulative, and together con-
stitute the *‘net modifier’’. For example, if the tar-
get is in a scrub hex (*‘—2"'), and there is also
a movement modifier of **—4"’, the net modifier
is "—6""

7.4.2.1 THE AP POINT EFFECT TERRAIN
MODIFIERS: Each of the terrain types that
causes a modifier is listed with its modifier. Only
the terrain in the hex containing the target unit
affects the firing; the terrain in the hex contain-
ing the firing unit has no effect on the shot. For
example, a target unit is located in a rough terrain
hex. The AP Point Effect Target Terrain Modifier
Jor a rough hex is ""—4"".

7.4.2.2 THE AP POINT EFFECT MOVE-
MENT MODIFIERS: Use the small chart headed
‘“Movement Modifiers’’ on the Game Card. If the
target unit has MOVE, MOVE/FIRE, or OVER-
RUN (see Advanced Game) orders, it is con-
sidered to be ‘*moving’* (“*‘MV""), If the firing
unit has MOVE/FIRE orders, it is considered to
be moving. For all other orders, the units are con-
sidered to be ‘‘non-moving’’ (**NM"’). The left
hand column shows the line that applies to the
firing unit. The **Stab."’ (“*gun stabilization’") for
guns or “*Class’" (‘‘missile guidance class'’) for
missiles is found on the firing unit’s data card,
in the *“Weapons”’ column of the FIRING INFOR-
MATION, with their gun or missile identifiers.
Crossgrid the situation of the firing unit with the
situation of the target unit to find the modifier.
For example, if a T-804 (which has ‘‘Stab. 2"')
unit with MOVE/FIRE orders fires its 125mm main
gun at a target unit with MOVE orders, the AP
Point Effect Movement Modifier is ''=35.

7.4.2.3 THE AP POINT EFFECT GENERAL
MODIFIERS: These modifiers require some in-
dividual explanations. Only the modifiers used in
the Basic Game are discussed here.

7.4.2.3.1 Acquisition/Turn Bonus: A ‘““+2"

modifier is received for each consecutive Turn that
the same firing unit hits the same target unit. For
example, Soviet combat unit *'101"' hit American
unit ‘105" on Turn Two. Unit *'101"" gets a
“+2* modifier if it fires at unit *‘105"' again on
Turn Three. If, hits were scored on Turns Two and
Three, and ‘101" again fires at “'105"° on Turn
Four, the modifier is “*+4"’. If necessary, keep
notes to remember who hit what during each Turn.

7.4.2.3.2 Target Vehicle Size: The ‘‘size’” of a
target vehicle unit is given on the target vehicle’s
data card (see the TARGET INFORMATION sec-
tion) and provides this modifier. For example, the
size modifier for shooting at a T-804 is “*—1""
7.4.2.3.3 Through Brew Up Smoke: A “‘—5""
modifier applies if a shot’s line of sight leaves,
enters or passes through a hex or the hexside of
a hex(es) containing a brewed up wreck marker,
The modifier applies for each such hex that is
encountered. NOTE: If a line of sight passes
exactly down an hexside berween two brewed up
wreck hexes, this counts as only one hex passed
through.

7.4.2.4 THE AP POINT EFFECT OVER-
WATCH MODIFIERS: When a unit with
OVERWATCH orders is fired, a *‘—2"' modifi-
er applies if the target unit is not moving (ie., the
target unit has CLOSE ASSAULT, FIRE, FIRE
MISSILE, or OVERWATCH orders), and a
**—5"" modifier applies if the target unit is mov-
ing (ie., the target unit has FIRE/MOVE, MOVE
or OVERRUN orders).

7.4.3 FINDING THE AP POINT EFFECT
HIT NUMBER: Now, look on the AP POINT
EFFECT HIT CHART on the Game Card. Cross-
grid the column containing the AP factor (found
in 7.4.1) with the line showing the appropriate
“‘Net Mod"’ (*‘net modifier’’) found in 7.4.2, The
number found is the *‘hit number*’, For example,
if the AP factor is ‘14" and the net modifier is
““—3", the hit number is ‘56"

7.4.4 DETERMINING THE NUMBER OF
HITS FOR AP POINT EFFECT WEAPONS:
The following steps determine if one or more hits
have been made on the target unit. The rate-of-
fire (‘*‘MAX ROF"") for all weapons is listed on
the data cards in a column of the weapon's sec-
tion of the FIRING INFORMATION. Regardless
of the number of shots fired, all shots from the
same weapon must be fired at the same target unit
and must use the same ammunition. In the Basic
Game, the maximum rate-of-fire number is always
used.

7.4.4.1 ONE SHOT FIRED: If only one shot
was fired, roll both dice. If the number rolled
equals or is less than the hit number, one hit has
been made. If the number rolled exceeds the hit
number, the shot missed.

7.4.4.2 TWO TO FIVE SHOTS FIRED: If
more than one shot has been fired, the AP POINT
EFFECT NUMBER OF HITS TABLE on the
Game Card is used to determine the number of
hits.

7.4.4.2.1: Find the line containing the hit number
in the left hand column of the table. Cross-
reference the hit number line with the column that
describes the number of shots fired (ic., the
“*ROF’’ or rate-of-fire).

7.4.4.2.2: Roll both dice. If the hit number is
exceeded by the dice roll, all shots missed. If the
number rolled equals or is less than the hit number,
one or more hits have been made. The number
of hits scored is found at the top of the sub-column
in whose range of numbers the dice roll falls. For
example, the hit number is ''65'", and the rate-
of-fire is *'4"’. The numbers listed in the table are
10" in the ‘4"’ sub-column, 20" in the ‘3"’
sub-column, "29" in the 2"’ sub-column and
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"H" in the ''1"’ sub-column. This means that if
the number rolled is from “'01-10""—four hits have
been made, from *'11-20""—three hits have been
made, from *‘21-29"'—two hits have been made,
and from "'30-H"'—(""H"' =hit number) one hit
has been made.

7.4.5 AP POINT EFFECT HIT LOCATIONS:
If one or more hits have been made, the HIT
LOCATION CHARTS on the target unit's data
card must be checked to see where each hit has
impacted on the target vehicle unit.

7.4.5.1 HIT ANGLE DETERMINATION: The
orientation of the target unit to the firing unit is
used to determine the *‘hit angle’’. The follow-
ing diagram shows the hit angles, using the target
unit’s front facing for orientation:

7.4.5.2 HIT LOCATION PROCEDURE: A hit
will impact at some specific location on the target
unit.

7.4.5.2.1: The hit angle (Front, Front-Side, Rear-
Side or Rear) determines the proper line to be used
on the chart, If the line-of-fire runs exactly down
a line dividing two angles, the player controlling
the target unit determines which of the two angles
to utilize. These angles are listed on the left side
of the table, in the **Angle of Hit"’ column,

7.4,5.2.2: Once the proper line has been found,
both dice are rolled for each hit. Compare the
number rolled to the ranges of numbers listed on
that line. Once the range of numbers including the
number rolled is found, go up to the top of that
column to find the individual hit location. For
example, if the angle is "‘Front’’ and a *‘16"’ is
rolled, the hit is on the "'TF"" (*‘Turret Front”’).
For the Basic Game, ignore the fact that a furret
unit may be facing in a different direction from
its combat unit.

7.4.5.2.3: If the hit was from *‘falling shot’’, (i.e.
the firing unit is in a higher hex than the target
unit's hex), the “TTG" and “"HDG'' columns
must be checked to determine if either of these
two locations have been hit. If the dice roll falls
within the range of numbers listed for the ““TTG"
or *“HDG’’ locations, that location has been hit,
and it supersedes the original hit location. For
example, if, for a falling shot from the *"Front"
angle, a ‘41" is rolled, this would be an “"HD"
(“‘Hull Deck'’) hit instead of an “"HF'" (*"Hull
Front'') hit. When such a hit is scored, consider
it to be from an ‘*Above’’ angle when consulting
the target unit’s ARMOR CHARTS (see 7.4.6).

7.4.5.3 TRACK AND MAIN GUN HITS: If the
hit location is the ““TK’" (“‘track’’) or ‘‘GN”’
(*‘Main Gun’"), these hits cause automatic
damage. For these hits, skip rules 7.4.6 and 7.4.7,
the damage has already been determined.

7.4.5.3.1: A vehicle unit with a track hit may not
be moved or pivoted for the rest of the game.
7.4.5.3.2: A vehicle unit with a main gun hit may
no longer use its main gun to fire for the rest of
the game. For units without a main gun or which
already have a main gun hit, treat a main gun hit
as a ‘‘miss’’.

7.4.5.3.3: Make a note of units with track and
main gun hits as a memory aid, if necessary.



7.4.6 DETERMINING ARMOR PENETRA-
TION: The ARMOR CHARTS on the target
unit’s data card are now checked to determine if
the shot ‘‘penetrated’’.

7.4.6.1: Select the section of the ARMOR
CHARTS that shows the type of ammunition that
was fired (“KE" or “‘CE"" in the **Ammo Used"’
column—in many vehicles both use the same
section).

7.4.6.2: The chart is divided into three lines
(identified in the **Elevation’’ column). *‘Level’
(the firing and target units are at the same height),
““Rising’’ (the target unit is higher than the firing
unit), and ‘‘Falling'” (the firing unit is higher than
the target unit). Listed across the top of the chart
are the firing angles, with sub-columns for various
hit locations.

7.4.6.3: The proper angle/hit location sub-column
is cross-referenced with the proper elevation line
to find a number that shows the “‘armor basis"’
(armor thickness adjusted for armor composition
and shot angle) at that location/elevation. For
example, “'KE"’ ammunition from a firing unit at
the same elevation level has hit a T-80A on the
“TF’ from a ''Front’’ angle. On the T-804 data
card, ‘“‘KE'' section of the ARMOR CHART,
cross-gridding the “'Level "’ line with the *‘Front—
Rear/TF’’ sub-column shows an armor basis of
g5

7.4.6.4: On the firing unit’s data card FIRING
INFORMATION, just under the AP factor used
for the shot is its ‘‘penetration factor’’ (on the line
headed *‘PY"’ in the “‘FAC"’ column). The
penetration factor in the column of the range of
the shot shows how much armor basis that type
of ammunition can penetrate at that range. For
example, when firing APFSDS ammunition from
a T-80A4's 125mm gun at a target at 14 hexes
range, the penetration factor is ‘80"

7.4.6.5: If the penetration factor that was found
on the firing unit's data card equals or exceeds
the armor basis found on the target unit’s data
card, a penetration has been made. If not, no
penetration has been made, the shot does no
damage and no further steps are taken for that hit.
7.4.7 AP POINT EFFECT DAMAGE AND
EFFECTS: If a shot does penetrate, the **Vehicle
Damage From Hit" column of the FIRING IN-
FORMATION on the firing unit’s data card is
checked to find the amount of damage caused by
the penetrating hit. Roll both dice, and, looking
on the line containing the ammunition that was
fired, find the range of numbers into which the
number rolled falls. Go to the top of that sub-
column to find what damage was caused. For
example, if the 125mm gun firing APFSDS
ammunition was used for the penetrating hit, and
a ‘54" (falls in the range of numbers “‘14—74"")
is rolled on the dice, the damage done is “'KNK
OUT"’’. The effects of the damage are as follows:

7.4.7.1 NO DAMAGE (““NO DAM?**): The shell
was a dud or for some other reason failed to do
any appreciable damage. No effects are applied.

7.4.7.2 COMPARTMENT HIT (‘‘CMP
HIT’*): The vehicle unit is badly damaged, but
not totally destroyed. Any vehicle unit with com-
partment damage that receives a second compart-
ment hit, of either type, is considered to be
knocked out instead (see 7.4.7.3 for effects).
Certain vehicle units (none in the Basic Game) are
knocked out by a single compartment hit—this is
printed in the NOTES section of those unit's data
cards. Make a note of units with compartment hits
as a memory aid. Compartment hits are of two
types:

7.4.7.2.1 Turret Compartment Hit: If the hit
location (see 7.4.5.2) was on the turret (*‘TF"’,
“T8', “TR", ““TTG" or ““TTA" hit locations),

the compartment hit is a *‘turret compartment hit’’.
The vehicle unit may still move, but may not fire
any weapons located in the turret—any weapons
located there and/or their mechanisms have been
destroyed. All weapons used in the Basic Game
are in or on the turret.

7.4.7.2.2 Hull Compartment Hit: If the hit
location was on the hull (‘‘HF"*, **“HS"’, “HR"",
““HDG’’ or ““HDA’" hit locations), the compart-
ment hit is an *‘hull compartment hit’’, The vehicle
unit may still fire its turret weapons, but may no
longer move or pivot—the engine or transmission
has been destroyed. Any weapons located in the
hull can no longer be fired (does not apply in the
Basic Game). The vehicle’s turret unit, if any, may
still be adjusted, but the turret turn rate is auto-
matically reduced to **1”".

7.4.7.3 KNOCKED OUT (*KNK OUT”"): The
vehicle unit is totally destroyed. Remove the
vehicle unit from the mapboard and replace it with
a non-burning wreck marker, Never place more
than one wreck marker in a single hex, no matter
how many vehicle units are knocked out in that
hex.

7.4.7.4 BREWED-UP (“BRW UP”): The
vehicle unit has suffered a catastrophic hit, blown
up, and caught fire. Remove the vehicle unit from
the mapboard and replace it with a burning wreck
marker, Never place more than one wreck marker
(of either type) in a single hex, no matter how
many vehicle units are knocked out and/or brewed
up in that hex. If any vehicle unit has been brewed
up in a hex, the one wreck marker there should
be a burning wreck marker,

7.4.8 AP POINT EFFECT DIRECT FIRE
EXAMPLE:

Situation: An open T-72M1 (data card USSR-24)
#105 is firing ar Leopard 1A4 (data card FRG-14)
#110, located in a woods hex at an unblocked
range of ‘5’ hexes. Both units are at the same
height, and both have FIRE orders. T-72Ml
#105°s fire is resolved as follows:

Ability To Fire: There is no blocking terrain. The
Leopard 1A4 is within sighting range, as "'5"" is
the maximum range into woods terrain sighted
from an “‘apen’’ unit (see the SIGHTING RANGES
CHART on the Game Card), and is within the T-72
turret's firing are.

Determining A Hit: The Sovier player elects to
fire APFSDS (“KE"') ammunition from his 125mm
main gun, and the AP factor for this at a range
of 5" is 18", The AP Point Effect Modifiers
are now checked for any effect. The terrain modi-
fleris “—6"' for a woods hex, the movement modi-
fieris 0"’ (neither the firing nor the target unit
has orders to move), and the general modifier is
““Q"" (the Leopard'’s size is ‘0", and no others
apply). The cumulative modifier is therefore
““—=6"", Under the ‘'18" column of the AP POINT
EFFECT HIT CHART on the Game Card the
““—@"" line is crossgridded. The hit number is
59", The Soviet player rolls ‘06", so at least
one hit has been made on Leopard 144 #110.
Since the T-72M1 's rate-of-fire is ‘1", only one
hit is possible, and was made.

Hit Location and Damage: The Soviet player now
rolls for hit location, using the HIT LOCATION
CHARTS on the target's data card FRG-1A. The
target angle is *‘Front’' and a roll of *25"" gives
a hit location of ““TF"' (*‘Turret Front'’). Check-
ing the ARMOR CHARTS on the target s data card
(“Level’” cross-gridded with the ‘‘Front—
Rear/'TF"' sub-column), the armor basis is **58"".
Since the Soviet's gun has a penetration value of
“‘88"' at range *'5"’, the shot easily penetrates.
The Soviet player then rolis for damage, and a
“‘60"" yields a knock out. Replace the Leopard unit
with a non-burning wreck marker.
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7.5 TRIGGERING OVERWATCH FIRE:
Overwatch fire can be ‘‘triggered’’ by enemy fire
or by enemy movement.

7.5.1: A unit with OVERWATCH orders may be
fired only once during a Turn, at any eligible unit.
The choice of exactly when and if (assuming that
opportunities to fire do occur) to fire an overwatch
unit is up to the controlling player. An overwatch
unit may be fired during the Overwatch Fire Step
at any enemy units that were fired during the
Direct Fire or ATGM Announcement Steps, or
at any enemy unit that *‘triggers’’ its overwatch
fire.

7.5.2: During the Movement Step, overwatch fire
can be triggered by movement. Any shots made
must conform to the usual rules concerning
“‘sighting’'—treat moving units as though marked
by spotted (MOVED) markers (even if they are
not)—and the target unit must fall within the over-
watch unit’s firing arc. While watching an enemy
unit being moved, the watching player may at any
time declare the movement must stop in the current
hex, and may resolve an overwatch shot at the
moving unit in that hex. The watching player may
declare such a shot either before or after a unit
is turned within that hex. If the overwatch fire fails
to stop a moving unit, the target unit continues
its movement affer the overwatch fire is resolved.
Of course, a unit may be fired at by more than
one overwatch unit during its movement, or even
in the same hex (all overwatch fire directed against
the same unit in the same hex must be announced
before any of the shots are resolved). If the over-
watch fire does stop the target unit, the target unit
ends its movement in the hex in which it was hit.

7.5.3: As each unit resolves its overwatch fire
(during the Overwatch Fire Step or Movement
Phase, it is immediately marked with a spotted
(FIRE) marker. Then, any overwatching enemy
unit(s) that can do so may be announced to fire
at a unit that just used overwatch fire, etc. It is
possible to set off a whole sequence of shots as
one or more overwatching units fires at an enemy
unit that just used overwatch fire, followed by
being taken under fire itself, etc. A whole se-
quence of events set off by an criginal shot or shots
at one moving unit must be resolved before the
moving unit may resume its movement.

[8.0] BASIC GAME MOVEMENT—

VEHICLE MOVEMENT RULES
All Basic Game movement of combat units is done
during the Movement Step. During this step, units
that have MOVE or FIRE/MOVE order, and are
not damaged in such a way that would prevent
movement, may be moved. Units with other orders
may not be moved. As a result of these movements,
Overwatch Fire may be “triggered”, and, as one
side moves, the other side can check for Overwatch
Fire. All units that move during this step, are
marked with spotted (Moved) markers.

81 GENERAL MOVEMENT RULES: A player
may move as many or as few of his units (those
that can be moved) during a Turn as desired, and
may move the units any number of hexes up to the
limits of their available movement factors. Every
possible unit does not have to be moved, nor does
any unit have to be moved. Movement is always
from hex-to-hex and must be consecutive; a unit
may not skip any hexes. Units are not required to
enter a new hex during movement; they may just
be turned in place.

8.1.1 MOVEMENT PROCEDURE: A player
performing movement should move one unit at a
time. Call out the movement factors expended as
each new hex is entered or turn made within a hex.
If there is a possibility of such movement trigger-
ing overwatch fire, the movement should be slow
enough to permit the opponent to see each hex



entered and decide on overwatch shots.

8.1.2 DIRECTION OF MOVEMENT: When a
unit is moved, it must always be moved into the
hex it faces, except for reverse moves, and keep
the combat unit’s facing towards the direction of
movement.

8.1.3 REVERSE MOVES: Vehicle units may
make reverse moves. For reverse moves, the unit
is moved in the direction directly opposite from
its front facing, but will maintain its original facing
direction. Reverse moves cost vehicle units fwice
their normal movement costs to enter a new hex.

8.14 TURRET UNIT MOVEMENT: A turret
unit always remains with its vehicle unitand may
be turned only during an Adjust Turrets Step.
8.2 MOVEMENT FACTORS: Each combat unit
has “movement factors™ that determine the number
of hexes it can be moved during a Turn. A vehicle
unit's movement factors appear on its data card in
the SPEEDS section, “Normal” line (only the
“Normal™ line is used in the Basic Game). For
example, on the T804 data card (USSR-IA), the
“MF” on the "Normal” line is “6".

8.2.1: A unit with FIRE orders may expend up
to the full number of movement factors. A unit with
FIRE/MOVE orders may expend up to one-half
of its movement factors (retain fractions, as they
may be useful for road or path movement).

8.2.2: A unit may use only part of its movement
factors, although unused movement factors may not
be accumulated or saved from one Turn to another.
Movement factors may not be transferred from one
unit to another unit.

8.2.3: Movement factors are expended for per-
forming various movements, which have various
“costs’, with a combat unit.

8.3 TURNING WITHIN A HEX: The cost for
a vehicle unit to turn within a hex, while mov-
ing, is listed on its data card as its TURN COSTS.
These costs are for one, two or three turns made
in the same hex. A vehicle unit turns within a hex,
expending any turn costs, then moves to the next
hex and starts over when expending turn costs for
the new hex just entered.For example, a vehicle
unit with turn costs of *'0-1-2"" can be turned one
hexside (60 degrees) at a cost of “‘0’" movement
factors, two hexsides (120 degrees) at a cost of
1" movement factor, or three hexsides (180
degrees) at a cost of “*2"" movement factors.

8.4 ENTERING NEW HEXES: The cost in
movement factors for a vehicle unit to enter a new
hex is listed in the MOVEMENT COSTS section
on the vehicle data card.

8.4.1: The cost varies with the terrain in the hex
entered, or in the hexside being crossed. For
example, entering a clear hex costs *‘1’" move-
ment factor, while entering a rough hex costs ‘4"
movement factors.

8.4.2: No movement is allowed into a prohibited
(*‘P"") hex or across a prohibited hexside.

8.4.3: Height changes (hexsides between hexes
of different heights) and smoke (including hexes
containing a burning wreck marker) and wire
hexes cost a value added (** + ") to the cost of any
other terrain in the hex. Height change costs vary,
depending on the number of heights changed when
the hexside is crossed, For example, a M1AI (data
card USA-1B) is moved from a ground level hex
into a hill hex that contains clear terrain. *'1"’
movement factor is expended to enter the clear
terrain hex, and ‘‘+1"' more movement factor is
expended for crossing a hexside between two hexes
of different heights (one height difference—height
0" to height '‘+1") elevation level difference
Jor a rotal of 2" movement factors expended.

8.4.4: A unit may always enter at least one new

hex during its movement, if it has MOVE or
OVERRUN orders and does not expend any
movement factors for turns, even if the cost of
entering the new hex exceeds the unit’s movement
factors. This does apply even using reverse
movement.

8.5 ROAD AND PATH MOVEMENT: A
vehicle unit that follows the track of a road or path
while entering a new hex may use its road or path
movement cost to enter that hex.

8.5.1: All road and path movement costs are
expressed as fractions. This means that moving
in this manner costs a fraction of a movement
factor. For example, a unit with a ''% "’ road
movement cost would expend 3 of a movement
factor per hex entered {or 2 movement factors for
every 3 hexes entered) following the track of a
read.

8.5.2: A vehicle unit using road or path move-
ment costs may ignore other terrain in the hex
entered for movement purposes. For example, a
unit entering a rough hex by following the track
of a road expends its road movement fraction
movement factor cost to enter the hex instead of
the usual rough hex cost of 4 movement factors.
However, Road or path movement costs may not
be used to enter a hex if the track of the road or
path is not followed (ie., the track of the road or
path must cross the hexside between two hexes
to connect them), or if the hex to be entered con-
tains a block, wire, or ditch marker (none used
in Basic Game), a wreck marker, or an enemy
combat unit,

8.5.3: Vehicle units using road or path movement
treat height changes (and their movement costs)
as if they were one less than normal. For example,
if a vehicle unit moving down a road crosses
hexside with a change of one height, there would
be no extra movement cost for crossing the hex-
side. Vehicle units using road or path movement
still expend the extra (*‘+1’") movement factor
to enter bridge or building hexes.

8.6 MOVEMENT OVER BRIDGES: Units that
enter a bridge hex from other than the connect-
ing road or path hexes, are considered to have
entered the stream (for movement costs only), not
the bridge (which is considered to be a continua-
tion of the track of the road or path).

8.6.1: A wreck marker on a bridge is not con-
sidered to block movement onto or across the
bridge, but does prevent use of the road or path
movement costs when the hex is entered. Instead,
vehicles entering the bridge hex to use the bridge
must pay the movement costs for entering a clear
or smoke hex (depending on if the wreck is non-
burning or burning).

8.6.2: Players can always elect to have a unit
enter the stream hex, instead of using the bridge,
if desired (announce this fact if done).

8.7 OFF-BOARD MOVEMENT: Any vehicle
unit that moves off the mapboard edge is con-
sidered out of the game, and may not return to
play.

8.8 UNITS FROM BOTH SIDES IN THE
SAME HEX: Combat units may pass through
hexes containing enemy combat units, but NATO
and Soviet units may never end their movements
in the same hex. If, at the end of a Movement
Phase, after both sides have completed all of their
moves and firing, it is found that combat units
from both sides are in the same hex, the units of
one side must be ‘‘adjusted’” out of each of the
disputed hexes. Which side’s units may remain
in the disputed hex, and which side’s units must
exit the disputed hex is decided by the following
procedure:

8.8.1: If one side has a unit(s) in the disputed hex
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that did not move into the disputed hex during the
current Turn, then all of that side’s unit(s) remain
in the disputed hex. If all of the units entered the
disputed hex during the current Turn, the side that
moved into the disputed hex first keeps its unit(s)
in the disputed hex.

8.8.2: In both cases, the units that must exit the
disputed hex are moved back to the hex they
occupied prior to entering the disputed hex. They
are moved back even if they have received damage
that would normally prevent movement. There can
be cases where units are moved from one disputed
hex into another disputed hex. In these cases, the
newly disputed hex is adjusted in the same manner
as any other disputed hex, etc., until all disputed
hexes are resolved.

[9.0] THE BASIC GAME
ADJUSTMENT PHASE

During this Phase, the players adjust units and
markers, clear off excess markers, and record the
end of a Turn.

9.1 THE BASIC GAME PIVOT STEPF: Reveal
all command markers that have not yet been turned
up. Place spotted (FIRED) markers with all units
that had unused FIRE or FIRE MISSILE orders.
Place spotted (MOVED) markers with all units
that had unused CLOSE ASSAULT, FIRE/MOVE,
MOVE or OVERRUN orders. No spotted markers
are placed with units that had unused OVER-
WATCH orders. All vehicle units that have
unused MOVE, FIRE/MOVE or OVERRUN
orders may now, if desired, have their facing
changed by one, two, or three hexsides (up to 180
degrees) in any direction. This turning expends
no movement factors. This “‘pivot™ is cancelled
if damage received during the Turn makes turn-
ing impossible.

9.2 THE BASIC GAME ADJUST TURRETS
STEP: Turret units may be both turned and/or
flipped during this step.

9.2.1 TURRET TURN: Turret units may, if
desired, be turned in either direction on vehicle
units with rotating turrets (all units in the Basic
Game). The number of hexsides a turret unit can
be turned depends on the number listed in the
“TRN"" column of the FIRING INFORMATION
section of the units’ data cards. For example, on
the MI1AI data card (USA-1B), the "TRN" is
‘2T (the “‘T" indicates that there is a turret);
the turret unit on all MIAI units can be adjusted
by up to ‘2" hexsides (120 degrees) in any direc-
tion. Only turret units may be adjusted during this
step. Vehicle units with hull compartment damage
have their turret turn reduced to ‘1", ifit is not
already rated at "'1"".

9.2.2 OPEN/BUTTONED TURRETS: During
this step and enly during this step, players may
flip their turret units as desired to show if vehicles
are “‘open’’ or ‘‘buttoned’’.

9.3 THE BASIC GAME ADJUST MARKERS
STEP: All combat units marked with spotted
markers have their sightings verified. If there are
no enemy units that can currently ‘‘see'” a com-
bat unit, any spotted marker with it is removed.

9.4 THE BASIC GAME END TURN STEP:
This ends the Turn.

9.4.1 RECORD TURN’S END: Advance the in-
itiative marker into the next box on the TURN
RECORD TRACK.

9.4.2 VICTORY POINTS: If one side has all
of its combat units destroyed (knocked out or
brewed up), the other side wins automatically.
Otherwise, victory points must be counted. If the
last Turn of the game has been completed (the
Basic Game Scenario ends after the completion
of 10 Turns), victory points should be counted to
determine a winner.



9.4.2.1: The data cards show the point values of
the vehicle units used in the game as a series of
three numbers. For example, T-80A (data card
UUSR-1A4) vehicle unit has point values of
“‘80-40-20"". The first number is the victory point
value for each unit that has been knocked out or
brewed up, the second is the value for each unit

that has (at worst) a compartment hit, and the third
is the value for each unit that has only (at worst)
a track and/or main gun hit,

9.4.2.2: Each side counts victory points for each
enemy vehicle that has been destroyed or
damaged. Then each side counts 10 victory points

for each stone building (*‘objective’’) hex it con-
trols at the end of the game.

9.4.3 DETERMINING A WINNER: To win,
one side must have 30 or more total victory points
than the other side. Any other result is considered
a “‘tie’".

INTRODUCTION TO THE
ADVANCED GAME RULES

The Basic Game provides a convenient method
of “‘getting into’’ the game and learning the most
important mechanics. Players should master the
rules and mechanics of the Basic Game, and play

MBT ADVANCED GAME RULES OF PLAY

carry (especially important for leg unit attached
weapons), grades, organization into larger forma-
tions, etc. Some suggested abbreviations and
conventions are printed on the RECORD SHEET,
and many of these are shown in use in the sample
below:

several games using the Basic Game Rules before ORGANIZATION A% |a-1% At | A0 A2 |42 | pa | —
!.rying the Advanced Game. After t!ac Basic Gar_n: LIMITED UNIT IDENT | ot | o | 103 | et | ¢ | 2 | an
is mastered, the Advanced Game is much easier  JMMUNITION Tkt ! a5yt oA | ATTACHED
to learn and understand. The Advanced Game (OPTION 17.3.2;\ TYPE  |AAT | MAT | 24 % i /I.EG WEAPONS
Rules introduce new concepts and procedures that N0 ce co —
are absent in ‘r.he Basic Game, alt!wugh, in most A . 7}54? PR IR O B ‘fz’s_
cases, these simply add to the Basic Game Rules, ARMAMENTS g v | 347 | 41T 2.
or supplant certain sections. All Basic Game Rules g”w;gﬁf;‘f; ~— | ATTACHED, [isu | fcw W s \gront | L o "(-———A{Igfnmaofjv'fz[aojﬁ?s
still apply, unless otherwise indicated. Helicopter P ~-L0ADS 1S | 1 EM .4.1)
and aircraft units, off-board artillery, and fire and Fu;r"'ll;e ar|1g | 5|20 |~ | = [~
hasty entrenchment markers are not used in the
Advanced Game, being explained in the Optional HAMAGE
Rules. SMOKE
CREW LOSES

[100] ADVANCED GAME SETUP AND

PREPARATION FOR PLAY TRANSPORT L &
This section replaces 2.0 of the Basic Game Rules. .
10.1 SCENARIO SELECTION: Select a NIIES \ |

scenario from the Scenario section of these rules.
Many scenarios can be played using only the
Advanced Game Rules (those matchups requiring
optional rules are identified). Any specific infor-
mation needed to setup and play a scenario that
is not given here can be found in the Scenario
Format or individual scenario sections. Select the
combat units and data cards needed to play the
chosen scenario. Turret units should be placed on
all vehicle units, even those that do not actually
have turrets, to show if they are open or buttoned.
Place the initiative marker in the **1”* box of the
TURN RECORD TRACK.

10.2 ADVANCED MAPBOARD SETUP—
TERRAIN DEFINITION: In the Advanced
Game, terrain may vary from game to game, and
information detailing the terrain is given in the
individual scenarios.

10.2.1 MAPBOARD LAYOUT: The mapboard
panels may be placed together in various ways and
should be arranged according to the accompany-
ing diagram and instructions in the scenario.

10.2.2 TERRAIN HEIGHTS AND DEPTHS:
A terrain feature may represent various heights
or depths, as defined in the scenario information.

10.3 RECORD SHEET PREPARATION:
Players may write information on sheets of scrap
paper, but it is suggested (and the rules assume)
that photocopies of the RECORD SHEET found
on the back page of this rulebook be used. Record
the information for each side on separate sheets
(multiple sheets for each side fopr large scenarios).
The **Artillery Plots’" and '*Minefields’” sections
are not needed for games using only the Advanced
Rules. Record the identification number and name
of each combat unit, any weapon variations it may

[11.0] THE ADVANCED GAME
SEQUENCE OF PLAY

The Advanced Game Sequence of Play is similar
to the Basic Game Sequence of Play, but has some
deletions, changes and additional phases and steps,
which must be followed in their exact order for
the number of Turns specified in the scenario be-
ing played. A listing of the ADVANCED GAME
SEQUENCE OF PLAY WITH ALL OPTIONS
is on the Game Card for reference during play.
Simply ignore all phases and steps listed there that
apply to optional rules that are not being used.
This section replaces 3.0 of the Basic Game Rules.
11.1 THE INITIATIVE PHASE: Exactly as in
the Basic Game, a competitive die roll is used to
determine the current Turn’s initiative.

11.2 THE COMMAND PHASE: Consider both
steps to be simultaneous.

11.2.1 THE SIGHTING STEP: The players
determine which enemy units can be “‘sighted’”.
The Advanced Game line of sight rules are used.
11.2.2 THE MARK ORDERS STEP: The
players give their combat units orders by placing
command markers.

11.3 THE FIRE PHASE:

11.3.1 THE CLOSE ASSAULT PHASE:
Announce and resolve all attacks for close assault
and hand-to-hand combats by all dismounted leg
units with CA (CLOSE ASSAULT) orders. Mark
attackers with spotted (MOVED) markers as
combats are resolved. Smoke (DS) markers may
be placed during a side’s portion of this step.

11.3.2 THE DIRECT FIRE STEP: Consider to
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be simultaneous. Announce and resolve all shots
by all combat units with F (FIRE) and FM
(FIRE/MOVE) orders. Mark units with spotted
(FIRED) markers as they shoot.

11.3.3 THE ATGM ANNOUNCEMENT
STEP: Consider to be simultaneous. Announce
shots by all combat units with ATGM (FIRE
MISSILE) orders. Each shot and its target unit
must be announced. The shots are resolved
immediately for target units that are not moving,
and during the Movement Phase for target units
that move then, Mark units with spotted (FIRED)
markers as they shoot.

11.3.4 THE OVERWATCH FIRE STEP: Con-
sider to be simultaneous. Units with OW (OVER-
WATCH) orders may be fired at enemy units that
attacked or were fired during the Close Assault,
Direct Fire or ATGM Announcement Steps, or
which were fired earlier during this step. Mark
units with spotted (FIRED) markers as they shoot.

11.4 THE MOVEMENT PHASE:

11.4.1 THE MOVEMENT STEP: All units with
M (MOVE) and FM (FIRE/MOVE) orders are
moved. When units that are announced targets for
missile fire are moved, the missile fire should be
resolved. While one side’s units are being moved,
the other side watches the path of each moving
unit to determine if overwatch fire can been
triggered, and if so it is resolved. Remove smoke
(DS) markers from the mapboard if their vehicle
units are moved to another hex. Place smoke (ON)
markers for units creating exhaust smoke as they
are moved. Mark overwatching units with spotted
(FIRED) markers as they shoot and moving units
with spotted (MOVED) markers as they are



moved. NOTE: For moving units already having
spotied (FIRED) markers, replace these with
spotted (MOVED) markers.

11.4.2 THE OVERRUN STEP: All units with
OR (OVERRUN) orders are moved and perform
their overrun attacks. When units that are
announced targets for missile fire are moved, the
missile fire should be resolved. While one side’s
units are being moved, the other side watches the
path of each moving unit to determine if overwatch
fire can been triggered, and if so it is resolved.
Remove smoke (DS) markers from the mapboard
if their vehicle units are moved to another hex.
Place smoke (ON) markers for units creating
exhaust smoke as they are moved. Mark over-
watching units with spotted (FIRED) markers as
they shoot and moving units with spotted
(MOVED) markers as they are moved. NOTE:
For moving units already having spotted (FIRED)
markers, replace these with spotted (MOVED)
markers. Adjust units in the same hex with enemy
units after all moves and firing is completed.

11.5 THE ADJUSTMENT PHASE:

11.5.1 THE PIVOT STEP: Unused command
markers are revealed and spotted markers placed.
Eligible combat units can be pivoted.

11.5.2 THE ADJUST TURRETS STEP: The
players may now turn movable turret units, and
flip over any turret units the players wish to change
from their buttoned to open side or vice-versa.
11.5.3 THE ADJUST MARKERS STEP:
Then, all appropriate markers are adjusted or
removed from the mapboard.

11.5.4 THE END TURN STEP: Advance the
initiative marker to the next box on the TURN
RECORD TRACK. A winner is determined if the
final Turn of the game is completed.

[12.0] GENERAL ADVANCED GAME
PROCEDURES AND RULES

These augment or replace the rules in section 4.0.

12.1 TERRAIN HEIGHTS: All terrain has
“‘heights’”, identified by numbers (ie.,"*'—1"",
40T, 41, 142", ete.), A height equals about
25 real feet. These heights are defined in the var-
ious scenarios and, for reference, a STANDARD
TERRAIN VALUES CHART is found on the
Game Card.

12.1.1: Negatively identified heights (ie., depres-
sion and ditch hexes) are lower than the normal
ground level, the normal ground level is *‘0"’, and
positively identified heights (ie., hill and build-
ing hexes) are higher than normal ground level.
12.1.2: Some hexes will have a combination of
heights, showing various features of their terrain.
For example, a woods hex has one height for the
ground in which the trees are growing, defined
by the height of the ground in the hex (trees could
be growing in a depression hex, in a ground level
hex or in a hill hex). The second height defines
how tall the trees grow. If a woods hex with trees
of ““+3"" heights (75 feet higher than the ground
in their hex) is located in a hill hex that is **+2"'
heights (50 feet higher than normal ground level),
the ‘‘total height'’ of the trees is acrually **+5"".
A combat unit in the hex would be at a "*+2"
height (as it rests on the ground in the hill hex),
but a line of sight traced through the hex would
have to consider the total height of the hex to be
““+5"". Building hexes work the same way,
although leg units may be moved into building
upper floors (they do not climb trees).

12.1.3: Compared to the terrain heights, the
heights of the combat units are insignificant.
Friendly and/or enemy combat units will never
block a line of sight, Only terrain and some

markers featuring fire and smoke can block lines
of sight.

12.1.4: Smoke also has standard heights—see the
STANDARD TERRAIN VALUES CHART on
the Game Card.

12.2 ADVANCED GAME STACKING: This
rules section replaces Basic Game section 4.3, In
the Advanced Game, any number of combat units
of one side may be located in the same hex.

12.2.1 STACKING POINTS: All ground units
(vehicle, leg, and towed) have STACKING
POINTS listed on their data cards. For example,
a T-80A has 2 "'stacking points'', A wreck marker
(burning or non-burning, and regardless of the
number of wrecks it represents) in a hex counts
as having 2 stacking points.
12.2.2 STACKING POINTS PER HEX: When
the total number of stacking points in a hex
exceeds ‘‘10"", the terrain in that hex is considered
to be clear when firing at combat units in that hex
(not for purposes of that hex being blocking
terrain) regardless of the actual terrain and/or the
presence of smoke in that hex. Mounted leg and
towed units are treated as if their stacking points
were ‘0" for this purpose while being transported
(but not before loading or after unloading).
12.2.3 SUBSTITUTE MARKERS: When help-
ful to avoid confusion, if the number
SOVIET of units in a hex gets unmanageable,
* replace them in their mapboard hex
[ with a control/substitute marker
(appropriate side up). Then, take the
combat units in the hex and place them in the
matching letter SUBSTITUTE HEX on the Infor-
mation Card, taking care to show their correct
facings (refer to mapboard direction numbers).

12.3 SUPPRESSION: In the Advanced game,

units can be *‘suppressed’’ as a result of

S?IEP fire. Suppressed units have suppressed
440 (ON) or suppressed (OFF) markers to
show their status (both show that the unit

is suppressed). Being suppressed effects a com-
bat unit as follows:

12.3.1 SUPPRESSED EFFECTS ON SIGHT-
ING: All suppressed units may only *‘sight"’ to
hexes that are within a 60 degree firing arc.
Vehicle units with working turrets ‘‘sight’’ to an
arc based on the front of the turret unit, while all
other combat units ‘‘sight’’ to an arc based on the
front of the combat unit itself. All weapons are
now also limited to firing within this 60 degree
arc while the unit remains suppressed.

12.3.2 SUPPRESSED EFFECTS ON FIRING:
Suppressed units must use the firer suppressed
modifiers when firing (see 14.3.1,1.2 and
14.4.2.1.3). Suppressed vehicle units may fire
only their main guns or missile weapons (never
both) during a Turn. Independent machineguns
may not be fired by a suppressed vehicle.

12.3.3 SUPPRESSED EFFECTS ON MOVING:
If suppressed, leg and towed units may not load,
unload, or move, even if they were suppressed
during the current Turn and had orders to do so.
Leg and towed units that are suppressed during
a Mark Orders Step may not be given CLOSE
ASSAULT, FIRE/MOVE or MOVE orders.
12.3.3.1: Vehicle units get only half their normal
number of movement factors when moved while
suppressed. NOTE: A suppressed vehicle unit with
FIRE/MOVE orders gets only ' times Y%= % of its
normal movement factors.

12.3.3.2: Suppressed leg and towed units may not
be pivoted during a Pivot Step.

12.3.4 MULTIPLE SUPPRESSIONS: Multiple
Suppression results do not cause any additional
effects on a unit. However, a new suppressed
result on a unit, recorded by placing a suppressed
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(ON) marker, will replace a currently placed sup-
pressed (OFF) marker.

12.3.5 TEMPORARY SUPPRESSION: There
—_I can also be a result called *‘temporary
TEMP | suppression™ that modifies (see 14.3.1.1.5

SUPP | and 14.4.2.1.4) only anti-tank guided
missile fire if the firing unit was fired

at by a GP weapon(s) with no effect (in which case
a temporary suppression marker is placed), but
those firing modifiers are the only effect of
tempoary suppression. If actually suppressed by
later fire, replace a temporary suppress marker
with a suppressed (ON) marker.
12.4 ADVANCED GAME TERRAIN MARKERS:
The block, ditch, barbed wire (called ''wire'") and
improved position markers are all ‘‘terrain
markers’’ that are used in the Advanced Game (see
option 17.4.4 for hasty entrenchment markers and
option 22.0 for temporary bridge markers). These
represent man-made obstacles and cover designed
to enhance a defender’s position. They are all
placed by their controlling player during the setup
of a game, and cannot be moved thereafter.
12.4.1 HEX EFFECTS: All terrain markers
change the terrain in the hex in which they are
placed.

12.4.1.1: Block, ditch, hasty entrenchment, and
wire markers simply add their characteristics to
those of the hex. For example, a rough hex in
which a block marker is placed can be called a
“block hex'’, but it is still also a rough hex (with
some additional characteristics).

12.4.1.2: Improved position and bridge markers
replace the terrain the hex. When placed, other
terrain printed in the hex is ignored.

12.4.1.3: No terrain markers change the heights
of the hexes in which they are placed.

12.4.2 TERRAIN MARKER GP DEFENSE
FACTORS: Block, temporary bridge, and wire
markers all have GP defense factor assigned (as
do building hexes, printed bridges, and
minefields), and can be fired at and possibly
destroyed by GP point effect fire (see
14.4.4.2.3.5). Ditch, hasty entrenchment, and
improved position markers cannot be destroyed.

12.4.3 BLOCK HEXES: Block markers
represent barriers of obstacles and may
be placed in any hex containing a road
or path, including bridge hexes. Block
hexes cannot be entered by any vehicle
or by some towed units (see the ‘P’
in their MOVEMENT COSTS sections of the
vehicle units’, and in their TARGET INFORMA-
TION *‘Block’ columns of the towed units” data
cards for those that cannot do so). Leg and some
towed units (those with a **+1"" in their TARGET
INFORMATION “‘Block’’ columns of their data
cards) may be moved into block hexes without
penalty.
12.4.4 DITCH HEXES: Ditch markers represent
deep anti-vehicle ditches, and they may
m be placed in any hexes, except build-
M ing or water (including bridge) hexes.
i Ditch hexes cannot be entered by any
m vehicle or towed units (see the *‘P"
on their data cards). Leg units may be moved into
ditch hexes without penalty, but see 15.1.4 for a
movement delay.
12.4.5 IMPROVED POSITION HEXES: Im-
proved position hexes represent pre-
pared entrenchments, foxholes, etc., and
may be placed in any hexes except water
(including bridge) hexes. Vehicle units
in improved position hexes are always considered
to be hull down (see 13.2.2) when a target for AP
point effect weapons.

12.4.6 WIRE HEXES: Wire hexes represent




barbed wire entanglements, and may

W be placed in any hexes, except water
:ﬁmﬂ hexes (they may be placed on bridges).
LU0 Wire hexes cannot be entered by
wheeled vehicle, towed or leg units
(see the *‘P"’ in their MOVEMENT COSTS sec-
tions of the vehicle units’, and in their TARGET
INFORMATION ‘‘Wire"’ columns of the towed
and leg units” data cards). Tracked vehicle units
(including towed and/or leg units they are trans-
porting) may enter wire hexes for the cost of an
extra movement factor (see the ‘“+1°" in their
MOVEMENT COSTS sections of their data
cards). When they enter the hex, they also auto-
matically destroy the wire marker (remove it from
play).
12.5 SQUADS AND HALF SQUADS: A squad
unit is completely eliminated by many types of
combat, but is reduced to a 2 squad and sup-
pressed by GP point effect fire, hand-to-hand com-
bat, and mine attacks (see option 17.5). A leg
squad may not be voluntarily broken down into
two ' squads; it can only be reduced as a result
of combat. Similarly, two % squads can nor be
combined into one full squad.
12.6 SMOKE DISCHARGERS: Vehicles equipped
DS with unused (one use only is permitted)
L eho| “‘smoke dischargers' (those where the
O%%}z abbreviation ‘‘DS'’ appears under
*‘Smoke Makers'' in the FIRING IN-
FORMATION section on their data cards) and
which do not have turret compartment hits may
be used to make ‘“discharger smoke’" in their hex.
12.6.1: A controlling player may decide to use
a smoke discharger during his side’s portion of
any Fire Phase step that is nor considered to be
simultaneous.
12.6.2: An individual vehicle unit’s smoke dis-
chargers may be used only once per game. When
used, make a note of this in the unit’s **Smoke’’
line on the RECORD SHEET.
12.6.3: Place a smoke (DS) marker with the
vehicle unit. This discharger smoke represents a
small, but dense smoke cloud that covers only the
vehicle unit that produced it (plus any units it is
transporting) while the vehicle unit remains in that
hex. Any *‘other smoke’’ firing or sighting modi-
fiers apply only to shots fired from or at the
covered vehicle, not to shots at or from other units
in the hex or to shots whose line of sight passes
through the hex.
12.7 GRADE: ‘‘Grade’’ denotes troop quality
and training. Game units can be *‘poor”’ (not too
good), ‘‘average’’ (normal), or “‘crack’’ (pretty
good). Scenarios determine units” grades. Grade
has additional functions explained in the Optional
Rules, but for the Advanced Game, only provide
firing modifiers (see 14.3.1.3 and 14.4.2.4).
12.8 MILITARY ORGANIZATIONS: In-
dividual vehicles and infantry squads and teams
do not operate alone. Instead, they form the build-
ing blocks for larger military formations. The
groupings of combat units into ‘‘basic organiza-
tions"’ for use in this game are shown in the TO&E
section of this rulebook. Further groupings of
these basic organizations into ‘‘larger organiza-
tions”' are also detailed there: These organizations
are used to provide the forces for the given
scenarios, and should also be used as guidelines
for selecting forces when constructing scenarios.
12.8.1 BASIC ORGANIZATION INFORMA-
TION: Each basic organization shows which and
how many combat units are used to form it. Most
basic formations show a variety of unit and
weapon combinations that can be used in form-
ing that basic organization, along with identifica-
tions of the data cards needed, and the point values
(for crack, average, and poor grades) of the entire

basic organization. Basic organizations contain-
ing the word *“‘headquarters’” are ‘‘basic head-
quarters organizations”’, and all others are ‘‘basic
combat organizations’’.

12.8.2 SPECIAL OFFICERS: Some basic
organizations have one or more ‘‘special officers”’
(also just “‘officers’’) with some of their combat
units. These officers are the ““CO"’ (command-
ing officer), *‘X0'"" (executive officer), and “*SP"*
(a trained observer). These basic organizations
must be used to obtain these officers. They play
no part in the Advanced Game, but can be used
for special observation and command purposes
explained in the Optional Rules.

12.8.2.1: Consider a basic combat organization
**CO"’ to be the **officer’” in **command’’ of all
combat units in that basic organization.

12.8.2.2: Consider a ‘‘CO'" in a basic head-
quarters organization to be the *‘officer’’ in ‘‘com-
mand”’ of all combat units in that headquarters
organization, plus all combat units in organiza-
tions that are grouped under that headquarters.

12.8.3 ECHELONS OF ORGANIZATIONS:
“*Sections’’ and ‘‘detachments’’ are the lowest
echelon basic units in the game. Next highest are
“*platoons’’. Normally, a number of sections,
detachments, and/or platoons are grouped together
with an appropriate headquarters basic organiza-
tion in the next organizational echelon to form
*‘companies”’, *‘troops™’, or **batteries’ (for anti-
tank and anti-aircraft). Then, a number of com-
panies, troops, and batteries are grouped together
with an appropriate headquarters basic organiza-
tion to form ‘‘battalions’” or ‘‘squadrons’’.
12.8.4 ORGANIZATION VARIANTS: The
guidelines in 12.8.3 and the organization infor-
mation in the TO&E section of this rulebook
should be followed in organizing forces for a game
(this is already done in the given scenarios, which
should be examined for examples). There should
be no company, troop, or battery headquarters
basic organizations in a game unless there are at
least two or three appropriate lower echelon basic
organizations available for the headquarters to
“‘command’’. There should be no battalion or
squadron headquarters basic organizations in a
game unless there are at least two or three
appropriate companies, troops and/or batteries
available for the headquarters to ‘‘command’’.
Since exact TO&E organizations do not always
perfectly meet the point requirements for a game,
combat units may be added or subtracted to
standard organizations, by using these guidelines:
12.8.4.1 CROSS-ATTACHING—TASK
FORCES: “‘Cross-attaching’* usually consists of
tank and infantry organizations swapping sub-
ordinate organizations. For example, tank and
infantry companies swap one platoon each.
Examples of cross-attached organizations are in-
cluded in the TO&E section. A “‘task force’” can
consist of almost any mix of organizations sub-
ordinated to one headquarters for some specific
task. Task forces are useful for putting a great
variety of equipment into one scenario. For
example, a company-size task force might include
a tank platoon, an infantry platoon, and an
engineer platoon.

12.8.4.2 UNDERSTRENGTH ORGANIZA-
TIONS: Understrength (missing one or more
combat units or subordinate organizations) organi-
zations are indicated with a *‘(—)"" after the name,
Basic organizations should never start a game too
understrength—weak organizations would normally
be combined and reorganized to form organiza-
tions of a more normal size before a battle starts.

12.8.4.3 OVERSTRENGTH ORGANIZA-
TIONS: Overstrength (one or more units or
organizations added) organizations are indicated
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with a **(+)"" after the name. Basic organizations
are made overstrength by ‘‘attaching’’ an extra
combat unit or units or, for larger organizations,
by attaching extra lower echelon organizations
and/or supporting artillery batteries. Normally,
individual units should be attached to basic com-
bat organizations, while attached organizations
should be attached as complete organizations under
the command of an appropriate headquarters.

12.9 MULTIPLE SMOKE IN A HEX: Smoke
can be created in a variety of ways, and the
presence of multiple smoke indicators in the same
hex should be handled as follows:

12.9.1: If a hex contains a fire marker (see option
18.3), remove any and all brewed up wreck or
smoke markers in the same hex.

12.9.2: A brewed up wreck, a smoke (ON or
OFF), and one or more smoke (DISCHARGER)
markers may all be present in the same hex (the
wreck marker will still be there after the smoke
markers are gone). Use the smoke (DISCHARGER)
marker only when it concerns the vehicle units that
made this smoke. Use only the smoke (ON or
OFF) marker for determining all other sightings
and modifiers from, to, or through the hex.

12.9.3: If more than one smoke (ON) marker is
in a hex, remove all but one. If there is a smoke
(OFF) marker in the same hex with a smoke (ON)
marker, remove the smoke (OFF) marker.

[130] THE ADVANCED GAME
COMMAND PHASE

As in the Basic Game, this phase is used to pre-
pare for later phases. “Sighting" procedures are
the same as in the Basic Game, except that sec-
tion 6.1.3 is augmented (see 13.1) and section 6.14
(Basic Game Lines of Sight) is replaced. Order
marking is also modified and expanded, and the
effects of Soviet doctrine must be considered.

13.1 ADVANCED GAME SIGHTING RANGES:
Sighting ranges work the same as in the Basic
Game (see 6.1.3), except that the “‘conditions"’
may vary.

13.1.1: In the Basic Game, the conditions are
always ‘*Day’’, but in the Advanced Game they
may also be ‘‘Dusk’, ‘‘Moonlight’’, or ‘‘Night/
Fog/Blowing Snow’’. Simply use the appropriate
lines on the SIGHTING RANGES CHART
depending on the conditions.

13.1.2: There are now small (all leg and small
towed units—so designated in their data card
NOTES) and large (most towed units—also desig-
nated in their data card NOTES) units present, so
those sub-columns are also used, depending on the
unit being “*sighted”’.

13.1.3: When just attempting to “‘sight’’ a hex
(not the units in it), handle the same as vehicle
units in clear hexes.

13.1.4: Unless being transported in a buttoned
““FC’’ vehicle or helicopter, always consider leg
and towed units to be open for sighting purposes.

13.2 ADVANCED GAME LINES OF SIGHT—
HULL DOWN: This section replaces section
6.1.4 of the Basic Game Rules. In addition to
checking lines of sight, there is also an Advanced
Game requirement to determine if target vehicle
units are hull down. The LINE OF SIGHT
CHART on the Game Card and some other new
rules are used to determine Advanced Game line
of sight and hull down characteristics as follows:

13.2.1 CHECKING LINES OF SIGHT: Lines
of sight are all still checked by running a straight
edge from the sighting dot in the sighting or firing
unit’s hex to the sighting dot in the target hex.
Lines of sight for all point effect weapons are
checked to the height of the target unir. Lines of



sight for area effect weapons are checked to the
maximum height of the target fex (ie., including
its trees or buildings, etc.). Consider the heights
of hexsides to be the height of the higher of the
two hexes they connect (this includes the heights
of two adjoining smoke hexes). Terrain obstacles
may completely block a line of sight, but, a smoke
hex will only block the line of sight enough to
require a firing modifier. If a line of sight zoes
down the hexside between two different types of
smoke hexes, treat as passing through only one
hex of the smoke type whose modifier is most
favorable to the target. Obstacles (highest point
in an intervening hex or hexside) affect lines of
sight as follows:

13.2.1.1 OBSTACLE HIGHER THAN BOTH:
If the obstacle is higher than the heights of bork
the sighting unit and the target unit or hex, the
line-of-sight is “*blocked’’.

13.2.1.2 OBSTACLE HIGHER AND EQUAL:
If the obstacle is equal in height to either the sight-
ing unit or to the target, and higher than the other,
the line of sight is blocked. For example, in the
Jollowing diagram, a unit in hex A’ (height
“+2") wishes to ‘'sight’ a unit in hex “C”
theight *'+1""). The intervening woods hex “'B’’
is height **+2"', so the line of sight is blocked.

DSST

13.2.1.3 OBSTACLE EQUAL OR LOWER: If
the obstacle is equal to or lower than the height
of both hexes, the line of sight is not blocked.

13.2.1.4 OBSTACLE HIGHER AND LOWER:
If the obstacle is higher than one, but is lower than
the other, a line of sight check must be made using
the LINE OF SIGHT CHART on the Game Card.
Procedure is as follows:

13.2.1.4.1: Determine the height difference be-
tween the sighting unit and the target unit or hex.
For example, if the sighting unit is at height *'+ 6"’
and the target is at height '*+1"", the height differ-
enceis *'5"". Find the column on the chart headed
with the number representing this height dif-
ference. Then, go down that column until the line
is found that contains a group of numbers that in-
cludes the range between the hexes. For example,
if the '"'5'" column is used and the range is 14
hexes, the line (line *'4"') containing the numbers
““12-15-15"" includes the range.

13.2.1.4.2: On that line, move to the left until
the column with the height difference between the
higher (sighting or target) unit and the obstacle
is found. For example, if the sighting unit is higher
and is at height ‘‘+6"’ and the obstacle is height
““+2", the **4"’ column is used. The highest num-
ber found on the line in that column is the maxi-
mum range from the higher unit or hex to the
obstacle that will not block the line of sight, For
example, following through with the above exam-
ples, the highest number found is '12"" (of
““10-12-12"" listed). If the range from the higher
unit to the blocking hex is 12 or less hexes, the
sighting is not blocked.

13.2.2 HULL DOWN RULES: If a target
vehicle unit is ‘‘hull down’’, the hit location
(representing the lower hull and tracks) that was
found (see 7.4.5.2) may be covered by the nature
of the terrain—ie., the firing unit would be una-
ble to “‘see’’ or hit these parts of a hull down
vehicle.

LINE OF SIGHT

13.2.2.1 AUTOMATIC HULL DOWN: In cer-
tain situations, vehicle units are always considered
to be hull down.

13.2.2.1.1: A vehicle unit is always hull down
when it is receiving fire from a unit in an adjacent
hex that is of a greater height than the target unit.

13.2.2.1.2: A vehicle unit is also always hull
down when it is in an improved position hex or
inside (see 15.4.3) a brick or stone building.

13.2.2.2 HEIGHT DIFFERENCE HULL DOWN:
When the LINE OF SIGHT CHART on the Game
Card is used to determine if an obstacle blocks
a line of sight, if the line of sight is not blocked
and there are three numbers listed when the max-
imum unblocked range is found (see 13.1.1.4.2),
a target vehicle unit may be hull down. If the
obstacle is located at a range from the middle
number to the largest number, inclusive, the target
unit is hull down. For example, the numbers found
are ''22-29-31"". This shows that if the abstacle
is located at 29, 30, or 31 hexes range, a target
vehicle unit is hull down. If less than three num-
bers are listed, the target is never hull down.

13.2.2.3 EFFECTS OF HULL DOWN: When
a target vehicle unit is hull down and AP point
effect fire is used, all hit locations identified as
a “*miss’’ on the HIT LOCATION CHARTS of
its data card are treated as misses instead of the
listed hit locations. The projectile would have hit
the target’s lower hull or track if it had continued
on its path, but instead it hit some nearby terrain.
For example, a shot from the front hit angle hits
a M1 (data card USA-14). A roll of "'63"" is made
using the M1's HIT LOCATION CHARTS, giving
a result of ""HF*’', The asterisk is explained at
the bortom of the chart as, "‘Treat as a miss if hull
down. '’ A hit on the lower portion of the hull was
blocked. Against GP point effect fire, there is a
**—20"" modifier if a target vehicle is hull down.

13.3 THE ADVANCED GAME MARK ORDERS
STEP: Leg and towed units mark their oders in
the same manner as vehicle units in the Basic
Game. This step is performed exactly the same
as in the Basic Game (see 6.2), but there are some
new orders that can be given and some of the Basic
Game orders have their meanings expanded, as
explained below:

CA: CLOSE ASSAULT. Found only on the
““fire’” (red dot) command marker. This order
can be given only to leg (only to squad and
half squad for hand-to-hand combat) units. Use
to allow a leg unit to close assault an adjacent
enemy vehicle unit or to engage in hand-to-
hand combat with an adjacent enemy leg or
towed unit during the Close Assault Step. A
leg unit may use all of its weapons together
(EXCEPTION: missiles) for a close assault or
hand-to-hand combat.

F: Expanded use. Necessary order to fire
many types of ammunition with guns.

FM: Expanded use. Necessary order to fire
many types of ammunition with guns. Loading
or unloading is permitted during the Movement
Phase.

M: Expanded use. Loading or unloading is
permitted during the Movement Phase.
OR: OVERRUN. Found only on the ‘‘move"’
(black dot) command marker. This order can
be given only to vehicle units. Use to allow
a vehicle unit to make an overrun attack on
enemy leg and/or towed units during the Over-
run Step. A vehicle's missile weapons may not
be used during an overrun attack.

OW: Expanded use. This order may now be
given to units armed with missiles, as well as
to those with guns. Units that have both guns
and missiles may fire one or the other when
using an OVERWATCH order, but all fire
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must be resolved at one time during either the
Overwatch Fire Step or, when triggered by a
moving enemy unit, during the Movement
Phase.
13.4 SOVIET DOCTRINE: ‘‘One of the serious
prablems in planning against American doctrine
is that the Americans do not read their manuals
nor do they feel any obligation to follow their
doctrine,"—from a Soviet document. Be that as
it may, the fact is the the United States (and West
German) forces put more responsibility on and
allow far more flexibility by their junior officers
than is allowed by the Soviet army. The Soviets
use a rigid doctrine that moves much decision-
making further up the chain of command. The
game's doctrine rules apply only to the Soviets
as follows:

13.4.1 TYPES OF DOCTRINE: The type of
doctrine to use with a unit in a game is included
in the individual scenarios and in the TO&E List-
ings. If a Soviet basic organization is defined to
have ‘‘no doctrine”’, these doctrine rules do not
apply to it. In a Soviet basic organization ‘*with
doctrine’’, all combat units in the basic organi-
zation must use doctrine rules. If a Soviet basic
organization has some units that must use doctrine
(ie., “‘with vehicle doctrine'’), that type of unit
must use the doctrine rules, but the other,
unnamed, combat units in the basic organization
do not use doctrine rules.

13.4.2 THE USE OF STRENGTH MARKERS:
When Soviet combat units use doctrine rules, a
number of combat units are represented on the
mapboard by one combat unit and a strength
marker, which is placed under the combat unit.
A combat unit with a strength marker is still called
a combat unit, but is referred to as a *‘doctrine
combat unit’” where necessary to differentiate
from a single, doctrineless combat unit.

13.4.2.1 STRENGTH MARKER FACING:
The facing of the strength marker that matches the
front of the combat unit under which it is stacked
displays the number of combat units represented
by that unit. For example, the BUP doctrine com-
bat unit below represents three BMP combat units.

13.4.2.2 DOCTRINE REPRESENTATION:
When doctrine is used, all combat units of the
same type in a basic organization are represented
by one combat unit of that type and an appropri-
ate strength marker. For example, a Soviet Air-
borne Anti-Tank Platoon (SD-44) basic
organization is “‘with doctrine”’, and consists of
2 medium trucks and 2 SD-44 towed anti-tank
guns. In a game, this organization would be
represented by one truck and one SD-44 unirs,
each with a strength marker showing ‘2"’ stacked
underneath. These strengths are not secret—the
NATO side is allowed to know the strengths at
all times.

13.4.2.3 INDIVIDUAL UNIT DESIGNA-
TION: It is often necessary (ie., when some units
are damaged or when different units are targets
for different shots) to differentiate the individual
combat units being represented by a doctrine
combat unit. Simply identify them by the doctrine
combat unit number and letters (ie., doctrine
combat unit 101 represents three vehicles—101a,
101b and 101c). These are still scparate combat
units, except that the doctrine rules force them to
do everything together.

13.4.2.4 RECORDING LOSSES: As losses are
taken by a doctrine combat unit, its strength



marker is adjusted to show the lesser numbers.
When strength is reduced to ‘1’ the strength
marker is removed and the combat unit represents
only itself.

13.4.2.5 ABANDONED UNITS: There are
cases (ie., when a track or hull compartment hit
is taken), where a vehicle or vehicle units are
unable to move with the rest. When such vehicles
are left behind, consider them to be *‘abandoned’’
and leave a spare combat unit(s) of the appropri-
ate type behind in the hex (adjusting the strength
marker as the rest of the organization moves on),
making a note of its damage. Abandoned vehicles
play no further part in the game (ie., their crews
have left) except that they can still be shot at until
knocked out or brewed up and still contribute their
stacking factors to any other units (including
enemy ones) that may enter the hex. NOTE: If
no appropriate spare unit is available, make a note
of the hex where an abandoned vehicle is located.

13.4.3 RULES FOR USING DOCTRINE:
Basically, a number of combat units represented
by one doctrine combat unit are treated the same
as if they were just one unit, but are treated as
a number of different targets, and their individual
shots are resolved separately.

13.4.3.1: When moved, the organization must be
moved together, and all of the units it represents
move together, face in the same direction (the one
turret unit represents the direction aff of their turret
units face), etc. EXCEPTION: When crossing
bridges or frozen water, the individual combat
units can be considered to do so one at a time,
so their combined weight is not on a bridge at the
same time.

13.4.3.2: When fired, all must be fired at the
same time, using the same type of ammunition,
and at the same target, although all shots are
resolved individually. For example, T-80A
doctrine combat unit 101 represents a T-804
platoon of three tanks (its strength marker shows
*‘3°") using doctrine and has FIRE orders. When
it is decided to fire the 125mm gun at NATO unit
105, all three tanks represented by Soviet unit 101
must be fired using their 125mm guns, all must
fire the same type of ammunition, and all must be
fired at NATO unit 105. All three shois are
resolved separately. If their machineguns are also
fired, they must also all be used to fire at one
enemy target. When attacking for an overrun com-
bat, all must attack the same enemy unit. Vehicles
that cannot move with the organization are aban-
doned (see 13.4.2.5) when the rest move on, and
units that cannot fire with the group (ie., a gun
or turret compartment hit) are just not fired when
the rest do so, For doctrine combat units, it is
allowable to partially violate Basic Game rule
6.2.3 in that orders may be given that some of the
individual combat units represented may be unable
to perform.

13.4.3.3: When firing at an organization that
represents more than one unit, the firing player
must designate which shots are directed at which
individual combat units (ie., announce 1 shot at
101a and 1 shot at 101b, etc.).

[140] ADVANCED GAME FIRING
AND COMBAT

The AP point effect weapons firing rules from the
Basic Game are still applicable, and can be utilized
by all units carrying weapons of that type.

14.1 ADVANCED GAME GENERAL FIRING
RULES: The Advanced Game introduces new
units that can fire AP Point Effect Weapons, and
also explains the firing of GP point effect weapons.
14.1.1 ADVANCED GAME WEAPONS: The
Advanced Game introduces machineguns, rocket
launchers and (for the Soviets) grenade launchers, all

of which are point effect weapons (treat as “‘guns™
for game purposes). Firing procedures are normal,
with some changes and additional rules.

14.1.1.1: Many combat units may now be used
for both AP or GP point effect fire from their main
gun and/or missile weapons. Many vehicle units
also have independently directed machineguns in
addition to their main gun and/or missile and leg
units usually have attached weapons that can be
fired independently.

14.1.1.2: No special marker is required to
indicate if AP or GP point effect fire is to be used,
or what specific type of ammunition is to be fired.
If there is a choice, this is declared by the firing
player when the firing is resolved. AP point effect
fire may only be directed against vehicle targets.
GP point effect fire may be directed against all
types of targets, although it is usually not too
effective against heavily armored vehicles.

14.1.1.3: Players should check the NOTES
sections of the data cards used in a game, as these
specify any special rules that apply to a combat
unit and/or its weapons. For example, some fir-
ing may only be done if a vehicle is open, etc.

14.1.2 INDEPENDENT VEHICLE MACHINE-
GUNS: Coaxial machineguns (those mounted next
to a main gun) have their values added in to the
value of the main gun and are otherwise ignored
(ie., when the main gun is fired or lost, the coaxial
machinegun is fired or lost with it) in the game.
Many vehicles have other machineguns (either
heavy="'"HMG"’, or light=""MG"") that can be
fired independently from the main gun, and, on
some vehicles, machineguns are the only weapons
carried.

14.1.2.1: A machinegun may execute separate
fire on the same or a different target as the main
gun, but must be fired at the same time as the main
gun, If there is no main gun, the machineguns may
be fired when it would be possible to fire a main
gun, had one been present. Targets for machine-
guns may be located in different firing arcs from
that of the main gun or missile, if within the
machinegun’s firing arc. If desired, the machine-
gun(s) may be fired without firing the main gun,
When the time to fire comes, any weapons not
fired may not be *‘saved’’ to fire during a later
step or phase.

14.1.2.2: In the ““Weapons'" columns of the
vehicle data cards, these machineguns are identi-
fied as to size (““HMG"’ or ““MG"’) and location
(ie., “TT"' =**Turret Top’"). If the location iden-
tifier ends in the letter *“Q’’, the vehicle’s turret
unit must be ‘‘open’’ for the weapon to be fired,
and if it ends in **C"", the weapon can be fired
if the turret unit is ““open’’ or ‘‘buttoned™’.

14.1.2.3: Machineguns may not be fired by a
vehicle that has taken a crew loss or losses if the
main gun is fired.

14.1.3 ATTACHED LEG WEAPONS: Leg
units carry small arms (rifles, grenades, and
machineguns) that can be fired as their GP point
effect weapons, plus usually also have one or more
of a wide assortment of “‘attached’’ weapons (ie.,
rocket launchers, anti-tank guided missiles, etc.).

14.1.3.1: The attached weapons may be fired at
the same or different targets (targets may be in
different firing arcs) as the small arms. When or
if weapons can be fired depends on the orders (to
fire guns or missiles) given.

14.1.3.2: Due to the amount of back-blast that
is produced when rocket launchers or missiles
(ATGM or AA) are fired, most attached weapons
may not be fired from within a building. When
on the ground in a building hex, it can be assumed
that the operators step outside to fire these
weapons, so there are no restrictions. However,

15

when leg units are located up in upper floors of
a building hex, only some weapons can be fired
(see NOTES on the leg data cards).

14.1.4 FIRING GUN OR MISSILE
WEAPONS: Many vehicles carry both gun (main
gun and/or machinegun) and missile weapons, and
many leg units have attached missile weapons.
14.1.4.1: Combat units may fire only their guns
(all kinds, even launchers) with CLOSE ASSAULT,
FIRE, FIRE/MOVE and OVERRUN orders.

14.1.4.2: Combat units may fire only their missiles
with ATGM orders.

14.1.4.3: Combat units may fire either their
gun(s) or anti-tank guided missile weapons with
OVERWATCH orders.

14.2 THE ADVANCED GAME ABILITY
TO FIRE:

14.2.1 ADVANCED GAME FIRING ARCS:
The Basic Game rules for firing arcs (7.2.1) still
apply, and turret firing arcs remain the same.
Other weapons, not fixed in turrets, have various
firing arcs, based on the information on the fir-
ing unit’s data card in the weapon's ““TRN"’
column of its FIRING INFORMATION. These
other firing arcs are as follows:

60: The weapon has a 60 degree firing arc
(same as the size of the turret firing arc), but
it is from the fronr facing of the combat unit.
60R: The weapon is mounted facing to the
rear, It has a 60 degree firing arc from the rear
facing of the combat unit.

120: The weapon has an 120 degree firing arc
that includes all hexes and partial hexes from
the front of the combat unit, as shown below:

SHADED HEXES FALL WITHIN THIS
120 DEGREE FIRING ARC

o R
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360: The weapon has a 360 degree firing
arc—atl hexes in range are within its firing arc,
SID: The weapon (found only on helicopters)
has a 120 degree firing arc that includes all
hexes and partial hexes from the side of the
combat unit, as shown below:

SHADED HEXES FALL WITHIN

14.2.2 ADVANCED GAME MISSILES AT
MOVING TARGETS: This section replaces
section 7.2.2 of the Basic Game Rules. There is
no ATGM Resolution Step in the Advanced Game,
so ‘missile fire is resolved differently. missiles
“fly" to their targets at a speed well below the
extremely high muzzle velocities of conventional
gun ammunition and can often be spotted in flight.
It is possible for the target of an missile to move
behind covering terrain or otherwise cause a
missile to lose sight of or miss the target, although



a missile’s speed may allow it to impact before
the target completes its movement. A missile shot
is still an automatic ‘*miss"’ if the firing unit is
knocked out, brewed up or eliminated before the
missile impacts.

14.2.2.1 NON-MOVING MISSILE TARGETS:
Regardless of when a missile is fired, if the target
unit is not moving or going to move, resolve the
missile fire immediately.

14.2.2.2 MOVING MISSILE TARGETS: If
the target unit is moving or is going to move (has
FIRE/MOVE, MOVE or OVERRUN orders) the
fire is not resolved until the target unit is moved
during the Movement Phase.

14.2.2.2.1: The target unit is moved normally
(obviously, the controlling player may be maneu-
vering for cover), noting the exact hexes it enters,
and the total number of hexes it enters during its
movement (not the total movement factors expended).

14.2.2.2.2; Then, replace the target unit in its *‘initial
hex’’. An initial hex is the hex in which the target
unit started the Turn if the missile shot was announced
during the ATGM Announcement or Overwaich Fire
Steps. If the missile shot was announced because over-
watch fire was triggered during the Movement Phase,
the initial hex is the one in which the target unit was
in when the overwatch fire was triggered (announced).
14.2.2.2.3: On the firing unit’s data card, check
the **‘ATGM Speeds’* column opposite the missile
weapon in the FIRING INFORMATION section.
If the total target unit’s movement is three or less
hexes, the ATGM’s speed is found in the **1-3"'
subcolumn, and, if the target unit’s movement is
four or more hexes, the ATGM’s speed is found
in the ‘‘4+'" subcolumn. For example, on the
T-80A data card (USSR-1A), the speeds of the
Songster ATGM are ‘24" for a target move of
“1-3" and ““I2" for a target move of "'4+"".
14.2.2.2.4: A missile’s speed represents the
number of hexes the missile moves before the
target unit is able to move “*1’" hex. Count off
the number of hexes equal to the missile’s speed
in the shortest possible hex route towards the target
unit. If the missile has not yet reached the hex con-
taining the target unit, the target unit is moved
1 hex. The process is repeated until the missile
reaches the target unit (and the shot is resolved),
or the target unit moves into a hex that is not in
**gighting’’ or the missile’s range, or to which
there is a blocked line of sight. As in BG7.2.2.2,
an anti-tank guided missile will still hit a target
unit that moves out of its firing arc.

14.3 ADVANCED GAME AP POINT EFFECT
FIRE PROCEDURE: This is handled the same
as in the Basic Game with some additional AP
point effect modifiers and some new damage
effects.

14.3.1 ADVANCED GAME AP POINT EFFECT
MODIFIERS: These modifiers are used when
they apply for all AP point effect fire, in addition
to the Basic Game modifiers (see 7.4.2), and all
are cumulative, These are also listed in the AP
POINT EFFECT MODIFIERS section on the
Game Card.

14.3.1.1 ADVANCED GAME AP POINT
EFFECT GENERAL MODIFIERS:

14.3.1.1.1 Through Other Smoke: Smoke
produced by smoke shells, smoke dischargers, etc.
(any smoke not caused by a burning wreck) is
denser than the smoke caused by a burning wreck.
A **—10"" modifier applies if a shot’s line of sight
leaves, enters or passes through a hex or hexside
containing a smoke (ON or OFF) marker, or
which is from or at a vehicle unit covered by dis-
charger smoke—has a smoke (DS) marker—or
through a fire hex (see option 18,3). This modi-
fier applies for each such hex that is encountered.

14.3.1.1.2 Firer Suppressed: A **—10"" modi-
fier applies if the firing unit is suppressed.

14.3.1.1.3 Transported Firer: If the firing unit
is a leg unit being transported on a vehicle unit,
a '*—5" modifier applies.

14.3.1.1.4 Per Firing Crew Loss: Each crew
loss hit suffered by a firing vehicle unit causes a
““—4"" modifier.

14.3.1.1.5 Firer Tem Sup (Temporarily Sup-
pressed): Since anti-tank guided missiles must be
guided by an operator, shots at the operator can
throw off the aim. These modifiers apply if a unit
firing an ATGM has been fired at by GP fire one
or more times without being destroyed or actually
suppressed prior to resolving the ATGM fire. The
modifier to be used varies from **—2""to ** =7"",
depending on the guidance class of the ATGM that
was fired.

14.3.1.2 ADVANCED GAME TERRAIN MODI-
FIERS: In the Advanced Game, combat units may
be located in improved position hexes (a **—10""
modifier, in addition to making a vehicle unit hull
down), and inside buildings (a ** —8"" modifier—
see 15.4.3—this also makes a vehicle unit hull
down in brick or stone building hexes).

14.3.1.3 FIRER GRADE MODIFIERS: Aver-
age grade units have no modifiers.

14.3.1.3.1 Poor Unit Firing: A ““—1"" modifier
applies if the range to the target is 6 to 10 hexes,
“_2" at 11 to 15 hexes, ““*—3"" at 16 to 20 hexes,
““—4" at21 to 25 hexes, and **—5"" at 26 or more
hexes.

14.3.1.3.2 Crack Unit Firing: A **+1°" modi-
fier applies if the range to the target is 6 to 10
hexes, ““+2"" at 11 to 15 hexes, ‘43’ at 16 to
20 hexes, ‘‘+4"" at 21 to 25 hexes, and **+5"’
at 26 or more hexes.

14.3.2 THE AP POINT EFFECT SIGHT
MODIFIERS: The sights (not all are actually
sights, but this term is used generically for sim-
plicity) available for weapons are given on the data
cards as one-letter abbreviations in the *‘Sights™
column of the weapon's section of the FIRING
INFORMATION. Many weapons have more than
one of these available. The firing player may use
whichever seems most advantageous when firing
(some may not be used in some situations).
Although the modifiers from these sights do not
apply when using GP fire, the special abilities for
ignoring smoke of the CO2 laser sight and thermal
imager do apply when using GP fire. These have
the following effects for firing units that have them
(for quick reference, also see the SIGHT MODI-
FIERS in the AP POINT EFFECT MODIFIERS
section of the Game Card):

(C) CO2 LASER SIGHT: This works the
same as a laser sight (see L', below), but
can be used in **Fog’’ or ‘‘Blowing Snow"’
conditions, or through smoke (except dis-
charger smoke).

(D) LASER DESIGNATOR: Can be used to
“‘paint” targets for some air and artillery
weapons that **home-in"" on reflected laser
energy (see options 19.2.4.7 and 20.2.3.3.3).
Cannot be used in “‘Fog"* or “‘Blowing Snow"’
conditions, or out of, through, or into any
smoke hexes/hexsides.

() IMAGE INTENSIFIER: Can be used to
“‘see’” out to ‘‘Day’’ sighting ranges out to a
maximum range of 20 hexes during *‘Dusk’’
or ““Moonlight”’ and out to a2 maximum range
of 15 hexes during “‘Night’’. All types of
smoke plus *‘Fog’’, or “‘Blowing Snow’’ con-
ditions all negate this ability.

(L) LASER SIGHT: Adds modifiers depend-
ing on the range—*‘+1"" at 6-10 hexes, **+2"
at 11-15 hexes, **+3”" at 16-20 hexes, **+4"’
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at 21-25 hexes, and **+5'" at 26-40 hexes
range. Cannot be used in *‘Fog or Blowing
Snow'’ conditions, or out of, through, or into
any smoke hexes/hexsides.

(0) OPTICAL SIGHTS: Old-fashioned
sights (ie., eyeballs, binoculars, etc.)—no
modifiers.

(R) RADAR: Used only to control firing by
anti-aircraft units against air units (see option
20.3.1).

(S) STEREOQ/COD: Adds modifiers depend-
ing on the range—**+1"" at 6-15 hexes, “*+2"
at 16-25 hexes, and ‘‘+3"" at 26-40 hexes
range.

(T) THERMAL IMAGER: A weapon with
these sights can ignore all firing medifiers for
all smoke except for discharger smoke out to
a maximum range of 20 hexes. Can also be
used to “‘see’’ out to ‘‘Day’’ sighting ranges
out to a maximum range of 20 hexes during
nighttime (see option 18.1), except to or from
a unit covered by its own discharger smoke.
Camouflage (see option 17.6.1) has no effects
against a thermal imager out to the 20 hex
range.

14.3.3 ADVANCED GAME AP FIRE
DAMAGE EFFECTS: These are in addition to
the effects of damage caused by AP point effect
weapons covered in the Basic Game Rules (see

7.4.7).

14.3.3).1 ADVANCED GAME COMPARTMENT
HITS: Any vehicle unit that takes a compartment
hit (hull or turret) is also, along with any units
it may be transporting, suppressed. Place sup-
pressed (ON) markers on all of these units. Com-
partment hits also automatically cause one crew
loss. Compartment hits destroy any sights used
by destroyed weapons, and any searchlights or
smoke makers mounted on the compartment. A
hull compartment hit will also destroy all hull
mounted weapons. A turret compartment hit will
also destroy any turret mounted weapons. Also,
check the target unit's data card NOTES section—
some vehicle units are knocked out as a result of
any compartment hit. Note crew losses and
damages on the RECORD SHEET.

14.3.3.2 ADVANCED GAME KNOCK OUTS/
BREW UPS: On a vehicle unit that is knocked
out or brewed up, all units that it is transporting
are also eliminated (including full infantry squads)
and removed from play.

14.3.3.3 BREW UPS CAUSE SUPPRESSION:
If a vehicle unit is brewed up, not only is it
replaced with a burning wreck marker, but all
other combat units currently in its hex are immedi-
ately and automatically suppressed. Place sup-
pressed (ON) markers on all of these units.

14.3.3.4 NON-PENETRATING AP POINT
EFFECT HITS: AP point effect hits that fail to
penetrate (the penetration value is less than the
armor basis) may still do some damage if the hit
was made in certain locations:

14.3.3.4.1: A hit on the ““TT”’ or ““HD’’ of an
open vehicle unit that fails to penetrate will cause
one crew loss. Note crew losses on the RECORD
SHEET.

14.3.3.4.2: A hitonthe *‘TT"", “HF” or "HR"
that fails to penetrate will still destroy machine-
guns (MG or HMG) located in those positions,
if any. Note these damages on the RECORD
SHEET.

14.34 REACTIVE ARMOR AND ITS EFFECTS:
*‘Reactive armor’’ is a bolt-on armor that deflects
the effects of *“CE"’ ammunition by exploding out-
ward to disrupt the penetrating stream of gas.
Reactive armors have no effects on “KE’" am-
munition. The presence of reactive armor is given
in scenarios, or can be added (at listed points per



vehicle unit) to vehicles whose data card NOTES
sections indicate its availability (other effects of
the use of reactive armor are also given). Reactive
armor is of two types:

14.3.4.1 HEAVY REACTIVE ARMOR: If a
vehicle unit has heavy reactive armor and is hit
at the “TF”’, “'TS§", or ““HS"’ locations by AP
point effect fire using ‘‘CE’* ammunition, the hit
automatically does not penetrate.

14.3.4.2 LIGHT REACTIVE ARMOR: If a
vehicle unit has light reactive armor and is hit at
the *“TF”’, **TS”’, or **HS"" locations by AP point
effect fire using ‘‘CE’’ ammunition, treat the
armor basis as ‘80"’ more than the printed
number.

14.4 GP POINT EFFECT FIRING PROCE-
DURE: 'GP’ (for *‘general purpose'") weapons
represent all types of fire depending on volume,
explosive force and/or burning for its effects. The
procedures used when firing GP point effect
weapons are considerably different from that used
to fire AP point effect weapons.

14.4.1 FINDING THE GP FACTOR: As when
finding an AP factor, a GP factor is found by
crossgridding the range in hexes to the target with
a ““GP”’ line. The ‘“NM" (“‘non-moving’’) line
is used if the firing unit is not moving (has FIRE,
ATGM or OVERWATCH orders), and the “MV"*
(“*moving’") line is used if the firing unhit is mov-
ing (has FIRE/MOVE or OVERRUN orders).
Weapons that do not have a “MV"’ line may not
be fired if the firing unit is moving. For example,
a T-80A fires its 125mm main gun using "‘GP”’
ammunition at a target unit that is at 18 hexes
range. The GP factor is *'17" if the T-80A is not
moving and “*9"" if it is moving. The rate of fire
when GP weapons are fired is always considered
to be ““1’", regardless of the listed rate of fire
(which is needed only for AP point effect fire)—
higher real rates of fire are “‘built-in’* to weapon’s
GP factors.

14.4.2 THE ADVANCED GAME GP POINT
EFFECT FIRE MODIFIERS: All modifiers are
listed for reference on the GP POINT EFFECT
MODIFIERS section on the Game Card. These
meodifiers are cumulative and together constitute
a net modifier. The net modifier for GP point
effect fire modifies the dice roll for combat re-
solution. For example, if the net modifier is

“+10" and a ‘65" is rolled on the dice, this is,

treated as a roll of ‘75"’ because of the modifier.
Also note the effects of weapon'’s sights on smoke
(see 14.3.2) that do apply for GP fire. Only the
modifiers used in the Advanced Game are dis-
cussed here.

14.4.2.1 GENERAL GP POINT EFFECT
MODIFIERS: These can apply to all GP point
effect fire, regardless of target.

14.4.2.1.1 GP Acquisition Bonus: A ‘‘+5"
madifier is received for each consecutive turn that
the same firing unit engages in GP point effect
fire against the same target unit. Record target
units as necessary in the ‘‘Notes’ line of the
RECORD SHEET,

14.4.2.1.2 Per Firing Crew Loss: A *‘—10"
modifier applies for each crew loss damage taken
by the firing unit.

14.4.2.1.3 Firer Suppressed: A ‘‘-20"'
modifier applies if the firing unit is suppressed;
ie., it is marked with a suppressed (ON or OFF)
marker.

14.4.2.1.4 Firer Tem Sup (Temporarily Sup-
pressed): This modifier applies only to units fir-
ing missiles that have been fired at, but not
suppressed or destroyed, prior to the resolution
of the shot. The modifier used varies from ** -5’
to “*—15", depending on the guidance class of
the ATGM fired.

14.4.2.1.5 Transported Firer: A **—10"" modi-
fier applies if the firing unit is a leg unit firing
from a transporting vehicle unit (towed units may
not be fired while being transported),
14.4.2.1.6 Through Brew Up Smoke: A
**—10"" modifier applies if the line of sight leaves,
enters or passes through a hex or hexside of a hex
containing a burning wreck marker. The modifier
applies for each hex that is encountered.

14.4.2.1.7 Through Other Smoke: A “*—20"
modifier applies if the line of sight leaves, enters
or passes through a hex or hexside of a hex con-
taining a smoke (ON or OFF) marker or which
is from or at a vehicle unit covered by discharger
smoke (see 16.3.3.2)—has a smoke (DS) marker—
or through a fire marker (see option 18.3). The
modifier applies for each hex encountered.

14.4.2.1.8 Firing Overwatch: When a unit with
OVERWATCH orders is fired, a *' —5'" modifier
applies if the target is “*“NM’’ (not moving—the
target unit has CLOSE ASSAULT, FIRE, FIRE
MISSILE, or OVERWATCH orders), and a
**—15"" modifier applies if the target is ‘‘MV"’
(moving—the target unit has FIRE/MOVE,
MOVE , or OVERRUN orders).

14.4.2.1.9 Building Target: A *“—10"" modifier
applies when firing ar a building hex (not when
firing at units in a building hex) for each height
of the buildings in that building hex. For example,
when firing at a building hex with buildings two
heights high, a '*—20"" modifier applies.
14.4.2.2 GP POINT EFFECT FIRE VS,
VEHICLES: These modifiers apply only if the
target unit is a vehicle unit.

14.4.2.2.1 In Building Hex: A **—10"" modifier
applies if the target vehicle unit is in a building
hex.

14.4.2.2.2 In Woods Hex: A *‘—10"" modifier
applies if the target vehicle unit is in a woods hex.

14.4.2.2.3 Hull Down: A *‘—20" modifier
applies if the target vehicle unit is hull down.

14.4.2.2.4 Moving: This ‘‘—10"" modifier
applies if the target vehicle unit is moving (has
FIRE/MOVE, MOVE or OVERRUN orders).

14.4.2.3 GP POINT EFFECT FIRING
CANISTER MODIFIERS: When canister (see
14.4.5.2) is fired, a *‘+20"" modifier applies if
the target unit is a leg or towed unit, and a **—20""
modifier applies if the target unit is a vehicle unit.

14.4.2.4 GP POINT EFFECT GRADE MODI-
FIERS: Average grade units have no modifiers.

14.4.2.4.1 Poor Unit Firing: A **—5"’ modifier
applies if the range to the target is 11 to 20 hexes,
and ““—10"" at 21 or more hexes.

14.4.2.4.2 Crack Unit Firing: A **+5"" modi-
fier applies if the range to the target is 11 to 20
hexes, and ‘*+10"" at 21 or more hexes.

14.4.3 FINDING THE GP DEFENSE FACTOR:
A target unit requires a *‘GP defense factor’* for
comparison to the GP factor to resolve GP point
effect fire.

14.4.3.1 VEHICLE GP DEFENSE FACTORS:
The GP defense factors for target vehicles are
listed on their data cards on the “‘GP Defense’
line in the TARGET INFORMATION section.
For example, a T-80A (data card USSR-14) has
a GP defense factor of “‘8"".

14.4.3.2 LEG AND TOWED GFP DEFENSE
FACTORS: The GP defense factors for leg and
towed units are listed on their data cards in the
TARGET INFORMATION sections.

14.4.3.2.1 General Procedure: The GP defense
factors of these units depend on the terrain in the
hex they are in and the status of the unit
(*“FC’’ =unit is in full cover; *“NM"’ =unit is not
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moving—has ATGM, CLOSE ASSAULT, FIRE,
or OVERWATCH orders; and ““MV" =unit is
moving—has FIRE/MOVE, MOVE, or OVER-
RUN orders). Crossgrid the terrain with the situ-
ation to find the GP defense factor. For example
{look on data cards USA-7B, FRG-4B, and
USSR-11B) a target leg unit with FIRE orders
(““NM"’) is in a rough terrain hex. Its GP defense
Jactor is 4"

14.4.3.2.2 Modifiers: If there is a block or wreck
marker located in the hex with a leg and/or towed
target unit, add one (**+1"’) to the GP defense
factor that the unit would normally have for the
hex’s terrain.

14.4.3.2.3 In Ditch Hexes: There are two GP
defense factors listed for a ditch hex. The first
number is the unit's GP defense factor if the fire
is coming from a greater height than that of the
target unit. The second number is the unit’s GP
defense factor if the fire is coming from an equal
or lower height than that of the target unit.

14.4.3.2.4 Mixed Terrain: If there is more than
one type of terrain in the target unit’s hex (i.e.
an improved position marker in a rough hex), use
ihe terrain with the highest GP defense factor.
14.4.3.2.5 Transported Units: When GP point
effect fire is used against a vehicle unit that is
transporting a leg and/or towed unit, both the
vehicle unit and the leg and/or towed unit(s) being
transported may all be fired at with the one GP
shot.
14.4.3.2.5.1: The firing unit's GP factor is
used against the transporting vehicle unit's GP
defense factor, then used again against each
leg and/or towed unit being transported. This
is done only if the vehicle unit is ““open”’, or,
if ““buttoned’’, against a vehicle that does not
list ““FC"* (**full cover’'—these vehicles have
complete side and overhead protection for in-
fantrymen or towed unit’s crews) on the
TRANSPORT VALUE line of its data card.
The GP factor is not used against units being
transported by a ‘‘buttoned’” vehicle that does
list ““FC”" on its TRANSPORT VALUE line.
14.4.3.2.5.2: Leg and towed units being
transported by non-FC transport vehicles have
a GP defense factor of **1°" regardless of the
terrain in the hex. Leg and towed units being
transported by FC transport vehicles that are
“‘open'’ have a GP defense factor of *'3".
14.4.3.2.5.3: Transported leg and/or towed
units do not receive the **+1"" bonus in wreck
or block hexes.

14.4.3.3 TERRAIN GP DEFENSE FACTORS:
Terrain and terrain markers other than those dis-
cussed here have no GP factors and can never be
destroyed.

14.4.3.3.1: Weapons capable of GP point effect
fire, with the exception of those listed in their data
card NOTES as “‘small arms’’, may direct their
GP factors against block, temporary bridge (see
option 22.0), building, and wire hexes, instead of
firing at enemy combat units. These terrain
features have GP defense factors (specified by the
scenario or chosen by the players, also see the
STANDARD TERRAIN VALUES CHART on
the Game Card), and GP point effect fire can be
used against them. Their GP defense factors do
not vary according to terrain.

14.4.3.3.2: Permanent bridges (those printed on
the mapboard), building hexes, and minefields (see
option 17.5) may also be destroyed by firing at
them, but only by artillery fire (HE, ICM, or
ICMDP fire missions—see option 19.0), aircraft
iron or cluster bombs (see option 20.1), or adja-
cent assault infantry (see option 17.4.1.2). There-
fore, these hexes may not be destroyed using only
the Advanced Game Rules.



14.4.3.3.3: A combat result of effective is
required to eliminate or destroy the terrain in a
terrain hex. If eliminated, the block, temporary
bridge, and wire markers are removed from the
mapboard, a permanent bridge hex is marked with
a destroyed marker, a building hex is marked with
a block marker (this block marker may never be
eliminated), and a minefield hex notation is erased
on the RECORD SHEET. When a block, bridge
(permanent or temporary), minefield, or wire hex
is destroyed, all ground combat units in the same
hex are suppressed—place a suppressed (ON)
marker. Combat ground units on destroyed bridges
end up in the water/ditch hex that the bridge
covered, and are knocked out or eliminated if that
type hex is prohibited for them. When a building
hex is eliminated, all ground combat units in the
hex are also completely eliminated—vehicle units
leave no wreck markers when knocked out in this
way.

14.4.4 DETERMINING GP POINT EFFECTS
DAMAGE:

14.4.4.1 GP FIRE RESULTS DETERMINA-
TION: Consult the GP COMBAT RESULTS
TABLE on the Game Card. Crossgrid the firing
unit’s GP factor (along the top of the table) with
the target unit's GP defense factor (along the sides
of the table). Roll both dice and modify the result
by the net GP modifier, if any. If the final modi-
fied result is any number up to and including the
number on the ‘‘N"' line, the shot has **‘no effect’.
If final modified result falls in the number range
from above the *“N"* number to and including the
number on the *‘S'* line, the target unit has been
“‘suppressed’’. If the final modified result is any
number higher than the number on the **S’" line,
the target unit has suffered an *‘effective’’ result.
For example, if 23" GP factors were fired at
a rarget unit with a ''5"' GP defense factor, and
the modified dice roll was ''72"", the target unit
would be suppressed. If the target unit is a vehicle
unit transporting leg and/or towed units that are
eligible targets (see 14.4.3.2.5), the same dice roll
would be used to determine the affects of the GP
point effect fire against all of these units, although
different GP defense factor lines would be used
to determine the (possibly different) effects against
each combat unit,

14.4.4.2 EFFECTS OF GP RESULTS: GP
point effect fire results have different effects on
different types of units.

14.4.4.2.1 (N) No Effect Results: If the result
is no effect, the fire caused no appreciable damage
and can usually be ignored. EXCEPTION: If
directed at a target unit with an unresolved anti-
tank puided missile firing, that target unit gets a
temporary suppression marker.

14.4.4.2.2 (S) Suppressed Results: If the result
is suppressed, the fire was close enough to, in most
cases, degrade the target’s combat effectiveness.

14.4.4.2.2.1 Suppressed Vs. A Buttoned
Vehicle Unit: If the target is a buttoned vehicle
unit and the GP fire that caused the suppressed
result is from a weapon that is ‘‘small arms"’
(see NOTES on firing unit’s data card) at a
range of greater than two hexes, the suppressed
result is treated as a no effect result. However,
if the GP fire is from a *‘small arms’’ weapon
at a range of two hexes or less, or from any
other weapon at any useable range, the vehicle
unit is suppressed. Mark the target vehicle unit
with a suppressed (ON) marker.
14.4.4.2.2.2 Suppressed Vs. An Open
Vehicle, Leg, Or Towed Unit: If the target
is an open vehicle, leg or towed unit, a sup-
pressed result causes the target unit to be sup-
pressed. Mark the target unit with a suppressed
(ON) marker.

14.4.4.2.2.3 Suppressed Vs. A Block,
Bridge, Building, Or Wire Hex: Treat as a
no effect result.
14.4.4.2.3 (EF) Effective Results: If there is an
effective result, the fire was close enough to, in
most cases, do serious damage to the target.

14.4.4.2.3.1 Effective Vs. A Buttoned
Vehicle Unit: If the target is a buttoned vehicle
unit and the GP fire that caused the effective
result is from a ‘*small arms™ weapon (see
NOTES on firing unit’s data card) at a range
of greater than two hexes, the effective result
is treated as a no effect result. However, if the
GP fire is from a **small arms’” weapon at a
range of two hexes or less, or from any other
weapan in its useable range, the vehicle unit
is suppressed (EXCEPTION: see 14.4.4.2.3.3).
Mark with a suppressed (ON) marker.
14.4.4.2.3.2 Effective Vs. An Open Vehicle
Unit: If the target is an open vehicle unit, an
effective result causes the target vehicle unit
to suffer one “‘crew loss’” and be suppressed.
(EXCEPTION: see 14.4.4.2.3.3). Mark with
a suppressed (ON) marker and make a note of
the crew loss on the RECORD SHEET.
14.4.4.2.3.3 Vehicle Knocked Out or
Brewed Up Through Explosive Power: Many
modern weapons are of sufficient size that the
explosive force of their explosive shells or
bombs can still destroy many armored vehicles.
This does not apply if canister is fired. In the
“*Vehicle Damage From Hit* column of the
FIRING INFORMATION section on a firing
unit's data card, check the entry (if there is
no entry, this rule does not apply) opposite the
GP ammunition for the weapon fired. If the

target vehicle unit's GP defense factor number-

is listed there, an effective result either knocks
out or brews up (as stated) the vehicle unit
(open or buttoned—replace with an appropri-
ate wreck marker). Any units being transported
are also knocked out and removed from play
(including complete full squads). For example,
for a MI (data card USA-14) firing GP am-
munition with its 105mm main gun, this reads,
“EF=KNK OUT if GP DEF=1-5,"" If a target
vehicle unit’s GP defense is *'5'" or less, an
effective (“'EF"') result will knock out the
target.

14.4.4.2.3.4 Effective Vs. Leg Or Towed
Units: If the target is a leg or towed unit, an
effective result causes the following: a leg team
or leg half squad or a towed unit is eliminated
and removed from play (no wreck marker is
placed). EXCEPTION: From GP point effect
fire, a leg squad is reduced to a half squad and
suppressed—mark the target unit with a sup-
pressed (ON) marker and make a note on the
RECORD SHEET that the unit is now a half
squad.

14.4.4.2.3.5 Effective Vs. Terrain: Terrain
markers or hexes attacked by appropraiate
weapons are destroyed and eliminated or
marked accordingly.

14.4.5 ALTERNATE AMMUNITION: The
NOTES section of data cards indicates which
weapons may fire canister and smoke ammuni-
tion. These alternate ammunition types may be
fired by these weapons instead of other types of
ammunition. Firing canister or smoke ammuni-
tion requires FIRE or FIRE/MOVE orders.

14.4.5.1 FIRING SMOKE: Smoke ammunition
has the same maximum range as a weapon’s GP
ammunition, and a minimum range of 2 hexes.
To fire, announce a target hex that is within the
weapon's firing arc and range, that does not con-
tain friendly units, and to which there is an
unblocked line of sight and place a smoke (ON)
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marker in the target hex (this is “‘other’’ smoke).
There is no damage.

14.4.5.2 FIRING CANISTER: Canister ammu-
nition has a minimum range of 2 hexes and a max-
imum range of 10 hexes. Firing is handled the
same as for GP point effect fire—use the weapon’s
normal GP factor within the range limitations, but
use the canister firing modifiers (see 14.4.2.3).
Rule 14.4.4.2.3.3 (vehicle destroyed by explosive
power) does not apply to a target vehicle unit if
canister is fired.

14.5 CLOSE ASSAULT COMBAT: ‘‘Close
assaults’ simulate the effects of infantry attack-
ing vehicles from very close range. Close assault
combats are resolved during the Close Assault
Step. The CLOSE ASSAULT order is required
for a dismounted leg unit to engage in a close
assault combat. This order may not be given to
a mounted or suppressed leg unit, and may not
be carried out by a unit that is suppressed before
the close assault can be resolved. Close assault
combats are not considered to be simultaneous.

14.5.1 ABILITY TO CLOSE ASSAULT: Close
assault may only be employed only against enemy
vehicle units (or against terrain hexes by assault
infantry only—see option 17.4.1.2) that are located
in a hex adjacent to the leg unit and within its firing
arc. Close assault combats may not be employed
against a unit or hex that is located more than two
heights above or below the close assaulting leg
unit. A leg unit may use close assault combat
against only one enemy vehicle unit or terrain hex
per Turn, If several leg units are close assaulting
the same target, each makes a separate attack
(resolve in any desired order), but all attacks on
one unit must be announced before any are
resolved. If there are other units in the hex with
the unit being close assaulted, they are ignored.
Although close assaulting units are firing, they
are also considered to be moving around within
their hex and are marked with a spotted (MOVED)
marker.

14.5.2 CLOSE ASSAULT COMBAT RESO-
LUTION: Close assault combats are resolved
similarly to GP point effect fire.

14.5.2.1: The **‘MV’’ GP factor of the leg unit
at a range of one hex plus the “*“MV"" GP factor(s)
of any attached rocket launchers is compared to
the target vehicle unit’s close assault defense factor
{(see CA DEFENSE line on the vehicle unit's data
card), the same way a GP factor is used with a
GP defense factor when firing GP point effect
weapons.

14.5.2.2: The dice are rolled and the GP COM-
BAT RESULTS TABLE on the Game Card is
used with the same procedure as for a GP point
effect fire resolution, but the CLOSE ASSAULT
MODIFIERS (see below and on the Game Card)
are used to determine a net modifier, instead of
using the GP POINT EFFECT MODIFIERS.

14.5.3 THE ADVANCED GAME CLOSE
ASSAULT MODIFIERS:

14.5.3.1 ATTACKING UPHILL: A “‘—10""
modifier is used if the target vehicle unit is at a
greater height than the close assaulting leg unit.

14.5.3.2 VS. MOVING VEHICLE: A **—10"
modifier is applied if the target vehicle unit is mov-
ing (has FIRE/MOVE, MOVE or OVYERRUN
orders).

14.5.3.3 VS. OPEN VEHICLE: A “+10"
modifier is used if the vehicle is open. This modi-
fier also applies if the vehicle's armor basis is ‘0"
at its ““TT" or “'HD’’ location (see ARMOR
CHARTS on the vehicle's data card).

14.5.3.4 ATTACKER GRADE: If the attacker
is crack, a “* +10"" modifier applies. If the attack
is poor, a ‘“=10"" modifier applies.



14.5.4 RESULTS OF CLOSE ASSAULTS: A
close assault combat is resolved by rolling two dice
and consulting the GP COMBAT RESULTS
TABLE, the same as with GP point effect fire.
Unlike GP point effect fire, the combat results
always apply to the target vehicle unit, whether
it is open or buttoned, armored or unarmored. The
vehicle unit is suppressed—place a suppressed
(ON) marker—if that was the result rolled, and
is knocked out and replaced by a brewed up wreck
unit if an effective result was rolled.

14.6 HAND-TO-HAND COMBAT: ‘‘Hand-to
hand combats'’ simulate the effects of infantry at-
tacking dismounted enemy leg or towed units from
very close range, with a few men on either side
possibly briefly coming to personal blows. Hand-
to-hand combats are a form of close assault, and
are resolved during the Close Assault Step. Only
dismounted squad or %2 squad leg units may in-
itiate a hand-to-hand combat, and a unit doing so
is called an “‘attacker’’. A unit being attacked is
called the ‘‘defender’”. A CLOSE ASSAULT
order is required for a leg unit to attack for hand-
to-hand combat. This order may not be given to
a mounted or suppressed leg unit, and may not
be carried out by a unit that is suppressed before
its hand-to-hand combat attack can be resolved.
Hand-to-hand combats are not considered to be
simultaneous.

14.6.1 ABILITY TO ATTACK FOR HAND-
TO-HAND COMBAT: Hand-to-hand combat
may only be employed against dismounted enemy
leg (including bailed-out crews—see option
17.2.3) or towed units that are located in a hex
adjacent to the attacking leg unit and within the
its firing arc.

14.6.1.1: Hand-to-hand combat attacks may not
be made against a unit that is more than rwo heights
above or below the attacking leg unit.

14.6.1.2: A leg unit may attack for hand-to-hand
combat against only one enemy leg or towed unit
per Turn. If there are other units in the hex with
the unit being engaged in hand-to-hand combat,
they are ignored. It is possible for more than one
leg unit to attack the same enemy unit.

14.6.1.3: Since the Close Assault Step is not
simultaneous, it is possible, on the side going first,
for a leg unit to attack an enemy unit for hand-to-
hand or close assault combat, and then be itself
attacked (possibly by the same enemy unit) for
hand-to-hand combat during the same Close
Assault Step.

14.6.1.4: Attackers in hand-to-hand combats, like
those making close assaults, are marked with a
spotted (MOVED) marker.

14.6.2 HAND-TO-HAND COMBAT RESO-
LUTION: Hand-to-hand combats are resolved
differently from GP point effect fire or close
assaults. Instead, the HAND-TO-HAND COM-
BAT TABLE on the Game Card is used for com-

bat resolution. 1

14.6.2.1: Find the line on the table that shows
the attacking (given first) and defending units. If
there is more than one attacker, use the best (one
with the best modifiers for the attacker) possible
attacking unit.

14.6.2.2: The dice are then rolled, modified by
the net modifier determined from the HAND-TO-
HAND COMBAT MODIFIERS (see 14.6.3 and
on the Game Card), and the “*winner’’ determined
by the numbers shown on the appropriate line of
the table, A/l units involved in the combat on the
other, or losing side, suffer an effective result,
with the same effects as for a GP point effect
effective result (see 14.4.4.2.3.4—squads are
reduced to Y4 squads and suppressed). If there are
multiple attacking units, ail suffer the effective
result.

14.6.3 THE ADVANCED GAME HAND-TO-
HAND COMBAT MODIFIERS: These modi-
fiers are cumulative, and are used depending on
the attacker’s, the defender’s or both sides’ situ-
ation. For example, if the attacker is crack, the
die roll is “*—10"", if defender is crack, the die
roll is ““+10"°, and if both sides are crack there
is both a ““—10"" and a “'+10"" modifier (net
modifier of *'0"’).

14.6.3.1 SUPPRESSED: If the defending unit is
suppressed, modify the dice roll by *‘—20"".

14.6.3.2 UPHILL ATTACK: If the defending
unit is higher than the attacking unit, modify the
dice roll by “*+10"",

14.6.3.3 PER CREW LOSS AND/OR BAILED
OUT: If the defending unit is a bailed out crew
unit, and/or has suffered one or more crew losses,
modify the dice roll by **—10"".

14.6.3.4 PER ADDITIONAL ATTACKER:
Modify the dice roll by **—10"" for each attack-
ing unit after the first one. For example, if there
are three attacking units, this causes a modifier
of =207,

14.6.3.5 UNIT GRADES: If the defending unit
is crack, modify the dice roll by **+10"". If the
attacking unit is crack, modify the dice roll by
“¢—10"". If the attacking unit is poor, modify the
dice roll by **+10"". If the defending unit is poor,
modify the dice roll by **—10"",

14.7 OVERRUN COMBAT: ‘‘Overrun com-
bats™" represent attacks where vehicles physically
try to ‘‘run down’’ soldiers who are not in
vehicles, Overrun combats direct a vehicle unit
(the “*attacker’’) against a dismounted leg or towed
unit (the “‘defender*'). All overrun combats are
resolved during the Overrun Step of the Move-
ment Phase, and the attacking unit must have
OVERRUN orders. Overrun movement can
trigger overwatch fire the same as any other
movement.

14,7.1 GENERAL OVERRUN COMBAT
RULES: A vehicle unit conducts an overrun attack
when it is moved into a hex containing an enemy
leg or towed unit, and has OVERRUN orders.
Vehicle units making overrun attacks on units in
building hexes will have to go inside the build-
ings to do so (see 15.4.3). Before the overrun
movement starts, the controlling attacking player
should announce the defending unit.

14.7.1.1: Only vehicle units that do not have
damage to all of their their gun armament (ie.,
gun or turret compartment hits) that would pre-
vent combat, may attack for overrun combats.
Vehicle units without vehicle guns of any kind (ie.,
trucks or vehicles carrying only missiles) also may
not be used for overrun combats.

14.7.1.2: Overrun combats may only be employed
against a dismounted enemy leg or towed unit that
can be reached by a vehicle unit’s movement. An
attacking vehicle unit must be able to ‘‘see’’ an
enemy leg or towed unit before any movement can
be made towards its hex. If no “‘sighted’’ enemy
leg or towed unit can be reached for an overrun
combat, if a vehicle unit is unable to be moved,
or, if the controlling player decides not to per-
form an overrun attack, a vehicle unit with OVER-
RUN orders may not be moved. EXCEPTION:
For Soviet doctrine combat units, if the defend-
ing unit is eliminated by one of the earlier attack-
ing vehicles that is part of the doctrine combat unit,
the remaining vehicles are considered to be moved
to keep the vehicles of the unit together.

14.7.1.3: A vehicle unit may attack to overrun
only one enemy unit per Turn. If there are other
units in the hex with the unit attacked for over-
run combat, they are ignored. Soviet doctrine
combat unit vehicles may be assigned to overrun
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different enemy units located in the same hex.

14.7.1.4: Overrun attacks can not be directed
against enemy units which are being transported
on vehicle units (this includes those just loaded
during the Movement Step). Overrun attacks can
be directed against enemy units that were just
unloaded during the Movement Step.

14.7.1.5: If more than one vehicle unit attacks
the same target unit, the overrun combats are
resolved one at a time.

14.7.2 OVERRUN COMBAT RESOLUTION:
Overrun combat is resolved in two parts, the
““overrun defensive fire’” by the defending leg or
towed unit (and by no other unit in the hex), and
the “‘overrun fire'’ by the attacking vehicle unit.

14.7.2.1: OVERRUN DEFENSIVE FIRE:
After the vehicle unit enters the overrun combat
hex, overrun defensive fire is resolved for the
defending leg or towed unit. If the defending
towed or leg unit has OVERWATCH orders that
can be triggered during the movement of the at-
tacking vehicle unit, the controlling player may
use the defending unit for overwatch fire or over-
run defensive fire, not both, as desired, If attacked
by more than one vehicle unit during the same
Overrun Step, the overrun defensive fire is used
only against the first overrunning vehicle unit.
Overrun defensive fire is considered to be GP
point effect fire at a 1 hex range (ie., it happens
just before the vehicle unit enters the hex) and uses
all applicable modifiers, with the following
changes:

14.7.2.1.1 GP Factors Used For Overrun
Defensive Fire: All useable non-moving (*"NM'")
gun (including launchers) GP factors at a 1 hex
range for the defending unit are added together
to find the defending unit’s foral GP factor to be
used for its overrun defensive fire. For example,
an American team (see data card USA-7B) with
a machinegun (“'"MG"') attached has 7 GP factors
for the team plus 9 GP factors for the artached
machinegun for a 1otal of 16 useable GP factors
for overrun defensive fire. A defending unit gets
overrun defensive fire even if it already fired dur-
ing an earlier step in the Turn and regardless of
its orders.

14.7.2.1.1.1: Towed weapons and leg units’
attached weapons may add in their ““NM"' GP
factors for overrun defensive fire only if the
hex from which the attacking vehicle unit
enters their hex is within their fire arc. Other-
wise, they are not useable.

14.7.2.1.1.2: Towed units and leg attached
weapons are not useable for overrun defensive
fire if the unit was just unloaded during the
Movement Step.

14.7.2.1.1.3: Towed or leg units with a
location (FULL COVER) marker may use
overrun defensive fire, and this may be **first
fire”” if the unit is not also suppressed.

14.7.2.1.2 First Fire/Simultaneous Fire: The
towed or leg unit may take its overrun defensive
fire before (called ‘““first fire'”) the overrun fire
is resolved, if it has not yet been fired during the
Turn and is not suppressed. First fire is considered
to take place in the hex just before the attacking
vehicle unit enters the defending unit’s hex. If first
fire is not possible, the overrun defensive fire and
the overrun fire are considered to be simultaneous,
although they can be resolved in any convenient
order, If first fire damages the attacking vehicle
unit in such a way that it cannot enter the de-
fender’s hex, the vehicle unit must remain in the
hex adjacent to the defender’s hex and does not
get to resolve its overrun fire. If a defender is in
a building hex, the overrunning vehicle unit must
go ‘‘inside’” the buildings (see 15.4.3) before
resolving the overrun fire. If the vehicle fails to



get inside the buildings, it also does not get to
resolve its overrun fire.

14.7.2.2 OVERRUN FIRE: Overrun fire is
resolved in the same manner as normal GP point
effect fire at a range of 1 hex, with the following
changes:

14.7.2.2.1 GP Factors Used For Overrun Fire:
The attacking vehicle unit’s moving (**“MV’") GP
factors at a range of 1 hex is used for the overrun
fire. The moving GP factors of all useable vehicle
guns are added together to find the total GP factor
for the overrun fire. If the vehicle unit is trans-
porting a leg unit(s), and the leg unit(s) can fire,
its moving GP factor and the moving GP factors
of any attached weapons that can be fired while
being transported (see 15.3.4) at a range of 1 hex
are also added to the total vehicle GP factors for
the overrun fire.

14.7.2,2.2 Overrun Fire Modifiers: All normal
GP point effect fire modifiers apply, plus there
is also a “*+20"" overrun modifier applied to the
combat resolution dice roll. In an overrun attack,
an effective result against an infantry squad will
eliminate it completely, not reduce it to a half
squad.

14.7.3 POST OVERRUN ADJUSTMENTS: If
an overrunning vehicle unit is still able to move
after the combats, it may complete any additional
desired movement. When no further movement
or firing is possible or desired, all situations with
opposing units in the same hex are adjusted
following rule 8.8.

14.8 TOTAL CREW LOSS: The size of a unit’s
crew is shown on its data card—the number listed
with its *‘Bailed Crew"’ in the *“Weapon’’ column
of the FIRING INFORMATION section is the
number of soldiers in a crew. If the number of
crew losses equals the size of the crew, consider
the unit to be knocked out or eliminated (this
applies when counting victory points).

[150] ADVANCED GAME
MOVEMENT RULES

All Basic Game rules of movement still apply, with
the following additions and changes. However,
instead of the Basic Game's Movement Step
Jollowed by an ATGM Resolution Step within the
Movement Phase, there are now Movement and
Overrun Steps in the Advanced Game Movement
Phase, and anti-tank guided missile shots are
resolved during movement (see 14.2.2).

15.1 LEG UNIT MOVEMENT RULES: Leg
units used in the Advanced Game are infantry
squads, % squads, and teams.

15.1.1: The movement factors for the various leg
units are listed on the SPEED lines of their data
cards. Squad and% squad units with FIRE orders
may be moved two hexes, and those with FIRE/
MOVE orders may be moved only one hex—this
is the meaning of the “*2(1)’" on their SPEED line.
Teams may not fire and move, so there is no sense
giving them FIRE/MOVE orders, and they may
only be moved one hex with MOVE orders.

15.1.2: Leg units expend one movement factor
for each hex entered, regardless of the terrain in
the hex. However, leg units (regardless of type)
may only enter one new hex if they change height
up or down. Leg units may not cross a hexside
with more than two height changes. There are no
special road or path movement costs for leg units.

15.1.3: Leg units do not expend movement
factors for turning within a hex, and may make
any number of turns within each hex (including
their starting hex).

15.1.4: Leg units may not enter wire hexes
(unless transported by a vehicle unit that can enter
a wire hex). Leg units that enter a ditch hex must

remain in that hex for at least one Turn after
entering the hex.

15.2 TOWED UNIT MOVEMENT RULES:
Towed units used in the Advanced Game are anti-
tank (**AT'") and anti-aircraft (““AA’") guns.
15.2.1: The SPEED lines on towed units’ data
cards show either ‘‘towed™ or “‘towed (1)".
“Towed’’ means that towed units may not be
moved into new hexes under their own power.
““Towed (1)’” means that the unit has a limited
ability to move under its own power—these units
may be moved one hex directly to the unit’s front
or one hex directly to the unit’s rear with MOVE
orders (they may not be turned until the Pivot
Step). These moves may not change the unit’s
height by more than one height. Either type may
be moved into new hexes when transported by
vehicle or helicopter units (see option 20,2.2.3 for
the latter).

15.2.2: Towed units may be pivoted in place dur-
ing a Pivot Step with any orders, and do nor
require a transporting unit to do so.

15.2.3: Towed units may not enter wire (unless
transported by a vehicle unit that can enter a wire
hex) or ditch hexes. Some may not enter block
hexes—check the “‘Block’’ column on the TARGET
INFORMATION sections of their data cards to
see if *‘P""=prohibited.

15.3 VEHICLES USED FOR TRANSPORT:
Leg and towed units can be “‘transported’’ (car-
ried and/or towed) by vehicle units.

15.3.1 TRANSPORT VALUES: Vehicles have
a *“Transport Value’’ line on their data cards. The
“‘transport value'’ number found on this line is
the maximum number of leg and/or towed unit
stacking points the vehicle unit can transport at
any one time, If the letter *‘L"" appears, leg units
can be transported. If the letter ““T'’ appears,
towed units can be transported. *‘LT"" indicates
leg and/or towed units, as long as the combina-
tion of their stacking points does not exceed the
vehicle’s transport value. If *‘(FC)*’ appears on
the line, the vehicle offers **full cover’’, or com-
plete overhead and side cover to its mounted units
(ie., they ride “‘inside’’ the vehicle, not on top
of it). Units being transported are ‘‘mounted’’,
while those not being transported are *‘‘dis-
mounted”’.

15.3.2 LOADING AND UNLOADING: Load-
ing and unloading is considered to be a form of
movement, and expends movement factors. Units
require certain orders to load or unload (see
15.3.2.3), but the decision to actually do so is up
to the player when the time comes to move. Leg
and towed units have a LOAD/UNLOAD COST
line on their data cards. This is the number of a
transporting vehicle unit’s movement factors
required to “‘load’’ a unit onto a vehicle (so it can
be transported), or to ‘‘unload’’ a unit from a
vehicle (after which it operates independently of
the vehicle). It is possible for a unit or units to
be loaded onto a vehicle at the same time as others
are being unloaded.

15.3.2.1: A transporting vehicle unit may use any
excess movement factors above those needed to
load or unload to enter new hexes (at normal
movement costs) before and/or after loading
(transporting newly loaded units with it) and/or
unloading (possibly leaving formely transported
units behind).

15.3.2.2: If more than one unit is being loaded
and/or unloaded at the same time in the same hex,
the total movement factor cost is that of the leg
or towed unit with the highesr load/unload cost.
The load/unload factors of the units are nor added
together for this purpose,

15.3.2.3: To be loaded, a leg or towed unit must
have MOVE orders, but not be moved into a new
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hex until after it is loaded (assuming that the
vehicle unit has any movement factors left to use
after loading). To be unloaded, transported units
(which have the same orders as the vehicle unit
transporting them—see 15.3.3.1) require MOVE
or FIRE/MOVE orders, and then must remain in
the hex where unloaded. Vehicle units that trans-
port leg and towed units in **full cover™’ (ie., in-
side and not on the vehicle) must be open to load
or unload.

15.3.2.4: A vehicle unit which does not have
enough movement factors available to load/unload
after entering a new hex may not do so. A vehicle
unit that does not enter a new hex may be used
to perform any loading/unloading, even if it has
fewer movement factors available than required
(even if using FIRE/MOVE orders).

15.3.2.5: A vehicle unit with FIRE/MOVE
orders may be used to fire its weapons, and
load/unload. Leg or towed units unloaded from
a vehicle unit with FIRE/MOVE orders may not
be fired.

15.3.2.6: To avoid clutter, remove leg and towed
units from the mapboard while they are being
transported. Write down the identification num-
bers of mounted units in the transporting vehicle
unit’s *“Transport’’ line on the RECORD SHEET.
When unloaded, return the leg/towed units to the
mapboard and erase their transport notations on
the RECORD SHEET.

15.3.3 SPECIAL RULES FOR TRANSPORTED
UNITS: Some special rules apply to leg and towed
units while they are transported.

15.3.3.1: While being transported, no separate
orders need to be marked for leg or towed units.
They have the same orders as their transporting
vehicle unit—when the vehicle unit is being
moved, its transported units are moved along with
it, and, when the vehicle unit is being fired, its
transported units may also (if allowed) be fired
with it.

15.3.3.2: While being transported, the stacking
factors of leg and towed units do not count towards
the total number of stacking factors in a hex. Only
the stacking factors of the transporting vehicle
units are counted.For example, a BTR60PB (worth
2 stacking factors, and with a transport value of
“3LT"’) transporting an infantry squad (2 stack-
ing factors) and a team (I stacking factor) does
not count as five stacking factors, but only as the
BTRG60OPB's 2 stacking factors.

15.3.3.3: Leg and towed units being transported
are sighted when their transporting unit is sighted,
if the transporting unit is not full cover or is open.
If it is a buttoned and has full cover, opposing
players do not have to be informed of what (if any-
thing) is being transported.

15.3.4 FIRING WITH TRANSPORTED
UNITS: Check the NOTES on the data cards to
see which special rules on firing transported units
apply to specific vehicles and mounted weapons.

15.3.4.1: Some units (all towed units) and many
infantry weapons (machineguns, missiles, etc.)
may not be fired while being transported. Others
(ie., rocket launchers) may be fired only if the
transporting vehicle unit is non-full cover or, if
full cover, is open. On some vehicle units, even
infantry small arms cannot be fired if the vehicle
is buttoned, Otherwise, normal firing procedures
and applicable modifiers apply.

15.3.4.2: Leg units, when transported by certain
full cover vehicle units may be fired when the
vehicle unit is buttoned (see NOTES on the
Vehicle unit's data cards). The maximum range
for this fire is ‘‘2"" hexes. Leg units transported
by vehicle units without this capability, may fire
only if the vehicle unit is open. Normal ranges
apply from an open vehicle unit.



15.4 MOVEMENT IN BUILDING HEXES:
Building hexes represent groups of buildings that
may attain quite a bit of height.

15.4.1 LOCATIONS WITHIN BUILDING
HEXES: Units in a building hex may be inside
or outside the actual structures, and at ground level
or a number of floors higher. Like all movement,
changing locations in a building hex expends
movement factors and requires orders that permit
movement (ie., FIRE/MOVE, MOVE or OVER-
RUN orders).

15.4.1.1 LEG UNIT LOCATIONS: When a leg
FRONT unit is located in a building hex, its in-
dividual soldiers are normally con-
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sidered to be at ground level and making
maximum use of cover, either inside or
near the actual buildings. For game pur-
poses, a leg unit in a building hex that is not other-
wise marked is always considered to be “*inside’”
the buildings at the hex’s ground level. Leg units
may also be located in the upper floors of build-
ings (if they have them). To show that a leg unit
is inside buildings and one or more height above
the hex’s ground level, mark the leg unit with a
location (UP) marker, and indicate its exact height
above the hex’s ground level (this is not secret,
and the information should be made available to
the opposing players) on the RECORD SHEET
““Notes’’ line.

15.4.1.2 VEHICLE AND TOWED UNIT LOCA-
FRONT TIONS: Vehicle and towed units in

INB building hexes, on the other hand, unless
n...:: otherwise marked, are considered to be
=0:|° in the streets and open spaces around the

buildings. Some vehicle and towed units
may also be located inside buildings at ground
level (they may never go UP), and, to show this,
mark with a location (INB) marker (‘*‘INB’"=""in
building’”). Vehicle units whose data card’s
NOTES section indicates that they “‘may not enter
or overrun buildings’’, may not go inside build-
ings, and section 15.4.3 does not apply to them.

15.4.2 MOVING LEG UNITS UP AND
DOWN INSIDE BUILDINGS: Leg units may
be moved up or down one height in a building hex
by expending 1 movement factor per height
changed. Leg units may be moved as high as the
maximum height of the buildings in a hex.

15.4.3 MOVING VEHICLE UNITS INSIDE
BUILDINGS: The player moving a vehicle unit
in a building hex announces his intention to enter
‘‘inside’’ a building in the hex. Moving inside a
building expends one movement factor over and
above other movement costs (if any). Vehicle units
entering a building may suffer Track (““TK'")
and/or main gun (‘‘GN’") damage as they do so.
The possibility of this damage occurring must be
checked immediately, and before completing any
possible further movement or before resolving
overrun fire. This procedure is not followed when
units inside buildings leave them; that is just
normal movement. Use the following procedure
when moving “‘inside’’ a building to determine
any damaged suffered:

15.4.3.1 FINDING THE MODIFIED DICE
ROLL: Roll the two dice and check the VEHICLE'S
INTO BUILDINGS TABLE on the Game Card.
Modify the dice roll by ““+5"* per number of the
vehicle unit’s close assault defense factor. For
example, the close assault defense factor for a M1
(data card USA-1A) is a *‘7"°"—7 times 5=135, so
the modifier is "'+35"".

15.4.3.2 FINDING THE EFFECTS: Check the
column on the table that identifies the type of
building hex. If the modified number rolled falls
into one or more of the ranges listed, the type of
damage on that line affects the vehicle—*'TK"’
(track hit) or “*GN’’ (main gun hit).

15.4.3.2.1: Only one of the two gun lines (*‘for-
ward”* or “‘back’") is used in determining damage to
the main gun, depending on the gun’s facing. The
main gun is considered to be facing *‘forward”" if it
is facing directly towards the direction of movement
or is adjacent to the direction of movement. The main
gun is considered to face the “*back’’ if it is facing
directly away from the direction of movement or is
adjacent to that direction. Vehicle units may use
reverse moves to enter or exit a building. In fact, this
is the only way that units lacking a rotating turret could
use to get the main gun to the **GN (Back)’’ line.
These directions can be easily seen if a player moves
a vehicle unit into a building hex, and simultaneously
announces movement inside a building, If a vehicle
unit is already in a building hex, and the controlling
player wishes to move it inside a building there,
merely announce if the movement is forward or
reverse to check which way the main gun faces in
relation to movement.

15.4.3.2.2: All damage is decided by one dice roll.
For example, a vehicle unit with its main gun facing
the same direction as the vehicle and a close assault
defense factor of ‘'6"" moves straight ahead into a
wooden building hex. A “'15"" is rolled, which, with
the "*+30°" modifier, gives a modified dice roll of
‘45", This causes no track damage (that would
require a modified roll of "*40"" or less), but the main
gun is damaged.

15.4.3.2.3: Any track and/or main gun damage on
the unit is recorded in and has the same effects as
normal hits of these types.

15.4.3.2.4: A vehicle unit suffering a track hit while
attemnpting to enter a building is considered nof to have
moved inside the building. It may not make overrun
fire.

15.4.4 MOVING TOWED UNITS INSIDE
BUILDINGS: A towed unit can get inside a build-
ing if it is transported there by a vehicle,

15.4.5 STARTING INSIDE BUILDINGS: During
setup for a game, vehicle and towed units that start
placed on the mapboard in building hexes may be con-
sidered to be inside or outside of the buildings, at their
controlling player’s choice. There is no damage to
these units. Leg units that start inside buildings may
be *“UP”", if desired.
15.5 FULL COVER: Dismounted leg and towed
FC units can employ ‘‘full cover’ to make
n-t: maximum use of the natural cover in the
IaNiu hex they occupy. To show that a unit is
doing so, a leg or towed unit with MOVE
orders has a location (FULL COVER) marker placed
and does nothing else during a Movement Step. This
does not count as movement, and the unit is not
marked with a spotted (MOVED) marker and does
not trigger overwatch fire, A unit already marked for
full cover may be given any orders, but can do nothing
(except entrench—see option 17.4.4) during a Move-
ment Step (full cover can only be changed during an
Adjust Markers Step).
15.6 PATH RESTRICTIONS ON MAIN GUNS:
Many modern vehicles have very long main guns.
In the game, paths represent fairly narrow road-
ways. When a path passes through a building or
woods hex, the vehicles with the long guns may
be unable to proceed with their long guns point-
ing to the side. Vehicle units whose data cards’
NOTES sections say ‘‘path restrictions on turret
turns in building and wood hexes’’ require the
following special rules:
15.6.1: These vehicle units may only be moved
following a path across a hexside to or from a
woods (light or heavy) or building hex if their
turret unit faces directly to the vehicle unit’s front
Or rear.
15.6.2: Unless following the track of a road, these
vehicle units may only be moved to enter light
woods hexes if their turret unit faces directly to
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the vehicle unit’s front or rear.

15.6.3: Unless located in a hex containing a road
(note that a hex containing both a road and a path
qualifies as a road hex for this purpose), these
vehicle units may not have their turret units turned
while located in a woods (light or heavy) or build-
ing hex.

15.6.4: While inside a building, these vehicle
units may never have their turret units turned,

15.7 VEHICLES LAYING EXHAUST SMOKE
WHILE MOVING: Vehicle units equipped with
exhaust smoke generators (those where the
abbreviation “EX'" appears under *‘Smoke
Makers’’ in the FIRING INFORMATION section
of their data cards), and which do not have a hull
compartment hit may be used to lay smoke in any
or all of the hexes in its wake.

15.7.1: A player may decide to use a vehicle’s
exhaust smoke generator while moving an in-
dividual vehicle unit (any movement orders may
be used—FIRE/MOVE, MOVE, or OVERRUN).

15.7.2: An individual vehicle unit’s exhaust
smoke generator may be used only three times per
game. When used, make a note of this on the unit’s
‘“‘Smoke’’ line on the side's RECORD SHEET.
Each time it is used, smoke may be placed in any
number of hexes, depending on how far the vehicle
unit is moved.

15.7.3: When using a vehicle unit’s exhaust
smoke generator, a smoke (ON) marker may be
placed in a continuous track in every hex the
vehicle exits during its movement, including the
hex where it started its movement (this does not
include the final hex where the movement ends).
If desired, smoke does not have to be placed in
all of these hexes, but from a starting to a finish-
ing point the track must be continuous. If the
vehicle does not enter any new hexes, exhaust
smoke may be created in that one hex.

[160] THE ADVANCED GAME
ADJUSTMENT PHASE

The following additions are made to the Basic
Game Rules (see 9.0).

16.1 THE ADVANCED GAME PIVOT STEP:
Basic Game 9.1 still applies in full. In addition
to possible vehicle units, all desired dismounted
leg and towed units (regardless of orders) that are
not suppressed may now have their facing changed
by one, two or three hexsides (up to 180 degrees)
in any direction.

16.2 THE ADJUST TURRETS STEP: This
step is identical to that in the Basic Game (see 9.2),
except the vehicle units with turret compartment
hits must have their turret units changed to their
open side,

16.3 THE ADVANCED GAME ADJUST
MARKERS STEP: In addition to removing any
“‘unseen’” spotted markers (see 9.3), the follow-
ing additional marker adjustments are made:

16.3.1 REMOVE MARKERS: First, remove all
temporary suppress, suppress (OFF), smoke
(OFF), and smoke (DS) markers.

16.3.2 ADJUST *‘*ON” MARKERS: Then,
change all suppressed (ON) markers to suppress
(OFF) markers, and all smoke (ON) markers to
smoke (OFF) markers.

16.3.3 REMOVE FULL COVER MARKERS:
Finally, players may remove any desired FULL
COVER markers with their units.

16.4 THE ADVANCED GAME END TURN
STEP: This is the same as in the Basic Game
Rules, except that the objective victory point
values and the determination winners varies from
scenario to scenario and is found in the Victory
Conditions portion of each scenario.



INTRODUCTION TO THE
OPTIONAL GAME RULES

The rules and mechanics of the Advanced Game
should be mastered before trying any of the
Optional Rules. The Optional Rules are just that—
optional—they can be added to the game in any
combination to suit the players’ tastes. Each
Optional Rule adds greater scope and realism, as
well as additional complexity to the play of the
game. Some Optional Rules are necessary for the
use of certain units, and are not needed if those
units are not used in a particular game. The
Optional Rules, in many cases, simply add to the
Basic and Advanced Game Rules, and those rules
still apply unless otherwise stated. Several new
phases and steps are added to the Sequence Of Play
when certain Optional Rules are used—these are
given in the SEQUENCE OF PLAY WITH ALL
OPTIONS on the Game Card. Simply ignore any
phases and steps that do not apply to the rules
being used for a particular game.

[17.0] COMBAT OPTIONS

17.1 AREA EFFECT FIRE: With the point
effect fire (AP or GP), covered in the Basic and
Advanced Rules, a specific unit is targeted for the
fire. ** Area effect fire’”, on the other hand. is not
directed at a single target combat unit, but is con-
sidered to be a large volume of fire or explosive
force directed into a particular *‘impact hex'', and
may harm all combat units in that hex. All area
effect fire is GP, and it is not utilized for any AP
fire. Area effect fire may be used only by artillery
(which is off-board—see option 19.0), on-board
mortar weapons, and certain air weapons (see
option 20.0). With area effect fire, the impact hex
may be either the originally target hex, or another
nearby hex into which the fire may *‘scatter™.

17.1.1 GENERAL AREA EFFECT FIRE
RULES: On-board units (ie., mortars) that are to
to employ ‘‘direct area effect fire’” must have
FIRE orders, On-board units that employ *‘indirect
area effect fire’” must have FIRE orders and a
written order (*‘plot™), plus an observer unit that
can ‘‘see”’ the target hex. Off-board artillery units
must have a plot, plus an observer unit that can
**see’” the target hex. Both artillery and mortars
may use continuous fire (see option 19.2.1.4). Air
units resolve their area effect fire when announced,
but may also have an observer unit.

17.1.1.1 DIRECT AREA EFFECT FIRE: To
use ‘‘direct area effect fire’’, the firing unit must
be able to be used to ‘‘see’’ the target hex. The
fire is announced and resolved during the same
Direct Firing Step.

17.1.1.2 INDIRECT AREA EFFECT FIRE—
OBSERVERS AND PLOTS: To use ‘‘indirect
area effect fire'”, a firing unit must be in com-
munication (both must have or be in same hex with
units that have radios) with an ‘‘observer’’ unit
that can be used to ‘‘see’’ the target hex. Radio
availability is found in the NOTES sections of the
data cards.

17.1.1.2.1 NATO Observers: Any NATO unit
with a **CO”, “XO” or “SP", or a U. S.
OH-58D or West German SA-313C helicopter unit
can be used as an observer unit for one target hex
at a time (multiple artillery battery and/or mortar
units may fire at the same target hex using one
observer unit). In addition, FISTV (data card
USA-4A/2) and BEOBPZ (data card FRG-2B/2)
vehicle units can be used as an observer unit for
up to two target hexes at a time.

17.1.1.2.2 Soviet Observers: Any Soviet recon-
naissance platoon ‘‘CO”’, any company head-
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quarters unit with a *‘CO’", any battalion
headguarters unit with a **CO"" or X0, or a
Mi-2 helicopter unit can be used as an observer
unit for one target hex at a time (multiple artillery
battery and/or mortar units may fire at the same
target hex using one observer unit). In addition,
ACRV (data card USSR-6B/2) vehicle units can
be used as an observer unit for up to two target
hexes at a time.

17.1.1.2.3 Other Observer Prerequisites: To be
used, an observer unit must have OVERWATCH
orders (it may also perform other overwatch func-
tions, in addition to its observing duties) both
during the Turn that the *‘sighting’’ of the target
hex is made, and during the Turn that the fire
impacts,

17.1.1.2.4 Written Orders (Plots): Indirect arca
fire must be plotted. Therefore, during the Mark
Orders Step of a Turn, a written ‘‘plot”” must be
made on the RECORD SHEET noting (for mortars)
the target hex, the type of ammunition used, and
the identification number of the observer unit (fe.,
“2HH9-GP-102""). For mortar units and off-board
artillery batteries, open up a column on the
*Artillery Plots’* section of the RECORD SHEET
by filling in the appropriate information. Off-board
artillery batteries require more elaborate plots, as
explained in option 19.2. These plots and the iden-
tities of observer units may be kept secret from
opposing players.

17.1.2: AREA EFFECT FIRE PROCEDURE:
Once it has been determined that area effect fire
is possible, the following procedure is followed
for all situations. The results of area effect fire
are applied in different phases; the phase used
depends on the type of unit firing. All direct area
effect fire by mortar units is resolved during Direct
Fire Steps. All indirect arca effect fire from
mortars and artillery is resolved during Artillery
Steps. All area effect fire from aircraft and heli-
copters is resolved during the Air Phase in which
it is announced, and follows a somewhat differ-
ent procedure (see options 20.1.3.3—20.1.3.4 and
20.2.3.3.1).

17.1.2.1 CHECKING FIRE: If desired, during
an Artillery Step, any indirect area effect fire by
artillery or mortars, with the exception of planned
type fire (see option 19.2.1.1) or fire missions
where an observer unit can no longer ‘‘see’’ the
target hex, can be ‘‘checked”’. If checked, the fire
can either be *‘canceled’’ or ‘“delayed”* (with no
other changes) for a Turn. Checking prevents new

plots for that artillery battery or mortar unit dur-
ing a Turn in which it occurs, If cancelled, a new
is available on the RECORD SHEET. If delayed,
simply draw a new line below the current one on
17.1.2.2 THE AREA EFFECT SCATTER
MODIFIERS: Determine if the target
@ for direct area effect fire or by an
observer unit for indirect area effect
board artillery, if the target hex can be “‘seen’
by an observer unit), and the range from the sight-
resolved, place an artillery marker in the target
hex. Use the marker with the appropriate letter
marker for a mortar or air unit.
17.1.2.2.1: Then, consult the AREA EFFECT
Card to determine what effect, if any, the condi-
tions will have on the shot, The conditions are

plot can be written when the next open Turn line
the RECORD SHEET.

hex can be ‘‘seen’ (by the firing unit
fire), if fire is possible (always possible for off-
ing unit to the target hex. When firing is to be
for an artillery battery and any unused artillery
SCATTER MODIFIERS CHART on the Game
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listed across the top of the chart. Below each
column is a series of numbers. These numbers
represent the range in hexes from the sighting unit
to the target unit. Find the line containing the range
in the proper conditions column, then go to the
left of the chart. Along the left hand side of the
chart are the “‘scatter modifiers’’. For example,
if the Conditions are ‘‘Moonlight " and the range
is ““I18'" hexes, the scatter modifier is **=30"".
The terrain and the presence of combat units in
the target hex has no bearing on the determina-
tion of this modifier, although the presence of a
burning hex (see option 18.3) and/or artificial
illumination (see options 18.1.2 and 19.2.4.6) can
affect the “‘sighting’" of the target hex.

17.1.2.2.2: Additional, cumulative, scatter modi-
fiers are found in the OBSERVER SCATTER
MODIFIERS sections on the firing unit’s or
artillery data cards, These modifiers depend on
the types and situations of the observer (for in-
direct area effect fire) or firing (for direct area
effect fire) units, and are self-explanatory. For
example, If the observing unit is of crack grade,
the scatter modifier is changed by "‘+10"".

17.1.2.2.3: For air unit area effect weapons, the
additional scatter modifiers are found on the unit’s
data card (see option 20.1.3.3).

17.1.2.3 FINDING THE FINAL HIT LOCATION:

17.1.2.3.1 Using The AREA EFFECTS SCAT-
TER TABLE: The AREA EFFECT SCATTER
TABLE on the Game Card is used to determine
the final hit location of area effect fire. All area
effect weapons have a ‘‘scatter factor”’,

17.1.2.3.1.1: Scatter factors are found in the
SCATTER FACTORS section of their data
cards for artillery. Cross-grid the fire type with
the “‘Observed’” or *‘Unobserved’” (the fire
is “‘unobserved’’ if the observer is no longer
able to see the target hex when the fire impacts
for any reason) columns to find the scatter
factor that applies. For mortar, aircraft, and
helicopter weapons, a weapon'’s scatter factor
(which may vary with the range from the sighi-
ing unit to the target hex, or, for air units, with
its speed and altitude) is found on the
““SCATR"’ lines of their weapons.
17.1.2.3.1.2: Scatter factors are expressed as
a number from ‘10 to 80", and are listed
along the top of the table. Roll both dice, and
modify the roll by any scatter modifiers that
apply. Listed along the side of the table are
the modified results of the dice roll. Cross-
reference the appropriate modified dice roll
with the proper scatter factor. If the result is
a “*H”, the fire has impacted in the target hex.
If the result is a number, this is the number
of hexes the fire scatters from the target hex.
For example, if the base scatter factor is '20"",
and the modified dice roll is ‘08", the fire
scarters 2 hexes.

17.1.2.3.2 Using The SCATTER DIAGRAM:
Now, consult the SCATTER DIAGRAM on the
Game Card. The large printed numbers on the
SCATTER DIAGRAM (‘‘1-6""), correspond to
the mapboard direction numbers determined by
the directional hex (see 1.1). Roll the dice, then,
on the corresponding mapboard hexes, move the
artillery marker the number of hexes found on the
AREA EFFECT SCATTER TABLE in the direc-
tion indicated by the dice roll from the original
target hex. For example, the fire scatters 2 hexes,
and a “*72"" is rolled on the dice, the artillery
marker is moved 2 hexes from the original target
hex in mapboard direction 5. This is the *‘impact
hex'' where the fire actually ‘‘hits’’. If the im-



pact hex is off the mapboard, it is considered out
of play.

17.1.3 RESOLVING AREA EFFECT FIRE:
Area effect fire is resolved the same as GP point
effect fire, except that the weapon’s GP factor
must be used separately against each combat unit
in the hex. For example, if the 107mm mortar of
the M106A1 (data card USA-8B/1) is fired, and
its impact hex contains both a leg unit and a towed
unit, the *‘21°" GP factor of the weapon is used
against the leg unit’s GP defense factor, then
aginst the towed unit’s GP defense factor, with
separate dice rolls. Also, separately resolve com-
bat against any terrain in the hex that can be
destroyed. GP point effect modifiers marked
*(AE)"" on the GP POINT EFFECTS MODIFIERS
section of the Game Card apply, plus others that
may be noted on the firers data card. Many area
effect weapons affect more than just their impact
hex, and all units and terrain in these additional
hexes must be separately resolved (see options
19.0 and 20.0).

17.2 HIT VARIATIONS: These rules vary the
results of some hits.

17.2.1 EFFECTS OF TURRET FACING:
Vehicle units with rotating turret units may have
their turret unit facing in a completely different
direction from the vehicle unit’s facing. Anytime
a vehicle unit with its turret unit facing in a dif-
ferent direction from the vehicle unit is hit in a
turret location (*‘TF*’, **TS"’, ““TR’’) other than
the *“TT", by an AP point effect weapon, the AP
POINT EFFECT TURRET FACING TABLE on
the Game Card is checked to find the actual
location of the turret hit.

17.2.1.1: Find the hit angle to the furret unit (see
7.4.5.1).

17.2.1.2: Roll the dice, and find the number
rolled on the line with the hit angle to the turret.
Then read to the top of the column where the
number rolled was found. Listed along the top of
the table are the new turret hit locations.

17.2.1.3: Determine penetration using the armor
basis at this turret location.

12.2.1.4;: For example, an AP point effect shot
scores a turret front (‘“TF"’) hit location on the
combat unit in the diagram below from the direc-
tion shown by the arrow. This direction is at a
rear/side hit angle to the turret unit. A “62"" is
rolled, so the hit location is actually TR
(““turret rear"’). Use the ‘TR’ armor basis from
the rear/side angle of the target to determine
penetration.

17.2.2 SPECIAL LEG UNIT LOSSES: Leg
unit attached weapons and equipment (ie.,
flamethrowers and *“GLLD" sights) may possibly
be destroyed or lost whenever a full squad suffers
a reduction to a half-squad. The same applies to
a “"CO" or “XO" officer that may be with a
squad. Each attached weapon or officer is immedi-
ately checked for possible loss. A roll of “*01-50""
eliminates the weapon, equipment, or officer.
Attached rocket launcher and anti-aircraft missile
attached weapons are considered as rounds of
ammunition, and are not subject to this loss. Mark
off losses on the RECORD SHEET.

17.2.3 BAILING OUT: Instead of vehicle crews
and transported units always being eliminated
when their vehicle is knocked out, this option
allows “‘bail out’” attempts. Units may, whether

the players want them to or not, bail out of dis-
abled, knocked out, or brewed-up vehicle units,
This is checked after all fire at the vehicle is
resolved and completed in a single phase or step.
Because of the number of weak units this can add
to the mapboard, use of this option to bail out and
keep up with vehicle and towed unit crews is sug-
gested only for smaller games. Transported leg
and towed units that can bail out are much more
useful, so checking them for bail out attempts is
recommended for all but the very largest games.

17.2.3.1 BAIL OUT PROCEDURE: When a
vehicle unit receives a gun (“‘GN""), track (““TK""),
any AP point effect hit that penetrates, a GP fire
*‘effective’’ result that causes a vehicle knock out
or brew up result, or has a close assault attack by
a flamethrower, there is a chance that the vehicle
unit’s crew and any transported leg and towed
units will bail out. Whenever there is a chance to
bail out, the attempt must be made. The BAIL
OUT TABLES on the Game Card are used to
resolve all bail out attempts.

17.2.3.1.1: Cross-grid the type of penetrating hit,
the type of bail out unit, and the hit location (‘*EF
KO’ =any GP fire hit that causes a knock out or
brew up result). If there are several hits scored
during the same phase or step, the unit bails out
if the dice roll calls for a bail out for any of those

hit locations.

17.2.3.1.2: Then roll the dice once per unit
attempting to bail out. If a dice roll falls within
the range of numbers found (if **Elim’*, there is
no chance and the unit is automatically eliminated),
the unit bails out. If the dice roH exceeds the range
of numbers, the unit does not bail out. For
example, a vehicle unit transporting a leg unit is
knocked out by AP fire that hit the *'TF"' location.
The dice are rolled once for the crew, then again
Jor the leg unit. For the crew, if its roll is from
“I1""to 25", the vehicle crew bails out. For the
leg unit, if its roll is from ''1"" to ‘40", the leg
unit bails out.

17.2.3.1.2.1: For no damage or compartment
hits, a roll is made only for the crew. Any
transported units will automatically bail out if
the crew does, or stay on the vehicle if the crew
does. Failure to bail out with no damage or
compartment hit damage has no additional
effects over the normal ones.
17.2.3.1.2.2: For knock out and brew up hits,
a failure to bail out means that the unit is elimi-
nated (full squads are totally eliminated).
17.2.3.2 MARKING AND USING BAILED
OUT UNITS: A!l units which bail out are marked
with a suppressed (ON) marker. They may be
faced as desired by the controlling player.

17.2.3.2.1 BAILED OUT LEG & TOWED
UNITS: Bailed out leg and towed units perform
normally after bailing out. Towed units that bail
out of vehicle units keep both their crew and their
main gun weapon.

17.2.3.2.2 BAILED OUT CREW UNITS: Ifa
vehicle crew bails out, place an extra leg unit on
the mapboard in the vehicle unit’s hex. Replace
the number of the old unit with the new leg unit’s
number on the RECORD SHEET. The leg unit
now represents the bailed out vehicle unit’s crew.

17.2.3.2.2.1: A bailed out vehicle crew may
never re-occupy their original unit or be used
as the crew for any other combat unit for the
remainder of the game.

17.2.3.2.2.2: Bailed out crews may be fired
using the information in the ‘‘Bailed Crew’’
(the number next to the words shows the size
of the crew) section of the FIRING INFOR-
MATION on their data cards. Bailed out
vehicle crew units function otherwise the same
as ‘'team’’ leg units.
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17.2.3.2.2.3: For all GP point effect fire by
bailed out crews, there is a *‘—10"" modifier.
Bailed out vehicle crew units also use the
**—10"" Per Firing Crew Loss modifier (see
14.4.2.1.2) when firing GP point effect fire
for any crew losses suffered while with their
vehicle unit. A bailed out crew keeps its
original grade.

17.2.3.2.2.4: Bailed out vehicle crew units do
not carry a radio.

17.2.3.3 BAILING OUT TOWED UNIT
CREWS: If a towed unit that is not being trans-
ported is eliminated, its crew can attempt to bail
out from the main gun weapon. Use the *‘EF KO”
column on the BAIL OUT TABLES, and roll
normally. If the gun crew does bail out, handle
the same as with bailed out vehicle crews.

17.2.3.4 BAILING OUT FROM ABANDONED
VEHICLES: When using this option, Soviet
crews may awfomatically bail out of abandoned
vehicles (see 13.4.2.5) to give the crews a better
chance of survival (for victory points—see D.2
of the Scenario Format rules). If desired, also
allow NATO players to also abandon disabled
vehicles to improve their survival chances.
17.2.4 LOWER FRONT HULL ARMOR:
Most vehicles have less armor protecting the lower
part of the hull front (*“HF""). This location is
represented by the “'HF’’ location with a note
(usually ‘““HF*"*, but sometimes ‘‘HFa’’) on the
vehicle data cards’ HIT LOCATION CHARTS.
Unless the target vehicle unit is hull down (in
which case the hit location counts as a ‘‘miss’"),
a hit at this location may hit an area with thinner
armor. The effects of *‘KE’* and **CE" armor
remain the same.

17.2.4.1 HIT FROM LEVEL: If the ‘““HF*"
location is hit, and the shot elevation is ‘‘level”’,
roll the dice again. If the roll is from *‘01"" to
420", consider the armor basis listed for the
“*HF’" position as if it were half the listed value
(round fractions up).

17.2.4.1 HIT FROM RISING: If the ““HF*"’
location is hit, and the shot elevation is *‘rising’,
roll the dice again. If the roll is from “‘01" to
‘30", consider the armor basis listed for the
‘‘HF"’ position as if it were half the listed value
(round fractions up).

17.2.4.1 HIT FROM FALLING: If the ‘‘HF*"’
location is hit, and the shot elevation is *“falling’’,
roll the dice again, If the roll is from ‘01"’ to
‘10", consider the armor basis listed for the
““HF"" position as if it were half the listed value
(round fractions up).

17.2.5 OPTIONAL HULL DOWN: Almost
every hex may contain slight irregularities of
ground that can be used by vehicles to assume hull
down positions. When using this option, one to
four vehicle units may attempt to find hull down
positions in any hex, except all-water ones, where
automatic hull down positions may not be avail-
able. This is done using the HULL DOWN
TABLE on the Game Card.

17.2.5.1: Any vehicle unit(s) may attempt to find
hull down positions in a hex by having MOVE
orders, and expending all of their available move-
ment factors for a Turn in the hex during the
Movement Step. No more than one attempt (dice
roll) per Turn per hex may be made, but a single
attempt may include from one to four vehicle units
in that hex.

17.2.5.2: Roll the dice and crossgrid the number
of vehicle units involved in an attempt with the
terrain in the hex. If one of the listed numbers is
rolled, all of the involved vehicle units are con-
sidered to be hull down against shots from any
angle or height. If none of the listed numbers were
rolled, the attempt to find suitable hull down



positions failed.

17.2.5.3: Show that a vehicle unit is hull down
using this option by placing a location
(**HD”’=“"HULL DOWN"") marker with it.

17.2.5.4: If desired, after all units are placed on
the mapboard during setup, players may roll for
this (assuming that it was done during a pre-game
Turn) once per hex containing vehicle units.

17.2.6 RADAR/MISSILE DESTRUCTION:
Certain vehicle units have exposed radar instal-
lations and missile (ATGM or AAM) weapons.
The NOTES sections of these vehicle units say,
*‘Subject to artillery and bomb missile (or radar)
destruction.”’ If the vehicle unit is suppressed by
artillery fire or by an aircraft iron, cluster or
napalm bomb attack, and the number rolled is with
10" of the maximum suppressed number, the
radar installation or missile weapon has been
destroyed (record on the ‘‘Damage’’ line of the
RECORD SHEET).

17.2.7 CREW LOSS = OFFICER LOSS: If a
crew with an officer (CO, XO, or SP) suffers a
crew loss, roll one die. If the roll is **1"’ through
*43**_ the crew loss is the officer. Cross off the
officer on the RECORD SHEET.

17.3 WEAPON AND UNIT LIMITATIONS:
These rules put some additional limitations on
using various weapons and units.

17.3.1 WEAPON DEPRESSION/ELEVATION
(DEP/EL): Weapon depression/elevation can play
an important part in deciding the tactical place-
ment of vehicle and towed units, Weapons can be
hampered by the inability to fire down on
(depression =falling shots at lower height targets)
or up at (elevation =rising shots at higher height
targets) enemy units at close range. This has no
effect when firing at a target at the same height
(=level shots), and no effect on sighting ability
(although it may be possible to ‘‘see’’ a umit
without being able to fire at it). All weapons'
depression/elevation are listed in the *‘DEP/EL"’
column of the FIRING INFORMATION section
on their data cards, in that order. For example,
on the Leopard 2 (data card FRG-1B), the depres-
sion is “‘8"’ and the elevation is **10"", The depres-
sion and elevation numbers found on the data cards
are used with the LINE OF SIGHT CHART on
the Game Card to determine if fire is possible at
a higher or lower target.

17.3.1.1: If the data card shows “‘Unl’’ (“'un-
limited""), there are no restrictions.

17.3.1.2; If the data card shows a number, cross-
grid the line showing the depression (if a falling
shot) or elevation (if a rising shot) number with
the column showing the height difference between
the firing unit and the target. The highest number
found is the minimwm range at which firing is pos-
sible. For example, for a rising shot at a target
5 heights higher with a weapon with an elevation
number of '7"", the target range must be at least
4 hexes from the firing unit. If the target is only
1 to 3 hexes from the firing unit, no shot at that
target with that weapon is possible.

17.3.2 LIMITED AMMUNITION: Combat
units, even fully loaded, carry limited amounts of
ammunition into combat, and a full load is not
always possible, given stretched supply lines and
chronic shortages. This option requires additional
note keeping in the ‘*Ammunition, Armaments,
Attached, Loads’’ line of the RECORD SHEETS,
as players must mark the total number of
“rounds’’ available for each unit's weapons before
a game starts, and then mark them off as they are
fired.

17.3.2.1 AMMUNITION SUPPLY: All
weapons’ ammunition information are listed in the
“TOT AMMO’’ column of the FIRING INFOR-

MATION section on their data cards.

17.3.2.1.1 Unlimited Ammunition: If the data
card shows *‘Unl”’ (=*‘unlimited’"), there is no
problem—there is more than enough ammunition
for the weapon to supply a scenario. No written
records need to be kept for these weapons. Limits
can be imposed if desired, but it is not necessary.

17.3.2.1.2 Air Unit Loads: For aircraft and
helicopters, the ammunition supply for guns is
listed (as in 17.3.2.1.4, below), but other muni-
tions are limited by an air unit’s maximum number
of loads or armaments and by what was assigned
or “‘purchased’’ with points before the scenario
started.

17.3.2.1.3 Towed Units: Towed units have
unlimited ammunition, as long as their transport-
ing vehicle unit is in the same or an adjacent hex
as the towed unit, or the towed unit was already
in place on the mapboard at the start of the game
(in which case there would be a nearby ‘‘ammo
dump’’). If the towed unit was transported by a
helicopter unit, the transporting vehicle unit moves
away or is knocked out or brewed up, the towed
unit moves away from the transporting vehicle unit
or “‘ammo dump’’, it has its ammunition supply
reduced to the amount given on its data card, and
is handled like all other weapons with limited
ammunition, If the transporting vehicle unit moves
back into proper supplied position, or the towed
unit moves back to its proper supplied position,
the ammunition supply returns to unlimited. Only
the vehicle unit that originally transported a towed
unit may be used to supply ammunition for that
towed unit.

17.3.2.1.4 Limited Ammunition: The maximum
number of available rounds (a “‘round’” in this
game usually represents more than one actual shot)
for a weapon is the number in the “TOT AMMO™
column of the FIRING INFORMATION sections
of the data cards. The number in parentheses is
the number of times a single die is rolled to
determine available ammunition. This information
can be used as follows:

17.3.2.1.4.1 Maximum Ammunition:
Ammunition supply may be limited to the max-
imum number of ‘‘rounds” listed per weapon.
17.3.2.1.4.2 Variable Ammunition: Alter-
nately, players may wish their units’ to have
more varied supplies of ammunition. A single
die may be rolled the number of times listed
in parethesis for each weapon, and the rolls
totalled to determine the total number of
“rounds’’ carried. If the total exceeds the
weapon's maximum, use the maximum. For
example, for the M60A3’s 105mm main gun
(data card USA-3A/1), the numbers are ‘14"
and ‘‘(2)"'. A die is rolled twice, with rolls of
‘9" and “‘6"'=""15"", Since ‘'15" exceeds the
maximum of ‘14", the number of rounds
carried=""14"".
17.3.2.2 AMMUNITION EXPENDITURE:
Each AP “‘shot™ fired by a unit expends one
““round”’ of ammunition. For example, a unit with
a maximum rate of fire of ‘2" expends iwo
“rounds’’ of ammunition when it fires. AP
“‘rounds’’ can be conserved simply by announc-
ing the firing of fewer shots than allowed. GP
*‘shots’" are slightly different. Even though all GP
fire is resolved as one shot, the firing weapons
are still considered to expend a number of shots
equal to the weapon's maximum rate of fire each
time they are fired. When firing GP weapons with
a rate of fire of more than ‘‘1"*, announce the
reduced rate of fire and a GP modifier of *“—10"'
applies for each shot less than its maximum listed
rate of fire that is used. For example, a 105mm
weapon fires at a maximum rate of fire 2", If
only one shot is fired, a GP modifier of **—10""
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applies. Anti-aircraft fire must always use the
maximum rate of fire or it may not be used for
that purpose. When all of its ‘‘rounds’’ are
expended, a weapon may no longer be fired, as
the unit has run out of ammunition for that
weapon.

17.3.2.3 AMMUNITION ALLOTMENT: For
more detail, this section of rules may be used to
augment 17.3.2.2. Instead of subtracting all types
of *‘shots’’ from one total number of *‘rounds”’,
the players may divide up each unit’s *‘rounds"’
into the types of ammunition the weapon can fire.
Record the number of ‘‘rounds’’ of each type of
ammunition on the RECORD SHEETS before the
game starts, then subtract them by type as they
are expended. With this option, units may run out
of some types of ammunition, while still having
plenty of other types.

17.3.2.3.1: Weapons not identified as main guns
(**MnGn’") or mortars (‘‘Mrt’’) do not have
separate types of ammunition, but, normally, belts
or clips of mixed ammunition and/or types of am-
munition that produce both effects. For these
weapons, only the foral ammunition has to be
noted, and the effect desired (depending on the
type of target) is announced when the weapon is
fired.

17.3.2.3.2: HEAT, HEAT-MP, HESH, and HEP
“‘rounds’’ have considerable explosive force, and
can be used as GP “‘rounds’’ in a pinch, Whenever
a HEAT, HESH or HEP ‘‘round”’ is used for GP
fire, the normal GP factors are used, buta **—10""
GP modifier applies. The HEAT-MP type of am-
munition can be used as a HEAT “‘round’’, or as
a GP ‘‘round’” without using the *‘—10"" GP
modifier.

17.3.2.3.3: Special ammunition types (ie., smoke
and canister) would normally be carried in limited
quantities, while other types would be carried in
larger quantities. For example, the following are
the actual representations of normal main gun
ammunition ‘‘rounds’’:

M60A3: APFSDS-8, HEAT-4, HEP-2, Smoke-1, Canister-1
Leopard 1A4;: APFSDS-7, HEAT-4, HESH-2, Smoke-1
T-72M1: APFSDS-3, HEAT-2, GP-5

17.3.3 FUEL LIMITS: Fuel consumption by
vehicle units is only considered if this option is
used. If desired, dice rolls may be used to deter-
mine the amount of fuel available to vehicle units
in scenarios where shortages could occur.

17.3.3.1 DETERMINING FUEL FACTORS:
The number of *‘fuel factors”™ available for each
vehicle unit is determined before the game begins
by rolling one die three times and adding the
numbers rolled together. Record available fuel on
the RECORD SHEETS.

17.3.3.2 USING FUEL: One fuel factor is
expended for every Turn in which a vehicle unit
enters at least one new hex, or in which it produces
exhaust smoke,

17.3.4 INFANTRY ALTERNATE FIRE: When
infantry units fire their attached weapons, their
basic small arms GP point effect fire is modified
by **—5"" per attached weapon also fired. This
does not apply when GP factors are added together
for overrun defensive or overrun fire.

17.4 LEG UNIT VARIATIONS:

17.4.1 “ELITE”” INFANTRY: There are three
distinctive types of elite infantry units, ‘‘squad
plus”, *‘assault infantry”’, and *‘special forces™.
These units cost and are worth more victory points
than a normal leg unit of the same type. A squad
unit may not be both a squad plus and an assault
squad, but can be one or the other. Any type of
squad unit (including squad plus and assault squads
and teams) can also be a special forces unit. All



of these units retain their special capabilities even
if reduced to a half-squad as a result of combat.
17.4.1.1 SQUAD PLUS INFANTRY: These
represent normal squad units with additional men
and their related weapons attached, and can be
designated as such for an additional **15"" points
per squad. All normal rules that apply to a squad
apply to a squad plus, but a squad plus always gets
a **+10"" GP point effect fire modifier, and gets
a **5"" (plus or minus, depending on attacking or
defending) hand-to-hand combat modifier. Squad
plus status does nor affect close assault combats.

17.4.1.2 ASSAULT INFANTRY—FLAME-
THROWERS: These are squad units with addi-
tional assault weapons attached, and can be
designated as such for an additional **15"’ points
per squad. These units should be considered as
the assault or combat engineers of a force. All
normal leg rules apply, but assault infantry always
gets a *“+10"" close assault combat modifier, and
gets a “*10"" (plus or minus, depending on attack-
ing or defending) hand-to-hand combat modifier.
They may also create smoke (this is *“‘other”
smoke) in their own hex an unlimited number of
times. To do so, simply place a smoke (ON)
marker in their hex during their side’s portion of
a Movement Step (they may do so with any
orders). They may also close assault adjacent
terrain hexes. For an additional 10 points, one
flamethrower can be attached to an assault squad.
Flamethrowers have a maximum range of zero;
they can only be used during close assault and
hand-to-hand combats, causing a modifier of
420" (**—20" if attacking for hand-to-hand
combat).

17.4.1.2.1: A flamethrower automatically and
immediately starts fires (see option 18.3) when
used against units in a building (any type) hex.
17.4.1.2,2: If the Bailing Out option (17.2.3) is
used, the crew of a vehicle unit against which a
flamethrower is used in a close assault combat
must automatically make a bail out attempt if the
vehicle unit was not knocked out. Use the "'EF
KO column, ‘““No Damage'' line of the BAIL
OUT TABLES to determine if the crew bails out
in this case.

17.4.1.3 SPECIAL FORCES—REPELLING:
*‘Special forces'’ units represent that special type
of soldier that is bold and resourceful. Trained in
the black arts of stealth and sabotage, they are
fielded as elite units that can vanish into alien
territory or strike anywhere with speed and sur-
prise. They are known by many names, like the
U.S.A.'s Rangers and Green Berets, the West
German Grenzschutzgruppe (GSG-9), and the
U.S.5.R.'s Spetsnaz, but they all represent the
best-of-best that each army has to offer.

17.4.1.3.1 Special Forces Costs: There are no
individual lines on the leg unit data cards that
reference special forces. Any squad unit (includ-
ing squad plus or assault infantry) can be desig-
nated as a special forces unit for an extra 30 points.

17.4.1.3.2 Special Forces Capabilities: A
special forces unit must also be crack grade. It gets
special modifiers of for GP point effect fire, close
assault and hand-to-hand combats (see the GP
POINT EFFECT, CLOSE ASSAULT and HAND-
TO-HAND MODIFIERS on the Game Card). It
can ‘‘quickmarch’’ (see 17.4.2) with a reduced
fatigue level. Only special forces units can *‘repel”’
(lower themselves on ropes) down the sides of hills
(“'surface repelling’’), etc., and repel out of
helicopters (unload using *‘air repelling’’) into any
hexes. It may be moved (with a MOVE order) one
hex, even while suppressed, unless marked with
a location (FULL COVER) marker, and no repel-
ling or quickmarching can be done while sup-
pressed.

17.4.1.3.2.1 Surface Repelling: Special
forces units with MOVE orders have the ability
to “‘repel down’” into an adjacent hex, cross-
ing a hexside that has up to a 4 height change.
This ‘‘surface repelling’’ expends a unit's
entire movement factor.

17.4.1.3.2.2 Air Repelling: Special forces
units (who are considered to have MOVE ord-
ers when they do so) have the ability to **repel
down’’ from a transporting helicopter unit, The
helicopter unit must be at nape of earth
(**NOE"’) altitude, and expend no more than
half its movement factor on a Turn when ““air
repelling’’ is done. Normal unloading proce-
dures (see 15.3.2) are otherwise followed, and
the unloaded units are placed in the hex (on
the ground).

17.4.2 QUICKMARCH: All leg units have the
ability move at a greater speed, but may become
disorganized (suppressed) while doing so. Squad
and half squad units that are not suppressed may
be moved 3 hexes and team units 2 hexes by using
a “‘quickmarch”’. A quickmarching unit must have
MOVE orders. Units may quickmarch for any
number of consecutive or total turns. After the
quickmarch movement has been completed, the
QUICKMARCH TABLE on the Game Card must
be checked to determine if the unit has suffered
suppression as a result of the movement. Find the
unit’s grade (or special forces rating), and roll the
dice. If the result falls within the listed range on
the unit's line, the unit has suffered suppression
(same effects as from combat). The unit is marked
with a suppressed (ON) marker. There are no
effects if the result exceeds the listed numbers.

17.4.3 MACHINEGUN PINNING FIRE: Only

= leg machinegun teams, and no other
%, machineguns, can employ this form of
;2 GP point effect fire—*‘pinning fire™.

Pinning fire simulates the ability of these

machineguns to ‘‘pin’’ enemy units, keeping heads
down and limiting fire and movement, as opposed
to trying to eliminate the enemy units. Pinning fire
may used with FIRE or OVERWATCH orders,
and the use and type of pinning fire is announced
at the time the fire is resolved.

17.4.3.1 NORMAL PINNING FIRE: This GP
point effect fire is directed against a single leg or
towed target unit. The combat is resolved normal-
ly, but there is a **+10"" GP modifier. An effec-
tive result obtained by this pinning fire is treated
as a suppressed result.

17.4.3.2 AREA PINNING FIRE: This GP point
effect fire is directed against any or all leg and/or
towed units in any one hex. The GP defense
factors of afl of the target units are added together
for the combat, which is otherwise resolved
normally (no extra **+10"" GP modifier in this
case). The result obtained is applied against all
of the target units. An effective result obtained
by this pinning fire is treated as a suppressed
result.

17.4.4 HASTY ENTRENCHMENTS: Infantry
units are noted for their ability to “‘dig in’’ under
fire. This option represents the rapid construction
of shallow cover.

17.4.4.1: To construct hasty entrenchments, an
individual unsuppressed squad or half
squad must have a location (FULL
COVER) marker and OVERWATCH
orders (which are nor used for overwatch
fire) for a total of three Turns (not necessarily con-
secutive) in the same hex. Use the ‘‘Notes’’ line
on the RECORD SHEET to record the construc-
tion. At the end of the third Turn, during the
Adjust Markers Step, place a hasty entrenchment
marker in the hex with the constructing unit. There
can never be more than one hasty entrenchment
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marker per hex.

17.4.4.2: Once placed, a hasty entrenchment
marker may be used by any leg unit, not just squad
and half squad units, and remains in the hex for
the remainder of the scenario. A hasty entrench-
ment marker has a maximum capacity of 8 leg
stacking factors that can be “*in’” the extra pro-
tection. If there are more than 8 leg stacking
factors in a hex, it is necessary to note which are
in the hasty entrenchments.

17.4.4.3: A GP modifier of ‘‘—10"" applies for
all types of GP fire directed at units located *‘in”’
hasty entrenchments.

17.5 MINES AND MINEFIELDS: There are
three kinds of minefields in MBT—*‘hasty™’,
“‘deliberate’’, and ‘‘FASCAM’’ (*‘Field Artillery
Scattered Mines''—used by NATO only)—aircraft
delivered mines are the same as FASCAM in
effects, and are used by everybody. Hasty and
deliberate minefields may contain mines of one
of two types—'‘anti-vehicular’’ (effective only
against vehicle units or helicopter units that
““land"" in the hex), or “‘anti-personnel’’ (effec-
tive only against leg and towed units that are not
being transported) mines, FASCAM minefields
always have a mixture of mines, and are a com-
bination of anti-vehicular and anti-personnel
mines. Mines have no effects on *‘flying"’ air
units. Anti-vehicular mines have the capability of
inflicting hull compartment or track hits on vehicle
units. Anti-personnel mines can inflict effective
results on leg and towed units.

17.5.1 MINEFIELD PLACEMENT: A ‘‘mine-
field”’ occupies one hex. Minefields are secretly
placed by the controlling player during the setup
of a scenario using them (EXCEPTION: FASCAM
and aircraft mines, whose placement during a
game is covered in options 19.2.4.5 and
20.1.3.3.5, have known locations). Minefields are
“‘placed’’ by noting in the ‘‘Minefields’’ section
of the RECORD SHEET the identifications of
hexes in which they are placed, along with the kind
(hasty or deliberate), and type of minefield (anti-
vehicular or anti-personnel) in each hex. For
example, “HV-1G9"' is a hasty anti-vehicular
minefield in hex 1G9.

17.5.1.1: Hasty and deliberate minefields may not
be placed in building or stream hexes, or in the
same hex with ditch or improved position units.
FASCAM minefields that may scatter into these
hexes are considered to be ineffective there, and
ignored. Anti-vehicular and anti-personnel mine-
fields may be placed in the same hex, and may
be of the same or different kinds, but placing more
than one minefield of the same type in the same
hex has no additional effects; there is still only
one ‘‘attack’’ (use the most effective, if there is
a choice) when a unit enters the hex.

17.5.1.2: Once placed, minefields cannot be
moved or their type changed (FASCAM or air-
craft mines could be delivered into the same hex
during a game).

17.5.2 MINEFIELD “ATTACKS”: Friendly
units are assumed to know the exact placement
of mines in their side''s hasty and deliberate
minefields, and may be moved through them
normally. However, as soon as an enemy unit
enters an hasty or deliberate minefield hex, the
opposing player must announce that a minefield
is entered and resolve a minefield ““attack’’. Due
to the random placement nature of FASCAM and
aircraft delivered minefields, units of both sides
must be attacked by these minefields (the oppos-
irlg side handling the dice rolling duties). Units
are attacked only upon entry to a minefield hex
of a type effective against them (if not effective,
the opposition is informed of the minefield’s
location, but not attacked), not again upon exit,



or if it turns in place there. If a unit ceases movy-
ing after the attack on entering a minefield hex,
it is not attacked again. To resolve minefield
attacks, refer to the MINE EFFECTS TABLE on
the Game Card. NOTE: When Soviet doctrine
combat units enter a minefield hex, a separate
attack with a separate dice roll is made against each
of the combat units that compose the doctrine
combat unit.

17.5.2.1 ANTI-VEHICULAR MINEFIELD
ATTACKS: On the table, find the column con-
taining the vehicle or landed helicopter unit's GP
defense factor, and cross-reference this with the
line showing the type of minefield in the hex. The
opposing player rolls the dice and the indicated
result is immediately applied, with the normal
results and effects. For example, if a vehicle unit
with a GP defense factor of **5"’ enters an enemy
anti-vehicular hasty minefield, a roll of *'01-10""
causes an hull compartment (“'HC’’) hit and a roll
of "'11-50"" causes a track (*“TK"’) hit (rolls of
‘51" or more have no effect). Bail out attempts
(see option 17.2.3) for hull compartment hits use
the ““HF"' column on the BAIL OUT TABLES.
If crew and/or transported units successfully bail
out, they are immediately attacked by anti-
personnel mines, if also present in the hex.

17.5.2.2 ANTI-PERSONNEL MINEFIELD
ATTACKS: On the table, find the leg/towed
column, and cross-reference this with the line
showing the type of minefield in the hex. The
opposing player rolls the dice and the indicated
result is immediately applied, with the normal GP
results and effects (EF =effective result—<reduce
a squad to a half squad and suppress it). For
example, if a leg unit entered an enemy anti-
personnel deliberate minefield, the table shows an
“EF"’ result on a roll of "'01-70"". If a leg unit
enters an anti-personnel minefield using quick-
march (see option 17.4.2), modify the dice roll
by **—20".

17.5.3 ELIMINATING MINEFIELDS: Mine-
fields can normally be eliminated in three manners;
by artillery fire, by assault infantry unit close
assault attacks, and by mine plows. Minefields
have a GP defense factor, and are treated as terrain
features that can be eliminated (see 14.4.3.3),
except that weapons other than these three are in-
effective against them. Hasty minefields have a
GP defense factor of **3"’, deliberate minefields
one of *'6"’, and FASCAM and aircraft minefields
one of *9”’. If there is a mixture of kinds of
minefields in a hex, use the minefield with the
highest GP defense factor for all of them; then,
if one is eliminated, all are eliminated,

17.5.3.1 ARTILLERY VS. MINEFIELDS:
Off-board artillery fire auromatically eliminates
any minefield hex that is an affected hex (see
option 19.2.3) for all but smoke or illumination
fire missions. More rarely, this also applies if an
air unit ‘‘crashes’’ (see option 20.3.4.2) into a
minefield hex.

17.5.3.2 ASSAULT INFANTRY VS, MINE-
FIELDS: Assault infantry units may ‘‘attack’
adjacent minefields using CLOSE ASSAULT
orders in the same manner as they can attack other
terrain; only an effective result eliminates a mine-
field. If an assault infantry unit enters an minefield
hex, it is attacked in the normal manner, but can
also make a close assault attack a minefield hex
it currently occupies.

17.5.3.3 MINE PLOWS VS. MINEFIELDS:
Vehicles that can carry *‘mine plows'" (no more
than one per platoon) have this mentioned in the
NOTES on their data cards. If a mine plow vehicle
unit enters a minefield hex, it ‘‘attacks’’ with a
GP factor of “*50°" (there are no modifiers), and
an effective result eliminates the minefield. Even
if the attack fails, a mine plow vehicle unit can

pass through a minefield without being attacked.
If a minefield is eliminated, there is also a chance
that the mine plow will be destroyed, so roll the
dice everytime a mine plow vehicle unit eliminates
a minefield hex. A roll of *‘01-25"" will destroy
the mine plow; the vehicle unit is unaffected and
may still perform normally, With doctrine com-
bat units, the mine plow vehicle unit is always
assumed to enter a minefield hex first. If the attack
on the minefield fails, the other vehicles in the
doctrine combat unit are attacked normally, other-
wise all enter the hex without being attacked.

17.6 REDUCING UNIT VISIBILITY:

17.6.1 CAMOUFLAGE: Units are able to limit
the ability of enemy units to *‘see’’ them by the
use of “‘camouflage’”. Only units that start the
scenario on the mapboard may be camouflaged.
Players should record on the ‘‘Notes’” line of their
RECORD SHEETS any units that start the scenario
camouflaged.

17.6.1.1: Units that attempt to ‘‘sight’’ a
camouflaged unit must fulfill all normal require-
ments and roll a die to do so. Players roll one die;
the result must be equal to or less than the listed
sighting range in the SIGHTING RANGES CHART
on the Game Card for the unit that is being sighted.
For example, if a camouflaged vehicle unit is
located in an improved position hex and an enemy
open unit is sighting it during ‘‘Day’’ conditions,
the die roll would need to be ‘‘3"' or less. Obviously,
it is of no value to be camouflaged in certain
terrain hexes with certain units.

17.6.1.2: Camouflaged units are automatically
‘‘sighted’” at a range of 1 hex.

17.6.1.3: Camouflaged units permanently lose
their camouflage advantage if they fire, move out
of their original hex, turn within the hex, or use
searchlights.

17.6.1.4: Camouflage has no effect against units
equipped with thermal imagers; out to their 20 hex
range these units can ‘‘sight’” camouflaged units
normally.

17.6.2 LESS VISIBLE FIRING WEAPONS:
A unit that fires only small arms and/or mortars
may be marked with a spotted (MOVED) marker
instead of a spotted (FIRED) marker.

17.7 AMPHIBIOUS MOVEMENT: Vehicle
units are classified as being *‘amphibious’’ or *‘not
amphibious’’ in the NOTES sections of their data
cards. There is also a difference in their ability
to enter non-fordable stream hexes (there is a cost
of 6 movement factors vs. prohibited) shown in
the MOVEMENT COSTS sections of their data
cards.

17.7.1: Amphibious vehicle units may enter
any all-water hexes (ie., the pond hex in 1G7) as
well as non-fordable stream hexes, at the same
non-fordable stream movement factor cost. Any
amphibious vehicle unit in a non-fordable stream
or all-water hex is defined to be “*floating"".

17.7.2: Any “‘floating”’ vehicle unit is unable to
generate exhaust smoke.

17.7.3: Any ‘‘floating’’ vehicle unit that takes a
hull compartment hit or is the impact hex of
artillery or aircraft GP area effect fire is auto-
matically knocked out (ie., it sinks). No bail outs
are possible.

17.8 WEIGHT LIMITATIONS:

17.8.1 BRIDGE WEIGHT LIMITATIONS:
The standard weight limit for bridges is 60 tons,
enough to hold any unit in the game. This can be
lowered in the scenarios, so there may be bridges
that vehicles over a certain weight may not cross.
Units too heavy to cross a particular bridge must
use an alternate route.

17.8.2 ICE WEIGHT LIMITATIONS: Like
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bridges, the ice on frozen bodies of water may
have weight limitations established by the
scenario. Units that can cross on the ice, pay
movement costs based on other terrain in the hex
(ie., ignore the stream). If too heavy for the ice,
a unit may only cross (if fordable, or if amphibious)
by expending the normal movement factors.

17.9 PANIC MOVES: During a side’s Move-
ment Step, the controlling player may announce
a ‘‘panic move"' for any desired ground combat
unit(s) that is otherwise unable to move due to
orders or situation. For example, a panic move
might be used to move a suppressed leg unit out
of a burning hex, or to move a seriously threatened
unit with a ‘‘fire’’ command marker. A panic
move may not be performed by a unit that has
already used its orders to do something else, or
by a vehicle unit unable to move due to damage.
To perform a panic move, roll the dice and con-
sult the SCATTER DIAGRAM on the Game
Card. The dice roll determines a direction, and
the unit making the panic move must be moved
in that direction as many hexes as its maximum
movement factors (not reduced if suppressed or
due to orders—road and path rates are not used
for panic moves) will allow, Marke the unit with
a suppressed (ON) marker.

[18.0] TERRAIN OPTIONS

18.1 NIGHTTIME: A ‘‘Nighttime’’ scenario is
considered to be one that includes Night, Moon-
light or Dusk conditions,

18.1.1 NIGHTTIME MOVEMENT: Vehicle
units have their movement reduced by two move-
ment factors during Night or Moonlight condi-
tions, although never reduced below ‘‘2'" move-
ment factors. Leg units are reduced to a maximum
movement of *‘1** hex during Night or Moonlight
conditions, and may not be quickmarched. Move-
ment is not reduced during Dusk conditions.

18.1.2 SEARCHLIGHTS: ‘‘Sighting’’' uses
the appropriate lines or columns of the SIGHT-
ING RANGES and AREA EFFECT SCATTER
MODIFIERS CHARTS on the Game Card.
Spotted (MOVED) and spotted (FIRED) markers
have the usual effects, and sights like image in-
tensifiers and thermal imagers can also be very
useful at night. In addition, *‘sighting’" conditions
can be improved and extended by the use of
“‘searchlights’’. Searchlights are of two types,
“‘white light"* (‘“WL'") and *‘infrared’’ (‘'IR"").
The data cards NOTES sections indicate which
vehicle units have searchlights, and the type(s)
they carry.

18.1.2.1 ACTIVATING SEARCHLIGHTS:
Searchlights are normally ‘‘off”’ and must be
activated to be considered ‘‘on'’. During the
Adjust Markers Step, players mark all desired
units with the sighting (WL—for using a white
light searchlight) or sighting (IR—for using an
infrared searchlight) marker to indicate that the
searchlight is ‘‘on”’. Units equipped with combi-
nation IR/WL searchlights may employ only one
type at a time, but may switch from Turn to Turn,
Once activated, a searchlight remains on until
turned “‘off’’ (remove the marker during a later
Adjust Markers Step). All searchlights cover a 60
degree arc (same as a 60 degree firing arc), and
this arc is measured from the front of the vehicle
unit, or if equipped with one, the turret unit,

18.1.2.2 USING INFRARED (IR) SEARCH-

LIGHTS: Units using an “‘on’’ infrared
985 searchlight have a sighting range of
410" hexes, and, out to this range, can

S\

QA¥H | ..gighe’* all units, within the 60 degree
arc, as if it were ‘‘Day’” conditions—use the
“Day’’ sighting ranges. In addition, all other
friendly units (all of which are considered to carry
passive infrared sights) may also be used to




‘“‘gight’’ units that fall within the searchlight’s
range and arc. Units with an “‘on”’ infrared search-
light are themselves subject, within a 360 degree
arc, to ‘‘sighting’’ by any enemy units (also al//
carrying passive infrared sights), out to a maxi-
mum range of ““10"" hexes from those enemy
units. Infrared searchlights are subject to the limits
of normal blocking terrain, and cannot pass
through ‘other’’ smoke hexes. They may not be
used during “‘Fog’’ or ‘‘Blowing Snow'’ con-
ditions.

18.1.2.3 USING WHITE LIGHT (WL) SEARCH-
LIGHTS: Units using an ‘‘on’” white

,‘WI'g light searchlight have a sighting range
_SIAU of **15”" hexes, and, out to this range,

can ‘‘sight’’ all units, within the 60
degree arc, as if it were **Day’” conditions—use
the *‘Day"’’ sighting ranges. In addition, all other
friendly units may also be used to *‘sight’’ units
that fall within the searchlight’s range and arc.
Units with an *‘on’" white light searchlight are
themselves subject, within a 360 degree arc, to
*‘sighting’” by any enemy units out to maximum
“‘Day”’ ranges from those enemy units. White
light searchlights are subject to the limits of normal
blocking terrain, and cannot pass through “‘other”
smoke hexes. They may not be used during “‘Fog™*
or *‘Blowing Snow"’ conditions.

18.2 GROUND WEATHER CONDITIONS—
NORMAL, SNOW AND MUD: ‘‘Ground
weather conditions™' can be either ““Normal’’ (as
always in the Basic and Advanced Games),
“‘Snow’’, or **‘Mud"’. Depending on the ground
conditions, the *‘Smow’* or ‘‘Mud’’ movement
factors (these could be further reduced if Night
or Moonlight conditions also prevail) and their
road and path movement costs on the vehicle data
cards are used instead of the ‘‘Normal’ infor-
mation.

18.2.1: In ‘‘Snow"’ ground weather conditions,
if determined by the scenario, stream hexes may
be considered to be frozen over, and treated as
clear hexes.

18.2.2: In “‘Mud’” ground weather conditions, if
determined by the scenario, stream hexes may be
considered to be unfordable, and may only be

crossed by amphibious units or at bridges.
18.2.3: ““Mud”’ or ‘‘Snow’’ may be defined to
the *“Mud"" or “‘Snow’’ movement factors are
used only by vehicle units that start their move-
but the *‘Mud"* or ‘‘Snow’’ road and path move-
ment costs apply to any vehicle units moving
18.3 FIRES IN BUILDING HEXES: Building
hexes may catch on fire and ‘‘burn’’ as
@% on fire, may be extinquished, continue
to burn, or spread. Fire may be created
directed at units in the hex or impacts in the hex.
All resolution of fires is done with the BUILD-
Adjust Markers Step—either side may roll the dice
for resolution. In all cases, if there is already a
one—there should never be more than one burn-
ing marker per hex.
each building hex that had a burning marker placed
during a previous Turn, check the status of the
section of the Table is checked. Look along the
row that contains the type of building in the hex
the dice roll falls. The word at the top of the
column reveals what the fire does. For example,

apply only in specific hexes. If this is the case,
ment in these hexes (otherwise, use ‘‘Normal’’),
through these hexes.

a result of combat situations, and, once
in building hexes as a result of GP fire that is
ING FIRE TABLE on the Game Card during the
burning marker in a hex, do not place another
18.3.1 EXISTING FIRE STATUS: First, for
fire. The dice are rolled and the *‘FIRE STATUS"
and find the column into which range of numbers
if ‘28" is rolled for a stone building hex, the fire

will “‘Continue’’.

18.3.1.1. SPREAD: If the fire will *‘Spread”’,
it spreads into all adjacent building hexes (regard-
less of type). Place burning markers in the hexes
into which the fire spread.

18.3.1.2 CONTINUE: If the fire will *‘Con-
tinue”’, the fire simply continues in its original
hex.

18.3.1.3 ENDS: If the fire will “‘End"’, the fire
ends, and the burning marker is removed.

18.3.2 NEW FIRES: Any building hex that is
not on fire and had GP factors (for GP point effect
fire, a gun must be 14.5mm or larger—launchers
can start fires) directed at it during the current
Turn must now be checked to determine if a new
fire has started. Cross-reference the building type
line with the column containing the largest GP
factor that was directed at the hex during the Turn,
and roll the dice, If the dice roll falls within the
listed range of numbers, a new fire has started and
the hex has a burning marker placed. If the dice
roll exceeds the listed range of numbers, there is
no effect.

18.3.3 COMBAT UNITS IN FIRE HEXES:
Combat units may not remain or enter a hex con-
taining a burning marker. Any combat unit that
has not vacated a fire hex by the end of the next
Turn after a fire has started in the hex is brewed
up or eliminated. Suppressed leg units may take
a panic move (see 17.9) to exit a fire hex, if that
rule is used.

18.3.4 FIRE AREA VISIBILITY: Dusk sight-
ing conditions apply to an area within two hexes
range of a fire hex during Night and Moonlight
conditions. Any hex containing a burning marker
is also considered to be an “‘other’” smoke hex
(although it has a **+5°" height), and has the
normal effects on sighting.

18.4 BIOLOGICAL, CHEMICAL, AND
NUCLEAR ENVIRONMENTS: The impact of
these weapons on battles of the size fought using
these rules would be devastating. What these rules
cover is operations in an area still contaminated
from recent use nof these weapons.

18.4.1: Each command organization (see option
21.1) loses one command point from its normal
total.

18.4.2: Vehicle units whose data card NOTES
indicate that they have ‘“NBC’’, may be fired
normally when buttoned, as long as they sustain
no penetrating or compartment hits. All leg and
towed units, all vehicle units without **NBC"’,
open, penetrated, or with a compartment hit fire
with a ““—2"" modifier for AP point effect and
““—35" for GP point effect fire.

18.4.3: Leg quickmarch movement (see option
17.4.2) may not be used.

[19.0] ARTILLERY

All artillery used in MBT is abstracted and con-
sidered to be “‘off-board’’. No actual artillery units
are placed on the mapboard. Artillery has a long
enough range to hit any hex on the mapboard.

19.1 GENERAL ARTILLERY INFORMATION:
“‘Artillery batteries’’ are differentiated by the
‘“‘size’” (caliber) of their guns, and by their
“‘attachment level".

19.1.1 ARTILLERY SIZES: The sizes of
batteries are ‘“‘light’’, ‘‘medium’’, ‘‘*heavy’’, and
“‘super heavy’". Artillery’s GP factors, by battery
size, are given (as is their ability to knock out
vehicles using rule 14.4.4.2.3.3) in the GENERAL
ARTILLERY INFORMATION sections on the
artillery data cards (USA-2B, FRG-3B, and
USSR-12A)

19.1.2 ARTILLERY ATTACHMENT LEVELS:
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The different attachment levels are ‘‘attached™’,
“‘organic’’, and ‘‘unattached’’. These levels
represent the degree that each battery is dedicated
to specific combat units, and consequently, the
expected chance of response; attached is the best,
and unattached the worst.

19.1.3 ARTILLERY POINT VALUES: Artillery
batteries and fire missions are assigned in
scenarios or can be selected by points. The point
values of artillery batteries are based on a mix of
the battery size and its attachment level, and are
found in the POINT INFORMATION sections of
the artillery data cards. For example, an attached
medium baitery for the Soviets is worth 150 points.
These point values are for the individual batteries
without any ‘‘fire missions’’. Fire missions are
the actual ‘‘barrages’” that the artillery can deliver.
These fire missions cost varying additional points
(not every nationality can use every mission),
which are also given in the POINT INFORMA-
TION sections of the artillery data cards.

19.1.4 ARTILLERY SETUP: The artillery
batteries available should be listed on the
RECORD SHEET in the **Artillery Plots’' sec-
tion. On the “‘Type or ID" line, list the battery
size and attachment level (ie., **HA''="‘heavy
attached’’ battery). The letter at the top of the
column indicates the letter of the artillery marker
that will be used with the battery. The available
fire missions, per battery, should be noted on the
*‘Fire Missions’’ line under the battery identification
(ie.,"2HE" =2 HE fire missions available).

19.2 ARTILLERY ORDER PLOTS: Artillery
fire missions are ‘‘requested’’ or plotted during
the Mark Orders Step of a Turn. This is the same
as explained in option 17.1.1.2.4 for mortars, but
artillery plotting is more detailed. Each battery
is plotted individually indicating the fire type,
target hex, SHEAF, fire mission, and observer
unit. Planned fire is plotted before the game starts
and impacts on the plotted Turn. Designated and
called fire is plotted on one Turn and is intended
to impact on the next Turn (write the plot in one
Turn line and draw a line through the next Turn
line on the *‘Artillery Plot’”). Continuous fire im-
pacts the same Turn as it is plotted.

19.2.1 ARTILLERY FIRE TYPES: There are
four specific “‘types’’ of artillery fire; *‘planned”’,
“‘designated’’, *‘called’’, and “‘continuous’’.
19.2.1.1 PLANNED ARTILLERY FIRE: Planned
artillery fire is plotted before the scenario begins
(ie., during setup), and before any combat units
are placed on the mapboard. Planned artillery fire
represents fire support that is laid out before the
battle begins.

19.2.1.1.1: Planned artillery fire can be plotted
for any hex on the mapboard and does not require
an observer unit to call the fire, although an
observer unit is required if this fire is to be con-
tinued (see 19.2.1.4).

19.2.1.1.2: Planned artillery fire can be plotted
to arrive on Turn 1 or on any later Turn. The plot
is marked for the desired Turn of arrival. To show
that the fire is planned, lista *‘P"’ before the target
hex identification.

19.2.1.1.3: An artillery battery may be used for
any number of planned fire plots, however, at least
one Turn must be skipped between planned plots.
A battery with planned fire missions can also be
used for other types of fire when they do not
interfere with the planned plots.

19.2.1.2 DESIGNATED ARTILLERY FIRE:
Designated artillery fire is basically *‘pre-
registered’’ or “‘zeroed-in’’ fire in pre-designated
hexes. Each battery may have up to three different
hexes, anywhere on the mapboard, listed in its
“‘Designated’’ lines. These designated hex iden-
tifications are plotted before the scenario begins,



and before any combat units are placed on the
mapboard. These are the only hexes that can be
used for designated artillery fire by a battery.
Designated artillery fire can be plotted only when
a observer unit can “‘sight’’ a designated hex. The
designated hex is then listed as the target hex in
the plot. To show that the fire is designated, list
a “‘D"" before the target hex identification. Draw
a line through the following Turn line to show
when the fire impacts,

19.2.1.3 CALLED ARTILLERY FIRE: Called
artillery fire is fire ‘‘called in"" by observer units
on the mapboard. All called artillery fire is plotted
during the course of the game. Called artillery fire
can only be plotted when an observer unit can
“‘sight"’ the target hex and a sighted target unit
is in the target hex. The target hex is then plotted
—list a “*C"” before the target hex identification
to show that the fire is called. Draw a line through
the following Turn line to show when the fire
impacts.

19.2.1.4 CONTINUOUS ARTILLERY FIRE:
Continuous artillery fire is used to maintain and
adjust fire that arrived in the previous Turn as
planned, designated, or called fire. It can be
requested to continue each Turn, and is not sub-
ject to a one Turn wait.

19.2.1.4.1: Continuous artillery fire can only be
plotted when an observer unit can ‘‘sight’’ the
impact hex as the fire impacts. Mark an **S"’ (for
*‘continuous'’) before the target hex for the cur-
rent Turn; the fire is not subject to a one Turn
wait. Mortar units may also use continuous fire
with the same plot.

19.2.1.4.2: Continuous artillery fire may be
plotted in the original impact hex or may be shifted
up to two hexes in any direction, as long as the
new impact hex can be *‘sighted’’ by the observer
unit. Use the scatter factors on the artillery data
card’s SCATTER FACTORS section (to use con-
tinuous fire with a mortar unit, also consult this
section on the same nationality’s artillery data
card). Use the scatter factors on the ‘‘Continue
(Same)'" line if the new target hex is the same as
the last impact hex, the *‘Continue (1st)*" line if
the new target hex is 1 hex from the last impact
hex, and the “‘Continue (2nd)'" line if the new
target hex is 2 hexes from the last impact hex.

19.2.1.4.3: If the original fire was either designated
or called, or was by a mortar unit, the observer
unit used for that fire is the only observer unit that
can continue the fire. Any observer unit may
continue what was originally planned fire on the
previous Turn.

19.2.1.4.4: A SHEAF or fire mission change may
be used in conjunction with continuous artillery
fire. Simply list the abbreviations for the changes.

19.2.2 TARGET HEX: The target hex identifi-
cation of a fire mission is marked in the box in
the artillery battery’s column and opposite the cur-
rent Turn. Then, draw a line through the next
Turn’s box to indicate when the fire mission
should arrive.

19.2.3 ARTILLERY FIRE SHEAF: There are
three types of Fire ‘“‘SHEAF' (= pattern);
““tight”’, *““line”, and *‘loose”’. Some types of fire
missions can use any of the three types while
others may only be able to use one or two types.
The FIRE MISSION EFFECTS sections on the
artillery data cards indicate the possible mix., For
example, it states that a smoke fire mission can
be fired in a loose or line SHEAF—this rules out
using a tight SHEAF with a smoke fire mission.
SHEAFs are further explained on the artillery data
cards’ FIRE SHEAF PATTERN sections.

19.2.3.1 TIGHT SHEAF: A tight SHEAF
affects the impact hex and the six adjacent hexes.

It affects all of these hexes at the firing battery’s
full GP factor. To show a tight SHEAF is to be
used, list a ““T"" after the target hex identification.

19.2.3.2 LINE SHEAF: A line SHEAF affects
the impact hex and the next six hexes in a line
away from the impact hex based on a desired
direction number that corresponds to the numbers
on the mapboard’s directional hex. It affects all
of these hexes at the firing battery’s full GP factor.
To show a line SHEAF is to be used, list a *‘L"’
and the desired direction number after the target
hex identification.

19.2.3.3 LOOSE SHEAF: A loose SHEAF
affects the impact hex and the two rows of adja-
cent hexes. It affects all of these hexes at half the
firing battery's GP factor, To show a loose
SHEAF is to be used, list a “‘L'" after the target
hex identification (ie., a “‘L"" without a number
is a loose SHEAF, while a *'L"" with a number
is a line SHEAF).

19.2.3.4 SHEAF DIAGRAMS: These diagrams
show the hexes affected by each SHEAF
(*X"" =impact hex).

TIGHT SHEAF

19.2.4 ARTILLERY FIRE MISSIONS: There
are seven possible types of “‘fire missions®’; HE
(high explosive), ICMDP (improved conventional
munitions—dual purpose), ICM (improved con-
ventional munitions), smoke, FASCAM (field
artillery scattered mines), illumination, and CLGP
(cannon launched guided projectile). Not all fire
missions are available to all nationalities. The
“*Fire Mission™ portion of the POINT INFORMA-
TION section and the FIRE MISSION EFFECTS
section on the artillery data cards indicates the
available fire missions for each nationality (if it's
not there, they can’t do it).

19.2.4.1 HE FIRE MISSIONS: HE fire
missions can be fired in any SHEAF. To show
an HE fire mission, list *'"HE’’ after the SHEAF
notation. There is a ** —20"" GP modifier against
vehicle unit targets when HE is used.

19.2.4.2 ICMDP FIRE MISSIONS: ICMDP
fire missions can only be fired in a loose SHEAF.
There is a **+20"" GP modifier against leg and
towed target units. ICMDP automatically has no
effect if the target is or is a unit in a building (any
type) or improved position hex. To show an
ICMDP fire mission, list “IC’* ,after the SHEAF
notation.

19.2.4.3 ICM FIRE MISSIONS: ICM fire
missions can only be fired in a loose SHEAF.
There is a ““—30"" GP modifier against vehicle
units and a ““+20"" GP modifier against leg and
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towed target units. ICM awtomatically has no
effect if the target is or is a unit in a building (any
type) or improved position hex. To show an ICM
fire mission, list “‘IC'" after the SHEAF notation.

19.2.4.4 SMOKE FIRE MISSIONS: Smoke
fire missions can be fired in a line or loose
SHEAF. Smoke does not attack combat units or
terrain; instead, place a smoke (ON) markers in
every hex of the SHEAF pattern, along with the
appropriate artillery marker in the impact hex, on
the mapboard. To show a smoke fire mission, list
“‘SM"" after the SHEAF notation. Mortars may
also fire smoke missions, but, having no SHEAF
pattern, a smoke marker is placed only in the
impact hex.

19.2.4.5 FASCAM FIRE MISSIONS: FASCAM
fire missions can only be fired in a loose SHEAF.
FASCAM fire missions consist of placing mine-
fields (a mixture of anti-vehicular and anti-
personnel mines in each hex—see option 17.5 for
mine effects). Any units currently in a hex affected
by a FASCAM fire mission are nof immediately
attacked—a unit must enrer a minefield hex to be
attacked by the mines there. Make a note of the
impact hex and all the SHEAF pattern hexes
around it in the *“‘Minefields’” section of the
RECORD SHEET to record the minefield place-
ment. To show a FASCAM fire mission, list
“‘FM"" after the SHEAF notation.

19.2.4.6 ILLUMINATION FIRE MISSIONS:
Ilumination fire missions can only be fired in a
tight SHEAF. Illumination does not attack com-
bat units or terrain; instead, during *‘Nighttime"’
conditions (‘‘Night"’, “‘Moonlight’* or “‘Dusk’"),
an artillery illumination fire mission makes the
impact hex and every hex within a 5 hex range
of the impact hex an area in which “‘Day"’ sight-
ing distances are possible. No terrain or smoke
blocks this effect. No special marker is used—
simply use the artillery marker as a reference for
the illuminated area. The effects end with the Turn
in which the fire mission impacted. To show an
illumination fire mission, list “‘IL"" after the
SHEAF notation. Mortars may also fire illumi-
nation missions, with identical effects, except the
illuminated area is only the impact hex and all
immediately adjacent hexes.

ILLUMINATION AREAS (“‘X" =IMPACT HEX)

FROM MORTARS




19.2.4.7 CLGP FIRE MISSIONS: CLGP fire
missions represent the use of the American *‘Copper-
head”’ guided projectile, and is fired at a specific
target vehicle unir. Copperheads are laser guided
projectiles that home on reflected laser energy.
To be used, its observer unit must have a laser
designator (*‘D"") sight. To show a CLGP fire
mission, list the fire type, *'CP"’ (for a CLGP fire
mission), the identification number of the target
vehicle unit identification number, and the observer
unit identification—no target hex or SHEAF
notations .are needed.

19.2.4.7.1: CLGP fire missions are only useful
against vehicle units. As long as the observer unit
can still “‘sight’" the target vehicle unit, a CLGP
fire mission will not scatter, but will hit and brew
up a vehicle unit on a dice roll of *‘01-90"" (this
drops to *‘01-70"" if the observer is suppressed).
A CLGP fire mission automatically misses if the
observer unit can no longer ‘‘see’” the target unit
and use its **D’’ sight on it.

19.2.4.7.2: A CLGP fire mission does not hit leg
or towed units or vehicle units located inside build-
ings. It can hit the target vehicle unit, plus all other
vehicle units (not inside buildings) in the target
vehicle unit's hex (make a separate roll for each).
19.2.5 OBSERVER UNITS: Finally, the iden-
tification number of the observer unit is added to
an artillery order plot. As can be seen, artillery
order plots can be quite detailed and lengthy.
Below is a sample plot:

SHEAF (T=Tight)

Fire Type Fire Mission

(C-Caﬂed’) rHE‘ =High Explosive)
C 1A10-

Target Hex Obsen'er Unit

(panel 1, hex A10) ldentification Number
Line Indicares Turn Fire Impacis

19.3 ARTILLERY FIRE RESOLUTION: All
artillery fire is resolved during the Artillery Step,
using the area effect fire rules (see option 17.1).
A possible ‘*fire delay’’, unique to artillery use,
works as follows: Based on the attachment level
of a battery, the fire may nor arrive as during the
desired artillery step. This represents the battery’s
use by other units. This applies to all types of
artillery fire, even planned and continuous. Check
the ARTILLERY DELAY section of the artillery
data cards.

19.3.1: An attached battery will always arrive on
time, as plotted if the observer is a unit in the
organization of which the the artillery battery is
a part. For example, a Soviet Motorized Rifle Com-
pany includes its ‘‘Motorized Rifle Company
Attached Artillery”’. Any observer unit that is part
of that Motorized Rifle Company can use this as
attached artillery. If the observer unit is from
another organization (say, from another company
in the same battalion or from the battalion head-
quarters), the artillery battery would be considered
to be unattached.

19.3.2: For organic or unattached batteries, the
dice must be rolled when it is time for a fire
mission to arrive. If the roll is within the listed
number range, the fire has been delayed, and will
not arrive during that Artillery Step. For example,
if “'01—25" is rolled for an organic American
artillery battery, the fire is delayed. To indicate
this delay, draw a line through the next Turn of
the artillery battery’s column in the “*Artillery
Plot’’ section of the RECORD SHEET. Artillery
fire can be delayed any number of Turns before
it impacts.

19.3.3: Artillery markers should be left in their
impact hexes after fire is resolved for future refer-
ence. Only remove a marker at the start of a new

Artillery Step while announcing that it is no longer
needed there.

19.4 ARTILLERY COUNTER BATTERY:
““Counter battery’’ is the action of locating enemy
artillery batteries, and then firing suppressive
missions to disrupt or eliminate those enemy
batteries. Modern counter battery systems use
ranging equipment to locate enemy batteries. The
type of ranging equipment utilized (sound, flash,
or radar), and their effectiveness varies with the
conditions. In the game, counter battery is off-
board and highly abstracted; it is considered to
use other artillery batteries than the ones support-
ing the battle to accomplish its mission. Counter
battery capabilities are assigned by scenarios or
can be purchased for points. The points for each
type are listed in the *‘Ctr Bty”’ portion of the
POINT INFORMATION sections on the artillery
data cards.

19.4.1 USING COUNTER BATTERY: A
counter battery capability is considered to be avail-
able at all times, can be used any number of times,
and each can attempt to find one enemy battery
per Turn. Whenever enemy artillery impacts (not
checked fire), ‘‘counter battery fire’’ can be
announced.

19.4.2 RESOLVING COUNTER BATTERY:
For each counter battery capability used, the
player rolls the dice and consults the COUNTER
BATTERY TABLE on the side’s artillery data
card. Find the line that describes the type of
counterbattery ranging equipment and the con-
ditions. If the dice roll falls within the numbers
listed in the “‘Location Attempt’’ column on that
line, the enemy battery has been ‘‘located’’ and
another, ‘‘Effects’’, dice roll is made. If the
*‘Location Attempt'’ numbers are exceeded, the
enemy battery has not been found and that counter
battery procedure ends. The results of an
““Effects’” dice roll are as follows:

19.4.2.1 DISRUPTED (DIS): The artillery
battery may not fire or plot any new fire missions
for the next two game Turns, Mark an *‘x’
through the next two Turns in the battery’s column

on the RECORD SHEET.

19.4.2.2 % LOSS: The artillery battery has %
(round up) of its remaining fire missions destroyed.
The battery’s controlling player chooses the actual
fire missions destroyed—cross off destroyed fire
missions on the RECORD SHEET.

19.4.2.3 % LOSS: The artillery battery has %
(round up) of its remaining fire missions destroyed.
The battery’s controlling player chooses the actual
fire missions destroyed—cross off destroyed fire
missions on the RECORD SHEET.

19.4.2.4 KNOCK OUT (KNK OUT): The
artillery battery is knocked out and it and its
remaining fire missions may not be used for the
remainder of the game (this knock out is only
temporary, and does not count for any victory
points).

19.4.3: Counter battery fire is also subject to
counter battery fire from the enemy. The an-
nouncement of counter battery fire can immedi-
ately trigger a whole series of counter battery
actions. Handle location attempts on enemy counter
battery fire the same as for locating firing batteries.
If located, the counter battery **Effects’” treat the
15" and *‘%4 " results as a disruptions. The knock
out result eliminates the counter battery capability
for the rest of the game.

19.5 SOVIET ARTILLERY DOCTRINE:
Soviet artillery batteries employ doctrine, as most
of their fire is pre-planned before a battle begins.
Two-thirds (round fractions up) of all Soviet fire
missions must be plotted as planned fire missions
before a scenario begins.
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[20.0] AIR UNITS AND
ANTI-AIRCRAFT FIRE

Air units in MBT are available in two types; “‘air-
craft” and “‘helicopters’, These all “*fly’’ and
attack during the two Air Phases. During an Air
Phase, the first side’s aircraft units enter and move
across the mapboard, then, when they have exited,
the second side’s aircraft do the same. This is
followed by moving and attacking with the first
side's helicopters, followed by doing the same
with the second side’s helicopters.

20.1 AIRCRAFT OPTIONS: Aircraft are cap-

able of delivering a heavy and varied
E ‘*‘ cross section of aircraft types to choose

load of weapons. Each force has a
< 212

from for ground support, Any aircraft

unit can be used to represent any type
of aircraft, even if the picture on the counter
doesn’t match the type used. The aircraft data
cards (USA-7A, FRG-7B, and USSR-11A) pro-
vide the information needed to use the different
types of aircraft, Aircraft have a ‘‘base point’
value that is the cost to acquire the aircraft in a
clean state (without weapons other than any
integral guns), and additional weapons cost
additional points.

20.1.1 ATRCRAFT LOAD RESTRICTIONS:
The ‘‘Maximum Weapon Loads'’ line in the data
cards’ GENERAL INFORMATION sections in-
dicates the maximum number (they can carry less)
of specific weapon “loads’’ that can be ‘‘carried”’
by the aircraft; each weapon also has a specific
point cost, shown in the data cards” POSSIBLE
LOADS AND THEIR POINT VALUES sections.
For example, an aircraft unit capable of carry-
ing 6 weapon loads adds six cluster bomb weapons
for six times the indicated points for cluster bombs
(50 points). It could alternately carry a mix of up
to any 6 different weapons or oiher loads. When
aircraft are used, they are outfitted with the desired
weapon mix by the controlling player during setup.
Once outfitted, the weapon mix cannot be changed
during the course of the scenario, List all loads
and gun ammunition in the *‘Ammunition, Arma-
ments, Attached, Loads’’ line in an aircraft’s
column on the RECORD SHEET and mark them
off as they are used.

20.1.1.1: It is highly recommended that the
Limited Ammunition Rules (17.3.2) be applied to
aircraft unit’s gun weapons.

20.1.1.2: Gun pod loads count for two weapon
loads each.

20.1.1.3: The ability or inability to carry ‘‘pre-
cision munitions’” (*PGM’’) and *‘ECM pod™’
loads is indicated on the appropriate lines of the
GENERAL INFORMATION section (““YES'’ or
“*NQ'"), and aircraft units that may carry ARM
missile loads are indicated in the NOTES section
on the data cards.

20,1.1.4; Check the specific restrictions on some
weapon loads on some aircraft, which appear in
the **Notes’* of the data cards’ FIRING INFOR-
MATION sections.

20.1.2 AIRCRAFT MOVEMENT: Aircraft
units never remain on the mapboard during the
course of a game; they ‘‘appear”’, enter the map-
board, move hex by hex, attack and are attacked
as they are moved, and then, if they survive, exit
the mapboard all during their side's portion of one
Air Phase.

20.1.2.1 ATIRCRAFT CONDITIONS: Aircraft
vary in their ability to fly effectively during
adverse conditions, and, this is reflected on their
**Condition Level’” lines of their data cards. An

aircraft is rated as one of four ‘‘condition levels”’
1—4, with 1 being the best and 4 being the worst.

20.1.2.1.1: The AIRCRAFT CONDITION



CHART on the Game Card shows the effects of
conditions on aircraft with various condition
levels. For example, in a game played in *‘Moon-
light'’ conditions, a condition level 3 aircraft
shows an ‘X'’ on the chart. This means that,
during the game, that aircraft may not be “‘flown”’
at low altitude, may not use any point effect
weapons (ie., guns), no PGM weapons (see
20.1.3.4.3) may be used, and an extra *‘—20"
scatter modifier applies when using area effect
weapons (ie., bombs and rockets).

20.1.2.1.2: NATO Forces may carry
night/adverse condition aids as a weapon load. The
U.S.A.'s LANTIRN (Low Altitude Navigation &
Targeting Infrared System for Night) Pod and the
F.R.G.’s All Weather Pod enable aircraft units
equipped with these pods to fly as if the aircraft
unit was rated as a condition level 1 aircraft.

20.1.2.2 AIRCRAFT APPEARANCE AND
REAPPEARANCE:; There are two Air Phases.
A specific aircraft unit can only appear in one or
the other of these two phases, not both (it may
appear on different Aircraft Phases on different
Turns).

20.1.2.2.1: A side may have its aircraft units
appear on any desired Turn or Turns of a scenario,
unless restricted by scenario rules. After appear-
ing for the first time, an aircraft unit may then
reappear on either Air Phase of any desired later
Turn or Turns as long as fuel is available.

20.1.2.2.2: On its first appearance, an aircraft
unit may appear on any side of the mapboard. Sub-
sequent appearances must be on the side from
which the aircraft unit exited the mapboard on its
previous appearance, unless there is at least one
Turn skipped between appearances; then, the air-
craft unit may reappear on any desired mapboard
side.

20.1.2.2.3: When an aircraft unit appears, it
enters the mapboard by being placed in any hex
or partial hex along the side of the mapboard
where it appears. After moving across the map-
board, it then exits the mapboard from any hex
or partial hex along a mapboard side,

20.1.2.3 AIRCRAFT LOITER TIME AND
FUEL TANKS: One of the aircraft load options
is a “*fuel tank™’. Fuel tanks provide aircraft unit
with the added fuel necessary to “‘loiter’” over the
battle area for an extended period of time.

20.1.2.3.1: Without additional fuel tanks, an air-
craft unit is available (can *'loiter’’ in the battle-
field area) for only a total of five Turns, including
the one in which it makes its first appearance,
whether it actually appears during all of those
Turns or not.

20.1.2.3.2: For each fuel tank carried, an aircraft
unit can extend its ‘‘loiter time'’ by an extra five
Turns.

20.1.2.4 AIRCRAFT SPEED/ALTITUDE
AND EVASIVE MANEUVERING: When an
aircraft unit is placed on the mapboard, its
‘‘speed”’, ‘‘altitude’’, and use or not of ‘‘evasive
maneuvering’’ must be announced, and these will
remain the same during that Air Phase (they can
be changed for later appearances).

20.1.2.4.1: Speed and altitude can each be
represented as being low, medium, or high, in any
combinations. Restrictions, if any, on these can
be found in the data cards’” GENERAL INFOR-
MATION sections. For example, an A-104 may
not use high speed. There are advantages to
various combinations, An aircraft unit at low speed
and low altitude generally has the greatest chance
of hitting its target, but is at the greatest risk of
being hit by anti-aircraft fire. An aircraft unit at
high speed and high altitude would present the
opposite set of circumstances.

20.1.2.4.2: Evasive maneuvering makes an air-
craft unit harder to hit with anti-aircraft weapons,
but also degrades the aircraft unit’s attack cap-
ability.

20.1.2.5 AIRCRAFT MOVEMENT PROCE-
DURES: An aircraft unit is moved from hex to
hex in the direction of its front facing (no reverse
movement allowed!). It does not expend move-
ment factors, and is considered to be ‘‘flying"’
above all mapboard terrain. An aircraft unit’s
turning ability is based on its announced speed
(altitude and evasive maneuvering have no effect
on turning).

20.1.2,5.1: An aircraft unit at low speed may
make two one-hexside turns (60 degrees each) dur-
ing its move across the mapboard. There must be
at least **10°’ hexes range between the two turns.
These turns may be in different directions.

20.1.2.5.2: An aircraft unit at medium speed may
make one one-hexside turn (60 degrees) at any one
time during its move across the mapboard.

20.1.2.5.3: An aircraft unit at high speed may not
be turned—it *‘flies’” straight.

20.1.3 AIRCRAFT COMBATS: Aircraft units
may attack ground combat units with guns or
weapon loads. They may make these attacks from
any hex or hexes an aircraft unit enters during its
movement across the mapboard. As many attacks
as desired and/or possible may be made during
this movement, but no more than one attack using
one weapon per hex. Aircraft weapons are a com-
bination of point and area effect weapons. Due
to their high speed, aircraft units are limited in
their ability to “‘sight’’ ground units. Aircraft units
must have a ‘‘sighted’’ target unir to make any
type of attack.

20.1.3.1 AIRCRAFT SIGHTING: All aircraft
units have a 120 degree “‘sighting arc”’ from the
front of the aircraft unit (same as a 120 degree
firing arc—see 14.2.1). As aircraft units are
“‘flown’” across the mapboard, they are able to
“‘acquire’’ unblocked ground targets which they
can ‘‘see’’ within this arc.

20.1.3.1.1 Aircraft Acquiring Targets: Aircraft
units require a certain number of hexes of move-
ment ‘‘to acquire’’ a ground target. The AIR-
CRAFT ACQUIRED RANGES CHART on the
Game Card is used to determine these ranges.

20.1.3.1.1.1: Cross-grid the “‘Air Used"’ line
with the proper ‘‘Speed/Altitude Matrix™’
column (this matrix is an abbreviation of the
combination of the aircraft unit's speed and
altitude, in either order—ie., “LL" ="low/low"",
““MH" =*‘medium/high”’, etc.) to determine
the minimum acquisition range necessary. For
example, an aircrafi unit at medium speed and
low altitude (*'LM’’) requires an acquisition
range of ‘10" hexes for each target. An air-
craft unit must have an unblocked target within
its sighting arc while moving a consecutive
number of hexes at least equal to the acquisi-
tion range before it can attack. An aircraft unit
may be turned and still be acquiring a target,
as long as the target unit remains in its sight-
ing arc.

20.1.3.1.1.2: Aircraft units without observer
units may ‘‘acquire’’ ground units in all hexes
except building, woods, and improved posi-
tion hexes. Observer units are required to help
acquire target units in building woods, and im-
proved position hexes.

20.1.3.1.1.3: Ground units that are closer to
the edge of the mapboard than the minimum
required acquisition range are still considered
to be acquired (if not blocked) The aircraft unit
is considered to have acquired the unit as it
was ‘‘flying"” up to the mapboard edge. The
aircraft unit would then be required to meet
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the minimum acquisition range for any sub-
sequent targets during the phase.
20.1.3.1.1.4: After resolving an attack, an air-
craft unit may start acquiring its next target
from that point. An aircraft unit may never be
acquiring or have acquired more than one
target at a time.

20.1.3.1.2 Observer Sighting For Aircraft:
Ground units in woods, heavy woods, buildings,
and improved positions may not be *‘acquired”’
unless an appropriate observer unit (any unit that
can serve as an observer for area effect fire can
also observe for an aircraft unit—the same pre-
requisites apply, and a written plot in the aircraft
unit’s “‘Notes’’ line indicating the observer unit
is needed.

20.1.3.1.2.1: Any target unit in a building,
woods, or improved position hex that a plotted
observer unit can ‘‘see’’ could be attacked by
the aircraft unit. Even when an observer unit
has ‘“‘sighted’’ a target unit, the aircraft unit
must still also acquire the target hex as in
20.1.3.1.1. Otherwise, a ground unit in these
hexes may not be attacked by an air unit.
20.1.3.1.2.2: Observer units may also be used
to ‘‘sight’’ target hexes—this is necessary for
an air unit to attack a hex (for example, a build-
ing or bridge hex) in which no enemy combat
units can be ‘‘seen’’ or are located.
20.1.3.1.2.3: Observer units used for this pur-
pose may not be used as observers for any
other purpose. Check the OBSERVER SCAT-
TER MODIFIERS on the artillery or mortar
data cards of the same nationality as the air
unit. Any of these scatter modifiers that apply
will apply when the aircraft attacks using the
observer unit (this does not affect gun fire).

20.1.3.1.3 Terrain Blocking Aircraft Sighting:
In addition to the acquisition ranges, to acquire
a target unit or hex an aircraft unit must also have
a clear line of sight, unblocked by terrain, to the
target hex during its entire acquisition range move-
ment. The AIR SIGHTING CHART on the Game
Card, is used to determine clear lines of sight. The
line of sight from an aircraft to a ground unit is
blocked if the ground unit is within a certain
number of hexes of a potential blocking terrain
hex of a certain height, based on the altitude of
the aircraft unit.

20.1.3.1.3.1: Blocking terrain heights are
based on the highest height in a hex—ie., use
the tops of the trees in a woods hex, rather than
the ground height.
20.1.3.1.3.2: Find the line on the chart that
shows the air unit’s altitude. The “*Effects™
on that line show what height terrain in the line
of sight can block the “‘sighting’’ of a target
unit. For example, an aircraft unit is at
“Medium"" altitude. The line of sight is blocked
if a ground unit is within I hex range of the
possibly blocking terrain, and that terrain is
height “‘+4°" or more (*‘1/+4"" on the chart).
The line of sight is also blocked if a ground
unit is within 2 hexes range of height '‘+5"’
or more terrain (*'2/+5"" on the chart), within
3 hexes range of height *'6’’ or more terrain
(“'3/+6"" on the chart), etc.
20.1.3.1.3.3: If the line of sight to a target
is blocked from any hex entered while attampt-
ing to acquire the target, the air unit may not
acquire it as a target,
20.1.3.2 AIRCRAFT GUN COMBATS: Most
aircraft units are armed with an integral gun or
cannon; gun pods can also be added as a weapon
load. All of these guns are point effect weapons
and are fired at ground units using most of the
same rules as other point effect weapons, whether
using AP or GP fire. Some special rules that apply



to using aircraft guns are as follows:

20.1.3.2.1 Aircraft Gun Use Limitations: Guns
may only be fired from low altitude. If an attack-
ing aircraft has more than one gun, up to all guns
may be fired at once, at the same target, although
the fire from each is resolved separately.

20.1.3.2.1.1: Only one target unit per hex
may be attacked unless the hex is a road or
path hex, in which case (they are considered
to be strung out along the road or path) up to
three units per hex may be attacked. Once air-
craft gun firing starts, consider that sequential
hexes from the original target hex can be
attacked, continuously, one by one, as the air-
craft unit enters new hexes, as long as all the
new hexes contain target units and can be
*‘seen’’—they do not have to be separately
acquired. All of this gun firing counts as just
one attack, although ammunition is expended
separately in each hex and for each target unit.
20.1.3.2.1.2: Once gun firing ceases, later
targets must be separately acquired as differ-
ent attacks.

20.1.3.2.2 Aircraft Gun AP Point Effect Fire:
All AP point effect modifiers that apply to air-
craft are used, In addition, a **—5"" modifier
applies if the firing aircraft is using evasive maneu-
vering, A “‘+2"" modifier applies if the firing air-
craft is at low speed, and a *‘—2"" modifier applies
if the firing aircraft is at high speed. All AP point
effect modifiers that may apply when using air-
craft guns are marked with an **(A)"" in the AP
POINT EFFECT MODIFIERS section on the
Game Card (ignore the other modifiers).

20.1.3.2.2.1: All firing of guns from aircraft
is considered to be from a ‘'falling”’ elevation.
The only change is in the manner of determin-
ing the hit location for the turret top (*'TT"")
and the hull deck (‘*HD"") (see 7.4.5.3). The
“TTA" and ““HDA’ columns of a target
vehicle unit*‘s HIT LOCATION CHARTS on
its data card are used when the fire is from an
aireraft, instead of the “TTG" and “‘HDG"’
columns.

20.1.3.2.2.2: When firing aircraft guns, hit
angles and penetration are determined in the
same manner as for ground combat,

20.1.3.2.3 Aircraft Gun GP Point Effect Fire:
All GP point effect fire is resolved in the same
manner as ground combat. A ‘“—10"" modifier
applies if the firing aircraft is using evasive maneu-
vering, a ‘‘+5'" modifier applies if the firing air-
craft is at low speed, and a **—5"" modifier applies
if the firing aircraft is at high speed. These, and
other modifiers that may apply for using GP fire
from aircraft guns are marked with an *‘(A)"" in
the GP POINT EFFECT MODIFIERS section of
the Game Card (ignore the other modifiers).

20.1.3.3 AIRCRAFT “DROPPED’”’ WEAPON
COMBAT: With the exception of gun pods,
rockets, PGM bombs, and ARM missiles, other
aircraft weapon loads have no range, and are GP
area effect weapons. They are “‘dropped’” from
the aircraft and fall onto the target. Using iron
bombs (free fall bombs), cluster bombs, napalm

bombs; mine canisters, and smoke bombs is
similar to using other GP area effect weapons. The
information that applies to these weapons is listed
in the the FIRING INFORMATION sections on
the aircraft data cards, as follows:

20.1.3.3.1 Dropped Weapon Combat Procedures:

20.1.3.3,1.1 Target Hex: All of these
weapons are ‘‘dropped’’ when the aircraft unit
is moved into the acquired target unit*‘s hex.
This hex is the target hex, and scatter and the
final impact hex are immediately determined,
using the area effect fire rules found in option
17.1.2.

20.1.3.3.1.2 Scatter Direction: The SCATTER
DIAGRAM is not used with these weapons.
The direction of scatter is always the direc-
tion in which the front of the aircraft unit faces.
All of these weapons effect their impact hex
and other hexes.

20.1.3.3.1.3 Dropped Weapon Example: 4
F-111F (see data card USA-7A/2) facing in
mapboard direction ‘1"’ has acquired hex
IMS5 as a target hex, and an iron bomb is to
be dropped there. Condition is *'Day’’ and the
F-111 was declared 1o be at low speed, medium
altitude, and is evasive maneuvering. The
scatter factor for an iron bomb is "'50"". The
scatter modifiers are ‘0" from the AREA
EFFECT SCATTER MODIFIERS CHART on
the Game Card, "'+10"" for "LM"’ from the
data card's FIRING INFORMATION section,
and, from note f on the data card, "+ 10"’ for
2 crew (which a F-111F has) and ''—20"" for
evasive maneuvering, for a net scatter modi-
fierof *0"". A *“33""is rolled on the dice, and,
as shown on the AREA EFFECTS SCATTER
TABLE on the Game Card, the impact hex
scatters 2 hexes in mapboard direction *“1"’
(same as aircraft facing) from the rarget hex
to hex 1M3.

20,1,3.3.2 Iron Bomb Special Rules: Iron
bombs affect the final impact hex and the next
adjacent hex in the direction the aircraft unit's
front facing. An effective result against a vehicle
unit produces a brew up result.

IRON BOMB HEXES (‘'3 ''=IMPACT HEX/
AIRCRAFT FLIGHT DIRECTION)

s . "-@{s

20.1.3.3.3 Cluster Bomb Special Rules: Cluster
bombs affect the final impact hex, the next adjacent
hex in the direction the aircraft unit's front facing,
and all hexes adjacent to those two hexes. A
**+10" GP modifier applies on the GP COMBAT
RESULTS TABLE when using cluster bombs. An
effective result against a vehicle unit produces a
brew up result.

CLUSTER BOMB HEXES (*'3"'=IMPACT HEX/
AIRCRAFT FLIGHT DIRECTION)

3,

S
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SCATTER MODIFIERS BASED

GP FACTORS ON SPEED/ALTITUDE 3
Iron 1 [—=fun| ¢ [da] ap My |50 [ LL [LM [ MH | HH |EF =BREW UP if
Bombs SCATR | 50t [+20] +10] —10]—20]GP DEF =Any.

SCATTER FACTOR b
a: This uses the speed/altitude matrix abbreviations—
see 20.1.3.1.1.1. Even though these appear in range
columns, they have nothing to do with range. Other
scatter modifiers that apply may be found in the FIR-
ING INFORMATION ‘*Notes'' or derived from the

EFFECTIVE RESULTS (SEE 14.4.4.2.3.3)
AREA EFFECT SCATTER MODIFIERS CHART on
the Game Card.

b: Check note *“f** for other scatter modifiers that may
apply.
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20.1.3.3.4 Napalm Bomb Special Rules:
Napalm bombs affect the final impact hex, and
the next three hexes in the direction the aircraft
unit's front facing.

20.1.3.3.4.1: Against dismounted leg and
towed units, leg and towed units transported
by non-full cover capable vehicle units, or
truck vehicle units, a **+30"" GP modifier
applies and, against open vehicle units, or
vehicle units with **0’’ **HD"* or “‘TT"' armor
basis, a ‘420" GP modifier applies.
20.1.3.3.4.2: Any hex hit by Napalm effects
is considered to automatically and immediately
be a fire hex; place FIRE markers in all
affected hexes. These are treated the same as
normal fire hexes (see option 18.3), although
they may be located in non-building hexes.
However, they are considered to burn for the
entire scenario, and they are never extin-
guished (even if called for on the BUILDING
FIRE TABLE).

NAPALM BOMB HEXES (‘3 ''=IMPACT HEX/
AIRCRAFT FLIGHT DIRECTION)

20.1.3.3.5 Mine Canister Special Rules: Mine
canisters affect the final impact hex and the next
two hexes in the direction the aircraft unit’s front
facing. These aircraft delivered minefields are
considered to the same as artillery delivered
FASCAM minefields in their effects. Like them,
players must keep track of these minefield hexes
on their RECORD SHEETS.

MINE CANISTER HEXES ("5 ''=IMPACT HEX/
AIRCRAFT FLIGHT DIRECTION)

20.1.3.3.6 Smoke Bomb Special Rules: Smoke
bombs affect the final impact hex and the next two
hexes in the direction the aircraft unit’s front
facing. Place smoke (ON) markers in all of these
hexes. This smoke is classed as ‘‘other’” smoke.

SMOKE BOMB HEXES (*'3"'=IMPACT HEX/
AIRCRAFT FLIGHT DIRECTION)

20.1.3.4 ATRCRAFT “STANDOFF"” WEAPON
COMBAT: These weapons are fired at a distance
from the aircraft and proceed instantly to the
target.

20.1.3.4.1 Rocket Special Rules: A rocket load
represents a salvo of numerous rockets. Like guns
or anti-tank guided missiles, rockets are fired into
an acquired target hex within their firing arc from
anywhere within their range. Rockets must be
fired from low altitude. Rocket information is
presented similarly to the dropped weapons,
except that its FIRING INFORMATION scatter
modifiers are based on the range. Then, like the
dropped weapons, follow area effect fire proce-
dures (see option 17.1.2). The SCATTER DIA-
GRAM is not used with rockets—the direction of
scatter is always the direction in which the front
of the aircraft unit faces. Rockets affect only their
final impact hex. Since rockets have a range, they
can be fired before the aircraft unit enters the
mapboard—the theoretical range at which these
off-board rockets are launched must be declared
when such an attack is made.

20.1.3.4.2 Anti-Radiation Missile (ARM)
Special Rules: ARM’s are used to attack a single



target unit that is emitting ‘‘radar radiation”’ (ie.,
its radar is ‘*on’’—see option 20.3.3.1). An ARM
““homes’’ on the radar, so the target unit does nor
have to be acquired in the normal manner, range,
in game terms is limitless, and an ARM missile
can be fired before an aircraft unit enters the map-
board. Simply announce the firing and the target
unit, and, if the impact hex contains the target unit,
resolve the combat against the target unit only.
NOTE: Scatter modifiers are **0’” for *'MM"’ and
“HH'" as well as for “‘LL"",

20.1.3.4.3 Precision Guided Munitions (PGM)
Special Rules: Cluster and iron bombs both come
in a PGM version, which perform more like
missiles than bombs, and PGM versions of these
weapons can be obtained by expending 20 extra
points (ie., a PGM cluster bomb would cost
50420=70 points). PGM bombs can be guided
to a target, and are very accurate. A PGM bomb
can be dropped at a 0—35 hex range from low
altitude, at a 6—10 hex range from medium
altitude, and at an 11—15 hex range from high
altitude. The target is acquired normally, except
for its range the procedures are as for a dropped
weapon, and once it hits its impact hex, has its
usual effects, depending on if it is an iron or cluster
bomb (see 20.1.3.3.2 and 20.1.3.3.3). A PGM
can be fired before the aircraft enters the map-
board, like guns or rockets, When fired, apply an
extra **+30"" scatter modifier.

20.2 HELICOPTER OPTIONS: Helicopters
represent the most versatile combat

7/ | units available to modern combat forces.
They deliver a heavy load of weapons or

E § 594 | quickly transport troops to the battle area.
Their speed and maneuverability make
them a quick strike weapon. The helicopter data cards
(USA-6A and 6B, FRG-7A, and USSR-10A and 10B)
provide the information needed to use the different
types of helicopters. Like aircraft, helicopters have
a base point value that is the cost to acquire the
helicapter in clean state (without weapons other than
any integral guns mentioned with a helicopter’s base
points at the top of its data card), and additional
weapons (called **armaments’”) cost additional points.

20.2.1 HELICOPTER ARMAMENTS: The POS-
SIBLE MAXIMUM ARMAMENTS & POINTS sec-
tion on the data cards show indicate the maximum
number of specific weapons that can be added to a
helicopter; like aircraft loads, each weapon also has
a specific cost. For example, the U.S.A. 's AH-64A
Apache has an integral 30mm chin gun (mounted in
a forward-facing turret under the nose), plus a choice
of four different armament configurations that an
Apache unit may ‘‘carry’’ in addition to its chin gun.
It may also ““carry’’ up to 16 Hellfires (15 points
each), up to 8 Hellfires (15 points each) and up to
G rockets (10 points each—these are smaller rockets
than those carried on aircraft), up to 8 ITOW (10
points each) and up to 6 rockets (10 point each), or
up to 12 rockets (10 points each)—smaller quantities
may be taken, if desired. When helicopters are used,
they are outfitted with an armament configuration by
scenario or, if using the point selection of forces, by
the controlling player during setup. List all armaments
and gun ammunition in the **Ammunition, Arma-
ments, Attached, Loads'’ line on the RECORD
SHEET. Once outfitted, the armament configuration
may not be changed during the course of the scenario.
It is highly recommended that the Limited Ammuni-
tion Rules (17.3.2) be applied to the helicopter unit’s
gun weapons.

20.2.2 HELICOPTER MOVEMENT: Helicopter
units are handled similarly to ground combat units,
although they are not marked with command markers
and move fwice a Turn, during both of the Air Phases.
They remain on the mapboard at all times, unless they
exit the game. Helicopters are considered to have

adequate fuel to remain in play for an entire scenario.
Helicopter units are all considered to be equipped to
fly during Night, Moonlight, or Dusk conditions,
although their maximum speed is halved (round frac-
tions up) in these conditions at NOE altitude. All
helicopter units are limited to low altitude during
““Fog’” or “‘Blowing Snow'” conditions. Sights on
helicopters perform normally.

20.2.2.1 HELICOPTER ALTITUDE—SPEED: A
helicopter unit’s altitude affects its maximum possible
speed. At the start of each Air Phase, the altitude for
each helicopter unit is announced. Helicopter units
may be at either NOE (=Nape-of-the-Earth—a
helicopter unit is always one height above the highest
height in a hex) or low altitude (the same as low alti-
tude for aircraft). A helicopter unit’s maximum speed
for an Air Phase is determined by its altitude, and
is listed in the ‘‘Speeds'" lines of the MOVEMENT
INFORMATION section of its data card. For
example, an AH-04A “‘Apache’’ has a maximum
speed of 20 movement factors at low altitude, and 14
mavement factors at NOE altitude.

20.2.2.1.1 Hovering: If a helicopter unit expends
“0"" movement factors during an Air Phase, it is con-
sidered to be ‘“‘hovering’’.

20.2.2.1.2 Pop-Up Attacks: Helicopter units are
able to hide behind intervening terrain while flying
at NOE altitude and hovering, and *‘pop-up’” to
quickly fire at enemy units. When making a pop-up
attack, a helicopter unit is considered to be climbing
from NOE to low altitude. The attack is then executed
as if the helicopter unit is at low altitude. After com-
pleting the attack, the helicopter unit immediately
returns to NOE altitude.

20.2.2.2 HELICOPTER MOVEMENT PROCE-
DURES: A ‘“‘flying”" helicopter unit is moved
from hex-to-hex, always retaining its facing unless
it makes a turn. Helicopter units expend one move-
ment factor per hex entered. Helicopter units may
be moved forward any number of hexes equal to
or less than its maximum possible movement
factor per Air Phase. As a helicopter unit is
moved, it is considered to *‘fly’* above the terrain
(even at NOE altitude; it changes height as neces-
sary to stay exactly one height above the highest
terrain in each hex) in its current hex; helicopter
units never ‘‘crash’’ into mapboard terrain due to
movement.

20.2.2.2.1 Turning Helicopters: Helicopter units
may be turned one hexside for each new hex
entered. If a helicopter unit is not entering new
hexes (ie., ‘“hovering’’), it may be turned any
number of hexsides in that hex. Turning a heli-

copter unit expends no movement factors.

20.2.2.2.2 Side Slipping Helicopters: By
expending one-half (round up) or more of its total
available movement factors, a helicopter unit may
perform a ‘‘side slip’” maneuver for any number
of hexes up to the number expended to make the
maneuver. When side slipping, the helicopter unit
moves forward either to the right or to the left
(right and left may not be combined in the same
maneuver), as desired, but maintains its original
facing. Side slips may also be performed in reverse
(see 20.2.2.2.3, below). Normal turns in either
direction may be combined with side slips.
SIDE SLIPPING FORWARD
TO THE LEFT

A

L
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COMBINING REVERSE RIGHT SIDE
SLIPS WITH A LEFT TURN

20.2.2.2.3 Helicopter Reverse Moves: Heli-
copter units may move in reverse at a cost of 2
movement factors per hex entered. Helicopter
units may be turned and side slipped during
reverse movement, Helicopter units may nor com-
bine forward and reverse moves during the same
Air Phase.

20.2.2.3 HELICOPTER TRANSPORTS/LAND-
INGS AND TAKE OFFS: Exactly like vehicle
units, some helicopter units may be used to trans-
port leg and/or towed units. The *‘Transport
Value™ line on the data cards shows the informa-
tion in the same way as it is shown for vehicle
units.

20.2.2.3.1: Normally, helicopter units must
‘“land’’ during an Air Phase to load or unload
(EXCEPTION: see air repelling, option
17.4.1.3.2.2), then *‘take off’’ during a later Air
Phase (a helicopter unit may not land and take off
during the same Air Phase) to get airborne again.
During an Air Phase in which it lands or takes
off, a helicopter unit must start or end at NOE
altitude and can expend no more than one-quarter
(round up) of its total movement factors for
entering new hexes during that Air Phase. A
helicopter unit may be used for loading or unload-
ing, not both, during an Air Phase, but may load
or unload during the same Air Phase as it lands
or takes off (expending the movement factors to
load or unload). Consider loaded units to have
MOVE orders to permit them to unload, even
though helicopters are not marked with command
markers.

20.2.2.3.2: The number of helicopter movement
factors required for units to load or unload is the
same as required with vehicle transport. Helicopter
units may engage in combat during an Air Phase
in which it land, loads, or unloads.

20.2.2.3.3: Helicopter units may only be landed
in clear or scrub hexes.

20.2.2.3.4: Transported units never bail out of
a helicopter unit. If a helicopter unit is destroyed,
all units it is transporting are completely elimi-
nated. No units transported on a helicopter unit
may be fired.

20.2.2.3.5: Landed helicopters have 2 stacking
points.

20.2.3 HELICOPTER COMBATS: Helicopter
units attack ground combat units with guns and/or
their other armaments. When combat is an-
nounced, a helicopter unit may be used to fire all
of its guns, and one other armament (EXCEP-
TION: see 20.2.3.3.3), all of which must be fired
at the same time and from the same hex. Heli-
copter weapons are a combination of point and
area effect weapons. Helicopter units are not as
limited as in their ability to “‘sight’’ ground units,
but must have a “‘sighted"’ target to make any type
of attack. Helicopter units may attack one target
unit per Air Phase (EXCEPTIONS: se¢ 20,2.3.2.3
and 20.2.3.3.3); although by the nature of area
effect weapons (ie., rockets), other units in a target
unit’s hex could also be hit. A helicopter unit may
attack from any hex (including the one where it
starts an Air Phase) entered during its movement.

20.2.3.1 HELICOPTER SIGHTING: All heli-
copter units have a 120 degree sighting arc from



the front of the helicopter unit, the same as for
aircraft units. As helicopter units are “‘flown"’
across the mapboard, they are able to sight ground
targets.

20.2.3.1.1: For sighting purposes, helicopter
units at NOE altitude are considered to be one
height above the highest terrain height in the hex
they currently occupy. When at NOE altitude,
helicopters *‘sight’’ in the same manner as ground
units,

20.2.3.1.2: When at low altitude, helicopter units
“‘sight’’ in the same manner as aircraft at low
altitude (see option 20.1.3.1), except that they do
not have to acquire a target; they only have to be
able to ‘‘see’’ it from the hex from which the
helicopter attacks.

20.2.3.2 HELICOPTER GUN COMBATS:
Most helicopter units are armed with integral guns,
cannons, or machineguns, or these weapons can
be added as armaments. All of these guns are point
effect weapons, and are fired at ground units using
most of the same rules as other point effect
weapons, whether using AP or GP fire.

20.2.3.2.1 Guns Fired From NOE Altitude Or
Landed: Procedure is exactly the same as for fir-
ing ground unit guns (the helicopter’s height when
firing is 1 height above the highest point in its cur-
rent hex). Use the ‘‘PYNOE" line for armor
penetration when firing from NOE altitude.

20.2.3.2.2 Guns Fired From Low Altitude:
Procedure is the same as for firing aircraft guns
(see option 20.1.3.2), except that the special air-
craft modifiers (for evasive maneuvering and high
or low speeds) do not apply. Use the ““PYLOW"’
line for armor penetration when firing from low
altitude.

20.2.3.2.3 Guns Fired At Different Targets:
Helicopters that carry guns with different firing
arcs may fire these guns at different targets. Guns
with identical firing arcs must be used against the
same target (each gun's firing resolved separately).
All guns must be fired at the same time and from
the same hex.

20.2.3.3 OTHER HELICOPTER ARMAMENTS
COMBATS: Other weapons ‘‘carried’’ by
helicopters include rockets and ATGM’s (which
may be wire guided or laser homing).

20.2.3.3.1 Rockets: Rockets fired from *‘flying"’
helicopters work exactly the same as rockets fired
from aircraft (see option 20.1.3.4.1). One rocket
may be fired per Air Phase. Rockets may not be
fired by landed helicopters.

20.2.3.3.2 Wire Guided ATGMs: ITOW, HOT,
Sagger Spiral, and Swatter are wire/radio (called
“‘wire'") guided ATGM’s. These weapons are
fired in the same manner as ATGM's on the
ground, except that they can be fired while
moving, and there is never any delay—the firing
is resolved immediately. Unless fired while
“‘hovering’’ or landed (in which case, they have
a 60 degree firing arc), the firing arc for these
ATGMs is directly down the hex row the helicopter
unit’s front faces when firing is announced, and
the helicopter unit must be moved a number of
hexes equal to at least one-half (round fractions
up) of its movement factor directly towards the
target unit after announcing firing. One wire-
guided ATGM may be fired per Air Phase. If fired
while landed, the ATGM AP point effect move-
ment modifiers apply.

20.2.3.3.3 Laser Homing ATGMs: Hellfire is
a laser homing ATGM, and has a 60 degree firing
arc. These ATGM’s are *‘guided’’ to their targets
by reflected laser energy. They must have a laser
designator, or use an observer unit (a ground unit
or another helicopter unit) that has one to *‘paint””
the target unit with laser energy. Up to two laser

homing ATGM’s can be fired during the same Air
Phase from the same hex, at the same or different
target units, although each target unit must be con-
trolled by different laser designators. When using
an observer unit's laser designator, laser homing
ATGM's may be fired over any intervening terrain
up to two heights higher than the firing helicopter
unit, For an observer unit to be used in this way,
its identification number must be indicated in the
helicopter unit's ‘‘Notes"' line on the RECORD
SHEET. Observer units used for this purpose may
not also be used for other observing purposes.
Firing is resolved immediately.

20.2.4 HELICOPTER OBSERVERS: The fol-
lowing helicopter units can be used as observer
units: the U.S.A.’s OH-58D “‘Kiowa'', the
F.R.G.’s SA-313C ‘‘Alouette I'', and the
U.S8.8.R.’s Mi-2 “*Hoplite’’. Observer helicopter
units spot for artillery fire and air units as if they
were Company CO units. The sighting rules for
NOE and low altitude are followed by these
helicopters for ‘‘seeing’’ enemy units.

20.3 ANTI-AIRCRAFT FIRE OPTIONS:

Anti-aircraft fire is used by ground
combat units to neutralize or shoot
down enemy aircraft and helicopter
units. Anti-aircraft fire is classified
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into two different categories—gun and
anti-aircraft missile (**AAM’""). Not all ground
units have the ability to use anti-aircraft fire, only
those with an ‘““AA"" line in the FIRING INFOR-
MATION.

20.3.1 READING ANTI-AIRCRAFT INFOR-
MATION: The FIRING INFORMATION section
of a ground combat units’ data card will contain
““AA” lines for any weapons capable of anti-
aircraft fire. If there are no **AA’’ lines, the unit
may not employ anti-aircraft fire. The AA lines
are listed with individual weapons on most data
cards, but, on the leg unit data cards, the infor-
mation for all units is grouped at the bottom of
the FIRING INFORMATION section.
20.3.1.1: The top line in **AA’’ information iden-
tifies the information, and contains headings. Even
though these appear in the same columns as the
‘‘Range in Hexes’” information for other weapons
or ammunition, these columns have nothing to do
with that range information. The first six columns
show the surface/air matrix abbreviations *‘LL"",
“LM™, etc.), followed by the damage modifier
(*‘DAM'"), the weapon’s maximum to minimum
firing ranges (“RNG’") when used for anti-aircraft
fire, and its countermeasures (‘‘CM"") rating.
20.3.1.2: The one or two lines found found under
the heading line give the appropriate information
for each heading. These lines are identified in the
“‘Factor’’ (**FAC’") column as applying to optically
(*“OP’") or radar (*‘RD"’) controlled anti-aircraft
fire. For combat units that do have radar, this is
determined by the sighting (RADAR or VISUAL)
marker placed with the unit (see 20.3.3.1).

20.3.1.3: For anti-aircraft missiles lines, the
“Type Ammo Fired’’ column will contain the
notation **MT"’ (tail chase missile), or “‘MA"’ (all-
aspect missile), to identify the missile’s guidance
system.

20.3.2 WHEN ANTI-AIRCRAFT FIRE IS
POSSIBLE: Ground units that may employ anti-
aircraft fire are those which have useable (correct
firing arc and ranges, open if necessary, etc.) anti-
aircraft (‘‘AA'") weapons, and which have any
orders.

20.3.2.1: Buttoned vehicles with weapons that
require an open vehicle (ie., ““TTO" and ‘‘HDO™
machineguns, etc.) may not fire those weapons,
and no transported units or weapons may be used
for anti-aircraft fire.
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20.3.2.2: Anti-aircraft missile weapons may be
fired only at *‘flying’’ targets. A *'MT"’ type anti-
aircraft missile may only be fired when located
in an 120 degree arc from the rear facing of the
target unit. A “‘MA" type anti-aircraft missile may
be fired at any angle from the target unit. Both
types have 60 degree firing arcs. They are use-
less against targets on the ground.

20.3.2.3: Small arms guns of less than 20mm may
be fired only at targets at NOE or low altitudes.

20.3.2.4: The target unit must also be *‘sighted”’
and acquired (see 20.3.3, below), and be within
the anti-aircraft firing range (see ‘**‘RNG’’) and the
weapon’s normal firing arc.

20.3.3 SIGHTING FOR ANTI-AIRCRAFT
FIRE: All ground units have a 360 degree sight-
ing arc for ‘‘sighting’’ flying aircraft and heli-
copters, but these targets must be “‘acquired’” as
they are moved before firing is possible.
20.3.3.1: When playing a game using air units,
certain ground units that have radar must be
marked to show how their anti-aircraft fire will
be controlled. Show this by placing either a sight-
ing (RD=radar) or sighting (VIS=visual or
optical) marker with the combat unit during the
Mark Orders Step. This selection applies during
the entire Turn. If radar use is selected, the unit
can still be fired optically in situations where radar
use is impossible, if the weapon also has an optical
capability.

20.3.3.2: Use the AIR ACQUIRED RANGES
CHART on the Game Card to determine the dis-
tance that a target helicopter or aircraft must be
moved before it is acquired. Crossgrid the
*‘Ground Used'’ line with the columnn showing the
target unit’s speed/altitude matrix (treat all “‘fly-
ing'" helicopters as *‘LL""). The numbers found
show the distance that a target unit must be moved
while ““sighted”’ in order for a ground unit to use
anti-aircraft fire against it. The two numbers are,
in order, the aquisition distances for guns/missiles.
For example, an aircraft unit at high speed and
high altitude (‘'HH’') would have to be moved
(while "‘sighted’’) 5 hexes to fire a gun or 10 hexes

to fire an anti-aircraft missile at it.

20.3.3.3: Hovering helicopters are automatically
acquired if they can be ‘‘seen’.

20.3.3.4: As aircraft units enter or exit the map-
board, they are considered to be automatically
acquired by ground units that can “‘see’’ the entry
or exit hex, and anti-aircraft fire can be directed
at that hex.

20.3.3.5: The *‘sighting’’ of flying aircraft and
helicopters can also be blocked by terrain. Use
the methods to determine blocking terrain
explained for air units (see option 20.1.3.1.3). If
an air unit can’t *‘see”” a ground unit, that ground
unit can't ‘‘see'’ them, either.

20.3.4 ANTI-AIRCRAFT COMBATS: Modi-
fiers and notes for using anti-aircraft fire are found
in the ANTI-AIRCRAFT MODIFIERS section on
the Game Card. During each of the two Air
Phases, a ground unit may be used once for anti-
aircraft fire against one aircraft or helicopter unit.
Anti-gircraft fire is resolved immediately when
announced, More than one unit and/or weapon
may be fired at the same target unit, but the fires
are resolved separately. If an air unit and a ground
unit(s) announce fire simultaneously, both fires
are considered to take place simultaneously. If
necessary keep side notes of what units have
already been used for anti-aircraft fire during an
Air Phase. Units firing anti-aircraft fire are marked
with spotted (FIRED) markers (unless option
17.6.2 is used and applies).

20.3.4.1 HITTING THE TARGET: Find the
column that contains the speed/altitude matrix



abbreviation that matches that of the target air-
craft or helicopter unit (always treated as *‘LL"’
for “‘flying’’ helicopters, even if at NOE altitude).
The number found in that column is the ‘“‘hit
number”’. All applicable modifiers are determined
and the dice are rolled. If the modified result is
equal to or less than the hit number, a “*hit'" has
been scored. ‘

20.3.4.1.1 Spoofing: Aircraft units equipped with
internal or external (carried as a load) ECM
(electronic countermeasures), and helicopter units
equipped with Chaff/IRCM (infrared counter-
measures) can attempt to “‘spoof’’ some anti-
aircraft fire. The availability of this spoofing
equipment is shown on the aircraft and helicopter
data cards. Spoofing throws off the ground unit’s
fire thereby causing it to automatically miss the
target. After a hit has been scored, if a radar
directed gun or any anti-aircraft missile did so,
and is firing at an equipped aircraft or helicopter
unit, the aircraft or helicopter unit may be used
to attempt to spoof the fire. To do so, aircraft roll
the two dice once for each pod, internal and/or
external, that it carries, and an equipped helicopter
rolls once. This is done for every hit. If the dice
roll is less than or equal to the firing weapon’s
“CM'" rating (if the ““CM"" rating is **--"", the
firing unit may not be spoofed), the fire has no
effect and is wasted. Air units may only attempt
to spoof fire directed at themselves, not fire
directed at other targets.

20.3.4.1.2 Suppressed or Moving Hit Number
Change: If a firing ground unit is suppressed, has
CLOSE ASSAULT, OVERRUN, FIRE/MOVE,
or MOVE orders, the hit number is halved (round
any fractions up) for each situation. For example,
if a ground unit has MOVE orders, and is also
suppressed, the hit number would be ¥ times 1,
or % of the normal hit number.

20.3.4.1.3 Target Making Pop-Up Attack: If
the target is a helicopter unit executing a pop-up
attack, one of the following apply:

20.3.4.1.3.1: If a helicopter is not attacking
with wire-guided ATGM or using its own laser
designator, the hit number is halved (round
fractions up), anti-aircraft missiles may not be
fired at the helicopter, and radar controlled fire
may not be used against it.

20.3.4.1.3.2: If a helicopter unit is using wire-
guided ATGM’s or is using its own laser
designator, the hit number is still halved, but
anti-aircraft missiles and radar controlled fire
may be used against it.

20.3.4.1.3.3: The suppressed or moved halv-
ing of the hit number from 20.3.4.1.2 may also
apply for cumulative fractioning of the hit
number.

20.3.4.1.4 Target At NOE Altitude: If the target
is a helicopter unit at NOE altitude, the optical
(**OP’’) hit number must be used. Radar con-
trolled fire is ineffective at NOE altitude due to
ground clutter.

20.3.4,1.5 Target Evasive Maneuvering: If the
target is an aircraft unit using evasive maneuver-
ing, modify the dice roll by **+20".
20.3.4.1.6 Target Hovering: If the target is a
hovering helicopter unit that is nor making a pop-
up attack, modify the dice roll by **—10"".
20.3.4.1.7 Firer Grade: Modify the dice roll by
*“—10"" if the firing unit is crack, and by **+10"
if the firing unit is poor.

20.3.4.2 DAMAGE TO AIRCRAFT AND
HELICOPTERS: If an aircraft or helicopter unit
has been hit, it is subject to destruction and *‘crash-
ing”’. The dice are again rolled, and modified by
any listed ‘‘DAM’"' number for the firing weapon.
The modified result is then compared to the target

unit’s ‘‘defense value’’ listed on the target’s data
card. If the modified dice roll is equal to or less
than the target unit’s defense value number, the
air unit is destroyed and will ‘“crash’’. If the modi-
fied dice roll is greater than the defense value, the
air unit is suppressed—mark it with a suppressed
(ON) marker (this is changed and finally removed
in the normal Adjust Markers Step)—being sup-
pressed only effects air units when firing their
guns,

20.3.4.2.1: Landed helicopters do not “‘crash’”,
However, when a “‘flying’” aircraft or helicopter
unit is destroyed, it has to ‘‘crash’’ somewhere.
A hovering helicopter always ‘‘crashes'’ in its hex,
For other units, roll one die. The number rolled
is the number of hexes the unit moves forward
in its front facing direction before it *‘crashes’.
That hex is its ‘‘crash hex’’,

20.3.4.2.2: All ground units in or adjacent to a
crash hex are immediately ‘“attacked’” with **50"
GP factors, These attacks are resolved in the same
manner and have the same effects as super heavy
battery HE artillery fire (ie., an effective result
knocks out any vehicle unit).

20.3.4.2.3: Place a burning marker in the crash
hex (only). A burning marker is also placed for
landed helicopters that are destroyed. These fires
are handled normally, and can spread if adjacent
to a building hex (see option 18.3).

20.4 SPECIAL COMBATS AGAINST HELI-
COPTERS: Anti-aircraft fire is not the only way
to harm helicopter units.

20.4.1 GROUND ATTACKS ON HELICOPTER:

20.4.1.1 ARTILLERY VS. FLYING HELI-
COPTERS: Helicopter units at NOE altitude or
landed that are in the impact hex of artillery fire
using HE, ICM, or ICMDP, fire missions, or of
aircraft iron, cluster, or napalm bombs can be sup-
pressed or destroyed. The GP factor of the weapon
is treated as the hit number; no modifiers apply.
Resolve from there exactly as in option 20.3.4.1.
If hit, the dice are then rolled to determine
damage, as in option 20.3.4.2; no modifiers apply.
20.4.1.2 GP FIRE VS. LANDED HELICOP-
TERS: Normal GP fire procedures (treat as a
ground unit for attacks from “flying”’ aircraft and
helicopter units) may be used against landed
helicopters during the phases and steps in which
such fire normally occurs. Treat a landed heli-
copter unit as if it were a vehicle unit with a GP
defense factor of ““1'". All normal modifiers vs.
ground combat units apply. If knocked out or
brewed up, place a burning marker in the hex.

20.4.2 AIR-TO-AIR COMBATS: With the
game sequence, opposing aircraft units will never
be on the mapboard at the same time, but aircraft
units may be used to fire at helicopter units and
helicopter units may fire at each other,

20.4.2.1: All air-to-air shooting must be done
with guns, and may only be done while a unit is
being moved.

20.4.2.2: A target unit must be at the same or no
more than one altitude level difference (consider
NOE altitude to be one level less than low alti-
tude) from the firing unit. A *‘flying’" air unit must
acquire a helicopter target unit as if the helicopter
unit were on the ground in its hex.

20.4.2.3: Resolve as with anti-aircraft fire, but
use the firing unit’s GP factors at the range from
which the firing takes place as the hit number. No
modifiers apply.

[21.0] COMMAND CONTROL

““Command control’” represents the essence of
combat action. No matter the quality of the equip-
ment fielded, the force with superior leadership,
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communications, and cohesiveness will prove hard
to beat. These rules apply only to ground combat
units—off-board artillery and air units do not
require command control.

21.1 COMMAND POINTS: ‘‘Command
points’’ represent levels of leadership and train-
ing. The more command points that an organiza-
tion has available, the faster it it can respond to
bartlefield conditions.

21.1.1 DETERMINING THE NUMBER OF
COMMAND POINTS: At the start of a Mark
Orders Step, each side counts the number of active
combat ground units in each of their *‘command
organizations'’. A command organization is a
NATO platoon or section (unless attached to a
platoon) or any headquarters basic organization,
a Soviet company or battery larger organization,
or a Soviet battalion headquarters basic organi-
zation.

21.1.1.1 BASIC COMMAND POINTS: The
COMMAND POINTS CHART on the Game
Card is then used to determine the number of
‘‘command points’’ available to each command
organization. Crossgrid the number of active units
in a command organization with the grade (use
the lowesr grade for a command organization with
mixed grades) of those units, The number found
is the number of command points available for the
command organization.

21.1.1.1.1: A Soviet doctrine combat unit is
counted as only one active unit for this purpose.

21.1.1.1.2: Mounted leg and towed units are not
counted as active units, They are counted when
dismounted.

21.1.1.1.3: Helicopter and aircraft units, abandoned
vehicle units, bailed out crew units, and off-board
artillery batteries are not included in the active unit
total.

21.1.1.2 BONUS COMMAND POINTS: The
presence of some ‘‘commanding officers’’ adds
some ‘‘bonus command points’’. A bonus com-
mand point can be transferred to any combat unit
which the commanding officer is considered to
“‘command’’,

21.1.1.2.1: A “*CO" with an active unit in a
NATO company, battery, or troop headquarters
organization, or any ‘‘XO’" with an active unit
is a commanding officer and provides one bonus
command point.

21.1.1.2.2: A “*CO" with an active unit in a
battalion or squadron headquarters organization
is a commanding officer and provides two bonus
command points.

21.1.2 USING COMMAND POINTS: Each
command point can be used to exchange one
command marker for one ground combat unit from
a ‘‘fire’’ (red dot) command marker to a ‘‘move’’
(black dot) command marker, or vice-versa.

21.1.2.1: A command marker placed with a trans-
porting vehicle unit counts as the orders for that
vehicle unit and for all the leg/towed units it is
transporting.

21.1.2.2: Command markers that cannot be
exchanged may have a new order indicated.

21.1.2.3: Command points are not carried over
from Turn to Turn—they must be used or lost.

21.1.2.4: On the Turn after any CO is eliminated,
none of the combat units under its command may
have their command markers exchanged (this is
the only effect Soviet non-reconnaissance platoon
COs have on a game). This does not apply if the
officer is still present with an inactive unit.

21.1.3 TRANSFERRING OFFICERS: Any
officer with an active or inactive unit may be trans-
ferred to an active unit (must be one under his



command) during an Adjust Markers Step when
located in the same hex. Simply rewrite the nota-
tion for the officer with his new combat unit. Note
that with this rule it is possible to transfer officers
to helicopters. This rule is very useful when using
the command control rules, but players not using
the command control option may still wish to use
this rule to switch observers around.

21.2 RADIO JAMMING: ‘‘Radio jamming’’ is
used to disrupt the enemy’s communication cap-
ability and thereby reduce their overall command
effectiveness. A side can be assigned a total
number of available ‘‘jamming points’ in a
scenario, or they can be *‘purchased”’ (25 points
per “‘jamming point’’). At the start of any Order
Marking Step, one side or both can announce the
use of radio jamming, and the number of jamming
points expended. Up to three jamming points can
be expended in one Turn. The higher the number
of jamming points expended, the greater the
chance that communication disruption will occur.

21.2.1 RADIO JAMMING PROCEDURE:
Use the RADIO JAMMING TABLE on the Game
Card to resolve radio jamming attempts. Cross-
grid the number (**NO."") of jamming points
expended (a jamming point may be used just once
a game) with the column showing the side mak-
ing the attempt, and roll the dice. If the dice roll
exceeds the listed numbers, the attempt failed with
no result.

21.2.2 COMMUNICATIONS DISRUPTION
EFFECTS: If the dice roll falls within the
indicated range of numbers, *‘communications dis-
ruption’* has occurred. A force with communi-
cations disruption requires two command points
to perform what one command point will normally
accomplish.

21.2.3 LANDLINES: Units that start a scenario
already on the mapboard, are assumed to be
hookéd up to ‘‘landlines’” for communication.
These units are immune to communication disrup-
tion as long as they remain in their original hexes,
and are not suppressed by artillery fire or aircraft
bombs (this suppression is considered to be enough
blasting in the area to cut the landlines). Once
ended, a landline hookup cannot be reinstituted.

21.3 MULTI-PLAYER RULES: Larger scenarios
lend themselves well to play by more than one
player per side. The presence of more than one
player per side allows some additional realism to
be added to the game as coordination will neces-
sarily not be as good as when one player runs
everything. This option contains some suggested
rules for use when there is more than one player
per side.

21.3.1 ASSIGNING FORCES: Before a game
begins, decide which players will control which
forces. There should be an overall commander on
each side, trying to keep everybody pulling
together and conforming to plans (and possibly
also commanding some subordinate post to have
a few combat units to command personally). Other
commanders on a side control lower echelon
organizations, or, if there are sufficient air or
artillery assets, separate commanders could con-
trol these. Players control enly the units which they
are assigned to command personally. No other
player may move or roll dice for that player’s
units.

21.3.2 PERSONAL COMMANDERS: Each
ground commander should select one “*CO™
officer (from the highest echelon commanded) as
a ‘‘personal’’ commander. A personal com-
mander’s unit represents that player’s location on
the mapboard. If a personal commander is lost,
that officer’s “XO"" (if there is one) or the next
highest-ranking ‘*CO’’ that the player controls can
serve as a replacement personal commander, start-

ing three Turns after the Turn when the previous
personal commander was lost. If no other *‘CO"’
or *“X0" is available to a player, the player con-
tinues playing the rest of the game without a per-
sonal commander. Separate air or artillery
commanders are assumed to have their personal
commanders off the mapboard (with radios).

21.3.3 PLAYER COMMUNICATIONS: The
players on a side should get together before a game
starts to discuss strategy, and to issue and receive
orders. After a game starts, they may communi-
cate with each other only through their personal
commanders. A player without a personal com-
mander may never communicate about the game
with the other players in any way.

21.3.3.1 CONFERENCES: If some players’
personal commanders are located in the same hex,
the players they represent may conduct private
talks, Otherwise, all communications between
players must be by ‘“‘radio’’.

21.3.3.2 RADIO COMMUNICATIONS: A
player whose personal commander is with a unit
with a radio may communicate with any other
player whose personal commander is with a unit
with a radio. ‘‘Radio’” communications are simu-
lated by using written messages (have some small
sheets of paper available), as follows:

21.3.3.2.1: Radio messages are written during the
Mark Orders Step of one Turn and delivered dur-
ing the Mark Orders Step of the next Turn.

21.3.3.2.2; Each player may send one *‘free”™
radio message per Turn, except that a side’s over-
all commander may send up to two *‘free’” radio
messages per Turn. Additional radio messages
may be sent at a cost of one command point per
message. Each individual message must be sent
to only one other commander. After a message
is written, fold the sheet, and mark the Turn
number and the name of the sender and addressee.
Any number of messages can be received during
a Turn.

21.3.3.2.3: Anindividual message of 20 or fewer
words/numbers is considered to be “‘in code’’, and
is secure from enemy attentions. An individual
message of more than 20 words/numbers is con-
sidered to be “‘in the clear’” (not in code), and
may be intercepted and read by the enemy. For
each of these longer messages, the overall com-
manders each roll one die during the Mark Orders
Step in which it is due to be delivered (note that
no attempts at interceptions are possible by a side
whose overall commander has been lost or is not
with a radio). If the enemy commander rolls a
number at least four higher than the commander
whose side sent the message, the radio message
has been ‘‘intercepted’’ and the enemy overall
commander can read the message.

21.3.3.2.4: After the overall commanders roll for
interceptions, players receiving messages roll one
die for each message due to be received. With a
roll of **1'" through “*7"", the message is received
and can be read. With a roll of *‘8"" or **9"", the
message is ‘‘delayed’’, and will not arrive until
the next Turn (at which time the roll will be repeat-
ed, etc., so it is possible for a message to be
delayed for several Turns). With a roll of **10"",
the message is ‘‘lost’" or ‘‘garbled’'—tear it up.

[22.0] ARMORED VEHICLE
LAUNCHED BRIDGE—AVLB’S

Vehicle launched or ‘‘temporary’
bridges are used to span narrow
streams and anti-tank ditches. The

Americans use the M60 AVLB (data

card USA-3A/2), the West Germans
use the Biber (data card FRG-8A/2), and the
Soviets use the MTU-20 (data card USSR-12B).
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22.1: Unless otherwise indicated, all stream and
ditch hexes are considered to be narrow enough
to be spanned by AVLB’s.

22.2: AVLB’s “‘launch'" their bridges during the
Movement Step. To launch a bridge, an AVLB
must have MOVE orders, and remain adjacent to
a stream or ditch hex directly to the AVLB’s front
for the entire Movement Step. At the end of the
Movement Step, a bridge marker (representing a
temporary bridge) is placed over the stream or
ditch hex. After the bridge is placed, the AVLB
can be moved away from the bridge during a later
Movement Step. Each AYLB has one temporary
bridge it can launch.

22.3: Temporary bridges are considered to have
the weight capacity to hold all vehicle units in the
game (up to 60 tons). If a vehicle unit is rendered
immobile while on a temporary bridge hex, the
bridge can no longer be used or recovered.

22.4: Temporary bridges can be ‘‘recovered'’ in
the same manner as they are implaced; just reverse
the procedure.

22.5: Temporary bridges are considered to have
a GP defense factor of **7"".

[230] PLAYING MBT IN MINIATURE

In many ways, MBT is a miniatures game in a
boardgame format. Miniature wargaming involves
the use of model equipment and terrain rather than
the cardboard maps and counters found in
boardgames.

23.1 COMBAT UNITS: The boardgame’s com-
bat units are replaced with models of the vehicles,
troops, and other equipment. With the long ranges
of modern weapons, model equipment in 1/285
or 1/300 scale is recommended. For Soviet
doctrine combat units, it is suggested that, in
miniature, all the individual units be placed on the
board, just kept together (ie., strength markers are
not needed). Aircraft and helicopter models of the
same scale as the ground units can be mounted
on bases atop narrow tubing to show altitudes.
Numbers can be painted on the models for in-
dividual identification.

23.2 GAME COMPONENTS: Some game
components are still needed for the miniature
version, while others can be replaced.

23.2.1: Many of the game’s various command
and informational counters (turret units—if the
models having moving turrets, these are only
neeeded to show open or buttoned, temporary sup-
press, sighting, suppressed/spotted, etc.) can be
used as is, placed next to the models instead of
next to combat counters.

23.2.2: Other markers will look better recreated
in miniature, for superior tabletop appearance. For
example, model improved positions, hasty entrench-
ments, blocks, ditches, barbed wire, and temporary
bridges could replace those terrain markers.
Model wrecks can substitute for wreck markers.
Steel wool (with some red and yellow paint near
the bottom to simulate fire) makes excellent burn-
ing smoke for both fires and (with a smaller piece)
brewed up wrecks. Cotton balls work for other
kinds of smoke—if one side of a cotton ball is
lightly dusted with some loose gray chalk (leav-
ing one side white and the other light gray), one
side can be used to indicate (ON), while the other
side indicates (OFF). Artillery markers may be
replaced by miniature “‘craters’’.

23.3 MINIATURE GAMEBOARDS: Miniature
terrain can be purchased or constructed in a variety
of ways. A major advantage of miniature terrain
is that it can be moved around and changed into
endless different configurations, making for in-
credible flexibility in designing scenario layouts.



23.3.1 THE HEXAGONAL LAYOUT: The
easiest way to play in miniature is to use a tabletop
that is ruled off into large hexes (say, at least 114"
to 2" across). Model hills, buildings, trees, etc.
can be placed to conform to the hex pattern, and
a number of equipment models will fit easily in
every hex. The game can be played exactly like
the boardgame version. ‘

23.3.2 THE UNGRIDDED LAYOUT: The
ungridded layout is a bit more effort, but only a
few rule adaptions are required:

23.3.2.1: Rulers or tape measures will be required
for measuring movement and ranges. Assign a
value consistent with the table size to equal a hex
value in the game, For example, if 1''=1 hex, then
a unit with a movement factor of 6 would have
a miniature movement factor of 6". A target 9"
from a firing unit would be equivalent to one at
9 hexes range, etc. For entering terrain that costs
more or less than 1 movement factor to enter, inch
equivalents could be used. For example, each inch
of rough terrain moved through expends 4" of a
unit's miniature movement factor.

23.3.2.2: Lines of sight can be handled by stretch-
ing a string from the center of one unit to the
center of another unit to see if it passes through
any potentially blocking terrain.

23.3.2.3: To handle scatter it is necessary to
determine tabletop directions. The easiest way to
do so is to draw a large hexagon and number its
sides; then, cut it out to create a template that can
be placed in some unused corner of the table and
used as a directional reference. Where hex iden-
tifications are needed specify artillery fire target
hexes, specify points on the table as target
““points’’ by measuring locations from two sides
of the table. For example, 23" from the top of the
table and 13" from the right side of the table speci-
fies an exact point on the table

23.3.2.4: To handle turning units and turrets, fir-
ing arcs, and shot angles, a compass can be used
to measure the angles. A unit turned up to 60
degrees is considered to be turning 60 degrees,
etc. Stretching a string (as with line of sight) from
the center of a firing unit to the center of a target
unit with a compass placed in front of the target
unit shows the hit angle to the target.

[24.0] THE UMPIRED GAME

There is no wargaming experience to equal play-
ing a well-run umpired game, especially one with
multi-players on a side. Suddenly, things that seem
quite easy in two-player, face-to-face games
become quite difficult. There is rea/ command
friction and *‘fog of war’’, Where is the enemy?
Where are our friends? What’s going on over
there? This option strips much of the game’s
information from the players, and drops them
into the shoes (combat boots?) of actual military
commanders—forced to make critical decisions
based on incomplete information. This option
requires the services of an extra person who is an
expert on the game, but plays for neither side;
serving, instead, as an ‘‘umpire’’ to process in-
formation and run the game. This rules section
presents suggestions for umpires in running such
games. Many other ideas will present themselves
to imaginative umpires as they gain experience.
It should be pointed out that serving as an umpire
can be a surprisingly interesting and enjoyable
experience.

24.1 GAME SETUP: The umpire should draw
up a new scenario, so that the players will not
know what the enemy’s order of battle or objec-
tives are. An interesting variation is to secretly
and separately inform the sides of what they have
to do to win. For example, objectives could be
given different point values for each side and/or

the two sides could be given different objectives.
Each side would know only its own objectives and
(bur not necessarily) the point values of those
objectives. No one (except the umpire) is quite sure
what constitutes a “‘victory”’ until the game is
over.

24.1.1: Separate the players so that they are out
of sight of each other. Each player needs a copy
of the game, and the umpire needs another copy.
All copies are identical, except that only the
umpire’s copy shows all the information and units
for both sides. The player’s copies show only their
own units, plus any information about other units
supplied by the umpire. Players should use some
blank counters on which they can write informa-
tion about units whose exact identities are
unknown,

24.1.2: This system works beautifully if all
participants have their copies at separate phone
stations and the game can be played by phone.

24.2 UMPIRED “SIGHTING"’: The game is
played normally, although all information is
known by or comes through the umpire, and the
umpire can control the information going to the
players to create a more realistic and uncertain
atmosphere for the game. All combat units that
a player does not directly control (including
friendly ones) are considered to be **hidden’’ until
“‘sighted’’ by a player’s own combat units or (in
multi-player games) information is supplied from
others on the same side.

24.2.1: Only the umpire knows all locations and
unit identities, It is even possible to fire at units
without being sure of the target’s identity.
24.2.2: A ground unit can be positively identified
(ie., it is an American infantry squad, a German
machinegun team, a Soviet T-80 tank, etc.) when
it is close enough to be *‘seen’’ using the ranges
printed on the SIGHTING RANGES CHART.
Units that are seen from greater ranges due to
being marked with a spotted marker provide less
information: only their type (vehicle, large, or
small) and nationality if ‘‘sighted’’ at up twice the
chart ranges (due to any spotted marker), and only
‘‘something just fired from there’’ if at more than
twice the chart ranges and ‘‘sighted’’ due to a
spotted (FIRED) marker.

24.3 STREAMLINED UMPIRED SEQUENCE
OF PLAY: Due to the fact that the umpire has
to go from player to player to obtain and convey
information, the following modified, °‘stream-
lined"” and more *‘simultaneous’’ sequence of play
is suggested for umpired games, as it cuts down
on the number of times the umpire needs to talk
to each player during a Turn.

24.3.1 THE INITIATIVE PHASE: The umpire
privately rolls dice to determine who goes first,
but doesn’t tell the players which side has the in-
itiative.

24.3.2 THE COMMAND PHASE AND ADJUST-
MENT PHASE (PART): The umpire contacts all
the players and brings them up to date on their
‘‘sightings'’, losses and successes, delivers
‘‘radio’’ messages, etc. Then, the players perform
Pivot and Adjust Turrets Steps, and record these
changes. The players must then write down every-
thing they plan to do during the Turn, compose
any “‘radio’” messages to be sent, and turn this
information over to the umpire:

24.3.2.1: Include the target units or hexes for all
firing and combats, except for overwatch fire. This
includes attacks by artillery, aircraft, and helicopters.
24.3.2.2: Include the exact movements of all units
(including aircraft and helicopters) to be moved,
and the order in which they are to be moved.

24.3.2.3: Include any special instructions. For
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example, ‘‘Don’t fire overwatch with unit #103
unless a tank is sighted''. If special instructions
get ridiculously long, detailed or confusing, the
umpire should feel free to ignore them,

24.3.3 THE AIR, FIRE, AND MOVEMENT
PHASES: The umpire then carries out the instruc-
tions of the players as faithfully as possible and
in the correct sequence. The umpire handles all
dice rolls to resolve combats, etc. Because of the
sireamlined sequence of play, the umpire will also
have to make some decisions for the players.
Generally, try to be logical and fair, but, when
stuck for a decision, just roll the dice or flip a coin
to choose between alternatives. Keep notes, be-
cause this information has to go back to the
individual players, Some decisions the umpire
should make are:

24.3.3.1: If a unit was ordered to fire at a unit
that was already knocked out during an earlier step
or phase, transfer its fire to the closest enemy unit
(if any) that is still in action.

24.3.3.2: Decide when overwatch units should
fire and at what target.

24.3.4 THE ADJUSTMENT PHASE (PART):
The umpire adjusts all markers (the players can
also adjust their own markers), checks fires, and
performs end of the Turn chores. Pivots ang turret
adjustments are performed by the players during
the next Turn’s Command Phase.

24.4 GENERAL UMPIRE SUGGESTIONS:
The umpire has a lot to do, must be skilled with
the rules, tactful, and able to use imagination in
many situations. After some experience in this
role, umpires should be able to augment the ‘‘bare
bones'* suggestions here with diabolical ideas of
their own, only those ideas will not be in this rule-
book for anyone else to look up!

24.4.1 ANNOUNCING RESULTS: The umpire
handles all dice rolls. Unless there is a spectacular
result, like a vehicle brewing up, an air unit crash-
ing, a fire starting, or buildings or terrain disap-
pearing, there is no reason for players other than
the one losing the unit to know the exact result
if too far to *‘sight’* the unit or hex from the ranges
on the SIGHTING RANGES CHART.

24.4.2 COMMUNICATIONS: All radio com-
munications go through the umpire. The umpire
does not have to inform players when messages
are sent to them, when their messages actually get
delivered, or when messages get intercepted. If
playing by phone, don't even let the players know
who else is in the game—this keeps communica-
tions behind the umpire‘‘s back to a minimum.
24.4.3 THE DIVINE RIGHT OF UMPIRES:
From time to time, player’s mapboards may show
units differently than they appear on the umpire’s
mapboard, or any other differences of opinion can
arise. Be firm, be fair, but, remember, in all cases
of conflict, the umpire is always right!
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TO & E

This section is for reference in constructing scenarios, and contains
military organizations formed by the game’s combat units (only com-
bat units and organizations are included—supply and administrative
units and organizations are ignored) and their point values. In format,
the basic organizations are named and variants lettered under each
name. Then, listed are the number of a each unit type included in that
basic organization (ie., *‘3 X*’), the unit’s name (ie., ““M2A2""), any
special equipment or attached weapons in brackets [ie., ‘‘with reactive
armor’’], and a data card reference for that unit in parenthesis (ie.,
“USA-2A/3""). This is followed by the organization’s point values at
different grades (Cr=Crack; Av = Average; Pr=Poor). For Soviet units,
the type of doctrine used by the organization is also given. Larger
organizations simply show their composition in terms of numbers and
types of basic organizations.

UNITED STATES OF
AMERICA TO & E

1. INDIVIDUAL GROUND UNIT POINT VALUES:

1 x M1 (USA-1A) 114Cr-95Av-76Pr.

1 x M1A1l (USA-1B) 120Cr-100Av-BOPr.

1 X M2A1 (USA-2A/1) 92Cr-77Av-62Pr.

1 x M3A1 (USA-2A/2) 90Cr-75Av-60Pr.

1 x M2A2 (USA-2A/3) 92Cr-77Av-62Pr.

® M2A2 [with reactive armor] (USA-2A/3) 104Cr-87Av-70Pr.
X M3A2 (USA-2A/4) 90Cr-75Av-60Pr.

% M3A2 [with reactive armor] (USA-2A/4) 102Cr-85Av-68Pr.
x M60A3 (USA-3A/1) B9Cr-74Av-59Pr.

x M60AVLB (USA-3A/2) 38Cr-32Av-26Pr.

% M113A2 (USA-3B/1) 42Cr-35Av-28Pr.

X M998 (USA-3B/2) 35Cr-29Av-23Pr.

X M901 (USA-4A/1) 74Cr-62Av-50Pr.

X M981 FISTY (USA-4A/2) 59Cr-49Av-39Pr.
X M150 (USA-4B) 54Cr-45Av-36Pr.

X M730A1 (USA-5A/1) 40Cr-33Av-26Pr.

% Heavy Truck (USA-5A/2) 26Cr-22Av-18Pr.
x Medium Truck (USA-5A/3) 25Cr-21Av-17Pr.
X Light Truck (USA-5A/4) 24Cr-20Av-16Pr.

X M163A1 (USA-5B) 55Cr-46Av-37Pr.

1 X M1A2 (USA-8A) 132Cr-110Av-88Pr,

1 %X M106A1 (USA-8B/1) 50Cr-42Av-34Pr.

1 x M125A1 (USA-8B/2) 48Cr-40Av-32Pr,

1
1
1
1
1
1
1
1
1
1
I
1
1
1
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2. BASIC ORGANIZATIONS: (Platoons, Sections, Headquarters
and Off-Board Artillery)

AERO INFANTRY PLATOON: The CO is with the squad without the dragon.

a. 4 X UH-1H (US-6B/2), 3 X Squad Light Mechanized Infantry [with Dragon
& LAW] (USA-7B), 1 % Squad Light Mechanized Infantry [with LAW] (USA-7B).
570Cr-475Av-380Pr.

b. 4 x UH-60A [with side MGs] (US-6B/3), 3 x Squad Light Mechanized Infantry
[with Dragon & LAW] (USA-7B), 1 x Squad Light Mechanized Infantry [with LAW]
(USA-TB). B34Cr-695Av-556Pr.

¢. 4 % UH-60A [with side miniguns] (US-6B/3), 3 % Squad Light Mechanized In-
fantry [with Dragon & LAW] (USA-7B), 1 X Squad Light Mechanized Infantry
[with LAW] (USA-7B). 978Cr-815Av-652Pr.

d. 4 x UH-1H (US-6B/2), 3 X Squad Light Mechanized Infantry [with Dragon
& AT-4] (USA-7B), 1 x Squad Light Mechanized Infantry [with AT-4] (USA-TB).
584Cr-487 Av-390Pr.

e.4 % UH-60A [with side MGs] (US-6B/3), 3 % Squad Light Mechanized Infantry
[with Dragon & AT-4] (USA-TB), 1 % Squad Light Mechanized Infantry [with AT-4]
(USA-7B). B48Cr-707Av-566Pr,

f. 4 x UH-60A [with side mniguns] (US-6B/3), 3 x Squad Light Mechanized
Infantry [with Dragon & AT-4] (USA-7B), 1 X Squad Light Mechanized Infantry
[with AT-4] (USA-7B). 992Cr-827Av-662Pr.

AERO SCOUT SECTION: 2 X OH-58D [no wing armament] (USA-6B/1), 2 X
Team [with MG] (USA-7B). 274Cr-228Av-182Pr.

AERQO WEAPONS SECTION:
a. 2 X AH-15 [with chin gun only] (USA-6A/1). 384Cr-320Av-256Pr.

% AH-IS [with ITOWs & rockets] (USA-6A/1). 624Cr-520Av-416Pr.

x AH-IS [with HELLFIREs & rockets] (USA-6A/1). 720Cr-600Av-480Pr.
X AH-IS [with rockets] (USA-6A/1). 576Cr-480Av-384Pr.

x AH-IS [with miniguns & rockets] (USA-6A/1). 612Cr-510Av-408Pr.

% AH-64A [with chin gun only] (USA-6A/2). 504Cr-420Av-336Pr.

x AH-64A [with HELLFIRES] (USA-6A/2). 1080Cr-900Av-720Pr,

x AH-64A [with HELLFIRES & rockets] (USA-6A/2). 936Cr-780Av-624Pr,
X AH-64A [with ITOWs & rockets] (USA-6A/2). 840Cr-T00Av-560PT,

% AH-64A [with rockets] (USA-6A/2). 792CT-660Av-528Pr.
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AIR CAVALRY TROOFP HEADQUARTERS: The CO is with the % squad.

a. 1 x OH-58D [no wing armament] (USA-6B/1), 1 X% Squad Standard Infantry
[with LAW] (USA-7TB). 145Cr-121Av-97Pr.
b. 1 x OH-58D [no wing armament] (USA-6B/1), 1 x Y Squad Standard Infantry
[with AT-4] (USA-TB). 149Cr-124 Av-99Pr.

AIR DEFENSE SECTION:

a. 2 X Team [with Redeye] (USA-7B), 2 X M998 (USA-3B/2). 118Cr-98Av-78Pr.
b. 2 X Team [with Stinger] (USA-7B), 2 x M998 (USA-3B/2). 137Cr-114Av-91Pr.

ANTI-AIRCRAFT BATTERY HEADQUARTERS: The CO is with the squad.

a. 1 x Medium Truck (USA-SA/3), 1 x Squad Light Mechanized Infantry [with
LAW] (USA-TB). 68Cr-57Av-46Pr,
b. 1 x Medium Truck (USA-5A/3), 1 x Squad Light Mechanized Infantry [with
AT-4] (USA-TB). 72Cr-60Av-48Pr.

ANTI-TANK PLATOON: The CO is with the squad.

a. 1 x M113A2 (USA-3B/1), 4 x M150 (USA4B), 1 X Squad Standard Infantry
[with LAW] (USA-7B). 289Cr-241Av-193Pr.
b. 1 x M113A2 (USA-3B/1), 4 x M901 (USA-4A/1), 1 x Squad Standard Infantry
[with LAW] (USA-7B). 371Cr-309Av-247Pr.
¢. 1 x M113A2 (USA-3B/1), 4 x M150 (USA4B), 1 x Squad Standard Infantry
[with AT-4] (USA-7B). 293Cr-244Av-195Pr.
d. 1 x MI113A2 (USA-3B/1), 4 x M901 (USA-4A/1), 1 X Squad Standard Infantry
[with AT-4] (USA-7B). 374Cr-312Av-250Pr.

ARMORED BATTALION/ARMORED CAVALRY SQUADRON HEAD-
QUARTERS: The CO & XO are in different tanks, The SP is with the % squad,

a. 2 X M60A3 (USA-3A/1), 1 x M998 (USA-3B/2), 1 x % Squad Standard Infantry
[with LAW] (USA-7B). 244Cr-203Av-162Pr,

b. 2 x Ml (USA-1A), 1 X M998 (USA-3B/2), 1| X % Squad Standard Infantry
[with LAW] (USA-7B). 294Cr-245Av-196Pr.

c.2 x M1A1 (USA-1B), 1 X M998 (USA-3B/2), 1 X Y4 Squad Standard Infantry
[with LAW] (USA-7B). 306Cr-255Av-204Pr.

d. 2 x M1A2 (USA-8A), 1 x M998 (USA-3B/2), 1 x % Squad Standard Infantry
[with LAW] (USA-7B). 330Cr-275Av-220Pr.

€. 2 x M60A3 (USA-3A/1), 1 x M998 (USA-3B/2), 1 X % Squad Standard Infantry
[with AT-4] (USA-7B). 247Cr-206Av-165Pr,

f. 2 X M1 (USA-1A), 1 x M998 (USA-3B/2), 1 X ' Squad Standard Infantry
[with AT-4] (USA-TB). 298Cr-248Av-198Pr.

E. 2 x M1A1 (USA-1B), 1 x M998 (USA-3B/2), 1 x Y Squad Standard Infantry
[with AT-4] (USA-7B). 310Cr-258Av-206Pr.

h. 2 X M1A2 (USA-8A), 1 x M998 (USA-3B/2), | X ' Squad Standard Infantry
[with AT-4] (USA-TB). 334Cr-278Av-222Pr.

i. 2 x M60A3 (USA-3A/1), 1 x M998 (USA-3B/2), 1 X % Squad Standard Infantry
[with AT-4, GLLD] (USA-7B). 277Cr-231Av-185Pr.

J- 2 x M1 (USA-1A), 1 x M998 (USA-3B/2). 1 X ' Squad Standard Infantry
[with AT-4, GLLD] (USA-7B). 328Cr-273Av-218Pr,

k.2 x M1Al (USA-1B), 1 x M99E (USA-3B/2), 1 X %4 Squad Standard Infantry
[with AT-4, GLLD] (USA-7B). 340Cr-283Av-226Pr.

1.2 x M1A2 (USA-8A), 1 x M998 (USA-3B/2), 1 X % Squad Standard Infantry
[with AT-4, GLLD] (USA-7B). 364Cr-303Av-242Pr.

ARMORED CAVALRY MORTAR PLATOON: 2 x MI125A1 (USA-8B/2).
96Cr-B0Av-64Pr.

ARMORED CAVALRY PLATOON: The CO is in a tank.

a. 4 x M60A3 (USA-3A/1), 2 x M113A2 (USA-3B/1), 2 X M150 (USA-4B),
2 X % Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
655Cr-546Av-437Pr.

b. 4 x M60A3 (USA-3A/1), 2 x M113A2 (USA-3B/1), 2 x M901 (USA-4A/1),
2 x % Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
696Cr-580Av-464Pr,

c. 4 x MGOA3 (USA-3A/1), 2 x M3A1 (USA-2A/2), 2 x M150 (USA-4B), 2
x % Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
751Cr-626Av-501Pr.

d. 4 x M60A3 (USA-3A/1), 2 x M3A1 (USA-2A/2), 2 x M901 (USA-4A/1),
2 x % Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
792Cr-660Av-528Pr.

e. 4 %X M60A3 (USA-3A/1), 2 X M3A2 (USA-2A/4), 2 X MI50 (USA4B), 2
% % Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
751Cr-626Av-501Pr.

f. 4 x M60A3 (USA-3A/1), 2 x M3A2 (USA-2A/4), 2 x M901 (USA-4A/1),
2 X % Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
792Cr-660Av-528Pr.

B- 4 X MG60A3 (USA-3A/1), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 x
M150 (USA-4B), 2 % ' Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-TB). 775Cr-646Av-517Pr.



h. 4 x M60A3 (USA-3A/1), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 X
M901 (USA=4A/1), 2 % % Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-7B). 816Cr-6B0Av-544Pr.

i. 4 x M1 (USA-14), 2 x M113A2 (USA-3B/1), 2 x M150 (USA4B), 2 x %
Squad Light Mechanized Infantry ([with Dragon & LAW] (USA-7B).
756Cr-630Av-504Pr.

J- 4 X M1 (USA-1A), 2 X M113A2 (USA-3B/1), 2 x M901 (USA-4A/1), 2 X
4 Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
797Cr-664Ay-531Pr.

k. 4 x Ml (USA-1A), 2 X M3Al (USA-2A/2), 2 x MI150 (USA4B), 2 X %
Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
852Cr-710Av-568Pr.

L. 4 x M1 (USA-1A), 2 x M3Al (USA-2A/2), 2 x M901 (USA-4A/1),2 x %
Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B),
893Cr-744Av-595Pr.

m. 4 x M1 (USA-1A), 2 X M3A2 (USA-2A/4), 2 X MI150 (USA-4B), 2 X %
Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
852Cr-710Av-568Pr.

n. 4 x M1 (USA-1A), 2 X M3A2 (USA-2A/4), 2 X MS01 (USA-4A/1),2 X %
Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
893Cr-744Av-595Pr.

0.4 X M1 (USA-1A), 2 X M3A2 [with reactive armor] (USA-2A/4), 2 x MI150
(USA-4B), 2 x % Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-7B). 876Cr-730Av-584Pr,

p. 4 x M1 (USA-1A), 2 X M3A2 [with reactive armor] (USA-2A/4), 2 X M901
(USA-4A/1), 2 X Y2 Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-7B). 917Cr-T64Av-611Pr,

q.4 x M1A1 (USA-1B), 2 X M113A2 (USA-3B/1), 2 x M150 (USA4B), 2 x
% Sguad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
T80Cr-650Av-520Pr.

r. 4 x M1Al (USA-1B), 2 X M113A2 (USA-3B/1), 2 x M901 (USA-4A/1), 2
X W Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
821Cr-684Av-547Pr,

s. 4 x M1A1 (USA-1B), 2 x M3A1 (USA-2A/2), 2 x M150 (USA-4B), 2 X ¥
Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
876Cr-730Av-584Pr.

t. 4 X M1A1 (USA-1B), 2 x M3A1 (USA-2A/2), 2 x M901 (USA-4A/1), 2 x
Y2 Squad Light Mechanized Infantry [with Dragon & LAW] (USA7B).
917Cr-764Av-611Pr.

u. 4 x MI1AIl (USA-1B), 2 X M3A2 (USA-2A/4), 2 x M150 (USA-4B), 2 X
%4 Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
B76Cr-T30Av-584Pr.

v. 4 x M1A1 (USA-1B), 2 x M3A2 (USA-2A/4), 2 x M901 (USA-4A/1),2 X
‘4 Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
917Cr-764Av-611Pr.

w. 4 X M1A1 (USA-1B), 2 X M3A2 [with reactive armor] (USA-2A/4), 2 x M150
(USA-4B), 2 X ‘42 Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-7B). 900Cr-750Av-600Pr.

%. 4 x M1Al (USA-1B), 2 X M3A2 [with reactive armor] (USA-2A/4), 2 X M901
(USA-4A/1), 2 X % Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-7B). 941Cr-784Av-627Pr.

y. 4 X M1A2 (USA-8A), 2 x M113A2 (USA-3B/1), 2 x M150 (USA-4B), 2 X
Y% Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
B28Cr-690Av-552Pr.

z. 4 x M1A2 (USA-8A), 2 x MI113A2 (USA-3B/1), 2 x M901 (USA-4A/1), 2
X % Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
B69Cr-724 Av-579Pr.

as. 4 X M1A2 (USA-8A), 2 x M3AI1 (USA-2A/2), 2 x M150 (USA-4B), 2 %
Y4 Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
924Cr-770Av-616Pr.

bb. 4 X MI1A2 (USA-BA), 2 x M3Al1 (USA-2A/2), 2 x M901 (USA-4A/1), 2
®x Y Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
965Cr-804 Av-643Pr.

cc. 4 x M1A2 (USA-8A), 2 x M3A2 (USA-2A/4), 2 x M150 (USA-4B), 2 x
Y% Squad Light Mechanized Infantry [with Dragon & LAW] (USA-TB).
924Cr-770Ay-616Pr.

dd. 4 x MI1A2 (USA-8A), 2 x M3A2 (USA-2A/4), 2 x M90I (USA-4A/1), 2
» % Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B).
965Cr-804 Av-643Pr.

ee. 4 X MIA2 (USA-8A), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 X
M150 (USA-4B), 2 x ¥ Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-7B). 948Cr-790Av-632Pr.

fl. 4 x M1A2 (USA-BA), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 x M901
(USA-4A/1), 2 x % Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-TB). 989Cr-824 Av-659Pr.

gg. 4 x M60A3 (USA-3A/1), 2 x M113A2 (USA-3B/1), 2 x M150 (USA-4B),
2 X % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7TB).
662Cr-552Av-442Pr.

hh. 4 ¥ M60A3 (USA-3A/1), 2 x M113A2 (USA-3B/1), 2 x M901 (USA-4A/1),
2 X % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
703Cr-586Av-469Pr.

ii. 4 x M60A3 (USA-3A(1), 2 X M3Al (USA-2A/2), 2 X MI150 (USA4B), 2
X % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
758Cr-632Av-506Pr.

1i- 4 x M60A3 (USA-3A/1), 2 x M3A1 (USA-2A(2), 2 x M901 (USA-4A/]),
2 x Y% Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
799Cr-666Av-533Pr.

kk. 4 X M60A3 (USA-3A/1), 2 x M3A2 (USA-2A/4), 2 x M150 (USA-4B), 2
X % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TH).
758Cr-632Av-506Pr.
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1. 4 x M60A3 (USA-3A/1), 2 x M3A2 (USA-2A/4), 2 x M901 (USA-4A/1),
2 X % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
799Cr-666Av-533Pr.

mm. 4 x M60A3 (USA-3A/1), 2 x M3A2 [with reactive armor] (USA-2A/4),
2 x M150 (USA-4B), 2 x ' Squad Light Mechanized Infantry [with Dragon &
AT-4] (USA-7B). 782Cr-652Av-522Pr.

nn. 4 x M60A3 (USA-3A/1), 2 x M3A2 [with reactive armor] (USA-2A/4), 2
x M901 (USA-4A/1), 2 % % Squad Light Mechanized Infantry [with Dragon &
AT-4] (USA-7B). 823Cr-686Av-549Pr.

00. 4 X M1 (USA-1A), 2 x M113A2 (USA-3B/1), 2 x M150 (USA-4B), 2 X
% Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
763Cr-636Av-509Pr.

pp. 4 X M1 (USA-1A), 2 x MI113A2 (USA-3B/1), 2 x M901 (USA-4A/1), 2
X i Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
R04Cr-670Av-536Pr.

qq. 4 % M1 (USA-1A), 2 X M3A1 (USA-2A/2), 2 x MI150 (USA4B), 2 X %
Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
859Cr-716Av-573Pr.

rr. 4 X Ml (USA-1A), 2 X M3Al (USA-2A/2), 2 x M901 (USA-4A/l), 2 X
¥ Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
900Cr-T50Av-600Pr.

ss. 4 x M1 (USA-1A), 2 X M3A2 (USA-2A/4), 2 X MI150 (USA-4B), 2 X %
Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
B59Cr-716Av-573Pr.

tt. 4 x M1 (USA-1A), 2 x M3A2 (USA-2A/4), 2 x M901 (USA-4A/1), 2 x
¥ Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
900Cr-T50Av-600Pr.

uu, 4 X M1 (USA-1A), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 X M150
(USA-4B), 2 X % Squad Light Mechanized Infantry [with Dragon & AT-4]
{(USA-7B). 883Cr-736Av-589Pr.

vv. 4 X Ml (USA-1A), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 X M901
(USA-4A/1), 2 x % Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7B). 924Cr-770Av-616Pr.

ww. 4 X MI1Al (USA-1B), 2 x M113A2 (USA-3B/1), 2 x M150 (USA-4B), 2
X Y% Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
TB7Cr-656Av-525Pr.

xx. 4 X M1Al (USA-1B), 2 x M113A2 (USA-3B/1), 2 X M901 (USA-4A/1),
2 X % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
828Cr-690Av-552Pr.

¥¥. 4 x MIA1 (USA-1B), 2 x M3A1 (USA-2A/2), 2 X M150 (USA-4B), 2 X
¥ Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
8B3Cr-736Av-589Pr.

2z. 4 X MI1Al (USA-1B), 2 x M3A1 (USA-2A/2), 2 x M901 (USA-4A/1), 2
X % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
924Cr-TT0Av-616Pr.

aaa. 4 X M1Al (USA-1B), 2 x M3A2 (USA-2A/4), 2 X M150 (USA-4B), 2 X
% Squad Light Mechanized Infantry |with Dragon & ATH4| (USA-7B).
8B3Cr-736Av-589Pr.

bbb. 4 X M1A1 (USA-1B), 2 x M3A2 (USA-2A/4), 2 x M901 (USA-4A/1),
2 x % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
924Cr-T70Av-616Pr.

cce. 4 X MIAL (USA-1B), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 x
M150 (USA-4B), 2 x ' Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7B). 907Cr-756Av-605Pr.

ddd. 4 X M1AI1 (USA-1B), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 X
M901 (USA-4A/1), 2 x ' Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7B). 948Cr-790Av-632Pr.

eee. 4 X M1A2 (USA-BA), 2 X M113A2 (USA-3B/1), 2 x MI50 (USA-4B), 2
® Y Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
835Cr-696Av-557Pr.

fif. 4 x M1A2 (USA-BA), 2 X MI13A2 (USA-3B/1), 2 X M901 (USA-4A/1),
2 X Y% Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-TB).
B76Cr-7T30Av-584Pr.

geg. 4 X MI1A2 (USA-BA), 2 x M3Al (USA-2A/2), 2 X M150 (USA4B), 2 X
Y2 Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
931Cr-776Av-621Pr,

hhh. 4 x M1A2 (USA-8A), 2 x M3A1 (USA-2A/2), 2 x M901 (USA-4A/1),
2 x ' Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
972Cr-810Av-648Pr.

ill. 4 X M1A2 (USA-8A), 2 x M3A2 (USA-2A/4), 2 x M150 (USA-4B), 2 x
% Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
931Cr-7T76Av-621Pr.

iij- 4 X M1A2 (USA-8A), 2 x M3A2 (USA-2A/4), 2 x M901 (USA-4A/1), 2
% % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B).
972Cr-810Av-648Pr,

kkk. 4 X MI1A2 (USA-8A), 2 X M3A2 [with reactive armor] (USA-2A/4), 2 x
M150 (USA-4B), 2 x % Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-TB). 955Cr-T96Av-637Pr.

1. 4 X M1A2 (USA-8A), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 X M901
(USA-4A/1), 2 X ' Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-TB). 996Cr-830Av-664Pr.

mmm. 4 X M1 (USA-1A), 2 X M3A1 (USA-2A/2), 2 X M901 (USA-4A/l), 1
X Y% Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B), | X %
Squad Light Mechanized Infantry [with Dragon, AT-4 & GLLD] (USA-7B).
930Cr-775Av-620Pr.

nnn. 4 X M1 (USA-1A), 2 x M3A2 (USA-2A/4), 2 x M901 (USA-4A/1), 1 x
4 Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B), 1 X Y Squad
Light Mechanized Infantry [with Dragon, AT-4 & GLLD] (USA-7B).
930Cr-775Av-620Pr.



000. 4 X M1 (USA-1A), 2 X M3A2 [with reactive armor] (USA-2A/4), 2 x M901
(USA-4A/1), 1 x % Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-TB), 1 X ' Squad Light Mechanized Infantry [with Dragon, AT-4 & GLLD]
(USA-TB). 954Cr-795Av-636Pr.

ppp. 4 ¥ M1Al (USA-1B), 2 x M3A1 (USA-2A/2), 2 x M901 (USA-4A/1),
1 X % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B), 1 x
4 Squad Light Mechanized Infantry [with Dragon, AT-4 & GLLD] (USA-TB).
954Cr-795Av-636Pr.

qqq. 4 X M1AI (USA-1B), 2 x M3A2 (USA-2A/4), 2 X M901 (USA-4A/1),
1 % % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B), 1 X
Y% Squad Light Mechanized Infantry [with Dragon, AT-4 & GLLD] (USA-7B).
954Cr-795 Av-636Pr,

rr. 4 X M1Al (USA-1B), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 x
M901 (USA4A/1), 1 X % Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7B), 1 x Y Squad Light Mechanized Infantry [with Dragon, AT-4 & GLLD]
(USA-7B). 978Cr-815Av-652Pr.

sss. 4 X M1AZ (USA-BA), 2 x M3A1 (USA-2A/2), 2 x M901 (USA-4A/1), 1
x ¥ Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B), 1 X %
Squad Light Mechanized Infantry [with Dragon, AT4 & GLLD] (USA-TB).
1002Cr-835Av-668Pr.

ttt. 4 x MI1A2 (USA-8A), 2 X M3A2 (USA-2A/4), 2 X M901 (USA-4A/1), 1
X ¥ Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B), 1 X %
Squad Light Mechanized Infantry [with Dragen, AT<4 & GLLD] (USA-TB).
1002Cr-835Ay-668Pr.

pun. 4 %X M1A2 (USA-8A), 2 x M3A2 [with reactive armor] (USA-2A/4), 2 X
M901 (USA-4A/1), 1 x % Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7B), 1 x % Squad Light Mechanized Infantry [with Dragon, AT-4 & GLLD)]
(USA-7B). 1026Cr-855Av-684Pr.

ARMORED CAVALRY TROOP HEADQUARTERS: The CO is with the squad.

a. 1 X M113A2 (USA-3B/1), 1 x M981 FISTV (USA-4A/2), 1 x Squad Light
Mechanized Infantry [with LAW] (USA-7B). 144Cr-120Av-96Pr.

b. 1 x M3A1 (USA-2A/2), 1 x M981 FISTV (USA-4A/2), 1 x Squad Light
Mechanized Infantry [with LAW] (USA-7B). 192Cr-160Av-128Pr.

c. | X M3AZ (USA-2A/4), 1 x M981 FISTVY (USA-4A/2), 1 X Squad Light
Mechanized Infantry [with LAW] (USA-7B). 192Cr-160Ay-128Pr.

d. 1 x M3A2 [with reactive armor] (USA-2A/4), 1 x M981 FISTV (USA-4A/2),
1 x Squad Light Mechanized Infantry [with LAW] (USA-7B). 204Cr-170Av-136Pr.
e 1 X M113A2 (USA-3B/1), 1 x M981 FISTV (USA-4A/2), | X Squad Light
Mechanized Infantry [with AT-4] (USA-7B). 148Cr-123Av-98Pr.

f. 1 x M3Al (USA-2A/2), 1 x M98l FISTV (USA-4A/2), 1 x Squad Light
Mechanized Infantry [with AT-4] (USA-7B). 196Cr-163Av-130Pr.

g. 1 x M3A2 (USA-2A/4), 1 x M981 FISTV (USA-4A/2), 1 X Squad Light
Mechanized Infantry [with AT-4] (USA-7B). 196Cr-163Av-130Pr.

h. 1 x M3A2 [with reactive armor] (USA-2A/4), 1 x M981 FISTV (USA-4A/2),
1 X Squad Light Mechanized Infantry [with AT-4] (USA-7B). 208Cr-173Av-138Pr.

ARMORED COMPANY HEADQUARTERS: The CO & XO are in different tanks.

2.2 x M60A3 (USA-3A/1), 1 X M9B1 FISTV (USA-4A/2). 236Cr-197Av-158Pr.
b.2 % M1 (USA-1A), 1 x M9B1 FISTV (USA-4A/2). 287Cr-239Av-191Pr.

€. 2 x MIA1 (USA-1B), 1 X MO981 FISTV (USA-4A/2). 299Cr-249Av-199Pr.
d. 2 x M1A2 (USA-8A), 1 x M981 FISTV (USA-4A/2). 323Cr-269Av-215Pr.

ARMORED MORTAR SECTION: 2 x M106A1 (USA-8B/1). 101Cr-84Av-67Pr.

ARMORED PLATOON: The CO is in a tank.

a. 4 X M60A3 (USA-3A/1). 355Cr-296Av-237Pr.
b. 4 x M1 (USA-1A). 456Cr-380Av-304Pr.

¢, 4 X MIAl (USA-2B). 480Cr-400Av-320Pr.

d. 4 x MI1A2 (USA-BA). 528Cr-440Av-352Pr.

e. 4 x M60A3 [1 with mine plow] (USA-3A/1). 385Cr-321Av-257Pr,
f. 4 % MI [1 with mine plow] (USA-1A). 486Cr-405Av-324Pr.

g 4 % M1A1 [1 with mine plow] (USA-2B). 510Cr-425Av-340Pr.

h. 4 x M1A2 [1 with mine plow] (USA-8A). 558Cr-465Av-372Pr.

BRIDGE SECTION: 2 x M60 AVLB (USA-3A/2), 77Cr-64Av-51Pr.

CHAPARRAL ANTI-AIRCRAFT SECTION: 2 x M730A1 (USA-5A/1).
79Cr-66Av-53Pr.

ENGINEER PLATOON: The CO is with the light mechanized squad.

a (Mounted). 3 x M113A2 (USA-3B/1), 2 X Squad Standard Infantry [with Dragon
& LAW, '*Assault’’] (USA-TB), 1 x Squad Light Mechanized Infantry [with Dragon
& LAW, “‘Assault’’] (USA-TB). 366Cr-305Av-244Pr.

b (Dismounted). 2 % Squad Standard Infantry [with Dragon & LAW, *'Assault’’]
(USA-TB), 1 x Squad Light Mechanized Infantry [with Dragon & LAW, **Assanlt*’]
(USA-7B). 240Cr-200Av-160Pr,

¢ (Mounted). 3 x MI113A2 (USA-3B/1), 2 x Squad Standard Infantry [with Dragon
& AT-4, “*Assault”’] (USA-7B), 1 X Squad Light Mechanized Infantry [with Dra-
gon & AT-4, ‘““Assault’’] (USA-7B). 377Cr-314Av-251Pr.

d (Dismounted). 2 % Squad Standard Infantry [with Dragon & AT-4, ‘‘Assault’’]
(USA-TB), 1 x Squad Light Mechanized Infantry [with Dragon & AT-4, **Assauit™]
(USA-TB). 251Cr-209Av-167Pr.

e (Mounted). 3 x M113A2 (USA-3B/1), 2 x Squad Standard Infantry [with Dragon
& LAW, **Assault''] (USA-7B), 1 x Squad Light Mechanized Infantry [with Dragon,
Flamethrower & LAW, ‘*Assauit’'] (USA-TB). 366Cr-305Av-244Pr.

f (Dismounted). 2 * Squad Standard Infantry [with Dragon & LAW, **Assault’’]
(USA-TB), 1 x Squad Light Mechanized Infantry [with Dragon, Flamethrower &
LAW, ‘‘Assault’’] (USA-7B). 240Cr-200Av-160Pr.

g (Mounted). 3 X M113A2 (USA-3B/1), 2 % Squad Standard Infantry [with Dra-
gon & AT-4, ‘*Assault’’] (USA-7B), | % Squad Light Mechanized Infantry [with
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Dragon, Flamethrower & AT-4, “*Assault'’] (USA-TB). 377Cr-314Av-251Pr.

h (Dismounted). 2 x Squad Standard Infantry [with Dragon & AT-4, **Assault™]
(USA-7B), 1 x Squad Light Mechanized Infantry [with Dragon, Flamethrower &
AT, “*Assault’’] (USA-TB). 251Cr-209Av-167Pr.

MECHANIZED INFANTRY BATTALION HEADQUARTERS: The CO & XO
are with different light mechanized squads. The SP is with the % squad.

a.2 x M113A2 (USA-3B/1), 1 % M998 (USA-3B/2), 2 * Squad Light Mechanized
Infantry [with LAW] (USA-7B), % Squad Standard Infantry [with LAW] (USA-7B).
236Cr-197Av-158Pr.

b. 2 x M2A1 (USA-2A/1), 1 x M998 (USA-3B/2), 2 x Squad Light Mechanized
Infantry [with LAW] (USA-7B), % Squad Standard Infantry [with LAW] (USA-7B).
337Cr-281 Av-225Pr.

€. 2 X M2A2 (USA-2A/3), | x M998 (USA-3B/2), 2 X Squad Light Mechanized
Infantry [with LAW] (USA-TB), % Squad Standard Infantry [with LAW] (USA-7B).
337Cr-281Av-225Pr.

d. 2 x M2A2 [with reactive armor] (USA-2A/3), 1 X M998 (USA-3B/2), 2 X
Squad Light Mechanized Infantry [with LAW] (USA-7B), % Squad Standard Infantry
[with LAW] (USA-7TB). 361Cr-301Av-241Pr,

e.2 x M113A2 (USA-3B/1), 1 x M998 (USA-3B/2), 2 x Squad Light Mechanized
Infantry [with.AT-4] (USA-7B), % Squad Standard Infantry [with AT-4) (USA-7B).
247Cr-206Av-165Pr.

f.2 % M2A1 (USA-2A/1), 1 x M998 (USA-3B/2), 2 x Squad Light Mechanized
Infantry [with AT-4] (USA-7B), % Squad Standard Infantry [with AT-4] (USA-7B).
348Cr-290Av-232Pr.

g.2 x M2A2 (USA-2A/3), 1 x M998 (USA-3B/2), 2 x Squad Light Mechanized
Infantry [with AT-4] (USA-7B), % Squad Standard Infantry [with AT-4] (USA-TB).
348Cr-290Av-232Pr.

h. 2 x M2A2 [with reactive armor] (USA-2A/3), 1 X M998 (USA-3B/2), 2 x
Squad Light Mechanized Infantry [with AT-4] (USA-TB), % Squad Standard Infantry
[with AT-4] (USA-TB). 372Cr-310Av-248Pr.

i.2 x M113A2 (USA-3B/1), | x M998 (USA-3B/2), 2 X Squad Light Mechanized
Infantry [with AT-4] (USA-7B), % Squad Standard Infantry [with AT-4 & GLLD]
(USA-7B). 277Cr-231 Av-185Pr.

j-2 x M2A1 (USA-2A/1), 1 x M998 (USA-3B/2), 2 X Squad Light Mechanized
Infantry [with AT-4] (USA-7B), ' Squad Standard Infantry [with AT-4 & GLLD]
(USA-7B). 378Cr-315Av-252Pr.

k.2 X M2A2 (USA-2A/3), 1| X M998 (USA-3B/2), 2 x Squad Light Mechanized
Infantry [with AT-4] (USA-7B), % Squad Standard Infantry [with AT-4 & GLLD]
(USA-7B). 378Cr-315Av-252Pr.

1. 2 x M2A2 [with reactive armor] (USA-2A/3), 1 X M998 (USA-3B/2), 2 X Squad
Light Mechanized Infantry [with AT-4] (USA-7B), % Squad Standard Infantry [with
AT-4 & GLLD] (USA-7B). 402Cr-335Av-268Pr.

MECHANIZED INFANTRY COMPANY HEADQUARTERS: The CO is with
the squad,

a. 1 x M113A2 (USA-3B/1), | X FISTV (USA4A/2), 1 x Squad Light Mechanized
Infantry [with LAW] (USA-TB). 144Cr-120Av-96Pr.

b. 1 x M2A1 (USA-2A/1), 1 X FISTV (USA-4A/2), | x Squad Light Mechanized
Infantry [with LAW] (USA-7B). 194Cr-162Av-130Pr.

c. 1 X M2A2 (USA-2A/3), 1 x FISTV (USA-4A/2), 1 x Squad Light Mechanized
Infantry [with LAW] (USA-TB). 194Cr-162Av-130Pr.

d. 1 ¥ M2A2 [with reactive armor] (USA-2A/3), 1 X FISTV (USA-4A/2), 1 X
Squad Light Mechanized Infantry [with LAW] (USA-7B). 206Cr-172Av-138Pr.
e. 1 x M113A2 (USA-3B/1), 1 x FISTV (USA<4A/2), 1 x Squad Light Mechanized
Infantry [with AT-4] (USA-7B). 148Cr-123Av-98Pr.

f.1 x M2A1 (USA-2A/1), 1 x FISTV (USA-4A/2), 1 x Squad Light Mechanized
Infantry [with AT-4] (USA-7B). 198Cr-165Av-132Pr.

g, | x M2A2 (USA-2A/3), 1 x FISTV (USA-4A/2), 1 X Squad Light Mechanized
Infantry [with AT-4] (USA-7B). 198Cr-165Av-132Pr.

h. 1 x M2A2 [with reactive armor] (USA-2A/3), 1 x FISTV (USA-4A/2), 1 x
Squad Light Mechanized Infantry [with AT-4] (USA-7B). 210Cr-175Av-140Pr.

MECHANIZED INFANTRY MORTAR SECTION: 2 x M125A1 (USA-8B/2).
96Cr-B0Av-64Pr.

MECHANIZED INFANTRY PLATOON: The CO is with the team.

a (Mounted). 4 x M113A2 (USA-3B/1), 2 x Squad Heavy Mechanized Infantry
[with Dragon & LAW] (USA-7B), 1 x Squad Light Mechanized Infantry [with Dragon
& LAW] (USA-7B), 1 x Team [with Dragon & LAW] (USA-7B).
412Cr-343Av-274Pr,

b (Dismounted). 2 X Squad Heavy Mechanized Infantry [with Dragon & LAW]
(USA-7B), 1 x Squad Light Mechanized Infantry [with Dragon & LAW] (USA-7B),
1 % Team [with Dragon & LAW] (USA-7B). 244Cr-203Av-162Pr.

c. 4 x M2A1 (USA-2A/1), 2 X Squad Heavy Mechanized Infantry [with Dragon
& LAW] (USA-7B), 1 X Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-TB), 1 x Team [with Dragon & LAW] (USA-7B). 613Cr-511Av-409Pr.
d. 4 X M2A2 (USA-2A/3), 2 % Squad Heavy Mechanized Infantry [with Dragon
& LAW] (USA-7B), 1 x Squad Light Mechanized Infantry [with Dragon & LAW]
(USA-7B), 1 X Team [with Dragon & LAW] (USA-7B). 613Cr-511Av-409Pr,
e. 4 X M2A2 [with reactive armor] (USA-2A/3), 2 X Squad Heavy Mechanized
Infantry [with Dragon & LAW] (USA-7B), 1 X Squad Light Mechanized Infantry
[with Dragon & LAW] (USA-7B), 1 x Team [with Dragon & LAW] (USA-7B).
661Cr-551Av-441Pr.

f (Mounted). 4 %X M113A2 (USA-3B/1), 2 x Squad Heavy Mechanized Infantry
[with Dragon & AT-4] (USA-7B), 1 x Squad Light Mechanized Infantry [with
Dragon & AT-4] (USA-TB), 1 X Team [with Deagon & AT-4] (USA-7B).
426Cr-355Av-284Pr.

g (Dismounted). 2 % Squad Heavy Mechanized Infantry [with Dragon & AT-4]
(USA-TB), 1 % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B),
1 x Team [with Dragon & AT-4] (USA-TB). 258Cr-215Av-172Pr.



h. 4 x M2A1 (USA-2A/1), 2 x Squad Heavy Mechanized Infantry [with Dragon
& AT-4] (USA-TB), 1 X Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7B), 1 X Team [with Dragon & AT-4] (USA-7B). 628Cr-523Av-41BPr.
i. 4 x M2A2 (USA-2A/3), 2 X Squad Heavy Mechanized Infantry [with Dragon
& AT-4] (USA-TB), 1 X Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7TB), 1 x Team [with Dragon & AT-4] (USA-7B). 628Cr-523Av-418Pr.
j. 4 X M2A2 [with reactive armor] (USA-2A/3), 2 x Squad Heavy Mechanized
Infantry [with Dragon & AT-4] (USA-7B), 1 x Squad Light Mechanized Infantry
[with Dragon & AT-4] (USA-7B), 1 X Team [with Dragon & AT-4] (USA-7B).
676Cr-563Av-450Pr.

k (Mounted). 4 x M113A2 (USA-3B/1), 2 x Squad Heavy Mechanized Infantry
[with Dragon & AT-4] (USA-7B), 1 x Squad Light Mechanized Infantry [with
Dragon & AT-4] (USA-7B), | x Team [with Dragon, AT-4 & GLLD] (USA-7B).
456Cr-380Av-304Pr.

| (Dismounted). 2 x Squad Heavy Mechanized Infantry [with Dragon & AT-4]
(USA-TB), 1 % Squad Light Mechanized Infantry [with Dragon & AT-4] (USA-7B),
1 X Team [with Dragon, AT-4 & GLLD] (USA-7B). 288Cr-240Av-192Pr,

m. 4 x M2A1 (USA-2A/1), 2 x Squad Heavy Mechanized Infantry [with Dragon
& AT-4] (USA-TB), 1 % Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7B), 1 x Team [with Dragon, AT-4 & GLLD] (USA-7B), 658Cr-548Av-438Pr.
n. 4 x M2A2 (USA-2A/3), 2 x Squad Heavy Mechanized Infantry [with Dragon
& AT-4] (USA-TB), 1 x Squad Light Mechanized Infantry [with Dragon & AT-4]
(USA-7B), | X Team [with Dragon, AT-4 & GLLD (USA-7B). 658Cr-548Av-438Pr.
0. 4 X M2A2 [with reactive armor] (USA-2A/3), 2 x Squad Heavy Mechanized
Infantry [with Dragon & AT-4] (USA-7B), 1 % Squad Light Mechanized Infantry
[with Dragon, AT-4 & GLLD] (USA-7B), 1 x Team [with Dragon & AT-4]
(USA-TB). 706Cr-588 Av-470Pr.

ORGANIC ARTILLERY: 2 x Heavy Battery (USA-2B), 1 x Superheavy Battery
(USA-2B). 500Av.

SCOUT SECTION: The CO is with an % squad.

8.2 X M3Al1 (USA-2A/2), 2 X % Squad Standard Infantry [with Dragon & LAW]
(USA-7B). 283Cr-236Av-189Pr.

b.2 % M3A1 (USA-2A/2), 2 X ¥ Squad Standard Infantry [with Dragon & AT-4]
(USA-7B). 287Cr-239Av-191Pr.

.2 x M3A2 (USA-2A/4), 2 x % Squad Standard Infantry [with Dragon & LAW]
(USA-7B). 283Cr-236Av-~189Pr.

d.2 x M3A2 (USA-2A/4), 2 X % Squad Standard Infantry [with Dragon & AT-4]
(USA-7B). 287Cr-239Av-191Pr.

€. 2 X M3A2 [with reactive armor] (USA-2A/4), 2 X ' Squad Standard Infantry
[with Dragon & LAW] (USA-7B). 307Cr-256Av-205Pr.

f. 2 x M3A2 [with reactive armor] (USA-2A/4), 2 X '2 Squad Standard Infantry
[with Dragon & AT-4] (USA-7B). 311Cr-259Av-207Pr.

g.2 X M3A1 (USA-2A/2), 1 X % Squad Standard Infantry [with Dragon & AT-4]
(USA-7B), 1 X % Squad Standard Infantry [with Dragon, AT-4 & GLLD] (USA-7B).
317Cr-264Av-211Pr.

h. 2 x M3A2 (USA-2A/2), | X % Squad Standard Infantry [with Dragon & AT-4]
(USA-7B), 1 x % Squad Standard Infantry [with Dragon, AT-4 & GLLD] (USA-7B).
317Cr-264Av-211Pr.

i.2 X M3A2 [with reactive armor] (USA-2A/4), | X % Squad Standard Infantry
[with Dragon & AT-4] (USA-7B), 1 X % Squad Standard Infantry [with Dragon,
AT+4 & GLLD] (USA-7B). 341Cr-284Av-227Pr.

SMALL COMPANY HEADQUARTERS: The CO is with the squad.

a. 1 X M113A2 (USA-3B/1), 1 x Squad Standard Infantry [with LAW] (USA-7B).
83Cr-69Av-55Pr.

b. 1 x M113A2 (USA-3B/1), 1 X Squad Standard Infantry [with AT-4] (USA-7B).
86Cr-72Av-58Pr.

c. 1 X M113A2 (USA-3B/1), 1 x Squad Standard Infantry [with AT-4 & GLLD]
(USA-TB). 116Cr-97Av-T8Pr.

VULCAN ANTI-AIRCRAFT SECTION: 2 X M163 (USA-5B). 110Cr-92Av-74Pr.

3. FREQUENTLY ATTACHED UNITS: These are basic units that
are not part of the listed orders-of-battle, but are frequently attached
to other basic units or to larger organizations.

ANTI-TANK SECTION:

a. 2 x MI150 (USA-4B). 108Cr-90Av-T2Pr.
b. 2 x M901 (USA-4A/1). 149Cr-124Av-99Pr.

SPECIAL FORCES DETACHMENT: The CO is with the squad.

a. 1 X UH-1H (USA-6B/2), 1 x Squad Heavy Mechanized Infantry [with Dragon,
AT-4 & Stinger, '*Squad Plus™’ & '*‘Special Forces''] (USA-7B). 221Cr,

b. 1 X UH-60A [with side MGs] (USA-6B/3), 1 X Squad Heavy Mechanized Infantry
[with Dragon, AT-4 & Stinger, “‘Squad Plus’' & “‘Special Forces’'] (USA-7B).
287Cr.

¢. 1 X UH-60A [with side miniguns] (USA-6B/3), 1 X Squad Heavy Mechanized
Infantry [with Dragon, AT-4 & Stinger, “‘Squad Plus'® & *’Special Forces™']
(USA-7B). 323Cr.

d. 1 X UH-1H (USA-6B/2), 1 x Squad Heavy Mechanized Infantry [with Dragon,
AT-4, GLLD & Stinger, *‘Squad Plus’" & *‘Special Forces™'] (USA-7B). 251Cr.

TRUCK SECTION:

a. 2 X Heavy Truck (USA-5A/2). 53Cr-44Av-35Pr.
b. 2 X Medium Truck (USA-5A/3). 50Cr-42Av-34Pr.
¢. 2 X Light Truck (USA-5A/4). 48Cr-40Av-32Pr.

4. LARGER ORGANIZATIONS: (Troops, Squadrons, Batteries,

Companies, Battalions) These are composed of basic organizations.
Those marked with an asterisk are included for reference only, to show
how the basic organizations fit into a larger scheme. Those not marked
can actually be formed using the unit counters included in the game.

AIR CAVALRY TROOP *: 1 x Air Cavalry Troop Headguarters, 1 X Aero In-
fantry Platoon, 2 X Aero Scout Sections, 4 X Aero Weapons Sections.

ANTI-TANK COMPANY: | X Small Company Headquarters, 3 X Anti-Tank
Platoons.

ARMORED BATTALION *: | x Armored Battalion/Armored Cavalry Squadron
Headquarters, 1 % Organic Artillery, 1 % Armored Battalion Headquarters Com-
pany (see), 4 X Armored Companies (see).

ARMORED BATTALION (CROSS-ATTACHED) *: 1 X Armored Battalion/
Armored Cavalry Squadron Headquarters, 1 % Organic Artillery, 1 X Armored
Battalion Headquarters Company (see), 3 X Armored Companies (see), 1| X
Mechanized Infantry Company (see).

ARMORED BATTALION HEADQUARTERS COMPANY *: 3 X Scout
Sections, 3 X Armored Mortar Sections, 3 X Air Defense Sections.

ARMORED CAVALRY SQUADRON *: 1 x Armored Battalion/Armored Cavalry
Squadron Headquarters, 1 » Organic Artillery, 3 X Air Defense Sections, 1 x
Bridge Section, 3 X Armored Cavalry Troops (see), 1 X Air Cavalry Troop (see).

ARMORED CAVALRY TROOP: 1 x Armored Cavalry Troop Headquarters, 3
% Armored Cavalry Platoons, 1 X Armored Cavalry Mortar Platoon.

ARMORED COMPANY: | X Armored Company Headquarters, 3 X Armored
Platoons.

ARMORED COMPANY (CROSS-ATTACHED): 1 X Armored Company Head-
quarters, 2 X Armored Platoons, 1 X Mechanized Infantry Platoon.

CHAPARRAL ANTI-AIRCRAFT BATTERY *: | x Anti-Aircraft Battery Head-
quarters, 6 X Chaparral Anti-Aircraft Sections.

ENGINEER COMPANY: 1 x Small Company Headquarters, 3 X Engineer
Platoons, 1 x Bridge Section.

MECHANIZED INFANTRY BATTALION *: 1 x Mechanized Infantry Battalion
Headquarters, 1 % Organic Artillery, 1 X Mechanized Infantry Battalion Head-
quarters Company (see), 4 x Mechanized Infantry Companies (see), 1 X Anti-Tank
Compnay (see).

MECHANIZED INFANTRY BATTALION (CROSS-ATTACHED)*: 1 X
Mechanized Infantry Battalion Headquarters, 1 X Organic Artillery, 1 X Mechanized
Infantry Battalion Headquarters Company (see), 3 X Mechanized Infantry Companies
(see), 1 x Armored Company (see), 1 X Anti-Tank Company (see).
MECHANIZED INFANTRY BATTALION HEADQUARTERS COMPANY *:
3 x Scout Sections, 3 x Mechanized Infantry Mortar Sections, 3 X Air Defense
Sections.

MECHANIZED INFANTRY COMPANY: 1 X Mechanized Infantry Company
Headquarters, 3 X Mechanized Infantry Platoons.

MECHANIZED INFANTRY COMPANY (CROSS-ATTACHED): 1 X
Mechanized Infantry Company Headquarters, 2 X Mechanized Infantry Platoons,
1 ¥ Armored Platoon.

VULCAN ANTI-ATRCRAFT BATTERY: 1 x Anti-Aircraft Battery Headquarters,
6 x Vulcan Anti-Aircraft Sections.

FEDERAL REPUBLIC OF
GERMANY TO & E

1. INDIVIDUAL GROUND UNIT POINT VALUES:

X Leopard 1A4 (FRG-1A) 94Cr-TBAv-62Pr.
X Leopard 2 (FRG-1B) 119Cr-99Av-79Pr.

x Marder Al (FRG-2A/1) 71Cr-59Av-47Pr.
x Marder A3 (FRG-2A/2) B4Cr-TOAv-56Pr.
% MI113GA1 (FRG-2B/1) 43Cr-36Av-29Pr.
X BEOBPZ (FRG-2B/2) 50Cr-42Av-34Pr.

x TPZ-1 (FRG-2B/3) 41Cr-34Av-27Pr.

x Jaguar 1 (FRG-3A/1) T2Cr-60Av-48Pr.

x Jaguar 2 (FRG-3A/2) 84Cr-70Av-56Pr,

X Luchs 2 (FRG-4A) 58Cr-4BAv-38Pr.

X JPZ4-5 (FRG-5A) 61Cr-51Av-41Pr.

1% M48A2GA2 (FRG-5B) 70Cr-58 Av-46Pr.

I X Gepard (FRG-6A) 66Cr-55Av-44Pr.

1x Roland 2 (FRG-6B/1) 44Cr-37Av-30Pr.

1 x Heavy Truck (FRG-6B/2) 26Cr-22Av-18Pr.
I X Medium Truck (FRG-6B/3) 25Cr-21Av-17Pr.
1% Light Truck (FRG-6B/4) 24Cr-20Av-16Pr.
1% Leopard 1A1 (FRG-8A/1) 74Cr-62Av-50Pr.
1x Biber AvLB (FRG-8A/2) 40Cr-33Av-26Pr.
1x M113GA1/120 (FRG-8B) 52Cr-43Av-34Pr.

2. BASIC ORGANIZATIONS: (Platoons, Sections, Headquarters and
Off-Board Artillery)

L e |



ATTACHED ARTILLERY: 1 X Heavy Battery (FRG-3B). 225Av.
BRIDGE PLATOON: 4 x Biber AVLB (FRG-8A/2). 158Cr-132Av-106Pr.
FLAK BATTERY HEADQUARTERS: The CO is with the squad.

8. 1 % M113GAI (FRG-ZB/1), 1 x Medium Truck (FRG-6B/3), 1 X Squad Standard
Infantry [with PZF-44] (FRG4B), 3 X Team [with Redeye] (FRG-4B).
185Cr-154 Av-123Pr.
b.1 % M113GA1 (FRG-2B/1), 1 % Medium Truck (FRG-6B/3), | X Squad Standard
Infantry [with PZF-3] (FRG-4B), 3 X Team [with Redeye] (FRG-4B).
193Cr-161Av-129Pr.

FLAK (GUN) SECTION: 2 x FLAKPZ]1 (FRG-6A). 132Cr-110Av-88Pr.
FLAK (MISSILE) SECTION: 2 x Roland 2 (FRG-6B/1). 77Cr-64Av-51Pr.
JAGDPANZER COMPANY HEADQUARTERS: The CO is with the squad.

a. 1 x MI113GAl (FRG-2B/1), 1 X Squad Standard Infantry [with PZF-44]
(FRG-4B). BRCr-73Av-58Pr.

b. 1 x M113GA1 (FRG-2B/1), 1 x Squad Standard Infantry [with PZF-3] (FRG4B),
96Cr-B0Av-64Pr.

JAGDPANZER GUIDED MISSILE (ATGM) PLATOON: The CO is in a Jaguar.

a. 4 X Jaguar 1 (FRG-3A/1). 288Cr-240Av-192Pr.
b. 4 x Jaguar 2 (FRG-3A/2). 336Cr-280Av-224Pr.

JAGDPANZER GUN PLATOON: The CO is in a JPZ4-5.

a. 4 x JPZ4-5 (FRG-5A). 245Cr-204Av-163Pr.
b. 4 x M48BA2GA2 (FRG-3B). 278Cr-232Av-186Pr.

MORTAR SECTION: 2 x MI113GA1/120 (FRG-8B). 103Cr-86Av-65Pr.
ORGANIC ARTILLERY:

a. 1 X Heavy Battery (FRG-3B). 150Av.
b. 1 X Super Heavy Battery (FRG-3B). 200Av.

PANZER BATTALION HEADQUARTERS: The CO & XO are in different tanks.
The SP is with the % squad.

8.2 X Leopard 1A1 (FRG-8A/1), 1 x BEOBPZ (FRG-2B/2), 1 X Light Truck
(FRG-6B/4), 1 x 1% Squad Standard Infantry [with PZF-44] (FRG-4B).
258Cr-215Av-172Pr.
b. 2 % Leopard 1A1 (FRG-8A/1), 1 X BEOBPZ (FRG-2B/2), 1 X Light Truck
(FRG-6B/4), 1 x % Squad Standard Infantry [with PZF-3] (FRG-4B).
266Cr-222Av-178Pr.
c. 2 X Leopard 1A4 (FRG-1A), 1 X BEOBPZ (FRG-2B/2), 1 x Light Truck
(FRG-6B/4), 1 X % Squad Standard Infantry [with PZF-44] (FRG-4B).
296Cr-247 Av-198Pr.
d. 2 % Leopard 1A4 (FRG-1A), 1 x BEOBPZ (FRG-2B/2), 1 x Light Truck
(FRG-6B/4), 1 X % Squad Standard Infantry [with PZF-3] (FRG-4B).
305Cr-254Av-203Pr.
e. 2 x Leopard 2 (FRG-1B),1 x BEOBPZ (FRG-2B/2), 1 x Light Truck
(FRG-6B/4), 1 X % Squad Standard Infantry [with PZF-44] (FRG-4B).
347Cr-289Av-231Pr.
f. 2 X Leopard 2 (FRG-1B), 1 X BEOBPZ (FRG-2B/2), 1 x Light Truck
(FRG-6B/4), 1 % % Squad Standard Infantry [with PZF-3] (FRG-4B).
355Cr-296Av-237Pr.

PANZER BATTALION RECONNAISSANCE PLATOON: The CO is in a Luchs
2.4 x Luchs 2 (FRG-4A). 230Cr-192Av-154Pr,

PANZER COMPANY HEADQUARTERS: The CO is in the tank. The XO is with
the squad,

a. 1 X Leopard 1A1 (FRG-8A/1), 1 X Marder A1 (FRG-2A/1), 1 X Squad Standard
Infantry [with PZF-44] (FRG-4B). 190Cr-158Av-126Pr.

b. 1 X Leopard 1A1 (FRG-8A/1), 1 X Marder Al (FRG-2A/1), 1 X Squad Standard
Infantry [with PZF-3] (FRG-4B). 198Cr-165Av-132Pr.

¢. 1 X Leopard 1A4 (FRG-1A), 1 X Marder Al (FRG-2A/1), 1 X Squad Standard
Infantry [with PZF-44] (FRG-4B). 209Cr-174Av-139Pr.

d. 1 x Leopard 1A4 (FRG-1A), 1 X Marder Al (FRG-2A/1), 1 X Squad Standard
Infantry [with PZF-3] (FRG4B). 217Cr-181Av-145Pr.

e. 1 X Leopard 2 (FRG-1B), 1 x Marder Al (FRG-2A/1), 1 X Squad Standard
Infantry [with PZF-44] (FRG-4B). 234Cr-195Av-156Pr.,

f. 1 X Leopard 2 (FRG-1B), 1 X Marder Al (FRG-2A/1), | x Squad Standard
Infantry [with PZF-3] (FRG4B). 242Cr-202Av-162Pr.

g. 1 X Leopard 2 (FRG-1B), 1 x Marder A3 (FRG-2A/2), 1 X Squad Standard
Infantry [with PZF-44] (FRG-4B). 240Cr-200Av-160Pr.

h. 1 x Leopard 2 (FRG-1B), 1 X Marder A3 (FRG-2A/2), 1 X Squad Standard
Infantry [with PZF-3] (FRG-4B). 248Cr-207Av-166Pr.

PANZERGRENADIER BATTALION HEADQUARTERS: The CO and XO are
with different infantry squads, the XO SP is with the % squad.

a. 2 X Marder Al (FRG-2A/1), 1 x BEOBPZ (FRG-2B/2), 1 x Light Truck
(FRG-6B/4), 2 x Squad Standard Infantry [with PZF-44] (FRG-4B), 1 X ¥ Squad
Standard Infantry [with PZF-44] (FRG-4B). 340Cr-283Av-226Pr.

b. 2 X Marder Al (FRG-2A/1), 1 X BEOBPZ (FRG-2B/2), 1 x Light Truck
(FRG-6B/4), 2 % Squad Standard Infantry [with PZF-3] (FRG-4B), 1 x ‘4 Squad
Standard Infantry [with PZF-3] (FRG-4B). 365Cr-304Av-243Pr.

¢, 2 X Marder A3 (FRG-2A/2), | x BEOBPZ (FRG-2B/2), 1| X Light Truck
(FRG-6B/4), 2 X Squad Standard Infantry [with PZF-44] (FRG-4B), 1 x % Squad
Standard Infantry [with PZF-44] (FRG-4B). 352Cr-293Av-234Pr.

d. 2 X Marder A3 (FRG-2A/2), 1 x BEOBPZ (FRG-2B/2), 1 X Light Truck
(FRG-6B/4), 2 X Squad Standard Infantry [with PZF-3] (FRG-4B), 1 x % Squad
Standard Infantry [with PZF-3] (FRG-4B). 377Cr-314Av-251Pr,

PANZERGRENADIER COMPANY HEADQUARTERS: The CO is with the
squad.
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a. 1 x Marder Al (FRG-2A/1), 1 x Light Truck (FRG-6B/4), 1 X BEOBPZ
(FRG-2B/2), 1 x Squad Light Panzergrenadier Infantry [with PZF-44] (FRG-4B),
1 X Team [with Milan] (FRG-4B). 245Cr-204Av-163Pr.
b. 1 x Marder Al (FRG-2A/1), 1 % Light Truck (FRG-6B/4), 1 X BEOBPZ
(FRG-2B/2), 1 X Squad Light Panzergrenadier Infantry [with PZF-3] (FRG-4B),
1 x Team [with Milan] (FRG-4B). 253Cr-211Av-169Pr.
c. 1| x Marder A3 (FRG-2A/2), 1 X Light Truck (FRG-6B/4), 1 X BEOBPZ
(FRG-2B/2), 1 x Squad Light Panzergrenadier Infantry [with PZF-44] (FRG-4B),
1 % Team [with Milan] (FRG-4B). 251Cr-209Av-167Pr.
d. 1 X Marder A3 (FRG-2A/2), 1 x Light Truck (FRG-6B/4), 1 X BEOBPZ
(FRG-2B/2), 1 x Squad Light Panzergrenadier Infantry [with PZF-3] (FRG-4B),
1 % Team [with Milan] (FRG-4B). 259Cr-216Av-173Pr,

PANZERGRENADIER PLATOON: The CO is with a squad.

a. 3 X Marder Al (FRG-2A/1), 3 X Squad Light Panzergrenadier Infantry [with
PZF-44 & Milan] (FRG-4B). 450Cr-375Av-300Pr. '
b. 3 x Marder Al (FRG-2A/1), 3 X Squad Light Panzergrenadier Infantry [with
PZF-3 & Milan] (FRG4B). 475Cr-396Av-317Pr.

€. 3 X Marder A3 (FRG-2A/2), 3 X Squad Light Panzergrenadier Infantry [with
PZF-44 & Milan] (FRG-4B). 468Cr-390Av-312Pr.

d. 3 x Marder A3 (FRG-2A/2), 3 % Squad Light Panzergrenadier Infantry [with
PZF-3 & Milan] (FRG-4B). 493Cr-411Av-329Pr.

PANZER PIONIER COMPANY HEADQUARTERS: The CO is with a squad,

a. 1 X TPZ-1 (FRG-2B/3), 1 x Squad Standard Infantry [with PZE-44] (FRG-4B).
85Cr-71Av-S7Pr.

b. 1 x TPZ-1 (FRG-2B/3), 1 % Squad Standard Infantry [with PZF-3] (FRG-4B),
94Cr-TBAv-62Pr.

PANZER PIONIER PLATOON: The CO is with a squad,

a (Mounted). 3 x TPZ-1 (FRG-2B/3), 3 X Squad Light Panzergrenadier Infantry
[with PZF-44 & Milan, ‘‘Assault’’] (FRG-4B). 414Cr-345Av-276Pr.

b (Dismounted). 3 x Squad Light Panzergrenadier Infantry [with PZF-44 & Milan,
**Assault’’] (FRG-4B). 292Cr-243Av-194Pr.

¢ (Mounted). 3 X TPZ-1 (FRG-2B/3), 3 x Squad Light Panzergrenadier Infantry
[with PZF-3 & Milan, “*Assault] (FRG-4B). 439Cr-366Av-293Pr.

d (Dismounted). 3 X Squad Light Panzergrenadier Infantry [with PZF-3 & Milan,
“*Assault’’] (FRG-4B). 317Cr-264Av-211Pr.

e (Mounted). 3 % TPZ-1 (FRG-2B/3), 2 X Squad Light Panzergrenadier Infantry
[with PZF-44 & Milan, ‘‘Assault’’] (FRG-4B), 1 x Squad Light Panzergrenadier
Infantry [with PZF-44, Flamethrower & Milan, ‘‘Assault"'] (FRG-4B).
426Cr-355Av-284Pr,

f (Dismounted). 2 % Squad Light Panzergrenadier Infantry [with PZF-44 & Milan,
“‘Assault”’] (FRG-4B), 1 x Squad Light Panzergrenadier Infantry [with PZF-44,
Flamethrower & Milan, ‘“Assault’’] (FRG-4B). 304Cr-253Av-202Pr.

g (Mounted). 3 X TPZ-1 (FRG-2B/3), 2 X Squad Light Panzergrenadier Infantry
[with PZF-3 & Milan, “*Assault™'] (FRG-4B), 1 x Squad Light Panzergrenadier
Infantry [with PZF-3, Flamethrower & Milan, '*Assault’’] (FRG-4B).
451Cr-376Av-301Pr.

h (Dismounted). 2 x Squad Light Panzergrenadier Infantry [with PZF-3 & Milan,
"*Assault’’] (FRG-4B), | X Squad Light Panzergrenadier Infantry [with PZF-3,
Flamethrower & Milan, “'Assault”’] (FRG-4B). 329Cr-274Av-219Pr.

PANZER PLATOON: The CO is in a tank.

a. 4 X Leopard 1Al (FRG-8A/1). 298Cr-248Av-198Pr.

b. 4 X Leopard 1A4 (FRG-1A). 374Cr-312Av-250Pr.

¢. 4 x Leopard 2 (FRG-1B). 475Cr-396Av-317Pr.

d. 4 x Leopard 1Al [1 with mine plow] (FRG-8A/1). 328Cr-273Av-218Pr.
€. 4 X Leopard 1A4 [1 with mine plow] (FRG-1A). 404Cr-337Av-270Pr.
f. 4 x Leopard 2 [1 with mine plow] (FRG-1B). 505Cr-421Av-337Pr.

RECONNAISSANCE COMPANY (LUCHS) HEADQUARTERS: The CO is in
the Luchs 2. 1 x Luchs-2 (FRG-4A). 58Cr-48Av-38Pr.

RECONNAISSANCE COMPANY (PANZER) HEADQUARTERS: The CO is
in the tank.
a. 1 % Leopard 1A1 (FRG-8A/1). 74Cr-62Av-50Pr.

b. 1 X Leopard 1A4 (FRG-1A). 94Cr-78Av-62Pr.
c. | X Leopard 2 (FRG-1B). 119Cr-99Av-79Pr.

RECONNAISSANCE PLATOON (LUCHS): The CO is in a Luchs 2, 3 % Luchs-2
(FRG-4A). 173Cr-144Av-115Pr.

RECONNAISSANCE PLATOON (PANZER): The CO is in a tank.

a. 3 X Leopard 1A1 (FRG-8A/1). 223Cr-186Av-149Pr.

b. 3 % Leopard 1A4 (FRG-1A). 281Cr-234Av-187Pr.

c. 3 X Leopard 2 (FRG-1B). 356Cr-297Av-238Pr.

d. 3 x Leopard 1A1 [1 with mine plow] (FRG-8A/1). 253Cr-211Av-169Pr.

€. 3 % Leopard 1A4 [1 with mine plow] (FRG-1A). 311Cr-259Av-207Pr.
f. 3 % Leopard 2 [1 with mine plow] (FRG-1B). 386Cr-322Av-258Pr.

3. FREQUENTLY ATTACHED UNITS: These are basic units that

are not part of the listed orders-of-battle, but are frequently attached
to other basic units or to larger organizations.

BRIDGE SECTION: 2 X Biber AvLB (FRG-BA/2). 79Cr-66Av-53Pr.

SPECIAL FORCES DETACHMENT: The CO is with the squad. 1 x UH-1D
(FRG-7A/2), 1 x Squad Heavy Panzergrenadier Infantry [with Milan, PZF-3 &
Redeye, “'Squad Plus’’ & **Special Forces''] (FRG-4B). 226Cr,

GUNSHIP SECTION:

a. 2 X BO-105 PAH-1 [with rockets] (FRG-TA/1). 420Cr-350Av-280Pr.
b. 2 x BO-105 PAH-1 [with miniguns] (FRG-7A/1). 384Cr-320Av-256Pr.



¢. 2 X BO-105 PAH-1 [with HOT] (FRG-7A/1). 444Cr-370Av-296Pr.
d. 2 X BO-105 PAH-1 [with 20mm guns] (FRG-7A/1). 420Cr-350Av-280Pr.

JAGDPANZER GUIDED MISSILE (ATGM) SECTION:

a. 2 X Jaguar 1 (FRG-3A/1). 144Cr-120Av-96Pr.
b. 2 x Jaguar 2 (FRG-3A/2). 168Cr-140Av-112Pr.

JAGDPANZER GUN SECTION:

a. 2 X JPZ4-5 (FRG-5A). 122Cr-102Av-82Pr.
b. 2 x M48A2GA2 (FRG-5B). 139Cr-116Av-93Pr.

TRUCK SECTION:

a. 2 X Heavy Truck (FRG-6B/2). 53Cr-44 Av-35Pr.
b. 2 X Medium Truck (FRG-6B/3). 50Cr-42Av-34Pr.
e. 2 x Light Truck (FRG-6B/4). 48Cr-40Ay-32Pr.

4. LARGER ORGANIZATIONS: (Troops, Squadrons, Batteries,
Companies, Battalions) These are composed of basic organizations.
Those marked with an asterisk are included for reference only, to show
how the basic organizations fit into a larger scheme. Those not marked
can actually be formed using the unit counters included in the game.

FLAK BATTERY (GUN) *: 1 X Flak Battery Headquarters, 6 X Flak (Gun)
Sections.

FLAK BATTERY (MISSILE) *: 1 x Flak Bartery Headquarters, 6 X Flak (Missile)
Sections.

JAGDPANZER COMPANY *: 1 x Jagdpanzer Company Headquarters, 2 X Jagd-
panzer Guided Missile (ATGM) Platoons, 3 X Jagdpanzer (Gun) Platoons.
PANZER BATTALION *: | x Panzer Bartalion Headquarters, | X Panzer Bartalion
Reconnaissance Platoon, 1 X Organic Artillery, 3 % Mortar Sections, 3 X Panzer
Companies (see).

PANZER BATTALION (CROSS-ATTACHED) *: 1 X Panzer Battalion Head-
quarters, 1 X Panzer Battalion Reconnaissance Platoon, 1 X Organic Artillery, 3
X Mortar Sections, 2 X Panzer Companies (see), | X Panzergrenadier Company
(see).

PANZER COMPANY: | x Panzer Company Headquarters, 1 X Attached Artillery,
3 X Panzer Platoons.

PANZER COMPANY (CROSS-ATTACHED): 1 x Panzer Company Head-
quarters, 1 X Attached Artillery, 2 X Panzer Platoons, 1 X Panzergrenadier Platoon.
PANZERGRENADIER BATTALION *: 1 X Panzergrenadier Battalion Head-
quarters, 1 X Organic Artillery, 3 X Mortar Sections, 3 X Panzergrenadier Com-
panies (see).

PANZERGRENADIER BATTALION (CROSS-ATTACHED)*: 1| x Panzer-
grenadier Battalion Headquarters, 1 X Organic Artillery, 3 X Mortar Sections, 2
X Panzergrenadier Companies (see), 1 X Panzer Company (see).

PANZERGRENADIER COMPANY: 1 x Panzergrenadier Company Headquarters,
1 x Attached Artillery, 3 x Panzergrenadier Platoons.

PANZERGRENADIER COMPANY (CROSS-ATTACHED): | X Panzergrenadier
Company Headquarters, 1 X Attached Artillery, 2 X Panzergrenadier Platoons,
1 x Panzer Platoon.

PANZER PIONIER COMPANY *: 1 X Panzer Pionier Company Headquarters,
1 x Bridge Platoon, 3 X Panzer Pionier Platoons.

RECONNAISSANCE COMPANY (LUCHS) *: 1 X Reconnaissance Company
(Luchs) Headquarters, 3 % Reconnaissance Platoons (Luchs).

RECONNAISSANCE COMPANY (PANZER): 1| X Reconnaissance Company
(Panzer) Headquarters, 3 X Reconnaissance Platoons (Panzer).

UNION OF SOVIET
SOCIALIST REPUBLICS
TO & E

1. INDIVIDUAL GROUND UNIT POINT VALUES: Values in
parenthesis are if added to a unit using doctrine.

T-BOA (USSR-1A) 96(72)Cr-80(60)Av-64(48)Pr.

T-BOA [with reactive armor] (USSR-1A) 114(86)Cr-95(71)Av-76(57)Pr.
T-64B (USSR-1B) 90(68)Cr-75(56)Av-60(45)Pr.

T-64B [with reactive armor] (USSR-1B) 108(81)Cr-90(68) Av-72(54)Pr.
T-72M1 (USSR-2A) 88(66)Cr-73(55)Av-58(44)Pr.

T-72M1 [with reactive armor] (USSR-2A) 106(79)Cr-88(66)Av-70(53)Pr.
BMP-R [with AT-3 Sagger] (USSR-2B/1) 54(41)Cr-45(34)Av-36(27)Pr.
BMP-R [with AT-4 Spigot] (USSR-2B/1) 61(46)Cr-51(38)Av-41(31)Pr.
BMP-1 [with AT-3 Sagger] (USSR-2B/2) 56(42)Cr-47(35)Av-38(2B)Pr.
BMP-1 [with AT-4 Spigot] (USSR-2B/2) 64(48)Cr-53(40)Av-42(32)Pr.
MT-LB/2512 (USSR-3A) 46(34)Cr-38(29)Av-30(23)Pr.

BMP-2 (USSR-3B) 74(56)Cr-62(47)Av-50(37)Pr.

BTR-60/70PB (USSR-4A/1) 37(28)Cr-31(23)Av-25(19)Pr.

e e e e b
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BTR-80PB (USSR-4A/2) 42(32)Cr-35(26)Av-28(21)Pr,

BMD [with AT-3 Sagger] (USSR-4B) 60{45)Cr-50(38)Av-40(30)Pr.
BMD [with AT-4 Spigot] (USSR-4B) 66(50)Cr-55(41)Av-44(33)Pr.
BRDM (USSR-5A) 54(41)Cr-45(34) Av-36(27)Pr.

BRDM-2 (USSR-5B) 38(29)Cr-32(24)Av-26(19)Pr.

ASU-8S5 (USSR-6A) 53(40)Cr-44(33)Av-35(26)Pr.

MT-LB (USSR-6B/1) 37(28)Cr-31(23)Av-25(19)Pr.

ACRV (USSR-6B/2) 40(30)Cr-33(25)Av-26(20)Pr.

SA-9 (USSR-7A/1) 36(27)Cr-30(23)Av-24(18)Pr.

SA-13 (USSR-TA/2) 42(32)Cr-35(26)Av-28(21)Pr,

Heavy Truck (USSR-7B/1) 26(20)Cr-22(17)Av-18(13)Pr.

Medium Truck (USSR-7B/2) 25(19)Cr-21(16)Av-17(13)Pr.

Light Truck (USSR-TB/3) 24(18)Cr-20(15) Av-16(12)Pr,
ZSU-23(4) (USSR-BA) 56(42)Cr-47(35)Av-38(28)Pr.

ZU-23 (USSR-8B) 34(25)Cr-28(21)Av-22(17)Pr.

T-12 (USSR-9A/1) 30(23)Cr-25(19)Av-20(15)Pr.

SD-44 (USSR-9A/2) 31(23)Cr-26(20)Av-21(16)Pr.

SPG-9 (USSR-9B) 29(22)Cr-24{18)Av-19(14)Pr.

MTU-20 AvLB (USSR-12B) 38(29)Cr-32(24)Av-26{19)Pr.

e e e e e e e
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2. BASIC ORGANIZATIONS: (Platoons, Sections, Headquarters and
Off-Board Artillery)

AIRBORNE ANTI-ATRCRAFT BATTERY HEADQUARTERS: The CO is with
the squad.

a. 1 x Light Truck (USSR-7B/3), 1 x Squad Standard Infantry [with RPG-7 V/D]
(USSR-11B). 65Cr-54Av-43Pr. No doctrine.,
b. 1 x Light Truck (USSR-TB/3), 1 X Squad Standard Infantry [with RPG-18]
(USSR-11B). 66Cr-55Av-44Pr. No doctrine.

AIRBORNE ANTI-AIRCRAFT PLATOON: The CO is with a ZU-23. 2 X Light
Truck (USSR-TB/3), 2 x ZU-23 (USSR-8B). 115Cr-96Av-77Pr. No doctrine.

AIRBORNE ANTI-TANK GUIDED MISSILE PLATOON: The CO is with a
team,

a. 3 X Light Truck (USSR-7B/3), 3 X Team [with RPG-7 V/D & AT-3] (USSR-11B).
209Cr-174Av-139Pr. No doctrine.

b. 3 x Light Truck (USSR-7B/3), 3 x Team [with RPG-7 V/D & AT-4]
(USSR-11B). 248Cr-207 Av-166Pr, No doctrine.

e. 3 x Light Truck (USSR-7B/3), 3 x Team [with RPG-18 & AT-3] (USSR-11B).
212Cr-177Av-142Pr. No doctrine.

d. 3 x Light Truck (USSR-7B/3), 3 X Team [with RPG-18 & AT-4] (USSR-11B).
252Cr-210Av-168Pr. No doctrine.

AIRBORNE ANTI-TANK PLATOON (SD-44): The CO is with a SD-44, 2 X
Medium Truck (USSR-7B/2), 2 x SD-44 (USSR-9A/2), With doctrine:
85Cr-71Av-56Pr.

AIRBORNE ANTI-TANK PLATOON (SPG-9): The CO is with a SPG-9. 3 x
Light Truck (USSR-7B/3), 3 x SPG-9 (USSR-9B). With doctrine: 119Cr-99Av-79Pr.

AIRBORNE ASSAULT GUN PLATOON: The CO is with an ASU-85. 3 x
ASU-85 (USSR-6A). With doctrine: 119Cr-99Av-79Pr.

ATRBORNE BATTALION HEADQUARTERS: The CO is with the squad. The
XO is in the BRDM-2.

a. | X BMD [with AT-3] (USSR-4B), 1 x BRDM-2 (USSR-5B), 1 x Squad Light
Motorized Rifle Infantry [with RPG-7 V/D & SA-7TB] (USSR-11B).
148Cr-123Av-98Pr. No doctrine,

b. 1 x BMD [with AT-3] (USSR-4B), 1 X BRDM-2 (USSR-5B), 1 X Squad Light
Motorized Rifle Infantry [with RPG-7 V/D & SA-14] (USSR-11B).
150Cr-125Av-100Pr. No doctrine.

¢. 1 x BMD [with AT-3] (USSR-4B), 1 x BRDM-2 (USSR-5B), 1 x Squad Light
Motorized Rifle Infantry [with RPG-18 & SA-7B] (USSR-11B). 149Cr-124Av-99Pr.
No doctrine.

d. 1 x BMD [with AT-3] (USSR-4B), 1 x BRDM-2 (USSR-5B), 1 X Squad Light
Motorized Rifle Infantry [with RPG-18 & SA-14] (USSR-11B). 151Cr-126Av-101Pr.
No doctrine.

e. 1 % BMD [with AT-4] (USSR-4B), 1 x BRDM-2 (USSR-5B), 1 x Squad Light
Motorized Rifle Infantry [with RPG-7 V/D & SA-7B] (USSR-11B).
154Cr-128 Av-102Pr. No doctrine.

f. 1 x BMD [with AT-4] (USSR-4B), 1 x BRDM-2 (USSR-5B), 1 X Squad Light
Motorized Rifle Infantry [with RPG-7 V/D & SA-14] (USSR-11B).
156Cr-130Av-104Pr. No doctrine.

g. 1 x BMD [with AT-4] (USSR4B), 1 x BRDM-2 (USSR-5B), 1 X Squad Light
Motorized Rifle Infantry [with RPG-18 & SA-TB] (USSR-11B). 155Cr-129Av-103Pr.
No doctrine.

h. 1 x BMD [with AT-4] (USSR4B), | x BRDM-2 (USSR-5B), 1 X Squad Light
Motorized Rifle Infantry [with RPG-18 & SA-14] (USSR-11B). 157Cr-131Av-105Pr.
No doctrine.

AIRBORNE COMPANY ATTACHED ARTILLERY: 1 X Medium Battery
(USSR-12A), 1 x Light Battery (USSR-12A). 225Av. With doctrine.

ATRBORNE COMPANY HEADQUARTERS: The CO is with the squad.

a. 1 X BMD [with AT-3] (USSR-4B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-7 V/D] (USSR-11B). 103Cr-86Av-69Pr. No doctrine.

b. 1| x BMD [with AT-3] (USSR-4B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-18] (USSR-11B). 104Cr-87Av-70Pr. No doctrine.

¢. 1 x BMD [with AT-4] (USSR-4B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-7 V/D] (USSR-11B). 109Cr-91Av-73Pr. No doctrine.

d. 1 X BMD [with AT-4] (USSR-4B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-18] (USSR-11B). 110Cr-92Av-74Pr. No doctrine.



AIRBORNE ENGINEER OR ENGINEER PLATOON (DISMOUNTED): The
CO is with the squad with the SA-7B or SA-14.

a. 2 X Squad Light Motorized Rifle Infantry [with RPG-7 V/D, ‘‘Assault’]
(USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with RPG-7 V/D & SA-TB,
“‘Assault’’] (USSR-11B). 190Cr-158Av-126Pr. No doctrine.

b. 2 x Squad Light Motorized Rifle Infantry [with RPG-7 V/D, ‘‘Assault’’]
(USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with RPG-7 V/D & SA-14,
“‘Assault’’] (USSR-11B). 192Cr-160Av-128Pr. No doctrine.

¢. 2 X Squad Light Motorized Rifle Infantry [with RPG-18, *‘Assault™] (USSR-11B),
1 x Squad Light Motorized Rifle Infantry [with RPG-18 & SA-7B, '‘Assault’’]
(USSR-11B). 193Cr-161Av-129Pr. No doctrine.

d. 2 X Squad Light Motorized Rifle Infantry [with RPG-18, ‘‘Assault'’] (USSR-11B),
1 X Squad Light Motorized Rifle Infantry [with RPG-18 & SA-14, **Assault™]
(USSR-11B). 196Cr-163Av-130Pr.

e. 1 X Squad Light Motorized Rifle Infantry [with RPG-7 V/D & Flamethrower,
'*Assault’’] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with RPG-7
V/D, “*Assault’’] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with
RPG-7 V/D & SA-7B, **Assault’’] (USSR-11B). 202Cr-168Av-134Pr. No doctrine.
f. 1 X Squad Light Motorized Rifle Infantry [with RPG-7 V/D & Flamethrower,
*‘Assault’’] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with RPG-7
V/D, “‘Assault’’] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with
RPG-7 V/D & SA-14, **Assault’] (USSR-11B). 204Cr-170Av-136Pr. No doctrine.
g- 1 x Squad Light Motorized Rifle Infantry [with RPG-18 & Flamethrower,
“‘Assault’’] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with RPG-18,
*‘Assault’’] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with RPG-18
& SA-7B, ‘‘Assault’’] (USSR-11B), 205Cr-171Av-137Pr, No doctrine,

h. 1 x Squad Light Motorized Rifle Infantry [with RPG-18 & Flamethrower,
“‘Assault”] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with RPG-18,
**Assault'’] (USSR-11B), 1 % Squad Light Motorized Rifle Infantry [with RPG-18
& SA-14, “'Assault’’] (USSR-11B). 208Cr-173Av-138Pr.

AIRBORNE ENGINEER PLATOON (MOUNTED): The CO is with the squad
with the SA-TB or SA-14.

a, 3 X Medium Truck (USSR-7B/2), 2 X Squad Light Motorized Rifle Infantry
[with RPG-7 V/D, ‘‘Assault’’] (USSR-11B), 1 X Squad Light Motorized Rifle
Infantry [with RPG-7 V/D & SA-TB, “‘Assault’’] (USSR-11B). 265Cr-221Av-177Pr.
No doctrine.

b 3 X Medium Truck (USSR-7B/2), 2 X Squad Light Motorized Rifle Infantry
[with RPG-7 V/D, ‘‘Assault’’] (USSR-11B), 1 x Squad Light Motorized Rifle
Infantry [with RPG-7 V/D & SA-14, *“Assault’'] (USSR-11B). 268Cr-223Av-178Pr.
No doctrine.

€. 3 X Medium Truck (USSR-7B/2), 2 X Squad Light Motorized Rifle Infantry
[with RPG-18, **Assauit”'] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 & SA-7B, ‘‘Assault’'] (USSR-11B). 269Cr-224Av-179Pr, No doctrine.
d. 3 x Medium Truck (USSR-7B/2), 2 X Squad Light Motorized Rifle Infantry
[with RPG-1B, “*Assault™] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 & SA-14, *‘Assault’’] (USSR-11B). 271Cr-226Av-181Pr. No doctrine.
e. 3 x Medium Truck (USSR-7B/2), 1 X Squad Light Motorized Rifle Infantry
[with RPG-7 V/D & Flamethrower, “‘Assault”] (USSR-11B), 1 x Squad Light
Motorized Rifle Infantry [with RPG-7 V/D, '*Assault’’] (USSR-11B), 1 x Squad
Light Motorized Rifle Infantry [with RPG-7 V/D & SA-7B, **Assault"] (USSR-11B).
277Cr-231Av-185Pr. No doctrine.

f. 3 X Medium Truck (USSR-7B/2), 1 X Squad Light Motorized Rifle Infantry
[with RPG-7 V/D & Flamethrower, ‘*Assault’’] (USSR-11B), 1 x Squad Light Moto-
rized Rifle Infantry [with RPG-T V/D, “‘Assault’’] (USSR-11B), 1 X Squad Light
Motorized Rifle Infantry [with RPG-7 V/D & SA-14, “'Assault’'] (USSR-11B).
280Cr-233Av-186Pr. No doctrine.

g. 3 X Medium Truck (USSR-7B/2), 1 x Squad Light Motorized Rifle Infantry
[with RPG-18 & Flamethrower, *‘Assault’’] (USSR-11B), 1 x Squad Light Motorized
Rifle Infantry [with RPG-18, *‘Assault™'] (USSR-11B), 1 X Squad Light Motorized
Rifle Infantry [with RPG-18 & SA-7B, “‘Assault™] (USSR-11B). 281Cr-234Av-187Pr.
No doctrine.

h. 3 x Medium Truck (USSR-7B/2), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 & Flamethrower, '‘Assault’’] (USSR-11B), 1 X Squad Light Motorized
Rifle Infantry [with RPG-18, “‘Assault’’] (USSR-11B), 1 X Squad Light Motorized
Rifle Infantry [with RPG-18 & SA-14, ‘*Assault’’] (USSR-11B). 283Cr-236Av-189Pr.
No doctrine.

AIRBORNE ORGANIC ARTILLERY 1 x Heavy Battery (USSR-12A), 1 X
Medium Battery (USSR-12A). 2504Av. With doctrine.

ATRBORNE PLATOON: The CO is with the squad with the SA-7B or SA-14.

a (Mounted). 3 x BMD [with AT-3] (USSR-4B), 2 x Squad Light Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-7 V/D & SA-TB] (USSR-11B). With wvehicle doctrine:
271Cr-2326v-180Pr,

b (Mounted). 3 X BMD [with AT-3] (USSR-4B), 2 x Squad Light Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-7 V/D & SA-14] (USSR-11B). With vehicle doctrine: 273Cr-228 Av-182Pr.
¢ (Mounted). 3 X BMD [with AT-3] (USSR-4B), 2 x Squad Light Motorized Rifle
Infantry [with RPG-18) (USSR-11B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-18B & SA-7B] (USSR-11B). With vehicle doctrine: 274Cr-229Av-183Pr.
d (Mounted). 3 X BMD [with AT-3] (USSR-4B), 2 X Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 & SA-14] (USSR-11B), With vehicle doctrine: 277Cr-231Av-184Pr.
e (Mounted). 3 x BMD [with AT-4] (USSR-4B), 2 x Squad Light Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-7 V/D & SA-TB] (USSR-11B). With vehicle doctrine:
285Cr-237Av-189Pr.

I (Dismounted). 2 X Squad Light Motorized Rifle Infantry [with RPG-7 V/D]
(USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with RPG-7 V/D & SA-TB]
(USSR-11B). 136Cr-113Av-90Pr. No doctrine.
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g (Mounted). 3 x BMD [with AT-4] (USSR-4B), 2 x Squad Light Motorized Ritle
Infantry [with RPG-7 V/D] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-7 V/D & SA-14] (USSR-11B). With vehicle doctrine: 287Cr-239Av-191Pr.
h (Dismounted). 2 * Squad Light Motorized Rifle Infantry [with RPG-7 V/D]
(USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with RPG-7 ¥/D & SA-14]
(USSR-11B). 138Cr-115Av-92Pr. No doctrine.

i (Mounted). 3 x BMD [with AT-4] (USSR-4B), 2 x Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 & SA-7B] (USSR-11B). With vehicle doctrine: 288Cr-240Av-192Pr.
J (Dismounted). 2 X Squad Light Motorized Rifle Infantry [with RPG-18]
(USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with RPG-18 & SA-7B]
(USSR-11B). 139Cr-116Av-93Pr. No doctrine.

k (Mounted). 3 X BMD [with AT-4] (USSR-4B), 2 x Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B), | X Squad Light Motorized Rifle Infantry
[with RPG-18 & SA-14] (USSR-11B). With vehicle doctrine: 290Cr-242 Av-193Pr.
1 (Dismounted). 2 x Squad Light Motorized Rifle Infantry [with RPG-18]
(USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with RPG-18 & SA-14]
(USSR-11B). 142Cr-118Av-94Pr. No doctrine.

m (Mounted). 3 x BMD [with AT-4] (USSR-4B), 2 X Squad Light Motorized
Rifle Infantry [with RPG-18, *‘Special Forces’'] (USSR-11B), 1 x Squad Light
Motorized Rifle Infantry [with RPG-18 & SA-14, ''Special Forces’'] (USSR-11B).
437Cr-364Av-291Pr. No doctrine.

n (Dismounted). 2 x Squad Light Motorized Rifle Infantry [with RPG-18, *‘Special
Forces™'] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with RPG-18
& SA-14, “*Special Forces’'] (USSR-11B). 239Cr-199Av-159Pr. No doctrine.

o (Mounted). 3 X BMD [with AT-4] (USSR-4B), 2 X Squad Light Motorized Rifle
Infantry [with RPG-18, **Squad Plus'* & “‘Special Forces''] (USSR-11B), 1 x Squad
Light Motorized Rifle Infantry [with RPG-18 & SA-14, '*Squad Plus'’ & **Special
Forces™] (USSR-11B). 491Cr-409Av-327Pr. No doctrine.

p (Dismounted). 2 % Squad Light Motorized Rifle Infantry [with RPG-18, ‘‘Squad
Plus*’ & **Special Forces'’] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-18 & SA-14, “‘Squad Plus'’ & ‘‘Special Forces’'] (USSR-11B).
293Cr-244Av-195Pr. No doctrine.

ATRBORNE RECONNAISSANCE PLATOON: The CO is with a team.

a. 3 X BRDM-2 (USSR-5B), 3 X Team [with RPG-7 V/D & SA-7B] (USSR-11B).
220Cr-183Av-147Pr. No doctrine.
b. 3 x BRDM-2 (USSR-5B), 3 % Team [with RPG-7 V/D & SA-14] (USSR-11B).
227Cr-189Av-151Pr. No doctrine.
¢. 3 X BRDM-2 (USSR-5B), 3 X Team [with RPG-18 & SA-7B] (USSR-11B).
223Cr-186Av-149Pr. No doctrine.
d. 3 X BRDM-2 (USSR-5B), 3 X Team [with RPG-18 & SA-14] (USSR-11B),
230Cr-192Av-154Pr. No doctrine.

ANTI-ATRCRAFT SECTION (GUN): 2 x ZSU-23(4) (USSR-8A). 113Cr-94Av-75Pr,
No doctrine.

ANTI-AIRCRAFT SECTION (MISSILE):

a. 2 X 5A-9 (USSR-7A/1). 72Cr-60Av-48Pr. No doctrine.
b. 2 x SA-13 (USSR-TA/2). 84Cr-70Av-56Pr. No doctrine,

ANTI-TANK PLATOON (BRDM): The CO is in a BRDM.,

a. 3 X BRDM (USSR-5A), 3 x Team [with RPG-7 V/D] (USSR-11B). With vehicle
doctrine: 208Cr-173Av-139Pr.
b. 3 x BRDM (USSR-5A), 3 % Team [with RPG-18] (USSR-11B). With vehicle
doctrine: 212Cr-176Av-141Pr.

ANTI-TANK PLATOON (BTR): The CO is with a team with an AT-3 or AT-4.

a. 2 x BTR-60/70PB (USSR-4A/l1), 2 X Team [with AT-3 & RPG-7 V/D]
(USSR-11B), 2 x Team [with AGS-17] (USSR-11B), 2 x SPG-9 (USSR-9B). With
vehicle & SPG-9 doctrine: 245Cr-205Av-164Pr.

b. 2 X BTR-60/70PB (USSR4A/1), 2 % Team [with AT-3 & RPG-18] (USSR-11B),
2 x Team [with AGS-17] (USSR-11B), 2 x SPG-9 (USSR-9B), With vehicle &
SPG-9 doctrine: 248Cr-207Av-165Pr,

¢. 2 X BTR-60/70PB (USSR-4A/1), 2 X Team [with AT-4 & RPG-7 V/D]
(USSR-11B), 2 X Team [with AGS-17] (USSR-11B), 2 x SPG-9 (USSR-9B). With
vehicle & SPG-9 doctrine: 272Cr-227Av-181Pr,

d. 2 x BTR-60/70PB (USSR4A/1), 2 x Team [with AT<4 & RPG-18] (USSR-11B),
2 x Team [with AGS-17] (USSR-11B), 2 X SPG-9 (USSR-9B). With vehicle &
SPG-9 doctrine; 274Cr-229Av-183Pr.

€. 2 X BTR-80PB (USSR4A/2), 2 X Team [with AT-3 & RPG-7 V/D] (USSR-11B),
2 X Team [with AGS-17] (USSR-11B), 2 X SPG-9 (USSR-9B). With vehicle &
SPG-9 doctrine: 252Cr-211Av-169Pr.

f. 2 x BTR-80PB (USSR-4A/2), 2 x Team [with AT-3 & RPG-18] (USSR-11B),
2 X Team [with AGS-17] (USSR-11B), 2 x SPG-9 (USSR-9B). With vehicle &
SPG-9 doctrine: 255Cr-213Av-170Pr.

g. 2 X BTR-80PB (USSR4A/2), 2 x Team [with AT-4 & RPG-7 V/D] (USSR-11B),
2 x Team [with AGS-17] (USSR-11B), 2 X SPG-9 (USSR-9B). With vehicle &
SPG-9 doctrine: 279Cr-233Av-186Pr.

h. 2 x BTR-80PB (USSR-4A/2), 2 x Team [with AT-4 & RPG-18) (USSR-11B),
2 % Team [with AGS-17] (USSR-11B), 2 X SPG-9 (USSR-9B). With vehicle &
SPG-9 doctrine: 281Cr-235Av-188Pr.

ANTI-TANK PLATOON (MOTORIZED RIFLE REGIMENT): The CO is with
a T-12. 2 X MT-LB (USSR-6B/1), 2 x T-12 (USSR-9A/1). With doctrine:
101Cr-84Av-67Pr.

BRIDGE PLATOON: 2 x MTU-20 AvLB (USSR-12B), 77Cr-64Ayv-51Pr, No
doctrine.

ENGINEER PLATOON (MOUNTED): The CO is with the squad with the SA-7B
or SA-14.

a. 3 X MT-LB (USSR-6B/1), 2 x Squad Light Motorized Rifle Infantry [with RPG-7
V/D, “*Assault”’] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with



RPG-7 V/D & SA-7B, *'Assault’’] (USSR-11B). 301Cr-251Av-201Pr. No doctrine.
b. 3 X MT-LB (USSR-6B/1), 2 % Squad Light Motorized Rifle Infantry [with RPG-7
V/D, **Assault’’] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with
RPG-7 V/D & SA-14, ““Assault”'] (USSR-11B). 304Cr-253Av-202Pr, No doctrine.
e. 3 x MT-LB (USSR-6B/1), 2 x Squad Light Motorized Rifle Infantry [with
RPG-18, **Assault’’] (USSR-11B), 1 * Squad Light Motorized Rifle Infantry [with
RPG-18 & SA-7B, ‘‘Assault’’] (USSR-11B). 305Cr-254Av-203Pr. No doctrine.

d. 3 x MT-LB (USSR-6B/1), 2 x Squad Light Motorized Rifle Infantry [with
RPG-18, '*Assault’’] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with
RPG-18 & SA-14, ‘*Assault’’'] (USSR-11B). 307Cr-256Av-205Pr. No doctrine.

e. 3 x MT-LB (USSR-6B/1), 1 x Squad Light Motorized Rifle Infantry [with RPG-7
V/D & Flamethrower, **Assault’”] (USSR-11B), 1 X Squad Light Motorized Rifle
Infantry [with RPG-7 V/D, “*Assault’'] (USSR-11B), 1 x Squad Light Motorized
Rifle Infantry [with RPG-7 V/D & SA-7B, ‘*‘Assault’’] (USSR-11B).
313Cr-261Av-209Pr. No doctrine.

f. 3 X MT-LB (USSR-6B/1), 1 X Squad Light Motorized Rifle Infantry [with RPG-7
V/D & Flamethrower, ‘' Assault™"] (USSR-11B), 1 x Squad Light Motorized Rifle
Infantry [with RPG-7 V/D, *'Assault™'] (USSR-11B), 1 X Squad Light Motorized
Rifle Infantry [with RPG-7 V/D & SA-14, *‘Assault’’] (USSR-11B).
316Cr-263Av-210Pr. No doctrine.

g£: 3 x MT-LB (USSR-6B/1), 1 X Squad Light Motorized Rifle Infantry [with
RPG-18 & Flamethrower, *‘Assault’"] (USSR-11B), 1 x Squad Light Motorized
Rifle Infantry [with RPG-18, *‘Assault’'] (USSR-11B), 1 X Squad Light Motorized
Rifle Infantry [with RPG-18 & SA-7B, *'Assault”'] (USSR-11B). 317Cr-264Av-211Pr.
No doctrine.

h. 3 X MT-LB (USSR-6B/1), 1 X Squad Light Motorized Rifle Infantry [with
RPG-18 & Flamethrower, ‘*Assault™] (USSR-11B), 1 x Squad Light Motorized
Rifle Infantry [with RPG-18, *‘Assault’"] (USSR-11B), 1 % Squad Light Motorized
Rifle Infantry [with RPG-18 & SA-14, **Assault’’] (USSR-11B). 319Cr-266Av-213Pr.
No doctrine.

MORTAR SECTION: 2 x MT-LB/2S12 (USSR-3A). 91Cr-76Av-61Pr. No
doctrine.

MOTORIZED RIFLE BATTALION HEADQUARTERS: The CO is with the
squad. The XO is in the BRDM-2.

a. 1 x BMP-1 [with AT-3] (USSR-2B/2), 1 x BRDM-2 (USSR-5B), 1 x ACRV
(USSR-6B/2), 1 X Squad Standard Infantry [with RPG-7 Y¥/D] (USSR-11B).
175Cr-146Av-117Pr. No doctrine.

b. 1 x BMP-1 [with AT-4] (USSR-2B/2), 1 x BRDM-2 (USSR-5B), 1 x ACRV
(USSR-6B/2), 1 x Squad Standard Infantry [with RPG-7 V/D] (USSR-11B).
182Cr-152Av-122Pr. No doctrine,

¢. 1 x BMP-2 (USSR-3B), 1 x BRDM-2 (USSR-5B), 1 x ACRV (USSR-6B/2),
1 X Squad Standard Infantry [with RPG-7 V/D] (USSR-11B). 193Cr-161Av-129Pr.
No doctrine.

d. 1 X BTR-60/70PB (USSR-4A/1), 1 x BRDM-2 (USSR-5B), 1 X ACRV
(USSR-6B/2), 1 x Squad Standard Infantry [with RPG-7 V/D] (USSR-11B).
156Cr-130Av-104Pr. No doctrine.

e. 1 X BMP-1 [with AT-3] (USSR-2B/2), 1 x BRDM-2 (USSR-5B), 1 x ACRV
(USSR-6B/2), 1 x Squad Standard Infantry [with RPG-18] (USSR-11B).
176Cr-147Av-118Pr. No doctrine.

f. 1 x BMP-1 [with AT-4] (USSR-2B/2), 1 X BRDM-2 (USSR-5B), 1 X ACRV
(USSR-6B/2), 1 x Squad Standard Infantry [with RPG-18] (USSR-11B).
184Cr-153Av-122Pr. No doctrine.

g. 1 x BMP-2 (USSR-3B), 1 x BRDM-2 (USSR-5B), 1 X ACRV (USSR-6B/2),
I X Squad Standard Infantry [with RPG-18] (USSR-11B). 194Cr-162Av-130Pr. No
doctrine.

h. 1 x BTR-60/70PB (USSR-4A/1), 1 X BRDM-2 (USSR-5B), 1 x ACRV
(USSR-6B/2), 1 X Squad Standard Infantry [with RPG-18] (USSR-11B).
157Cr-131Av-105Pr. No doctrine.

i. 1 x BTR-80PB (USSR-4A/2), 1 x BRDM-2 (USSR-5B), 1 x ACRV
(USSR-6B/2), 1 X Squad Standard Infantry [with RPG-7 V/D] (USSR-11B).
161Cr-134Av-107Pr. No doctrine,

j- 1 x BTR-80PB (USSR-4A/2), 1 X BRDM-2 (USSR-5B), 1 %X ACRV
(USSR-6B/2), 1 X Squad Standard Infantry [with RPG-18] (USSR-11B).
162Cr-135Av-108Pr. No doctrine.

MOTORIZED RIFLE COMPANY ATTACHED ARTILLERY: 1 X Medium
Battery (USSR-12A). 150Av. With doctrine.

MOTORIZED RIFLE COMPANY HEADQUARTERS: The CO is with the squad.
a. 1 x BMP-1 [with AT-3] (USSR-2B/2), 1 x Squad Heavy Motorized Rifle Infantry
[with RPG-7 V/D] (USSR-11B). 103Cr-86Av-69Pr. No doctrine.

b. 1 X BMP-1 [with AT-4] (USSR-2B/2), 1 % Squad Heavy Motorized Rifle Infamry
[with RPG-7 V/D] (USSR-11B). 110Cr-92Av-74Pr. No doctrine.

¢. 1 X BMP-2 (USSR-3B), 1 X Squad Heavy Motorized Rifle Infantry [with RPG-7
V/D] (USSR-11B). 121Cr-101Av-B1Pr. No doctrine.

d. 1’ x BTR-60/70PB (USSR-4A/1), 1 x Squad Light Motorized Rifle Infantry
[with RPG-7 V/D] (USSR-11B). 80Cr-67Av-54Pr. No doctrine.

&.1 x BMP-1 [with AT-3] (USSR-2B/2), 1 x Squad Heavy Motorized Rifle Infantry
[with RPG-18] (USSR-11B). 104Cr-87Av-70Pr. No doctrine.

f.1 X BMP-1 [with AT-4] (USSR-2B/2), 1 X Squad Heavy Motorized Rifle Infantry
[with RPG-18] (USSR-11B). 112Cr-93Av-74Pr. No doctrine.

g. 1 x BMP-2 (USSR-3B), 1 % Squad Heavy Motorized Rifle Infantry [with RPG-18]
(USSR-11B). 122Cr-102Av-82Pr. No doctrine.

h. 1 x BTR-60/70PB (USSR-4A/1), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18] (USSR-11B). 82Cr-68Av-54Pr. No doctrine.

i. 1 x BTR-80PB (USSR-4A/2), 1 x Squad Light Motorized Rifle Infantry [with
RPG-7 V/D] (USSR-11B). 85Cr-71Av-57Pr. No doctrine.

j. 1 X BTR-80PB (USSR-4A/2), | X Squad Light Motorized Rifle Infantry [with
RPG-18] (USSR-11B). 86Cr-T2Av-58Pr. No doctrine.

MOTORIZED RIFLE PLATOON: The CO is with the squad with the SA-7B or
SA-14.

a.3 X BMP-1 [with AT-3] (USSR-2B/2), 2 x Squad Heavy Motorized Rifle Infantry
[with RPG-7 V/D] (USSR-11B), 1 x Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D and SA-7B] (USSR-11B). With vehicle doctrine: 273Cr-228Av-182Pr,
b. 3 X BMP-1 [with AT-4] (USSR-2B/2), 2 X Squad Heavy Motorized Rifle Infantry
[with RPG-7 V/D] (USSR-11B), 1 X Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D and SA-7B] (USSR-11B). With vehicle doctrine: 279Cr-232 Av-186Pr,
¢. 3 x BMP-2 (USSR-3B), 2 % Squad Heavy Motorized Rifle Infantry [with RPG-7
V/D] (USSR-11B), 1 % Squad Heavy Motorized Rifle Infantry [with RPG-7 V/D
and SA-TB] (USSR-11B). With vehicle doctrine: 314Cr-262Av-209Pr.

d (Mounted). 3 X BTR-60/70PB (USSR-4A/1), 2 X Squad Light Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-7 V/D and SA-7B] (USSR-11B). With wvehicle doctrine:
219Cr-183Av-146Pr.

e (Mounted). 3 X BTR-80PB (USSR-4A/2), 2 X Squad Light Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-7 V/D and SA-7B] (USSR-11B). With vehicle doctrine:
230Cr-192 Av-153Pr.

f (Dismounted). 2 x Squad Light Motorized Rifle Infantry [with RPG-7 V/D]
(USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with RPG-7 V/D and SA-7B]
(USSR-11B). 136Cr-113Av-90Pr. No doctrine,

€. 3 % BMP-1 [with AT-3] (USSR-2B/2), 2 X Squad Heavy Motorized Rifle Infantry
[with RPG-18] (USSR-11B), 1 X Squad Heavy Motorized Rifle Infantry [with
RPG-18 and SA-7B] (USSR-11B). With vehicle doctrine: 277Cr-231Av-185Pr.
h. 3 x BMP-1 [with AT-4] (USSR-2B/2), 2 % Squad Heavy Motorized Rifle Infantry
[with RPG-18] (USSR-11B), 1 X Squad Heavy Motorized Rifle Infantry [with
RPG-18 and SA-7B] (USSR-11B). With vehicle doctrine: 282Cr-235Av-188Pr.
i. 3 x BMP-2 (USSR-3B), 2 x Squad Heavy Motorized Rifle Infantry [with RPG-18]
(USSR-11B), 1 x Squad Heavy Motorized Rifle Infantry [with RPG-18 and SA-TR]
(USSR-11B). With vehicle doctrine: 317Cr-262Av-209Pr.

Jj (Mounted). 3 x BTR-60/70PB (USSR-4A/1), 2 x Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 and SA-7B] (USSR-11B). With vehicle doctrine: 223Cr-186Av-149Pr.
k (Mounted). 3 x BTR-BOPB (USSR-4A/2), 2 x Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 and SA-7B] (USSR-11B). With vehicle doctrine: 234Ct-195Av-156Pr,
| (Dismounted). 2 X Squad Light Motorized Rifle Infantry [with RPG-18]
(USSR-11B), 1 x Squad Light Motorized Rifle Infantry [with RPG-18 and SA-7B]
(USSR-11B). 139Cr-116Av-93Pr. No doctrine.

m. 3 X BMP-1 [with AT-3] (USSR-2B/2), 2 X Squad Heavy Motorized Rifle Infantry
[with RPG-7 V/D] (USSR-11B), 1 % Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D and SA-14] (USSR-11B). With vehicle doctrine: 276Cr-230Av-184Pr.
n. 3 X BMP-1 [with AT-4] (USSR-2B/2), 2 X Squad Heavy Motorized Rifle Infantry
[with RPG-7 V/D] (USSR-11B), 1 % Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D and SA-14] (USSR-11B). With vehicle doctrine: 281Cr-234 Av-187Pr.
0.3 X BMP-2 (USSR-3B), 2 x Squad Heavy Motorized Rifle Infantry [with RPG-7
V/D] (USSR-11B), | x Squad Heavy Motorized Rifle Infantry [with RPG-7 V/D
and SA-14] (USSR-11B). With vehicle doctrine: 316Cr-264Av-211Pr.

p (Mounted), 3 x BTR-60/70PB (USSR-4A/1), 2 X Squad Light Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-7 V/D and SA-14] (USSR-11B). With vehicle doctrine:
222Cr-185Av-148Pr,

q (Mounted). 3 x BTR-80PB (USSR-4A/2), 2 X% Squad Light Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 x Squad Light Motorized Rifle Infantry
[with RPG-7 V/D and SA-14] (USSR-11B). With vehicle doctrine:
233Cr-194Av-155Pr,

r (Dismounted). 2 % Squad Light Motorized Rifle Infantry [with RPG-7 V/D]
(USSR-11B), 1 X Squad Light Motorized Rifle Infantry [with RPG-7 V/D and SA-14]
(USSR-11B). 138Cr-115Av-92Pr. No doctrine.

8.3 X BMP-1 [with AT-3] (USSR-2B/2), 2 % Squad Heavy Motorized Rifle Infantry
[with RPG-18] (USSR-11B), 1 x Squad Heavy Motorized Rifle Infantry [with
RPG-18 and SA-14] (USSR-11B). With vehicle doctrine: 279Cr-233Av-186Pr.
t. 3 x BMP-1 [with AT-4] (USSR-2B/2), 2 X Squad Heavy Motorized Rifle Infantry
[with RPG-18] (USSR-11B), 1 X Squad Heavy Motorized Rifle Infantry [with
RPG-18 and SA-14] (USSR-11B). With vehicle doctrine: 285Cr-237Av-190Pr.
u, 3 x BMP-2 (USSR-3B), 2 X Squad Heavy Motorized Rifle Infantry [with RPG-18]
(USSR-11B), 1 X Squad Heavy Motorized Rifle Infantry [with RPG-18 and SA-14]
(USSR-11B). With vehicle doctrine: 320Cr-267Av-213Pr.

v (Mounted). 3 x BTR-60/70PB (USSR-4A/1), 2 x Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 and SA-14] (USSR-11B), With vehicle doctrine; 225Cr-188Av-150Pr.
w (Mounted). 3 x BTR-80PB (USSR-4A/2), 2 X Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B), 1 X Squad Light Motorized Rifle Infantry
[with RPG-18 and SA-14] (USSR-11B), With vehicle doctrine: 236Cr-197Av-157Pr.
x (Dismounted). 2 X Squad Light Motorized Rifle Infantry [with RPG-18]
(USSR-11B), 1 % Squad Light Motorized Rifle Infantry [with RPG-18 and SA-14]
(USSR-11B). 142Cr-118Av-94Pr, No doctrine.

ORGANIC ARTILLERY:

a. 1 X Heavy Battery (USSR-12A), 1 X Medium Battery (USSR-12A), 250Av.
With doctrine.

b. 2 X Heavy Battery (USSR-12A). 300Av. With doctrine.
RECONNAISSANCE PLATOON (BMP): The CO is with a % squad.

a. 3 x BMP-R [with AT-3] (USSR-2B/1), 3 x % Squad Light Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B). 266Cr-222Av-178Pr, No doctrine.

b. 3 x BMP-R [with AT-3] (USSR-2B/1), 3 X % Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B), 270Cr-225Av-180Pr, No doctrine.

¢. 3 x BMP-R [with AT-4] (USSR-2B/1), 3 X % Squad Light Motorized Rifle



Infantry [with RPG-7 V/D] (USSR-11B). 2B8Cr-240Av-192Pr. No doctrine.
d. 3 X BMP-R [with AT-4] (USSR-2B/1), 3 X % Squad Light Motorized Rifle
Infantry [with RPG-18] (USSR-11B). 292Cr-243Av-194Pr. No doctrine.

RECONNAISSANCE PLATOON (BRDM): The CO is with a team.

a. 4 X BRDM-2 (USSR-5B), 4 x Team [with MG & RPG-7 V/D] (USSR-11B).
269Cr-224Av-179Pr. No doctrine,
b. 4 x BRDM-2 (USSR-5B), 4 X Team [with MG & RPG-18] (USSR-11B).
274Cr-228Av-182Pr. No doctrine.

SMALL AIRBORNE COMPANY HEADQUARTERS: The CO is with the squad.

8. 1 ¥ Medium Truck (USSR-7B/2), 1 X Squad Standard Infantry [with RPG-7
V/D] (USSR-11B). 66Cr-55Av-44Pr. No doctrine.

b. 1 x Medium Truck (USSR-7B/2), 1 X Squad Standard Infantry [with RPG-18]
(USSR-11B). 67Cr-56Av-45Pr. No doctrine.

SMALL COMPANY HEADQUARTERS: The CO is in the BRDM-2. 1 X
BRDM-2 (USSR-5B). 38Cr-32Av-26Pr. No doctrine.

TANK BATTALION HEADQUARTERS: The CO is in the tank. The XO is in
the BRDM-2.

a. 1 X T-64B (USSR-1B), 1 x BRDM-2 (USSR-5B), 1 x ACRV (USSR-6B/2).
168Cr-140Av-112Pr. No doctrine.

b. 1 x T-72M1 (USSR-2A), 1 x BRDM-2 (USSR-5B), 1 x ACRV (USSR-6B/2).
166Cr-138Av-110Pr. No doctrine,

¢. 1 X T-80A (USSR-1A), 1 X BRDM-2 (USSR-5B), 1 X ACRYV (USSR-6B/2).
174Cr-145Av-116Pr. No doctrine.

d. 1 X T-64B [with reactive armor] (USSR-1B), 1 x BRDM-2 (USSR-5B), 1 x
ACRV (USSR-6B/2). 1B6Cr-155Av-124Pr. No doctrine,

e, 1 X T-72M1 [with reactive armor] (USSR-2A), 1 x BRDM-2 (USSR-5B), 1
x ACRV (USSR-6B/2). 184Cr-153Av-122Pr. No doctrine.

f. 1 x T-BOA [with reactive armor] (USSR-1A), 1 X BRDM-2 (USSR-5B), 1 X
ACRY (USSR-6B/2). 192Cr-160Av-128Pr. No doctrine.

TANK COMPANY HEADQUARTERS: The CO is in the tank.

. 1 X T-64B (USSR-1B). 90Cr-75Av-60Pr. No doctrine.

b, 1 X T-72M1 (USSR-2A). 8BCr-73Av-59Pr. No doctrine.

c. 1 X T-80A (USSR-1A). 96Cr-B0Av-64Pr. No doctrine.

d. 1 X T-64B [with reactive armor] (USSR-1B). 108Cr-90Av-72Pr. No doctrine.
e, 1 X T-72M1 [with reactive armor] (USSR-2A). 106Cr-88Av-71Pr. No doctrine.
f. 1 % T-80A [with reactive armor] (USSR-1A). 114Cr-95Av-76Pr. No doctrine.

TANK PLATOON (TANK REGIMENT): The CO is in a tank.

a. 3 x T-64B (USSR-1B). With doctrine: 203Cr-169Av-135Pr.

b. 3 x T-72M1 (USSR-2A). With doctrine: 197Cr-164Av-131Pr.

e. 3 x T-80A (USSR-1A). With doctrine: 216Cr-180Av-144Pr.

d. 3 x T-64B [with reactive armor] (USSR-1B). With doctrine: 243Cr-203Av-162Pr.
e. 3 X T-72M1 [with reactive armor] (USSR-2A). With doctrine:
238Cr-198Av-158Pr.

f. 3 % T-80A [with reactive armor] (USSR-1A). With doctrine: 257Cr-214Av-171Pr.
g. 3 X T-64B [1 with mine plow] (USSR-1B). With doctrine: 225Cr-188 Av-150Pr.
h. 3 x T-72M1 [1 with mine plow] (USSR-2A). With doctrine: 220Cr-183Av-146Pr.
i. 3 X T-80A [1 with mine plow] (USSR-1A). With doctrine: 239Cr-199Av-159Pr.
J- 3 X T-64B [with reactive armor & 1 with mine plow] (USSR-1B). With doctrine:
266Cr-221Av-177Pr.

k. 3 x T-72M1 [with reactive armor & 1 with mine plow] (USSR-2A). With doctrine:
260Cr-217Av-173Pr.

1. 3 % T-80A [with reactive armor & 1 with mine plow] (USSR-1A). With doctrine:
279Cr-233Av-186Pr.

TANK PLATOON (MOTORIZED RIFLE REGIMENT): The CO is in a tank.

a. 4 X T-64B (USSR-1B). With doctrine: 270Cr-225Av-180Pr.

b. 4 x T-72M1 (USSR-2A). With doctrine: 263Cr-219Av-175Pr.

c. 4 % T-80A (USSR-1A). With doctrine: 288Cr-240Av-192Pr.

d. 4 x T-64B [with reactive armor] (USSR-1B). With doctrine: 324Cr-270Av-216Pr.
e, 4 % T-72M1 (with reactive armor] (USSR-2A). With doctrine: 317Cr-264Av-211Pr.
f. 4 x T-80A [with reactive armor] (USSR-1A). With doctrine: 324Cr-285Av-228Pr.
g. 4 % T-64B [1 with mine plow] (USSR-1B). With doctrine: 293Cr-244 Av-195Pr.
h. 4 x T-72M1 [1 with mine plow] (USSR-2A). With doctrine: 285Cr-238Av-190Pr.
i. 4 x T-BOA [1 with mine plow] (USSR-1A). With doctrine: 311Cr-25%Av-207Pr.
j« 4 x T-64B [with reactive armor & 1 with mine plow] (USSR-1B). With doctrine:
347Cr-289Av-231Pr.

k.4 x T-72M]1 [with reactive armor & | with mine plow] (USSR-2A). With doctrine:
339Cr-283Av-226Pr.

1. 4 X T-80A [with reactive armor & 1 with mine plow] (USSR-1A). With doctrine:
356Cr-304 Av-243Pr.

3. FREQUENTLY ATTACHED UNITS: These are basic units that
are not part of the listed orders-of-battle, but are frequently attached
to other basic units or to larger organizations.

GUNSHIP SECTION:

a. 2 X Hind-D [with chin gun only] (USSR-10A/1). 360Cr-300Av-240Pr. No
doctrine.
b. 2 % Hind-D [with Swatters & rockets] (USSR-10A/1). 821Cr-684Ayv-54Pr. No
doctrine,
¢. 2 X Hind-D [with Saggers & rockets] (USSR-10A/1). 792Cr-660Av-528Pr. No
doctrine,
d. 2 X Hind-D [with rockets] (USSR-10A/1). 936Cr-780Av-624Pr. No doctrine.
e. 2 % Hind-E [with chin gun only] (USSR-10A/2). 408Cr-340Av-272Pr. No doctrine.
f. 2 X Hind-E [with Spirals & rockets] (USSR-10A/2). 936Cr-780Av-624Pr. No
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doctrine.

g- 2 X Hind-E [with Swatters & rockets] (USSR-10A/2). 869Cr-724 Av-579Pr. No
doctrine.

h. 2 x Hind-E [with Saggers & rockets] (USSR-10A/2). 840Cr-700Av-560Pr. No
doctrine,

I. 2 X Hind-E [with rockets] (USSR-10A/2). 984Cr-820Av-656Pr. No doctrine.
SPECIAL FORCES DETACHMENT: The CO is with the squad.

a. 1 X BMD [with AT-4] (USSR4B), 1 x Squad Heavy Motorized Rifle Infantry
[with RPG-18 & SA 14, *'Squad Plus'" & *'Special Forces''] (USSR-11B), 176Cr.
No doctrine.

b. 1 x Mi-2 (USSR-10B/1), 1 X Squad Heavy Motorized Rifle Infantry [with
PRG-18, AT-4 & SA-14, “*Squad Plus™ & **‘Special Forces''] (USSR-11B). 188Cr.
No doctrine.

c. 1 X Mi4 (USSR-10B/2), 1 x Squad Heavy Motorized Rifle Infantry [with
RPG-18, AT-4 & SA-14, “*Squad Plus™' & **Special Forces''] (USSR-11B), 176Cr.
No doctrine.

TRUCK SECTION:

a. 2 X Heavy Truck (USSR-7B/1).
40Cr-33Av-26Pr. With doctrine.

b. 2 x Medium Truck (USSR-7B/2).
38Cr-32Av-25Pr. With doctrine.

€. 2 x Light Truck (USSR-7B/3) (USSR-7B/3), 48Cr-40Av-32Pr. No doctrine. or
36Cr-30Av-24Pr. With doctrine,

4. LARGER ORGANIZATIONS: (Troops, Squadrons, Batteries,
Companies, Battalions) These are composed of basic organizations.
Those marked with an asterisk are included for reference only, to show
how the basic organizations fit into a larger scheme. Those not marked
can actually be formed using the unit counters included in the game.

ATRBORNE ANTI-AIRCRAFT BATTERY *: | X Airborne Anti-Aircraft Battery
Headquarters, 3 X Airborne Anti-Aircraft Platoons.

AIRBORNE ANTI-TANK BATTERY *: | X Small Airborne Company Head-
quarters, 3 X Airborne Anti-Tank Platoons (SD-44).

AIRBORNE ANTI-TANK GUIDED MISSILE BATTERY *: 1 X Small Air-
borne Company Headquarters, 3 % Airborne Anti-Tank Guided Missile Platoons.
AIRBORNE ASSAULT GUN BATTERY: 1 x Small Airborne Company Head-
quarters, 2 X Airborne Assault Gun Platoons.

AIRBORNE BATTALION *: | x Airborne Battalion Headquarters, 1 x Airborne
Organic Artillery, 3 x Airbome Companies (see).

AIRBORNE COMPANY: 1 x Airborne Company Headquarters, 1 X Airborne
Anti-Tank Platoon (SPG-9), | X Airborne Company Attached Artillery, 3 x Air-
borne Platoons (Dismounted or Mounted).

AIRBORNE ENGINEER COMPANY *: 1 x Small Airborne Company Head-
quarters, 3 x Airborne Engineer Platoons (mounted or dismounted).
AIRBORNE RECONNAISSANCE COMPANY *: 1 X Small Company Head-
quarters, 3 X Airborne Reconnaissance Platoons.

ANTI-AIRCRAFT BATTERY *: | X Small Company Headquarters, 2 X Anti-
Aircraft Sections (Gun), 2 X Anti-Aircraft Sections (Missile).

ANTI-TANK BATTERY *: 1 X Small Company Headquarters, 3 X Anti-Tank
Platoons (BRDM).

ANTI-TANK BATTERY (MOTORIZED RIFLE REGIMENTS): 1 X Small
Company Headguarters, 2 % Anti-Tank Platoons (Motorized Rifle Regiment).
ENGINEER CO! *: 1 X Small Company Headquarters, 1 % Bridge Platoon,
3 x Engineer Platoons (mounted or dismounted).

MOTORIZED RIFLE BATTALION (BMP) *: All units use the same BMP. 1
% Motorized Rifle Battalion Headquarters, 1 X Organic Artillery, 3 x Mortar Sections,
3 X Motorized Rifle Companies (see).

MOTORIZED RIFLE BATTALION (BMP—CROSS-ATTACHED) *: All units
use the same BMP. 1 x Motorized Rifle Battalion Headquarters, 1 X Organic
Artillery, 3 x Mortar Sections, 2 x Motorized Rifle Companies (see), 1 X Tank
Company (see).

MOTORIZED RIFLE BATTALION (BTR) *: All units use the same BTR. 1
X Motorized Rifle Battalion Headquarters, 1 X Organic Artillery, 3 x Mortar Sections,
I X Anti-Tank Platoon (BTR), 3 X Motorized Rifle Companies (see).
MOTORIZED RIFLE BATTALION (BTR—CROSS-ATTACHED) *: All units
use the same BTR. 1 X Motorized Rifle Battalion Headquarters, 1 X Organic
Artillery, 3 X Mortar Sections, 1 X Anti-Tank Platoon (BTR), 2 X Motorized Rifle
Companies (see), 1 X Tank Company (see).

MOTORIZED RIFLE COMPANY: All units use the same BMP or BTR. 1 X
Motorized Rifle Company Headquarters, 1 x Motorized Rifle Company Artached
Artillery, 3 X Motorized Rifle Platoons.

RECONNAISSANCE COMPANY *: 1 X Small Company Headquarters, 1 X
Reconnaissance Platoon (BMP), 2 X Reconnaissance Platoons (BRDM).
TANK BATTALION: All units use the same tank. 1 X Tank Battalion Headquarters,
Organic Artillery, 3 x Tank, Companies (see).

TANK BATTALION (CROSS-ATTACHED): All units use the same tank. 1 X
Tank Battalion Headquarters, Organic Artillery, 2 X Tank Companies (see), 1 X
Motorized Rifle Company (see).

TANK COMPANY: 1| X Tank Company Headquarters, 3 X Tank Platoons (for
Tank or Motorized Rifle Regiments).

53Cr-44Av-35Pr. No doctrine. or

50Cr-42Av-34Pr. No doctrine. or



THE SCENARIOS

The scenarios in this section provide representa-
tive types of ground actions. Each scenario is, in
effect, a separate game, and provides the specific
information needed to be setup and played.

SCENARIO FORMAT

The information in each scenario is presented in
the following format:

A. MAPBOARD TERRAIN: This is informa-
tion for setting up the mapboard. The mapboard
panels to be used and how they are to be placed
together (see the mapboard identification numbers
for orientation) are given in a diagram. The terrain,
its type, height and values is also given. Standard
heights and values for terrain are given in the
STANDARD TERRAIN VALUES CHART on the
Gume Card, standard interpretations of terrain are
given in the MAPBOARD TERRAIN section of
the Information Card, and these values are always
the ones used unless otherwise indicated. The
scenarios may contain instructions to treat types
of terrain other than as identified on the Informa-
tion Card. For example, if instructed to “treat scrub
hexes as clear terrain', all of the scrub hexes on
all of the mapboard panels are considered to be
clear hexes for that scenario. Note that, in such
cases, a scrub hex that alse contained other
terrain, like a stream, would still be considered
to contain that other terrain. In some scenarios,
there is a choice of how to place the mapboard
panels and/or a choice of which mapboard side
to enter for a game. This is done to increase
scenario flexibility, and the players should decide
how to do it for their game before setting up any-
thing else.

B. SPECIAL RULES:The maximum number of
Turns that the game will last and the mapboard
sides where units may exit are given here, Any
special rules that may apply to the scenario are
also given, as well as information needed if cer-
tain optional rules are used. The visibility and
ground conditions are given or determined here
in every scenario.

C. OPPOSING FORCES:This gives the units
and organization (using the same format as in the
TO&E section of the rules) for both sides needed
to play the scenario, and when or where they may
be setup or enter the mapboard. All organizations
are identified using a continuous numbering and
lettering system, so that all basic units on the map-
board have a different identification. Organizations
that are subordinate to a headquarters unit are
indented to show this. Some scenarios have alter-
nate forces and information included to allow the
players more flexibility in the use of options, etc.
The players should select the necessary units and
data cards for their forces, and enter any neces-
sary information on the RECORD SHEETS.

D. VICTORY CONDITIONS:If all of a side’s
combat ground units are eliminated and/or
immobilized, the other side wins automatically.
More commonly, the side which accumulates the
most victory points wins, and this section tells how
to gain victory points in the scenario. In addition
to what is given, all the following victory points
apply in all scenarios:

1. LOSSES CAUSED:Each side gets victory
points for damage and casualties done to the other
side. None of these victory points considers grade
or doctrine—the points listed on the data cards are
the ones used for victory points,

Vehicle Units: Vehicle units list three points. For
example, a MIAl (data card USA-IB) lists,
“100-50-25 points”. The first and largest number
of points is awarded as victory points if the vehicle

unit is knocked out or brewed up. The second
number of points is awarded as victory points if
the vehicle unit has, at worst, suffered a compart-
ment hit, The third and smallest number of points
is awarded as victory points if the vehicle unit has,
at worst suffered a main gun or track hit, and/or
the crew bailed out after a penetrating hit that
caused no damage. More minor damage, such as
crew losses, losses of machineguns, etc. not already
mentioned yield no victory points.

Aircraft And Helicopter Units: Only the printed
**base points’’ are awarded as victory points if an
air unit is destroyed. No extra victory points are
awarded for extra loads or armaments that the air
unit may have carried.

Towed Units: If knocked out, its printed point
value equals the number of victory points awarded.
Leg Units: The printed point values of a squad,
half squad or team, plus the printed point values
of any attached weapons and/or equipment, plus
the value of any elite infantry status (15 extra
points) equals the victory points awarded if
knocked out. If a squad is reduced to a half squad,
the victory points awarded equal the difference
in point value between a squad and a half squad
of that type, plus any point values for weapons
lost, but no extra points if the unit has some elite
status. For example, a Soviet light motorized in-
Jantry squad is reduced to a half squad (27 minus
20=7 points difference) and also loses its artached
AT-3 ATGM (14 points), the award would be 7
+ 14=21 victory points.

2. BAILED OUT CREWS SAVED:If using the
bailing out option (see option 17.2.3), a player
gets 10 victory points for each one of his own
bailed out crew units that survives the game.

SCENARIO ONE:
““Meeting Engagements”’

This scenario provides the basis for easily
generating a virtually unlimited number of differ-
ent force matchups. It uses variations of the Basic
Game Scenario, and represents the head-on meet-
ing of two attacking forces.

A, MAPBOARD TERRAIN: Have any one
player assemble the mapboard panels as shown,
although the panels may be placed in any order
and faced in any directions. Then, an opposing
player may decide to enter from either side A or
side B of the mapboard. Alternately (for a some-
what different game), an opposing player may
decide to enter from either corners 1 and/or 3 or
corners 2 and/or 4 of the mapboard.

CORNER 1 CORNER 2

SIDE A SIDE B

CORNER 3 N CORNER 4

Terrain may be varied as desired. Use all standard
values, or some suggested variations to try might be:

1. IN THE OPEN PLAINS: Ignore all hills on
the mapboard—just consider them to be *‘0"
height hexes. Treat all scrub and rough hexes as
clear terrain. All brick building hexes are con-
sidered to be 2 heights high and all stone build-
ing hexes are considered to be 3 heights high.
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2. IN THE UNSPOILED MOUNTAINS: Con-
sider all hill and depression levels as being 2
heights each. Consider that the buildings are not
there (although their locations still provide objec-
tive hexes). Consider all roads to be paths.

3. IN THE SUNLESS WOODS: Consider that
the buildings are not there (although their loca-
tions still provide objective hexes). Consider all
printed woods hexes to be heavy woods hexes,
and all dark green clear hexes to be woods hexes.

B. SPECIAL RULES: Game length is 15 Turns.
Units may exit only off the mapboard side (A or
B, or sides within four hexes of their corners) near
which their side setup. Conditions may be varied
as desired. Some suggested condition variations
to try:

1. ANY: Due to recent rains, all tan clear hexes
are considered to be mud hexes, All stream hexes
are considered to be unfordable.

2. BLOWING SNOW: Any player rolls the two
dice. The number rolled is the weight that the ice
over the frozen streams can handle.

3. CHANCE: Any player rolls 1 die once for
ground conditions and then again for visibility con-
ditions. The conditions depend on the die rolls,
as follows:

C. OPPOSING FORCES: Select one of the fol-
lowing matchups. Any planned and/or designated
artillery target hexes should be plotted before any
ground units are placed on the mapboard. After
forces are selected, use a competitive die roll to
determine setup. The loser of the die roll sets up
first, followed by the winner. Both sides may setup
in any desired manner within 4 hexes (inclusive
of the unit’s hex and the partial hexes along the
mapboard edge) of their side or corner(s) of the
mapboard.

MATCHUP 1: No options are required to play.
Command control option may not be used.

AMERICAN ARMORED PLATOON: 355 points.
1st Armored Platoon: CO in a tank. 4 x M60A3
(USA-3A/1). Crack.

Vs.

SOVIET TANK PLATOONS: 360 points.

1st Tank Platoon: CO in a tank, 4 x T-72M1
(USSR-2A). Poor. With doctrine.

2nd Tank Platoon: CO in a tank. 4 X T-72M1
(USSR-2A). Poor. With doctrine.

Or

SOVIET TANK PLATOONS: 360 points.

1st Tank Platoon: CO in a tank. 3 X T-80A (USSR-1A).
Average. With doctrine.

2nd Tank Platoon: CO in a tank. 3 x T-80A
(USSR-1A). Average. With doctrine.



MATCHUP 2: No options are required to play.
Command control option may not be used.

GERMAN PANZER PLATOON: 396 points.
1st Panzer Platoon: CO in a tank. 4 X Leopard 2
(FRG-1B). Average.

Vs.

SOVIET TANK PLATOONS: 394 points.

Ist Tank Platoon: CO in a tank. 3 x T-72Ml1
(USSR-2A). Crack. With doctrine.

2nd Tank Platoon: CO in a tank. 3 X T-72M1
(USSR-2A). Crack. With doctrine.

MATCHUP 3: No options are required to play.
GERMAN PANZER COMPANY (CROSS-
ATTACHED) (—): 797 points.
“A* Panzer Company Headquarters: CO in the tank,
XO with the squad. 1 X Leopard 1A4 (FRG-1A), 1 X
Marder Al (FRG-2A/1), 1 x Squad Standard Infantry
[with PZF-44] (FRG-4B). Average.
1st Panzer Platoon: CO in a tank. 4 x Leopard
1A4 (FRG-1A). Average.
2nd Panzergrenadier Platoon: CO with a
squad. 3 X Marder Al (FRG-2A/1), 3 X Squad
Light Panzergrenadier Infantry [with PZF-44 &
Milan] (FRG-4B). Average.

Vs.

SOVIET TANK COMPANY (CROSS-
ATTACHED): 787 points.
“A* Tank Company Headquarters: CO in the tank.
1 % T-64B (USSR-1B). Crack. No doctrine.
1st Tank Platoon: CO in a tank, 3 x T-64B
(FRG-1B). Average. With doctrine.
2nd Tank Platoon: CO in a tank. 3 X T-64B
(FRG-1B). Average. With doctrine.
3rd Motorized Rifle Platoon: CO with the SA-7B
squad. 3 X BMP-1 [with AT-3] (USSR-2B/2), 2 X
Squad Heavy Motorized Rifle Infantry [with RPG-7
V/D] (USSR-11B), 2 % Squad Heavy Motorized
Rifle Infantry [with RPG-7 V/D & SA-7B]
(USSR-11B). Crack. With vehicle doctrine.

MATCHUP 4: Area fire, elite infantry, artillery,
helicopter, and anti-aircraft options required to
play.

AMERICAN ARMORED COMPANY (CROSS-
ATTACHED) (+): 2668 points.

“A** Armored Company Headquarters: CO & XO in
different tanks. 2 x M1A1 (USA-1B), 1 x M981 FISTV

(USA-4A/2). Average.
1st Armored Platoon: CO in a tank. 4 x MI1AI
(USA-1B). Average.
2nd Armored Platoon: CO in a tank. 4 X M1Al
(USA-1B). Average.
3rd Mechanized Infantry Platoon: CO with the
team. 4 X M2Al (USA-2A/1), 2 x Squad Heavy
Mechanized Infantry [with Dragon & AT-4]
(USA-7B), 1 x Squad Light Mechanized Infantry
[with Dragon & AT-4] (USA-7B), 1 X Team [with
Dragon & AT-4] (USA-7B). Average.
(Atf) 4th Anti-Tank Platoon: CO with the squad.
1 x M113A2 (USA-3B/1), 4 x M901 (USA4A/1),
1 % Squad Standard Infantry [with AT-4] (USA-TB).
Average.
(Att) 5th Armored Mortar Section: 2 X M106A1
(USA-8B/1). Average,
(Att) 6th Aero Weapons Section: 2 X AH-64A
[with ITOWs & rockets] (USA-6A/2). Average.

Or

GERMAN PANZER COMPANY (CROSS-
ATTACHED) (+): 2664 points.
“A’" Panzer Company Headquarters: CO in the tank,
XO with the squad. 1 X Leopard 2 (FRG-1B), 1 X
Marder Al (FRG-2A/1), 1 X Squad Standard Infantry
[with PZF-3] (FRG-4B). Average.
Attached Artillery: 1 x Heavy Battery [with 2 X
HE, | X ICMDP, 1 X% Smoke fire missions]
{FRG-3B). Average.
1st Panzer Platoon: CO in a tank. 4 X Leopard 2
(FRG-1B). Average.
2nd Panzer Platoon: CO in a tank. 4 X Leopard
2 (FRG-1B). Average.
3rd Panzergrenadier Platoon: CO with a squad.
3 x Marder Al (FRG-2A/1), 3 x Squad Light
Panzergrenadier Infantry [with PZF-3 & Milan]
(FRG-4B). Average.
(Att) 4th Jagdpanzer ATGM Platoon: CO in a
Jaguar. 4 X Jaguar 2 (FRG-3A/2). Average.
(Att) 5th Mortar Section: 2 x MI113GA1/120
(FRG-8B). Average.
(Att) 6th Gunship Section: 2 x BO-105 PAH-1
[with HOT] (FRG-TA/1). Average.
(Att) 7th Special Forces Detachment: CO with the
squad. 1 X UH-1D (FRG-7A/2), 1 X Squad Heavy
Panzergrenadier Infantry [with Milan, PZF-3 &
Redeye, “‘Squad Plus” & “‘Special Forces']
(FRG-4B). Average.
(Att) Counterbattery Capability: 1 x Counter-
battery—flash (FRG-3B).

Vs.

SOVIET TANK BATTALION
ATTACHED) (+): 2672 points.
1st Tank Battalion Headquarters: CO in the tank, XO

T i

(CROSS-

C o

in the BRDM-2. 1 x T-72M1 (USSR-2A), 1 x BRDM-2
(USSR-5B), 1 x ACRV (USSR-6B/2). Average, No
doctrine.
Organic Artillery: 1 X Heavy Battery [with 1 X
HE, 1 x SM fire missions] (USSR-12A), 1 X
Medium Battery [with 2 x HE, 1 x SM fire
missions] (USSR-12A). Average. With doctrine.
“A"” Tank Company Headquarters: CO in the
tank. 1 X T-72M1 (USSR-2A). Average. No
doctrine.
1st Tank Platoon: CO in a tank. 3 x T-72M1
(USSR-2A). Average. With Doctrine.
2nd Tank Platoon: CO in a tank. 3 x T-72M1
(USSR-2A). Average. With Doctrine.
3rd Tank Platoon: CO in a tank. 3 X T-72M1
(USSR-2A). Average. With Doctrine.
“B” Tank Company Headquarters: CO in the
tank. 1 x T-72M1 (USSR-2A). Average. No
doctrine.
4th Tank Platoon: CO in a tank. 3 x T-72M1
(USSR-2A). Average. With Doctrine.
5th Tank Platoon: CO in a tank. 3 X T-72M1
(USSR-2A). Average. With Doctrine.
6th Tank Platoon: CO in a tank. 3 X T-72M1
(USSR-2A). Average. With Doctrine.
“C** Motorized Rifle Company : CO
is with the squad. 1 x BMP-1 [with AT-3]
(USSR-2B/2), 1 % Squad Heavy Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B). Average.
No Doctrine.
Motorized Rifle Company Attached Artillery:
1 X Medium Battery [with 2 x HE, 1 x SM
fire missions] (USSR-12A). Average. With
doctrine.
7th Motorized Rifle Platoon: CO with the
SA-7B squad. 3 x BMP-1 [with AT-3]
(USSR-2B/1), 2 X Squad Heavy Motorized Ri-
fle Infantry [with RPG-7 V/D] (USSR-11B), 1
* Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D & SA-7B] (USSR-11B). Average,
With vehicle doctrine.
8th Motorized Rifle Platoon: CO with the
SA-TB squad. 3 X BMP-1 [with AT-3]
(USSR-2B/1), 2 % Squad Heavy Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 X
Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D & SA-7B] (USSR-11B). Average.
With vehicle doctrine.
9th Motorized Rifle Platoon: CO with the
SA-7B squad. 3 X BMP-1 [with AT-3]
(USSR-2B/1), 2 x Squad Heavy Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-11B), 1 X
Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D & SA-TB] (USSR-11B). Average.
‘With vehicle doctrine.
(Att) 10th Anti-Aircraft Section (Gun): 2 X
ZSU-23(4) (USSR-BA). Average. No doctrine.

SCENARIO TWO:

“Delaying Actions”

This scenario provides has one force trying to pre-
vent a superior force from exiting the mapboard.
A. MAPBOARD TERRAIN: The mapboard
panels should be assembled in the order shown,
although they may be faced in any directions. Have
an attacking side player assemble the mapboard
panels, then, have a defending side player decide
which side of the mapboard to defend.

SIDE A SIDE B

TERRAIN FOR MATCHUP 1: Consider the
streams to be unfordable. Consider all printed
woods hexes to be heavy woods hexes, and all
dark green clear hexes to be woods hexes.

TERRAIN FOR MATCHUP 2: Use all standard
terrain values, except that all brick building hexes
are considered to be 2 heights high and all stone
building hexes are considered to be 3 heights high.
B. SPECIAL RULES:Game length is 25 Turns.
Units may exit only off the mapboard side (A or
B) near which their side setup. Attacking side units
may exit for victory points off the opposite map-
board side. Terrain units may not be used by the
defending side in this scenario, Conditions may
be varied if desired, but must be ‘*Normal’’ and
“Day’’ to permit maximum movement—extend
game length by 10 or 15 Turns if *‘Smow'’,
“*Mud™’, and/or **Nighttime'* conditions prevail.

47

C. OPPOSING FORCES:Select one of the fol-
lowing matchups. Any planned and/or designated
artillery target hexes should be plotted before any
ground units are placed on the mapboard. The
defending side sets up first, placing all ground
units in any desired manner anywhere on the two
mapboard panels on the defending side of the map-
board. The attacking side then sets up in any
desired manner within 4 hexes (inclusive of the
unit’s hex and the partial hexes along the map-
board edge) of their side of the mapboard.

MATCHUP 1:This represents a Soviet truck con-
voy and escort trying to fight their way through
a raiding American unit. No options are required
to play.

ATTACKING SIDE: SOVIET SECURITY
FORCES: 394 points.

A Small Company Headquarters: CO in the




BRDM-2. 1 x BRDM-2 (USSR-5B). Crack. No
doctrine.
1st Reconnaissance Platoon (+): 4 x BMP-R [with
AT-3] (USSR-2B/1), 3 x ‘4 Squad Light Motorized
Rifle Infantry [with RPG-7 V/D] (USSR-11B).
Average. No doctrine.
2nd Truock Section: 2 X Medium Trucks
(USSR-7B/2). Average. With doctrine.
3rd Truock Section: 2 X Medium Trucks
(USSR-7B/2). Average. With doctrine.
4th Truck Section: 2 x Medium Trucks
(USSR-7B/2). Average. With doctrine.

DEFENDING SIDE: AMERICAN SCOUT
SECTION: 236 points.

1st Scout Section: CO with an % squad. 2 X M3Al
(USA-2A/2), 2 x ' Squad Standard Infantry [with
Dragon & LAW] (USA-7B). Average

MATCHUP 2: This represents a Soviet force try-

ing to slowly trade ground for time, while the West
German is trying to advance as rapidly as possible.
Area effect fire, helicopter, anti-aircraft and elite
infantry options required to play,
ATTACKING SIDE: GERMAN RECONNAIS-
SANCE COMPANY (PANZER) (CROSS-
ATTACHED): 1324 points.
A’ Reconnaissance Company Headquarters: CO in
the tank, 1 X Leopard 2 (FRG-1B). Crack.
1st Reconnaissance Platoon: CO in a tank. 3 X
Leopard 2 (FRG-1B). Average.
2nd Reconnaissance Platoon (+): CO in a tank.
3 X Leopard 2 (FRG-1B), 1 x Jaguar 2
(FRG-3A/2). Average.
3rd Panzer Pionier Platoon: CO with a squad. 3
x TPZ-1 (FRG-2B/3), 3 x Squad Light Panzer-
grenadier Infantry [with PZF-3 & Milan, (**Assault™)
(FRG-4B). Average.
4th Gunship Section (—): 1 X BO-105 [with
rockets] (FRG-7A/1). Average.

Vs.

DEFENDING SIDE: MOTORIZED RIFLE
COMPANY (CROSS-ATTACHED) (—): 662
points.

“A’" Motorized Rifle Company Headquarters: CO
with the squad. 1 X BTR-80PB (USSR-4A/2), 1 x
Squad Heavy Motorized Rifle Infantry [with RPG-18]
(USSR-11B), Crack. No doctrine.
1st Motorized Rifle Platoon: CO with the SA-7B
squad. 3 X BTR-BOPB (USSR-4A/2), 2 x Squad
Light Motorized Rifle Infantry [with RPG-18]
(USSR-11B), 1 x Squad Light Motorized Rifle
Infantry [with RPG-18 & SA-7B] (USSR-11B).
Average. With vehicle doctrine.
2nd Motorized Rifle Platoon: CO with the SA-7B
squad. 3 X BTR-BOPB (USSR-4A/2), 2 x Squad
Light Motorized Rifle Infantry [with RPG-18]
(USSR-11B), 1 x Squad Light Motorized Rifle
Infantry [with RPG-18 & SA-7B] (USSR-11B). Poor,
With vehicle doctrine.
3rd Tank Platoon: CO in a tank. 4 X T-64B
(USSR-1B). Average. With doctrine.

SCENARIO THREE:
“Defensive Engagements”

This scenario provides represents one force try-
ing to hold as much ground as possible, while the
other side is trying to capture as much as possible.
A. MAPBOARD TERRAIN: The mapboard
panels should be assembled as shown in the
diagram, and they may be assembled in any order
and faced in any directions. Have an attacking side
player assemble the mapboard panels, then, have
a defending side player decide which side of the
mapboard to defend.

SIDE A

Terrain to use should have the same number as
the matchup number (ie., use terrain variant 1 with
matchup 1, ete.).

1. OPEN TERRAIN: Use all standard values,
except all brick and stone buildings are considered
to be 3 heights high.

2. DENSE TERRAIN: Consider all hill and
depression levels as being 2 heights each. Con-
sider all printed woods hexes to be heavy woods
hexes, and all dark green clear hexes to be woods
hexes.

B. SPECIAL RULES: Game length is 20 Turns.
Units may exit only off the mapboard side (A or B)
near which their side setup. Terrain units may be used
by the defending side in this scenario. Conditions may
be varied if desired, but must be ‘‘Normal” and
“Day” to permit maximum movement—extend game
length by 5 or 10 Turns if “‘Snow’’, ““Mud"’,
and/or ‘‘Nighttime'" conditions prevail.

C. OPPOSING FORCES: Select one of the fol-
lowing matchups. Any planned and/or designated
artillery target hexes should be plotted before any
ground units are placed on the mapboard. The
defending side sets up first, placing all ground
units in any desired manner anywhere on the two
mapboard panels on their side of the mapboard.
Terrain units may be placed anywhere on the map-
board, at least 10 hexes from the attacking side’s
mapboard side. The attacking side then sets up in
any desired manner within 4 hexes (inclusive of
the unit’s hex and the partial hexes along the map-
board edge) of their side of the mapboard.

MATCHUP 1: No options are required for play.

ATTACKING SIDE: AMERICAN ARMORED
CAVALRY PLATOON: 869 points.

1st Armored Cavalry Platoon: CO in a tank. 4 X M1A2
(USA-8A), 2 » MI13A2 (USA-3B/1), 2 % M901
(USA-4A/1), 2 X % Squad Light Mechanized Infantry
[with Dragon & LAW] (USA-7B). Crack.

Vs.

DEFENDING SIDE: SOVIET TANK COMPANY:
565 points.
““A" Tank Company Headquarters: CO in the tank.
1 % T-72M1 (USSR-2A). Average. No doctrine.
1st Tank Platoon: CO in a tank. 3 x T-72M1
(USSR-2A). Average. With Doctrine.
2nd Tank Platoon: CO in a tank. 3 x T-72M1
(USSR-2A). Average. With Doctrine.
3rd Tank Platoon: CO in a tank. 3 x T-72M1
(USSR-2A). Average. With Doctrine.

MATCHUP 2: Area effect fire, artillery, heli-
copter and anti-aircraft options required to play.
ATTACKING SIDE: SOVIET MOTORIZED
RIFLE COMPANY (CROSS-ATTACHED)
(+): 2010 points.
**A’" Motorized Rifle Company Headquarters: CO
with the squad. 1 X BMP-2 (USSR-3B), 1 % Squad
Heavy Motorized Rifle Infantry [with RPG-7 V/D]
(USSR-11B). Crack. No doctrine.

Motorized Rifle Company Attached Artillery: 1
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X Medium Battery [with 3 X HE, 2 X SM fire
missions] (USSR-12A). Average, With doctrine,
{(Att) Organic Artillery: 2 X Heavy Batteries [with
6 x HE, 2 X IC & 2 X SM fire missions]
(USSR-12A). Average. With doctrine. I

1st Motorized Rifie Platoon: CO with the SA-7B
squad. 3 X BMP-2 (USSR-3B), 2 X Squad Heavy
Motorized Rifle Infantry [with RPG-7 V/D]
(USSR-11B), 1 % Squad Heavy Motorized Rifle
Infantry [with RPG-7 V/D & SA-7B] (USSR-11B).
Average. With vehicle doctrine.

2nd Motorized Rifle Platoon: CO with the SA-7B
squad, 3 X BMP-2 (USSR-3B), 2 % Squad Heavy
Motorized Rifle Infantry [with RPG-7 V/D]
(USSR-11B), 1 X Squad Heavy Motorized Rifle
Infantry [with RPG-7 V/D & SA-7B] (USSR-11B).
Crack. With vehicle doctrine.

3rd Tank Platoon: CO in a tank. 4 X T-80A [with
reactive armor] (USSR-1A). Average. With doctrine.
(Atf) 4th Anti-Tank Platoon: CO with a T-12. 2
X MT-LB (USSR-6B/1), 2 X T-12 (USSR 9A/1).
Average. With doctrine.

(Att) 5th Helicopter Section (—): 1 x Mi-2 [with
rockets] (USSR-10B/1). Average. No doctrine.

Vs.

DEFENDING SIDE: GERMAN PANZER-
GRENADIER COMPANY (CROSS-ATTACHED)
(= & +): 1504 points.

“A” Panzergrenadier Company Headquarters: CO with
the squad. I x Marder Al (FRG-2A/1), 1 X Light Truck
(FRG-6B/4), 1 x BEOBPZ (FRG-2B/2), 1 X Squad

Light Panzergrenadier Infantry [with PZF-44] (FRG-4B),

1 x TEAM [with Milan] (FRG-4B). Crack.
Attached Artillery: 1 x Heavy Battery [with 4 x
HE fire missions] (FRG-3B). Average.
1st Panzergrenadier Platoon: CO with a squad. 3
X Marder Al (FRG-2A/1), 3 x Squad Light
Panzergrenadier Infantry [with PZF-44 & Milan]
(FRG-4B). Average.
2nd Panzergrenadier Platoon (—): CO with a
squad. 2 X Marder Al (FRG-2A/1), 2 X Squad
Light Panzergrenadier Infantry [with PZF-44 &
Milan] (FRG-4B). Average.
3rd Reconnaissance (Panzer) Platoon (+): CO in
atank. 3 X Leopard 1A4 (FRG-1A), 1 x Gepard
(FRG-6A). Average.



SCENARIO FOUR:
“Counterattack”

This scenario provides a variation of the defen-
sive engagement scenario, only the defending side
is reinforced during the game, and, unless the
attacker has been very unsuccessful, will have to
counterattack to attempt to retake lost objectives.

A. MAPBOARD TERRAIN: The mapboard
panels should be assembled as shown in the dia-
gram, and they may be assembled in any order
and faced in any directions. Have an attacking side
player assemble the mapboard panels, then, have
a defending side player decide which side of the
mapboard to defend.

SIDE A SIDE B

Use any desired terrain.

B. SPECIAL RULES: Game length is 24 Turns.
Units may exit only off the mapboard side (A or
B) near which their side setup. Terrain units may
be used by the defending side in this scenario.
Conditions may be varied if desired.

C. OPPOSING FORCES: Any planned or
designated artillery target hexes should be plotted
before any ground units are placed on the map-
board, The defending side sets up first, placing
all the ground units and extra equipment of its
“*holding force'" in any desired manner anywhere
on the two mapboard panels on their side of the
mapboard. The attacking side then sets up in any
desired manner within 8 hexes (inclusive of the
unit's hex and the partial hexes along the map-
board edge) of their side of the mapboard. The
“‘relief force’’ may enter the mapboard on Turn
12 and/or any later Turn. Entering * ‘relief force"
ground units are placed in any edge hexes along
the defender’s mapboard side before the dice are
rolled during an Initiative Phase, and may be

moved/fired, etc. normally from there during that
and all later Turns. Area effect fire, artillery,
helicopter, and anti-aircraft options required to
play.
ATTACKING SIDE: SOVIET TANK BATTALION
(CROSS-ATTACHED) (+): 2938 points.
1st Tank Battalion Headquarters: CO in the tank, XO
in the BRDM-2. 1 x T72MI (USSR-2A), 1 X BRDM-2
(USSR-5B), 1 % ACRV (USSR-6B/2), Average. No
doctrine.
Organic Artillery: 1 x Heavy Battery [with 4 x
HE, 1 X SM fire missions] {(USSR-12A), 1 X
Medium Battery [with 3 X HE, 1 X SM fire
missions] (USSR-12A). Average. With doctrine.
“A’ Tank Company Headquarters: CO in the
tank, 1 x T-72M1 (USSR-2A). Average. No
doctrine.
1st Tank Platoon: CO in a tank, 3 x T-80A
(USSR-1A). Average. With Doctrine.
2nd Tank Platoon: CO in a tank. 3 x T-80A
(USSR-1A). Average. With Doctrine.
3rd Tank Platoon: CO in a tank. 3 x T-80A
(USSR-1A). Average. With Doctrine.
“B” Tank Company : CO in the tank.
1 x T72M1 (USSR-2A). Average. No doctrine.
4th Tank Platoon: CO in a tank. 3 X T-80A
(USSR-1A). Average. With Doctrine.
Sth Tank Platoon: CO in a tank. 3 X T-80A
(USSR-1A). Average. With Doctrine.
6th Tank Platoon: CO in a tank. 3 x T-80A
(USSR-1A). Average. With Doctrine.
(Att) 7th Anti-Aircraft Section (Gun): 2 x
ZSU-23(4) (USSR-8A). Average. No doctrine.
“C” Motorized Rifle Company Headquarters: CO
is with the squad. 1 X BMP- [with AT-3]
(USSR-2B/2), 1 x Squad Heavy Motorized Rifle
Infantry [with RPG-7 V/D] (USSR-1IB). Average. No
Doctrine.
Motorized Rifle Company Attached Artillery:
1 x Medium Battery [with 5 x HE, 1 X SM
fire missions] (USSR-I2A). Average. With
doctrine.
8th Motorized Rifle Platoon: CO with the SA7B
squad. 3 X BMP-1 [with AT-3] (USSR-2B/1), 2
X Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D] (USSR-1B), 1 x Squad Heavy
Motorized Rifle Infantry [with RPG7 V/D &
SA7B] (USSR-lIB). Average. With vehicle
doctrine.
9th Motorized Rifle Platoon: CO with the SA-TB
squad. 3 X BMP-I [with AT-3] (USSR-2B/), 2
X Squad Heavy Motorized Rifle Infantry [with

RPG-7 V/D] (USSR-11B), 1 X Squad Heavy
Motorized Rifle Infantry [with RPG7 V/D &
SA7B] (USSR-1IB). Average. With vehicle
doctrine,
10th Motorized Rifle Platoon: CO with the
SATB squad. 3 X BMP-1 [with AT-3)
(USSR-2B/1), 2 x Squad Heavy Motorized Rifle
Infantry [with RPG7 V/D] (USSR-11B), 1 x
Squad Heavy Motorized Rifle Infantry [with
RPG-7 V/D & SA7B] (USSR-1IB). Average. With
vehicle doctrine.
Vs.
DEFENDING SIDE:

HOLDING FORCE: GERMAN RECONNAIS-
SANCE COMPANY (PANZER) (CROSS-
ATTACHED): 1324 points,
““A”" Reconnaissance Company Headguarters: CO in
the tank. 1 X Leopard 2 (FRG-1B). Crack.
1st Reconnaissance Platoon: CO in a tank. 3 X
Leopard 2 (FRG-1B). Average.
2nd Reconnaissance Platoon (+): CO in a tank.
3 x Leopard 2 (FRG-1B), 1 X Jaguar 2
(FRG-3A/2). Average.
3rd Panzer Pionier Platoon: CO with a squad. 3
X TPZ-1 (FRG-2B/3), 3 X Squad Light Panzer-
grenadier Infantry [with PZF-3 & Milan, {*'Assault’)
(FRG-4B). Average.
4th Gumship Section (=): 1 x BO-105 [with
rockets] (FRG-7A/1). Average.
Extra Equipment: | X Improved Position, 1 X Block
(6 GP DEF), 3 X Wire (1 GP DEF).

RELIEF FORCE: AMERICAN ARMORED
COMPANY (CROSS-ATTACHED) (+): 2086
points.
“B* Armored Company Headquarters: CO & XO in
different tanks. 2 X M1A1 (USA-1B), 1 x M981 FISTV
(USA-4A/2), Average.
5th Armored Platoon: CO in a tank. 4 X MIA1
(USA-1B). Crack.
6th Armored Platoon: CO in a tank. 4 X MIAIL
(USA-1B). Average.
7th Mechanized Infantry Platoon: CO with the
team. 4 X M2A1 (USA-2A/1), 2 x Squad Heavy
Mechanized Infantry [with Dragon & AT-4]
(USA-7B), 1 x Squad Light Mechanized Infantry
[with Dragon & AT-4] (USA-7B), 1 X Team [with
Dragon & AT-4] (USA-7B). Average.
(Att) Bth Armored Mortar Section: 2 X M106A1
(USA-8B/1). Average.
(Att) 9th Aero Weapons Section (—): 1 x AH-64A
[with ITOWs & rockets] (USA-6A/2), Average.

DOING YOUR OWN SCENARIOS

The opposing forces given in these scenarios just
scratch the surface of the games that can be played
using these rules. By following these guidelines,
players can select their own opposing forces to
design their own balanced scenario variants.

A. INITIAL SETUP: Start by deciding on the
mapboard terrain and special rules to be used, who
controls which side, etc. Usually, the best method
is to let one player setup the board and determine
the conditions, then allow a player on the other
side to select the side of the mapboard on which
his side will setup and/or enter. Decide which
optional rules are to be used, as many units can

only be used with specific optional rules. Then
the *‘point selection of forces’* is used to select
the opposing forces for the scenario.

B. THE POINT SELECTION OF FORCES:
Basically, player use points to ‘‘purchase’ the
combat units that will compose their forces.

1. ORGANIZATION OF FORCES: Section
12.8 of the Advanced Game Rules, the TO&E
section of the rules, and the opposing forces in
these scenarios provide guidelines for organizing
forces. As far as possible use the basic organiza-
tions and limits on headquarters in organizing your
forces. All combat units in the same basic organi-
zation rmust be of the same grade. If desired, start

49

with the given scenario forces, and add points for
additional forces to construct larger scenarios.

2, SIZE OF FORCES—FORCE RATIOS
AND TOTAL POINTS: Keep the number of
players, their experience levels, and the time avail-
able in mind when deciding on the size of a game.
In general, the more units involved, the longer
each Turn takes to play and the longer the scenario
lasts. One experieniced player can generally handle
up to about 1,000 points of units in a reasonable
amount of time. Go much over that limit, and it
is better to have multiple players on that side. With
these considerations, and the parameters listed
below, decide how many points to allow for each
side.




a. Meeting Engagement Scenarios: Each side
gets an equal number of points.

b. Delaying Action Scenarios: With the long
range weapons available to a defender, more open
terrain generally favors a defender more than
denser terrain. With all or mostly standard terrain
values, the defending side should get about 50%
of the points allowed for the attacker. With
‘‘dense’’ terrain (say, considering all dark green
hexes as wood hexes), the defending side should
get about 60% of the points allowed for the
attacker. For a truck convoy, as in Scenario Two’s
first matchup, the trucks should compose about
25% of the attacker’s points.

¢. Defensive Engagement Scenarios: With all or
mostly standard terrain values, the defending side
should get 65—70% of the points allowed for the
attacker. With “*dense’” terrain, the defending side
should get 75—80% of the points allowed for the
attacker.

d. Counterattack Scenarios: The attacking side
should have about 85% of the defending side’s
total points. The defending side's points should
be split into a **holding force™ (about 40% of the
defending side's total points), and a *‘relief force""
(about 60% of the defending side’s total points).
3. THE POINT VALUES OF UNITS: The data
cards show the point values of all combat units,
off-board artillery batteries, terrain units, weapon
loads, armament variations, attached weapons,
optional equipment (like reactive armor), etc.
Terrain units (which can be purchased only by a
defending side), radio jamming, counter battery,
etc. have no grade and their point values are con-
stant. The point value of artillery already accounts
for its quality and/or use of doctrine (when grade
modifies an artillery shot it is due to the grade of
the observer unit). These point value changes for
grade only apply to ground and helicopter com-
bat units and their optional equipment/attached
weapons/loads/armaments/elite status that appear

on the mapboard. The rest (aircraft units, artillery,
etc.) all have constant (average) point values.

a. Point Effects Of Grade & Doctrine: If the
grade is crack or poor and/or if doctrine is used,
these values change, as follows:

Crack Grade Point Value: 1.2 X average point
value.

Poor Grade Point Value: .8 X average point
value,

Crack Grade With Doctrine: .9 X average point
value.

Average Grade With Doctrine: .75 X average
point value.

Poor Grade With Doctrine: .6 X average point
value.

For example, a T-80 (data card USSR-1A) is worth
80 points when of average grade. When crack it
is worth 96 points, but when crack and part of
a doctrine unit, it is worth only 72 points.

b. Rounding Fractions: When computing
grade/doctrine point values, round all fractions of
**.5"" and above up, and lower fractions down.
Do this when points have been figured for each
basic organization, not for individual units (unless
a whole organization is just one unit).

¢. Using The TO&E Section: To save time and
avoid a lot of math, the point values of the standard
basic organizations are already computed in the
TO&E section of this rulebook. Use these as the
basic building blocks for any force. Perform the
math only for a few ‘‘oddball’” units.

4. PURCHASING UNITS: Use the total number
of points allowed for a side, and “‘pay’" the point
values of organizations and units to *‘purchase’”
them for the force. The number of points “‘pur-
chased'" does not have to hit the allowable total
exactly, but should not exceed it. Once units are
purchased, the necessary units and data cards
should be rounded up and organized, and the
necessary information entered in the RECORD

SHEETS to prepare for play.

C. DETERMINING OBJECTIVE POINTS:
Objective hexes may be chosen in any agreeable
manner, but should have some *‘importance’’—
ie., buildings offer comfortable billets and often
control important roads, crossroads control several
roads, bridges can channel an advance, and
dominating hilltops permit the observation and
control of the surrounding terrain. Try to spread
out objective points to prevent the entire battle
being fought over one or two key points. This per-
mits players to use a variety of plans and maneuvers
to capture the bulk of them. The total number of
objective points, no matter how they are spread,
should be as follows:

a. Meeting Engagement Scenarios: About 10%
of the total points for both sides should be objec-
tive points.

b. Delaying Action Scenarios: The attacking side
always gets the average point values of its exit-
ing units (or double that for convoyed trucks only).
The defensive side always gets a bonus for
preventing any exits that equals 10% of the at-
tacking side’s points (round to the nearest 10
points).

¢. Defensive Engagement Scenarios: About 25%
of the total points for both sides should be objec-
tive points, and the defending side should start the
game in possible control of at least 80% of the
objective points on the mapboard.

d. Counterattack Scenarios: The same as for
defensive engagement scenarios.

D. DETERMINING VICTORY LEVELS: All
the given scenarios have **victory levels’” that state
that to win a side must have some given number
of victory points more than the other side. This
forces the players to fight and try to win a *‘real”’
victory, as opposed to just trying to finish a game
a few victory points ahead of the other side. These
**victory levels’” are set at about 5% of the total
points for both sides.
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Play TAC AIR-the brand new conventional
warfare game that examines the capabilities
of the US. VII Corps in Southern Germany

Sometimes the best way to understand a large event is to
focus on a small portion of it. TAC AIR highlights the
possibilities in a hypothetical conventional war in Europe by
examining only the forces and terrain located in the United
States VIl Corps area in southern Germany. This approach
allows for the breakdown of the opposing forces into their
component combat battalions, air defense batteries and aircraft
flights. This scale also permits the representation of the often
neglected "'soft" command and logistics ‘‘tails’ that play an
essential yet vulnerable role in modern combat. While other
modern era wargames abstract command, logistics, engineers,
airpower and combined arms tactics, this unigue game system
practically revels in these factors, although without overioading
the game with details. Securing a victory in TAC AIR is much
more than a matter of pushing units around to secure "high
odds' attacks, just as real modern combat is much more than
the advances or retreats of the headline-grabbing armored units.
TAC AIR examines the elements that underlie the mechanized
movements that appear on maps.

With the game's mixture of units of varying combat
capabilities, winning requires a thoughtful and proper
combination of forces. Employing ground combat organizations
successfully calls for the proper allocation of all types of units.
Armor and infantry are required for frontline combat,
headquarters ta command cther ground units, supply columns to
provide fuel and ammunition, artillery for suppert, engineers to
create and clear obstacles, and mabile air defense batteries to
throw a defensive "'umbrella’ over all. Tactical air units are the
“kickers''—their ability or inability to provide essential air cover,
support and reconnaissance can prove decisive to the units
maneuvering below.

These '"‘combined arms’' game mechanics are provided by a
deceptively simple and straightforward Turn sequence. This
sequence of play provides for much player interaction, with few
“dead"’ periods when only one side or the other is busy. Even
while the other side is moving, players are watching for
opportunities to engage with air defense units or deciding the
best ways to employ artlllery in coming maneuver combats.

Hits from combat are marked on ground units in the form of
“disruptions’', and it takes four of these to gliminate & unit,
although lesser numbers can seriously degrade a unit's
effectiveness (one disruption prevents attacking and two or mare
disruptions prevent movement and negate zones of control). At
the start of a Turn, players may automatically remove a
disruption from headquarters units and from units adjacent to
their commanding headquarters units and also roll a die to
attempt to remove disruptions from supplied units. Supplied
artillery and air defense units can receive ammunition for the
coming Turn. Determining proper chains of command and supply
lines for these purposes is simplified by the colored symbol on
every ground unit that shows its organization at a glance. Then,
aircraft servicing is performed and available air units assigned to
air control or a variety of air support missions for the coming Air
Phase.

One side (usually the attacking Warsaw Pact) then moves its
capable ground and helicopter units that are in command. These
can fight ""'maneuver combats’’ versus enemy ground units after
movement. Close attention must be paid to which side of a unit
shows: the non-moving side is superior for defense and taking
advantage of terrain, but the moving side is necessary for rapid
movement and superior for attacking, although frighteningly
vulnerable to the unfriendly attentions of roving attack
helicopters and fighter-bombers. Engineers destroy and build
bridges and create and clear obstacles in support of these
moves. Attack helicopter and airmobile units are fast-moving and
especially effective, but can be engaged by enemy air defense
units as they are moved—nap of the earth flying and clever use
of terrain are necessary to maneuver them safely into position.
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As maneuver combats are announced, the attacking side can lay
artillery barrages on the defenders and the defending side can
reply with barrages on the attackers and counter-battery fire on
the attacking artillery. This artillery fire is resolved before

a maneuver combat and its effects can greatly influence that
maneuver combat. The other side then follows suit by moving its
ground and helicopter units, etc.

The “Air Phase" is next and really puts the tactical airpower
into TAC AIR. Fast-moving air units are alternately moved
during ten "'Air Rounds" to perform the missions assigned to
them earlier. Enemy air defense units may engage air units as
they are moved. "Wild Weasel" units engaging in air defense
suppression can turn the tables by attacking air defense units
and electronic combat aircraft can degrade enemy air defense
and air effectiveness. Air control units attempt to protect and
intercept other air units by providing close escort and engaging
in air-to-air combats by using radar guided missiles or engaging
in classic dogfights. Air units with direct air support orders can
use forward air controllers to attack front-line ground units, while
those with interdiction orders seek to penetrate into enemy rear
areas to attack headguarters, supply and reserve ground units
and key bridges. These *‘iron haulers’ may employ conventional
bombs or stand-off munitions to accomplish their missions. Units
with air reconnaissance missions attempt to fly through enemy
airspace to spot targets for the coming Turn’s interdiction
missions. Paratroopers to be air dropped also enter the
mapboard during Air Phases.

Look for further TAC AIR information in Vol. 25, No. 2 of
THE GENERAL magazine, due out in early 1989, which will
feature the game.

Soon at all better game outlets! If not avallable at retail
stores in your neighborhood, you may order direct from us as a
last resort, Send $26 plus 10% for postage & handling (20% for
Canadians; 30% foreign) to:

The Avalon Hill Game Company
DIVISION OF MONARCH AVALON, INC.
4517 Harford Road % Baltimore, MD 21214

For quick credit card purchasing
call TOLL FREE 1-800-638-9292




ARTILLERY PLOTS (OR19.0)

ARTY MARKER A B H D E MORTARS

TYPE OR 1D

FIRE
MISSIONS

DESIGNATED

DESIGNATED

DESIGNATED

TURN 1/11/21

TURN 2/12/22

TURN 3/13/23

TURN 4/14/24

TURN 5/15/25

TURN 6/16/26

TURN 7/17/27

TURN 8/18/28

TURN 9/19/29

TURN 10/20/30

ARTILLERY ABBREVIATIONS: (NOTE: Each Turn line can be used for 3 different
Turns. Erase earller plots as the game advances.)

Size: H = heavy; L =light; M = medium; 8 = super heavy.
Attachment: A = attached; O = organic; U = unattached,
Fire Types: C = called (next Turn plot); D = daslqnated (next Turn plot; P = planned

(pre-game plot—circle turn number to designate Turn); §
SHEAFS: L =

Fh‘l Misslons: CP# = CLCP (# is that of the target unit); FM = FASCAM; HE = HE;IC
= ICM or ICMDP; IL = lilumination; SM = smoke.

SAMPLE MORTAR INDIRECT FIRE PLOT: “2AAS-GP-102".
SAMPLE ARTILLERY INDIRECT FIRE PLOTS: “P-2AAQ-T-HE-102" (Planned HE Fire

Misslon) or “C-CP141-102" (Called
CLCP Fire Misslon).

= continuous (same Turn plot).

loose; L# =line (#=direction); T = tight.

MINEFIELDS
(D= Deliberate; F = FASCAM; H = Hasty; P = Anti-Personnel; V = Anti-Vehicular + hex ID)
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_ D-3264  #18330.7-4

ORGANIZATION

UNIT IDENT

TYPE

OFFICER |

AMMUNITION,
ARMAMENTS,
ATTACHED,
LOADS

FUEL

DAMAGE

SMOKE

CREW LOSES

TRANSPORT

NOTES

|
ORGANIZATION
UNIT IDENT
TYPE

OFFICER

AMMUNITION,
ARMAMENTS,
ATTACHED,
LOADS

FUEL
DAMAGE
SMOKE
CREW LOSES
TRANSPORT

NOTES

STANDARD RECORD SHEET ABBREVIATIONS:
AMMUNITION/ARMAMENTS/ATTACHMENTS/LOADS: A3: At-3 ATGM,
Ad: AT-4 rct Inchr or ATGM; A17: AGS-17 grn Inchr; AA: anti-aircraft; AP:
AP, APDS, APFSDS or APHE; AM: ARM; AS: assault squad; CB: cluster
bomb; CN: canister; DN: Dragon ATGM; EM: ECM; FL: fuel tank; FT:
flamethrower; GD: GLLD laser designator; GP: GP; HT: HEAT or HEAT-
MP; HP: HEP; HH: HESH; HR: HELLFIRE; HO: HOT; HV: HVAP; IB: iron
bomb; IL: illumination; IT: ITOW; LN: LANTERN; LW: M72A2 LAW rct
Inchr; MG: machinegun; Mi: minigun; ML: Milan ATGM; MN: mine canister;
NB: napalm bomb; P: add to cluster or iron bomb notation to show PGM;
P3: PZF-3 rct Inchr; P4: PZF-44 rct Inchr; RT: RPG-7 V/D rct Inchr; R18:
RPG-18 rct Inchr; RE: Redeye AAM; RT: rocket; S7: SA-7B AAM; $14: SA-14
AAM; SF: special forces; SG: Sagger; SM: smoke; SL: Spiral; SP: squad
plus; ST: Stinger AAM; SW: Swatter; 20: 20mm gun; 23: 23mm; 30: 30mm
gun.

DAMAGE: GN: Main Gun hit; HC: Hull Comp.; M: Missile dest.; MG:
Machinegun hit (list with location abbrev.); R: Radar dest.; TC: Turret
Comp.; TK: Track hit.

SMOKE: DS: Disharger smoke used (1). EX: Exhaust smoke used (3).
NOTES: AQ#: acquired target #; C: camouflaged; H: prep. hasty entr,;
OB#: observing (+obs. unit #); UP#: # heights up a building.

©1989

The Avalon Hill Game Company

DIVISION OF MONARCH AVALON, INC.
Printed in USA * All Rights Reserved
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USSR-1A: T-80A Main Batile Tank (42.0 tons): 80-40-20 points.
MOVEMENT INFORMATION )

P JHASTY ENTRENCHMENT b | SMOKE

TURN COSTS: 0-0-1/2-Tracked

- STACKING POINTS: 2 DE:
101-117 |Iﬂhﬂ§!!ﬂ7 VALUE; 2L

FIRING INFORMATION
WEAPON | MAX DEP [TOTAL| ST | TYPE
ROF [ TRN | EL |AMMO AMMO
FIRED
APFSDS 2
KE} 57
HEAT 1] —
(CE) |Pv| 95 | 95| 95| 95| 95| 95| 95) 95) 95) 95| — | — 05 |12 |56 |00 | — —
GP |NM| 30 | 30| 30| 28| 26| 24| 18| 18| 12| 12 6 6 JEF =KNK QUT it - —
MV] 15 15/ 15] 14| 13] 12 ] 9 6 3 SLG_PD F=1-6 — —
HEAT |(AP| — 10| 16| 18| 18| 18 18| 18| 18| 18| 18| 18 ]O1- | 08- | 21- | 61-
(CE) |PY| — 1120 (120120 |120)120 /120 |120/120[120)120 | 120§ 07 | 20 | 60 | 00 | 24 12
— [ —Jot-[20-[er-[oe- | — | —
— | — 119 | 46 [ 95 |00 | — —
I LOGATIGN CHARTS ARMOR CHARTS
ANGLE HIT LOCATION AMMO FRONT-REAR ] FRONT/SIDE-REAR/SIDE

HF [ T8 [ HS [TR[HRETE [HD
118 [ 78 34 |47 28 [l d
174 | 90| 34 [54 o8 Fieifinid
91| 70 34 |42 |28 |50 |50
177 [117 [ 34 [ a7 |28 Pecifiedis
261 [ 135 | 34 |54 |28 pibd AT
137 1105 [ 34 [ 4228 |50 7501

OF HIT IF HF HF' TS [HS |HS" TR HBTK' GN[TTG HDG|TTA HDA USED

CE

- TK* T i v
NOTES: Has radio and NBC Not ampmbluus Songster missile may not be fired on the move. Carnas an IR saarchhght Path restrictions on turret
furns in building and woods hexes. May add heavy reactive armor to TF, TS and HF for 15 points (adds 2 tons to weight and reduces transport
value 1o ''0""—"*CE'* ammunition has no effect at TF, TS & HS Iucat‘ions). Increase gun’'s ammunition to 10 (1) if no Songsters carried. HMG
and Bailed Out are small arms. One/platoon may have a mine plow for 25 points—attacks minefields with 50 GP factors—if eliminated, *'01-25"'
destroys the mine plow (OR17.5.3.3).




USSR-1B: T-64B Main Battle Tank (38.5 tons): 75-38-19 points.

MOVEMENT INFORMATION
'a\'utlur MF nm Pltll

SEETIREr o

SPEEDS: |Snow 5 3/4 3/4

an NON-FORD

‘TUHN COSTS: 0-0-1-Tracked
STACKING POINTS: 2
1-117 | |TRANSPORT VALUE: 2L

= T-B4T-72

ATGM
SPEEDS

WEAPON | MAX DEP | TOTAL | T | TYpE AN HEXES

ROF | TRN | EL |AMMO AMMO 5- | 8- |13-|17-|21- | 25- | 29-|33-|37- | NO
418 121620 24 | 2832 36|40 JoAm| HiT |ouT|
20 20) 18| 16| 14] 12] 10| 7 5| 2 1{01-
94| 94| 88| 84| 80| 77| M| 63| 60| 57| 55} 05
19 19] 16| 1| 11| & 4| 1 — | = j01-

1
95| 95| 95| 95/ 95| 95| 95) 95| 95| — | — Jas
30) 30) 28| 26| 24| 18| 18| 12| 12 6 |EF = KNK OUT if - -
150 15) 14) 13 12| 9] 9] 6| 6 3 |GP DEF=1-6. o
8

10| 16| 18| 18| 18| 18| 18| 18| 1 18 101- | 08- | 21- | B1-

3
3
18
120|120 | 120 { 120{ 120 | 120 {120 | 120|120 | 120 {120 J 07 | 20 | 60 [ 00 | 24 | 12
25| 25| 25| 5[ 25] 25 5[ o5( o5 25] ps | [ [ | —
gl e| 2 —=[=[=[—=]=]=[=lor-]20[arTo6- | = | =
a| af 3 of— || —|—1—f—J1o]laslesloo] =] =
8l af s 3| —|—=[=[=[=|=1=|-1=-1=-1-]—-1-
4| 4 HESESESEIENES RN NN TN N
T e e e e B B =
6] 6] 4l zl+tohdof—]—f—|—
3| A —|—=[=|=|=[—=-]=-]|-]-
2l gl — -] —l—]-] ]

; 3 jﬁs:;sr;ﬁa.;m. 5 AT f nTE Al

ANGLE HIT LOCATION AMMO |ELEVA- FRONT,
F HIT |TF|HF [HF*|T: HS*[TR|HR HH‘ TK" ED | TION HE TF | HF
d - e LEVEL |80} 801 113 ] 112
i s KE | RISING }iDd 2] 142 | 185 |
FRONT/ [01-20-| 28- FALLING §7 12 98| 86
SIDE_18]27] 47 LEVEL 170 | 168 |
4] CE | RISING 121213 | 248

EALLIN 255121147 [120

REAR 01-138-| 56- | 95- 01-
=l = (=] — |38155] 94 | 99 100 O

BETE = "
EEE H < i £H

NOTES: Has radio and NBC. Not amphibious. Songster missile may not be fired on the move. Carries an IR searchlight. Path restrictions on turret
turns in building and woods hexes. May add heavy reactive armor to TF, TS and HF for 15 points (adds 2 tons to weight and reduces transport
value to **0"'—*'CE"* ammunition has no effect at TF, TS, & HF locations). Increase gun's ammunition to 10 (1) if no Songsters carried. HMG
and Bailed Crew are small arms. One/platoon may have a mine plow for 25 points—attacks minefields with 50 GP factors—If eliminated, *'01-25"
destroys the mine plow (OR17.5.5.3).



USSR-2A: T-72M1 Main Battle Tank (41.0 tons): 73-37-18 pomts
MOVEMENT INFORMATION

TURN COSTS: 0-0-1-Tracked
STACKING POINTS; 2
TRANSPORT VA s 2L

WEAPON | MAX DEP| TOTAL | ST :
ROF | TRN | EL | AMMO AMMO | A [1-]5-]9- [13-[17-[21-| 25-

FIRED | C | 4 |8 [12/16)20(24] 28 | 32 |36
APFSDS AP (20 | 1B |16 |14 [12|10| 7 5] 2
(KE) [PY 948884 B8O|77|71]63 | 60 |57
95

6

3

HIT
1]01- | 06- | 14- | 75-
55§05 |13 | 74 | 00
—o1- [ o6- [ 13- [ 57-
— 05 [12 |56 | 00
6 JEF =KNK OUT it
3

HEAT |AP |19 |16 (13|11 8| 4| 1 1
(CE) |PY|95]95[95/95[95/95] 95 | 95
GP |NM |30 28|26 24 |18 (18] 12 | 12
Mv|15|14]13(12| 9| 9| 6 | 6
AP AP |19 (1B |12 | —|—|—]| —|—
(KE) [PY| 4| 3[ 2|— | —|—|— | —
HMG 5 | 360 | 8/ Unl 10 GP |NM

GP DEF = 1-6.
01- | 20- | 47- | 96-
19 | 46 | 95 [ 00 |

Stab. 0 10 MV
(T70) AR |SA
ap

GP |NM

et

MV

i - CHARTS
ANGLE " HIT LOCATION
|= HIT TF n TSTHS[HS TR HAIHR" nc* N m; [HDG[TTAJHDA] USED

NOTES: Has radlo and NBC Not arnphlbious Carries an IR searchllght Path restrictions on turret turns in building and woods hexes. May add
heavy reactive armor to TF, TS and HF for 15 points (add 2 tons to weight and reduces transport value to ''0°'—"'CE"" ammunition has no effect
at TF, TS, & HF, HMG and Bailed Crew are small arms. One/platoon may have a mine plow for 25 points—attacks minefields with 50 GP factors—if
eliminated, "'01-25"" destroys the mine plow (0R17.5.3.3).




USSR-2B/1: BMP-R Reconnaissance Vehicle (14.0 tons): 45-23-11 points.
USSR-2B/2: BMP-1 Infantry Combat Vehicle (13.9 tons): 47-24-12 points.
Card information is for the BMP-R. See notes for differences in the BMP-1.

MOVEMENT INFORMATION VEMENT T

BLOCK P SMOKE +1
[Normal | 6| 2/3 1 3/4 - 18 [
snow | 6 [3/4 [3/4]
I A

il 2! :
HILL HEXSIDE (3Lv1) P |STREAM (NON-FORD) 6]

LEAR MEROVE
DEPR HEXSIDE _ +1a

-
il

BMP-R & BMP-1

SPEEDS:

TURN COSTS: 0-0-1/2-Tracked
STACKING POINTS: 2
41-157 | |TRANSPORT VALUE: 1L (FC)

-

ATGM

WEAPON | MAX DEP |TOTAL| ST | TYPE | F 3 SPEEDS
ROF | TRN | EL |AMMO AMMO(A | 1 [ 2 |3- |5 | 7|8 [13-[17-|21-|25-|29-| NO | CMP | KNK | BRW | TAR MV
[ 4 | 6 /8 |12)16(20 24 [28 (30 JDAM | HIT | OUT | UP Ed-dFd5"

AP| 18| 18| 18| 13| 13| 8| 1| 1| — — f01- [ 15 | 37- | 68- | — | —

80/ BO| BO) B0 80| 80| 80) 80 | — — 114 [ 3 | 68|00 J— ] —

20 20| 20| 18] 18| 16| 14| 11| 1 — JEF=KNK OUT if - -

Mv, 10/ 10/ 10] 9] 9 8| 7] 5|5 = IGP DEF =2, ol
T — |— | — | 10( 16| 18| 18| 18| 18 18 ) 01- | 08 | 21- | B1-

Class 3 12 (1) CE) |PY|— | — | — | B80f BO| 80| 80| 80 80 80 J 07 | 20 [ 60 [ 00 § 20 | 10
ATGM BP NMI{ — | — | — [ 25] 25| 25| 25| 25] 95 | (25 - | -] ==

16| 18| 18| 18| 18| 18| 18| —
120 [ 126°)120 [ 120|120 | 120 | 120 | —

25) 25] 25| 25) 25| 95| 25| —

—Jo-[os | 21- |6t
—Jor |20 |60 |00 oe4| 12

Nl ||]'::|g;.;a..u||

i
i

: i ___ARMOR CHARTS
ANGLE HIT_LOCATION AMMO [ELEVA- —REAR | FRONT/SIDE-REAR/SIDE |

OF HIT |TF [HF HF*|TS |HS [HS*|TRHR{HR* [TK* [GN|TTG [HDG[TTATHDA] USED | TiON HF | TS | HS [TRIHR
- i =l KE LEVEL f§ 15|/ 7|5 |6]4

or | RISING 2] 7]5]5]5

CE  |FALLING 10/6ls5lals

- | 56- | 85- 0n-
—1—| — |—[—]— 13815594 )99 [00] 05

SR
R EHEEE AT

1

NOTES: BMP-R: Has radio and NBC. Amphibious. Infantry units being transported may be fired if the vehicle is open or buttoned up (2 hexes range).
Sagger or Spigot missiles may not be fired on the mave. Subject to antillery or bomb missile destruction (QR17.2.6). Carries an IR searchlight.
May be equipped with the Sagger (given points) or Spigot (51-26-13 paints) missiles. Bailed Crew is small arms. BMP-1: Transport Value = 2L
(FC). May be equipped with the Sagger (given points) or Spigot (53-27-13 points). All other data and notes are the same as for the BMP-R.



USSR-3A: MT-LB/2512 Self-Propelled Mortar (10.0 tons): 38-19-10 points.
MOVEMENT INFORMATION IVE

pere

91-193

VEAPOM \
WEAPON | MAX DEP [TOTAL| ST| TYPE | F

ROF | TRN | EL |AMMO AMMD A
FIRED c

GP NM | — (23|23 EF = KNK OUT if
SCATRa GP DEF =1-6.
SCATRb

6P NM

MV

op
GP NM
MV

HIT LO TI "
Ths* [ n

QEUE LM

FRONT/ [01- [ 26- | 48- | 72- 9-
SIDE |25 47 71 |04

SIZE: —2. GP DEFENSE: 2.  CA DEFENSE: 1.

NOTES: Has radio and NBC. Amphibious. May not enter or overrun buildings. Must be open to fire mortar. Must use area effect fire with mortars,
and may use GP, Illumination and Smoke ammunition. MG and Bailed Crew are small arms.



HER

SPEEDS: Snow _

6 3/4 3/4

TURN COSTS: 0-0-1/2-Tracked

STACKING POINTS: 2
|THAN§ERT VALUE: 2L (FC)

USSR-3B: BMP-2 infantry Combat Vehicle (14 6 tons): 62- 31 16 pmnts

MOVEMENT INFORMATION
Wllthlr MF Honl Paln

i'ih. EAN

m_ TREAM (NON-FORD

Spndrl
Class 1
ATGM

FIRING INFORMATION

E NNERY CHAR

ATGM
SPEEDS

CMP| KNK | BRW TAH My
HIT 13 4+

120 (120

Her

ANGLE

SIDE

R

OF HIT JTF HF |HF*|T:

el 5
FRONT/ 01-/20-| 28- |48-
19127 ] 47 166 74] 04 | —

£ TR

HIT LOCATION
HS|HS" | TRIHR HB' TK* [GN TTG H 'I'I'A H

01-138-| 56- | 95-
e 36 35]94 | 99

_ARMOR CHARTS

FRONT/SIDE-REAR/SIDE || B
TION i TF [HF | T8 | HS [TRIHRFTT:
LEVEL 4 5] 7554
RISIN H 2717 | 515]5
FALLING [BEEE 10l6lslals

NOTES: Has radio and NBC. Amphibious. Infantry units being transported may be fired if the vehicle is open or buttaned up (2 hexes range). Spandrel
may not be fired on the move. Subject to artillery or bomb missile destruction (OR17.2.6). Carries an IR searchlight. Path restrictions on turret
turns In building and woods hexes. 30mm main gun and Bailed Crew are small arms.




USSR-4A/1: BTR-60/70PB Armored Personnel Carrier (10.3 tons): 31-16-8 points.
USSR-4A/2: BTR-80PB Armored Personnel Carrier (10.5 tons) 35 18-9 polnts

MOVEMENT INFO. (BOTH)

n :
S |

TURN CUSTS 0-1-1 1/2-Wheeled
STACKING POINTS: 2

141-157 | |TRANSPORT VALUE; 3LT (FC)

BAILED
CREW-2

ANGLE HIT LOCATION AMMO [ELEVA- FIIOHTISIDE-HEAIIISIDE
OF HIT |TF[HF|HF*|TS |HS[HS* | TR|HRA|HR*|TK* |GN[TTG[HDG|TTA|HDA] USED | TION HE TF IIF TS | HS [TRIHR}
KE | LEVEL 4 6 | 4163
or RISING 5 181518
FRONT/ |01-|20-| 28- |48-|67-] 75- 95- 01- | 20- | 01- | 20- CE__|FALLING F#i 4 15141513
SIDE 119)27| 47 166(74) 94 | —|—] — | 99 (00 05 | 24 | 10 | 29
; O Taa: 5 9

i REH R 28

NOTES: Both: Have radio and NBC. Amphibious. Infantry units being transported may be fired if the vehicle is open or buttoned up (2 hexes range).
14.5mm main gun and Bailed Crew are small arms. BTR-60/70PB: The 14.5mm main gun cannot be used for anti-aircraft fire. There are no smoke makers.



USSR-4B: BMD Airborne Combat Vehicle (6.7 tons): 50-25-13 pomts

MOVEMENT INFORMATION
MF | Road | Path

AAEgﬁﬁZEEEE*’iﬁ BR
SPEEDS:

TURN COSTS: 0-0-0-Tracked
STACKING POINTS: 2
TRANSPORT VALUE: 1L (FC)

! i Per level. b: Use other terrain in hex. ¢ Ellminateg Wire.

FIRING INFORMATION
N NERY CHARTS ATGM

WEAPON | MAX DEP |TOTAL | ST | TYPE | F SPEEDS
ROF | TRN | EL |AMMO AMMO|A | 1| 2 |3- |5 |7-|9 13- 17- | 21-{25-|29-| NO | CMP | KNK | BRW [ TAR MV
C 30 L

HEEEHEH
HAEELE

DAM | HIT | OUT | UP Ji
18 13) 13| &) 1] 1| —|— 01- | 15- | 37- | 69- =
B0f 80| 80| 8O 80| BO| — | — 14 68 [ 00 | — | —

20( 18| 18| 16| 14| 11 11| 7 [— JEF=KNK QUTIf = =

10] 8] 9/ 8| 7| 5] 5| 4 — JGPDEF=2. ==

— [ 10| 16| 18] 18| 18| 18|18 | 18 | 01- | 08- | 21- | B1- !
07

— | BO)| BO| B0 80 80|80 | 80 | 80 20 | 60 | 00 f 20 | 10
— | 25] 25) 25| 25} 261265 )25 |25 | — | — | — | —

[ 18] 18] 18] 8] 18— —|—]or |08 [ 21 | &-
120 (120|120 120120 120 — | — [ — o7 | 20 | 60 | 00 | 2a | 12
26| 25 25| o5 o5] o8] — [T 1 | |1
sl 2= [=[=]=T=-1=0T-1-=-1=1=1-=1-=
R R Il Il gy [ [y [
2| — -_— - —_ —_ — _ —_—
1 - p— —_ —_— — - —_— -

W!!!!!!EEEMIE
99 05 48
ki S HEE HE* WA and TKC *: Yraak asia e i ISE

NOTES: Has radio and NBC. Amphibious. Iniamry units being fransported may be fired if the vehicle is open. Sagger or Spigot may not be fired

on the move. Subject to artillery or bomb missile destruction (OR17.2.6). Carries an IR searchlight. May be equipped with the Sagger (given points)
or Spigot (55-28-14) points) missiles. MG and Bailed Crew ars small arms.




USSR-5A: BRDM Anti-Tank Vehicle (7.7 tons): 45-23-11 points.
MOVEMENT INFORMATION [OVEME

TURN COSTS 0-1-1 Whaalad
STACKING POINTS: 2

171-175 | [TRANSPORT VALUE: 1L (FC)
FIRING INFORMATION

TOTAL
AMMO

__TARGET INFORMATION

ARMOR CHARTS

LOCATION _ AMMO | ELEVA-

F/S-R
HF [HF*| HS [HS*| HR [HR*[TK* | GN [HDG/HDA] USED | TI THF [ HS
5 KE | LEVEL 5[3
4 43 480 or | RISIN 6133
FRONT/ [01- | 26- 48- | 72- 95- 20-|20- | _CE_ [ FALLING | j4]3l3
SIDE |2547 |71 ]|94|— | — 9900|2424

REAR 01-51-|95- 39- | 39-

HE". HS*. : SE:
NOTES: Has radio and NBC. Amphibious. Infantry units being transported may be fired only if the vehicle is open. Spandrel
ATGM may not be fired on the move. Subject 1o artillery and bomb missile destruction (OR17.2.6). Bailed Crew is small arms.



USSR-5B: BRDM-2 Reconnaissance Vehicle (7.0 tons): 32-16-8 points.
MOVEMENT INFO. 1S

-’” Al

2 _
BUILDINGS Il. H XSIDE 3Lv1 TFIEAM NN FH
g R

P| TOTAL | 8T | TYPE
TRN EL AMMO

NOTES: Has radlo and NBC Ampmbaous In!anlry units bsing fransported may be fired unly if the vehicle is open. 14.5mm main gun and Bailed
Crew are small arms.




USSR-6A: ASU-85 Air Portable Assault Gun (14.0 tons): 44-22-11 pomts

MOVEMENT INFO.

ASU-85

—

91-193

‘TURN BﬂSTS:O-O-O-Tracked

STACKING POINTS: 2
TRANSPORT VALUE: 2L

a. PBI' |9V0| b:

Use other terrain in hex. ¢

; Elimi naggg Wire.

WEAPON | MAX

FIRING INFORMATION

ST|TYee | F
AMMO | A |1- | 5-|9-[13-[17-[21-[ 25 | 29- | 33- | NO | CMP | KNK | BRW
FIRED | C |4 |8 [12/16,20(24|28 | 32 | 40 |DAM | HIT |OUT | UP
APHE | AP (19 |15]|11]| 7 | 3 |1 1 - =10 09- 21- 53-
(KE) |Pv 25|22]20]19/17]%6|15 | — | — o8 | 20 |5 |00
Hvap [apl19(t6[13 8] 3| 1| === o] 13 |31 |8
(KE) | Py |a8|43|40|34[a1]07]|— 12130 | 7900
Hear [ap 195118 a1 1 [ —]—]on- 10 |2 |63
(CE) |py|7575|75]|75(75)75)75 | — | — Qoo | 23 | 62| 00
ap [Nm[2a21 {10 [17[13[1a] o] o [ 4 [er=rknkouti
Mv|11/10] o| 8l 6/ 6] 4 4|2 lepDEF=13
AP | AP == = 20- | 47- | 9%-
(KE) | PY il cural®) b 46 95 a0
P [NM - =1=
My N I
M| — ==
0p
GP|NM
MV

NOTES: Has radno but no NBC. Not amphibious. Carries an IR searchlight. HMG and Bailed Crew are small arms.

W!!!!!!IIEEHEE
38|55 10 | 48




USSR-6B/1: MT-LB Multi-Purpose Vehicle (9.7 tons): 31-16-8 points.
USSR-6B/2: ACRV Artillery Command Reconnaissance Vehicle (10.2 tons): 33-17-9

MOVEMENT INFO (MT-LB) || MOVEMENT INFO (ACRV)

SPEEDS: SPEEDS: |Snow 4 |3/4 3/4

[TURN COSTS: 0-1/2-1-Tracked
STACKING POINTS: 2

TURN COSTS: 0-0-1-Tracked

STACKING POINTS: 2
191-193  [|TRANSPORT VALUE: : TRANSPORT VALUE: I
MOVEMENT COSTS (BOTH)
BLOCK P {HASTY ENTRENCHMENT b |SMOKE +1
BRIDGE + 1 JHILL HEXSIDE + 18 | STREAM (FORD) 4
BUILDINGS + 1 |HILL HEXSI vi P ISTREAM (NON-FORD) 6
CLEAR 1 |IMPROVED POSITION 1 |WIRE +1c
DEPR HEXSIDE + 1a |ROUGH 4| W00DS (HEAVY) P
DEST/DITCH/FIRE__P |SCRUS 2 lwooos (LiGHT) 3

J2: Per level. b. Use other terrain in hex. ¢: Eliminates wire.

FIRING INFORMATION

VEHIGLE |WEAPON | MAX DEP|TOTAL| ST | TYPE
ROF | TRN | EL |AMMO AMMO 1|5
FIRED [ ¢ |4 |8 |12]|16 DAM | HIT |OUT| UP |
AP [AP[19]16]12]| — | — | — 01- | 20- | 47- | 96-
KE
GP
AR
unl | 0| ap
6P
AR I
: o 0P
BAILED | 1 [360 [Uni] Uni | 0 | 8@ [NM] 2| —|—|—|—|—
CREW-2 My 1] —|—|—|—|—

NOTES: Both: Has radio and NBC. Amphibious. Infantry units being transported may be fired only if the vehicle is open.
HMG, MG, and Bailed Crew are small arms. MT-LB: May serve as an observer unit. MG may be fired while open or buttoned up.



USSR-7A/1: SA-9 Gaskin Anti-Aircraft Vehicle (8.1 tons): 30-15-8 points.
USSR-7A/2: SA-13 Gopher Anti-Aircraft Vehicle (10.5 tons): 35-18-9 points
MOVEMENT INFO. (SA-9) ) :

SPEEDS: LmI 4

[TurN cosrs 0-1-1-Wheeled
STACKING POINTS: 2
TRANSPORT VALUE: 0

MOVEMENT INFO. (SA-13)

TURN COSTS: 0-1/2-1-Tracked
|STACKING POINTS: 2
TRANSPORT YALUE: 0

VEHICLE

TARGET INFORMATION

ATION: 3 (BOT ARMOR CHAHTS
HIT_LOGATION VEHICLE | AMMO | ELEVA- | :

OF HIT | HF THE*THS HS*] HR [HR*[TK"] GN [HDG HIJA USED | TION

RONT: KE | LEVEL

f50 - 199 (00 143148 sA-9 | or | RISING
FRONT/ |01- | 26- | 48- | 72- 95- 20- zo- CE_ | FALLING |
SIDE | 25|47 |71 /04| — | —]99100-|24 (24 KE | LEVEL f

RISING

FALLING

-[o5-]  [38-[a0-
5 ot |9 |00 43¢

NOTES: Both: Has radio and NBC. Amphibious. Subject to artiliery or bomb missile destruction (OR17.2.6). Bailed Crew is small
arms. Both missiles are ineffective vs. ground targets.



USSR-7B/1: Soviet Heavy Truck Utility Vehicle (10.0 tons): 22-xx-6 points.

USSR-7B/2: Soviet Medium Truck Utility Vehicle (6.0 tons): 21-xx-5 points.

USSR-7B/3: Soviet Light Truck Utility Vehicle (2.0 tons): 20-xx-5 points.
MOVEMENT INFO (ALL) IE 0STS (A

MF [Road | Path SMOKE

[Normal:: 4 | 1/2 0374 : L HEXS!DE £ 25|57

%

3/4 | 3/4
e

SPEEDS:
All i
TURN COSTS: Heavy: 0-2-2-Wheeled
Med.: 0-1-2-Wheeled
Light: 0-1-1 Wheeled
STACKING POINTS (AN): 2
TRANSPORT VALUE: Heavy: 6LT;
Medium: ALT; Light: 2LT a: Per level. b: Use other terrain in hex.

FIRING INFORMATION (ALL)

DEP |TOTAL TYPE
TRN | EL [AMMO AMMO
BRED - - —
L

S JULE)

ALL TRUCKS

| HF [HF*| HS THS*[ HA [HA*[TK*] GN JHDG[HDA| USED
40 w ¢ T TS
28-
47

. E
H

6 GP DEF: 10 pts/marker. Radio Jang: 25 pts/each.

7 GP DEF: 15 pts/marker. Wire: 1 GP DEF: 5 pts/marker.

6 i [EE: G plsiimearker: x| 2 6P DEF: 10 pts/marker.

Place i any msd/pain hey, WS 5 Gp DF: 15 pto/marker
LK G i

10 pts/marker MK Place in any but water hex.

Piace in any but goc,
building, water, IHTI.’T.-Md Position: 20 pts/marker.

: Place in any but water
of britlge. hex. & | or bridge hox

fovert’

Hasty Anti-Personnal or Anti-Vehicular Mines (3 GP DEF): 5 pts/hex.
Deliberate Anti-Personnel or Anti-Vehicular Mines (6 GP DEF): 10 pts/hex.
Place in any but building, ditch, improved pasition, water, or bridge hex.




USSR-8A: Z5U-23(4) '‘Shilka”’ Anti-Aircraft Vehicle (14.0 tons): 47-24-12 points.
MOVEMENT INFORMATION

% SPEEDS:
TURN COSTS: 0-0-0-Tracked

N STACKING POINTS: 2
181-182 | |rRaNSPORT VALUE: 1L

BUILDINGS 1 |HILL HEXSIDE (3Lv1 P |STREAM (NON-FORD p
1le VED POSIT

SU-23

WEAPON

AMMO | A | 1- | 5- | 9- [13-|17-|21-| 23- | 25- [29+ | NO |CMP | KNK | BRW
FIRED | C | 4 | 8 |12)|16,20 /22| 24 | 28 DAM | HIT |OUT | UP

BAILED
CREW-4

TARGET INFORMATION

[1ON: CHART ARMOR CHARTS
ANGLE HIT LOCATION AMMO |ELEVA- [ERUMT=RERR| FRONT/SIDE-REAR/SIDE | AROVE

F HIT |TF [HF{HF* (TS [HS|HS*|TR |HR/HR* | TK* |GN|TTG |HDG|TTA|HDA] USED | TION [ HF | TS [ HS |TR(HR) TT | HD |

IFRONT:: fos~ 5 faged ke | LeveL | 8 |alalala]—1]—
i ; 1§ b or | RISING 1n]3f{4]3]4]1—1—
FRONT/ {01-|20-| 28- |48-|67-| 75- 98- 01- | 20- [01- | 20- | cE |FALLING 713alalalaliaiag
SIDE_ {1927 66 7404 [—|—| — |99 o0} 05 | 24 {10 [ 20

REAR 01-139-| 56- | 95- 01- | 39- | 01- | 38-
e et Bl o] Ucoml P .- 7 B 10 | 48




USSR-8B: ZU-23 Twin Anti-Aircraft Gun (1.0 ton): 28 points.

NOTES: a: Unlimited if gun remains with towing vehicle or dump—reduced to 30 otherwise.

TARGET INFDRMATIDN GP DEFENSE FOR ALL

i BUILDINGS: = BRIDGE | DITCH HEAVY ROUGH W00DS
mm /CLEAR snon moveu WO0DS

[ ﬂa%@wmﬁ@mﬁ@%mm%ﬁﬁ@m%%@%ﬁﬁ%ﬁ%&
m | 2 1 1 T ¢ | 4 ] EEETE

NuTl ThIS is a large lmd unit. Not :mphlhluus May not fire while being lransporleu 23mm and Bailed Crew are small arms.




USSR-9A/1: T-12 100mm Anti-Tank Gun (3.3 tons): 25 points.
USSR-9A/2: SD-44 85mm Anti-Tank Gun (2.3 tons): 26 points.

T-12 $D-44
A :
o a
- 7]
196-197 194-195

GUN | WEAPON | MAX DEP|TOTAL | ST
NAME ROF | TRN | EL [AMMO

1 | 360 {Unl| Unl | O GP [NM| 4| — | —|—|—

01-

AP 19|16 |13 8| 3| 1| — | —|—|— 13- | 31- | 94-
PY 48 /43[40(34 (31|27 | — | — |—|—]12 [ 30 /93|00
AP |19 |15 |11 | 8| 4| 1| 1| —|—|—]01-|10-| 24 | B89-
SD-44 PY |75|75|75]75/75/75| — |«— |—|— 109 | 23 | B8 | 00 |
NM[17 |17 |17 |17 |13 |13| 9 | 9 | 4 |— |EF=KNK OUT i
Mv/ 8| 8| B| 8| 6] 6| 4| 4 2|— |GPDEF=1-3.
BAILED | 1 | 360 {Uni| Unl | O 6P [NM| 4| —|—[—|—|—| — | — | — | — [BVOKE:MAK
CREW-4 el el el el
TARGET INFORMATION (GP DEFENSE FOR BOTH)
BLOCK [ iii::i2/BRIDBE | DITCH | DEPRES-| DE- | FIRE | HEAVY |IMPRVD | RDUGH | SCRUB | STREAM | WIRE |WOODS |WRECK
BRICK | STONE | WOOD | /CLEAR SION |STROYED WOODS | PSITON

+1:

+1

NOTES: Both; These are /arge towed units. Have radio. Not amphibious. May not fire while being transported. Bailed Crew is small arms.




USSR-9B: SPG-9 73mm Recoilless Anti-Tank Gun (.2 tons): 24 points.
....kJi.. T,

nl:lm

NOTES: This is a sma// fowed unit. Has radio. Not amphibious. May nat fire while being lranspnnud Bailed Crew are small arms.




USSR-10A/1: Mil Mi-24 ‘‘Hind-D’’ Attack Helicopter: 150 base points (with HMG chin gun).
USSR-10A/2: Mil Mi-24 ‘‘Hind-E’’ Attack Helicopter: 170 base points (with 23mm chin gun).

GENERAL INFORMATION (BOTH)

All Mi-24s

TRANSPORT VALUE: 2L (FC) a
HAFF/IRCM
DEFENSE VALUE: 55

a: Reduce the transport value to *'0"" with any wing armament. b: Only when landed.

FIRING INFORMATION (BOTH)
GUNNERY %unnrs

- | 8- KNK
8 |10 12|15 |20 |30 |35 | 40 |DAM| HIT |OUT | UP
16] 12| 12| — | — |— | — | — | 01- | 20- | 47- | %6
3| 2| 2|—|—|—|—|—19 |46 |95 |00
Bl 4| a|—|—|—|—]—
6] 8] ol —[—|—[=—-]—-[-—-[—-]—
13) 13 & 5 1|—|—|—|01- |18 | 44 | 90-
PYNOE | 6| 6| 6 6 5| 5| 5| 4| 4| 3|—|[—|—]17 |43 |89 |00
priow | 12| 12| 12| 12| 10| 10| 10| 8| 8] &
/My | 30| 30] 30] 30] 30] 30 30] 30/ s0] 3| —[—| -] —] =] —
AP | —[—{—110[ 10 16| 18] 18] 18] 18] 18] 18] — [ 01- [ 05 | 12- | 57-
Py |—|—|— |100]100]100]|100100|100|100|100[100] — | 04 | 11 | 56 | 00
T} NM/Mv [ — [ —|—]29] 20| 20 o9 29[ 29] 20] o[9[ | [ —[— [ —
Sagger HEAT| AP | —|—|—] 10| 10] 16 18] 18] 18] 18] 18] — | — | 01- | 08- | 21- | 61-
Class 3 | 1 |60 |uni| ¢ |d |iCE)| Py |—|—1|—1|80| 80| 80| 60| 80| 80| 80| 80| —|—1f07 | 20 | 60 | Q0
6P | Ww/mv [ — [ —|— [ 25[ 25] o5[ 25| o] el aslas[ —[—| [ —[—[—
HEAT| AP | — | 10| 16] 18] 18] 18] 1a] 18] 18] 18] 18] 18] 1a]01- [ o8- | 21- [ 61-
(CE) | PY | — [140(140140(140|140(140(140 140|140(140|140/140} 07 | 20 | 60 | 00
6P | NM/Mv | —| 25[ 25] 25] 25] 25] 25[ 25] 25] 25] 25] 25] 25] — .-
EF = KNK OUT If
P DEF = 1-4

POSSIBLE MAXIMUM ARMAMENTS & POINTS
ARMAMENT POINT VALUES (ADD TO BASE POINTS
i nis

24 Rockets.

NOTES: All: All have radios and & 120 degree sighting arc. Only base points are counted if a helicopter is destroyed. Sagger, Spiral and Swatter
are wire-guided ATGMs (OR20.2.3.3.2), Rockets are effective only in their impact hex. All helicopters are restricted to low altitude in ''Fog’' or
‘‘Blowing Snow'' conditions. 23mm, HMG are small arms. May not expend over 1/4 (round up) movement factors in movement during an Air Phase
when landing or taking off (NOE altitude and clear or scrub hexes only).



USSR-10B/1: Mil Mi-2 ‘‘Hoplite’’ Light Helicopter: 65 base points (with 1 MG/side).
USSR-10B/2: Mil Mi-4 “‘Hound’' Medium Helicopter: 55 base points (with HMG chin gun).
USSA-10B/3: Mil Mi-8 ‘‘Hip’’ E/F Medium Helicopter: 110 base points (with HMG chin gun).

GENERAL INFORMATION (Mi-2 GENERAL INFORMATION (Mi-4
: { ! Mi-2/Mi-4
T TRANSPUHT VALUE: 3LT (FC) b
= i
= ;
s DEFENSE \I'ALUE so
211-214

GENERAL INF_URHATEON Mi-8

THANSPDHT VALUE BLT FC) ac
DEFEHSE VALUE 65

a: Reduce the transport value to “‘0"" with any wing armment. b: Limited to one towed unit. e: Limited to two towed units.
d: Only when landed.

FIRING INFORMATION (ALL)
GUNNERY CHARTS

3 -[21-
4 20 1 30 | HIT |OUT | UP |
AP | 19|19 |19 16] 16| 18] 12| 12| — | — | — | — ] 01- | 20- | 47- | 96-
PynoE | 4| 4| 4| 3| 3| 3| 2 2|—|—|—|—|19 |46 |95 |00
pviow | 8| 8| 8| 6| 6| 6| 4] a|—|—|—|—]—]—|—]=
nm/mv] 8] 8l 8] 5| s 5] 3] a[—|—|—f—f—1—1—1—
NM/MV] 5] 5] 5] 3] a[ a8l e]—[—[—-[-[=]=]—]—1]—
ap [—[—=1{—1 10] 10] 16] 18] 18] 18] 18] 18] 18] 01- | 05- | 12- | 57-
Py |—|—|—[100/100/100|100|100|100|100]|100(100f 04 | 11 | 56 | 0O
NM/MV|— | — | —| 20{ 20( 29| 29| 20| 29| 29| 29| 29} — [ — | — | —
AP | —|— | —| 10] 10] 16| 18] 18] 18] 18] 18] — [ 01- [ o8- | 21- | 61-
PY |—|—|—|80| 80| 80| 80| 80) 80| 80| B0/ — | 07 | 20 | 60 | QO
NM/Mv ] —[—[— [ 25{ 25( 25| 25| 25| 25| 25| 25| — | — [ — | — | —

— = —[eF=KNK OUT it
GP DEF = 1.4

I-Z anll!l Mi-8 Hip E/F AHMAMEHT POINT VALUES (ADD TO BASE POINTS)

m' m oaly. | H

Rockets Wing); ar — 4 Swatter & 24 rookets (Wing) ur Per Saer—s ooints.

LYYIEg:

24 rocksts (WIng)

NOTES: All: All have radios and a 120 degree sighting arc. Only base points are counted if a helicopter is destroyed. Sagger and Swatter are wire-
guided ATGMs (OR20.2.3,3.2). Rockets are effective only in their impact hex. All helicopters are restricted to low altitude in *'Fog’" or *'Blowing
Snow'' conditions. HMG and MG are small arms. May not expend over 1/4 (round up) movement factors in movement during an Air Phase when
landing or taking off (NOE altitude and clear or scrub hexes only). Mi-2: Can serve as an observer unit (like a company CO).




L

USSR-11A/1: MiG-27 ‘‘Flogger D’’ Aircraft: 245 base points (with 23mm gun).
USSR-11A/2: Su-17 “‘Fitter D’’ Aircraft: 220 base points (with 30mm gun).
USSR-11A/3: Su-24 “‘Fencer’’ Aircraft: 340 base points (with 23mm gun).

USSR-11A/4: Su-25 ‘‘Frogfoot’’ Aircraft: 240 base points (with 23mm gun).

high speed attacks.

HEXES EFFECTED

(3= impact hex/flt. dir.

AIRCRAFT
§+ GENERAL INFORMATION
£ MiG-27
s01 | [CEBWESEE NOTES:
or a: Internal—not part of weapon load.
b: May not make
4
g
I
202
E ¥ i |
WEAPON | MAX DEP TOTAL| ST | TYPE F ;
ROF | TRN | EL |AMMO AMMO A NO KNK
FIRED [ DAM | HIT | ouT
AP AP 01- | 17- | 42-
PY 16 | 41 | 86
GP MV =] =]=
23mm AP AP 01- | 18- | 44-
(Gun) 5 |60 (Unl| b Lo PY 17 | 43 | 89
My - —1=
AP 01- | 18- | 44- | 90-
PY 17 | 43 | 88 | 00
My S [N [— -
Rocket 1 60 | Unl | d ] GP MV EF = KNK QUT if
SCATR GP DEF =1-8.
MV H{EF = BREW UP if
SCATR GP _DEF = Any.
MV i EF = BREW UP if
SCATR GP DEF = Any. h
My ] EF = BREW UP if
SCATR GP DEF = Any. {
My {:{EF = KNK OUT if
SCATR |GP_DEF = Any.
MV - MHEHEE] Usual mine
SCATR | 409( +20 +10 -10 —20 affacts.
60 uni| d | e [SMOKE| mv | — BHEEE 1 Usual smoke
SCATR | 408] +20 +1U —10 —20 efects.

Por Fusl Tank—20 ponts. —

NOTES: All have radios. Guns and rockets may be fired only from low altitude. Only base points are counted if an aircraft is destroyed. 23mm and
30mm are small arms. Only MiG-27 and Su-24 can carry ARM.




SQUAD

HALF-SQUAD

TEAM

USSR-11B: Soviet Leg Units & Equipment (1 ton/Squad; 1/2 ton/Team/Half-Squad):

MOVEMENT INFORMATION

L

oo v

NOTES: AII haw ridlos An AT-3, AT-4, or AGS-17 may not ba fired when mowd A squad may be made ''Assault”
an additional 30 points. The AT-3, AT-4, RPG-7 V/D, RPG-18, SA-7B, and SA-14 may not be fired from the upper fioors of buildings. MG, AGS-17, AT-3, and AT-4 may not be fired while being
transported. RPG-7 V/D, RPG-18, Flamethrower, 5A-78, and SA-14 may be fired while being transporied only if an a non-FG vehicle or on an open FC vehicle. SA-7B and 5A-14 are ineffective
vs. ground targets. All guns and AGS-17 are small arms.

or "Suuau Plys™

BRIDGE | DITCH | DEPRES-| DE- HEAVY WOoDS
JCLEAR smu STROYED |wooos |
L
l.

TYPE OF UNIT | PT [ MAX | TRN |DEP | TOT | ST |TYPE| F
UNIT SIZE ROF EL [AMMO M| A 13
FIRED | C 10 20 |
ap [NM | 39 31| 22] 3] | 7] 7] 7] 3|=[—=]—=01—-1]— —1-1-
My 30| 16) 11| 7| 6] 4| 4| 4] 2} —|—|—§— | — | — |—f—|—
1 |30 uni|unl [ O 8P |NM| 25| 21| 17|13 | 7| 7| 7| 3 —|—=|—=)—-—|—-|—]|—- -
HakE Myl 13] 11] 9l 71 6 4] 4] 4] 2} —f—J—) — | — | — |—]—}—
BP [NM | 34| 24[ 15 6] 5| af 4] ¢ 2| =[—=[—=]—- | — =l =
Lt Mat Inf Mv | 17]12] 8] 3] 3| 2| 2] 2] 1|—|—|—J—|—]—]—J=—|—
(Guns) 1/25Q1 20| 1 |360fUni| Unl | O | BP |NM| 20| 15| 11| 6| 5| 4| 4| 4| 2|—|—|—=]—=|—-—|—=|—-]|—-|—-
Myl w| s| 6| 3/ 3] 2] 2| 2f 1f—1 18— | — | — |—§J—|—
: g [NM| 28| 19 o] =]—=|—=|=|=]=-]=1=-]-1-=--=-1-=-1|-01-]-
[T RN TN - N I I I I N I N I R N
1/250( 18 [ 1 (360 |uUnl|unl [ O | @& [NM| 14| 10| 5[—[—=|=|=|=[=|=|=|=]—=-|-=-|—-|—-1|-|-
mvlwl sl 3fl—]—|—]—]—f—-]—]—-]—-0—]—f—1—-0=]—
Anyfnfaatry | TEAM [ 15 [ 1 |360funi|unl [ O JBe [NM] 7] 5] 2]|—=]—=|=[—=]=|=|=|=|=]1-]|—=-|-=1[-=-]-]-
TN 1 T I I I I e I I e - =
(N Eni:  nl: ol ol sl 7[ 6l 5] 5[ 4] 3] of 1/ —f—0— | —f—|—J_—1—
AT-3 Sagger HEAT| aP | — [ — | — | — | 7] 10f 13| 16| 17| 18] 18| 18] 01- | 08 | 21- [&1-
Class 4 s |14} 1 |120{Unl| Unl | O JcEy|PY | — | —|—[— | 80| 80) 80| 8of 0| 8o 80) 8o} o7 | 20 | 60 [ 00|20 10
ATGM (6P |NM | — | — | —|—| 25| 25| 25| 25/ 25[ 25} 25) 6] — | — | — | —
i 16| 17| 18| 18] 18] 18| 18| 18| 18] 18] — Jo1- | o8- | 21- [ é1-
120 (120|120 120 1120 [120 (120|120 120120 | — J 07 | 20 | 60 |00 Jo4 | 12
25| 25| 25) 25| 25[ 25] 25| 25| 25| 25| — ) — | — | — | —
12| 7| 3| 1= —=|=[=[=1=|—=1]01-] 14 |32 |er-] = | —
RPE-7 V/D b | 9| 1 | BO|Un|Unl | O J(CE)|PY| G| 64| 64) 64| 64| — | — | — | —|—|— | — 113 | 31 | 66 [00f—|—
Stab. 0 BP | NM | 17| 17| 17| 17| 17 - === =1=1=-|=-1=|=-]-|-
Rel Lnchr Mv| 9] 9| 9] o] gl -] |||t} | | —[_]_]_—
ap |20 13| 8| 4| 1|—=|—=|—=|—=[=]=1—=1]01-1]15 |35 |ea-|— | —
py | 75) 75 75| 75| 75| — | — | —|—f—|—]—]1¢] 34 |67 JOO]—|—
NM| 16 16 16[16f 6] —|—[—-[—-|=1=1=]—=-1|-=-|[—=-|=-1-|-
My, 8| 8| 8| 8| 8/ — | —|—|—|—[—|—-f}—|—]—|—}—1]—
APl 20] 15[ 10 5] 1] 1f 1] 1] 1] 1]=]—=Jo-]2- |5 [r-]--
py | 6| 6] 6| 6| 6/ 6/ 6] 6 6 6[— | —J20 | 51 |7 |oo)—|—
NM | 15] 15] 15[ 15[ 15] 15) 15{ 15[ 5] 15| — | —] — | — | — | =] —| —
for ¢l nd-to-hand combals. = o] 8 e
7 i ; OP| 15] 12| 9f @ === =] =] = [—]—]=
B EHERR ¢ 1 m Unl | Unl | O 0P| 10 8) 6] 6 e e e
Guns) | TEAM | g | 1 |360 Un L unl |0 o] 10| 8] 6 6 G i e e T T
i s R R I lop | s0f 45| 43] 43 — ==l =] =] =1l=]=]=
A-14 (AAM 7] 1 ni | unl [ 0 J(Ma)| 0P | 60| 541 51] 51 — B e I T

for an aﬂdltmnal 15 pulnts and ''Special forces'* for



®

GENERAL ARTILLERY INFORMATION |
BATTERY SIZE |GP FACTOR| EF =KNK OUT

USSR-12A: WARSAW PACT (SOVIET) Artillery:
POINT INFORMATION _

£ t. i
Medium GP DEF =1-6
Super Heavy 50 GP DEF = Any

FIRE SHEAF PATTERNS

SMOKE d
Notes

COUNTER BATTERY TABLE

TYPE CONDITIONS LOCATION | EFFECTS (ALL)
ATTEMPT 1172 [kN

Fog/Blowing Snow

NOTES: Al artillery batteries have radios.
Soviet artillery doctrine has 2/3 (round
fractions up) planned tire misslons.




USSR-12B: MTU-20 AVLB Vehicle Launched Bridge (37.0 !nns] 32-16-8 points.
MOVEMENT INFORMATION

TURN cosTs ~0-1/2-1-Tracked
STACKING POINTS: 2
TRANSPORT VALUE: 0

—h

94-195

NOTES Has radm but no NBC Not amphlbmus May not enter or overrun building hexes. Bailed Crew is small arms.
See option 23.0.




USA-1A: M1 ““Abrams’ Main Battle Tank (54.5 tons): 95-48- 24 pomts
MOVEMENT INFORMATION VEN

-

=
101-114

STACKING POINTS: 2
|THANSPUR'I’ VALUE: 2L

TURN COSTS: 0-0-0-Tracked

CMP|KNK

| HIT | OUT| UP

- 0a- | 20- | 76-
Py |90 |85 a0 |76 |73|70| 67 | 64 |61 |50 )08 |19 | 75 | 00
ap (1917 {1alvo ] 8 6| a| 1] t[—]ot-[os |18 |60
Py |85/85|85 /8585 85|85 |85 |85|—]07 | 17 | 50 | 00
ap(1afts{ 1] 7 3] 1] 1 [=]=[—]ot-[or- 16| 76
Py g5 |8s|8s|8s|85|8s[85 | — | —|—Jo6 |15} 7500
w27 [252s et [16]16] 11 [ 11 [ 5] 5|eF=knKk ouT it
My[13|12]11]t0] 8| 8] 5| 5| 3| 3)aPDEF=1.5.
apltef1el12[—]=]=] == =1—]ot- 2047 ]os
pr| 4l 3| o|—|—]|—|—]—|—|—]19 |46 |95]00
nm| 8| sl al=|=|=|=[—-[-[-[-|-1-1]-
My| 4] 3] 2, — N I I ey
op o I I ey
M| 4| —|— | —|—|—|— | — |—
Myl o) ——]—]—|—f—]— ]

[HF | T8 ]
126 | 63
1135 67| 63 |64
120| 60) 63|50
252 | 126 | 124 | 56
270 | 134 | 126 | 64
240

NOTES: Has radio and NBC. Not amphlblnus Path restrictions on turret turns in bu||d|ng and woods hexes. The 105mm main gun may fire canister
and smoke. HMG and Bailed Grew are small arms. One/platoon may have a mine plow for 25 points—attacks minefields with 50 GP factors—it
eliminated, **01-25"" destroys mine plow (0R17.5.3.3).




USA-1B: M1A1 *‘Abrams’’ Main Battle Tank (55.9 tons): 100- 50 25 pomts
MOVEMENT INFORMATION |} JEMENT CO

g B | T
Eﬂ.ﬂ
i 348 BT

[TURN cosTs: 0 00 Tracked

STACKING POINTS: 2
|'I'IIAN8POI|'I' VALUE: 2L

| HIT |oUT
07- | 16-
15 | 75
06- | 15-
14 | 57
=KNK OUT f
F=1-6.

20- | 47-
95

NDTES Has radio and NBC. Not amphihlnus Path restrictions on turret turns in bulldlng and woods hexes. HMG and Bailed Crew are small arms.
One/platoon may have a mine plow for 25 points—attacks minefields with 50 GP factors—if eliminated, **01-25'" destrays mine plow (OR17.5.3.3).




USA-2A/1: M2A1 “‘Bradley’’ Infantry Fighting Vehicle (22.7 tons): 77-39-19 points.
USA-2A/2: M3A1 “‘Bradley’’ Cavairy Fighting Vehicle (22.4 tons): 75-38-19 points.
USA-2A/3: M2A2 ‘‘Bradley’’ Infantry Fighting Vehicle (27.3 tons): 77-39-19 points.
USA-2A/4: M3A2 “‘Bradley’’ Cavalry Fighting Vehicle (27.0 tons): 75-38-19 points.

MOVEMENT INFORMATION

TURN COSTS (A1s): 0-0-0-Tracked
TURN COSTS (A2s): 0-0-1/2-Tracked

STACKING POINTS: 2
TRANSPORT VALUE: *

[iwM25 = PE {FC);--M3s:= L {FCE::] [a: Per level. b: Use other ferrain in hex. c: Eliminates wire.

FIRING INFORMATION (ALL)

o ATGM
WEAPDN | MAX DEP : SPEEDS
ROF | TAN | EL |AMMO KNK [BAW| TAR _
ouT | uP 3

- | 44-
89
8| 4| — |EF=KNKOUT H = =

2] — JGP DEF=1. = =

18| 18| 18] 01- | 08- | 21- | B1-
14011404107 | 20 | B0 | 00 | 34 17
25| 25 el

i i ARMOR CHARTS

ANGLE HIT_LOCATION VEH | AMMO |ELEVA-}E Tf F/$-R/S I
OF HIT |TF [HF HF* TS [HS|HS* (TR HR|HR* TK* [GN|TTG HDG|TTA|HDA USED | TION HF|TS HS|TRH
: - 139-1 56 Amzar | ke [LEvEL 10| 7/ 6[7]6
[ BEL 0 : g SO5E4E a0 el and or RISING 1] 8] 7|7 (6
FRONT/ o1-[20-] 28- [48-67-| 75- [ — | —| — -l 20-|o1- [ 20- [ m3a1 | cE [FALLING 9l 7/ 7[6]6
Sl 74 M2A2 | KE | LEVEL Fid 20012 /10| 7|8
and | o | RiSING Fi 23f14l10]| 76
M3Az | CE |FaLLING J1 18l11fw0l6l6

REAR 01-139-| 56- | 95- 01- | 39- | 01- | 39-
——=]—]—]—]—138]55 94 99 00 05 43

NOTES: All: Has radio and NBC. Amphlblous ITOW may not be fired on the move. 25mm and Bailed Crew are small arms. M2A1 & M2A2: Infantry
units being transported may be fired if the vehicle is open or buttoned up (2 hexes range). M3A1 &M3A2: Infantry units being transported may
be fired only if the vehicle is open. M2A2 & M3A2: May add light reactive armor to TF, TS, HF and HS for 10 points (adds 1 ton to weight—add
‘80" 1o armor basis at TF, TS & HS locations when hit with **CE’* ammunition).



USA-2B: NATO (United States) Artillery:

POINT INFOHMATIUN

GENERAL ARTILLERY INFORMATION

BATTERY SIZE |GP FACTOR | EF=KNK OUT

COUNTER BATTERY TABLE

TYPE CONDITIONS LOCATION
ATTEMPT

Fog/Blowing Snaw
Dusk/Night/Moonlight 01-60

EFFECTS (ALL)

NOTES: All artillery batteries have radios.




USA-3A/1: MB0A3 Main Battle Tank (52.0 tons): 74-37-19 paints.
USA-3A/2: M60 AVLB Vehicle Launched Bridge (51.5 tons): 32-16-8 points.

MOVEMENT INFO. (BOTH) |} oo MOVEN
Path
/3 [ 3/4 | |BRIDGE

v
@ #0810

MBO0A3 &
MG60AVLE

SPEEDS:

TURN COSTS: 0-1/2-1-Tracked
STACKING POINTS: 2
THANSPORT VALUE [MﬁﬂA3l 2L

= MG0
=-h [T

01-114

VEHICLE | WEAPON | MAX DEP|TOTAL| 8T | TYPE | F

25- CMP | KNK | BRW

ROF | TRN | EL [AMMD AMMO | A - 29- |33-|37-| NO

Clalg |12 16 28 | 32 | 36 |40 JDAM | HIT OUT| UP
AP | 20 |17 |15 |13 7 5| 3| 1]01-|09-|20 |76
PY | 90/85)80 |76 67 | 64 |B61(53)08 |19 | 75 | 00
AP |18 [ 17 |14 | 11 3 1| 1|—]o01- |08 | 18- | 60-
PY | 85|85 |8585 B5 |85 |85 (— )07 | 17 | 53 | DO
AP (1915 (11 73] 1| 1| —|—[—]01- |07 |16- | 76~
PY|85/85/85 856585/ 85 [ — |—|—006 |15 | 75|00
NM[27 25|23 |21 |16 |16 11 | 11 | 5| 5 |EF=KNK OUT if
Mvi13f{12/11/10| 8] B) 5| 5| 3| 3JGPDEF=1-5.

AP |19 |16 |12 | —|—|—] — | = |=|=—]01- | 20- | 47- | 96-
Pyl 4] 3] 2/—1—]—| — | —=1—1—119 [ 46195 | 0

HMG | 5 |360|8/| Unl | OT
10

MGOAVLE | BAILED | 1 | 360 |Unl| Unl | O

NOTES: Both: Has radio and NBC. Not amphlblous HMG and Bailed Crew are small arms. MG0OA3: The 105mm main gun may fire canister and
smoke. Carries an IR/WL searchlight. Path restrictions on turret turns in building and woods hexes. One/platoon may have a mine plow for 25
points—attacks minefields with 50 GP factors—if eliminated, ''01-25'" destroys mine plow (OR17.5.3.3). MG0DAVLB: Unarmed. May not enter or
overrun buildings. See option 22.0.




USA-3B/1: M113A2 Armored Personnel Carrier (11.2 tons): 35-18-8 points.
USA-3B/2: M998 ‘‘Hummer’’ Utility Vehlcle (2. 3 tons)' 29-15-7 points.

MOVEMENT INFO. (M113A2)

e SPEEDS:

m-n
T f

| [T nusrs 0-0-1/2- Trckad
STACKING POINTS: 2

141-156 Imusrnnr VALUE: 2L (FC)

MOVEMENT INFORMATION

F"“mﬁﬁiﬁliiwﬁaﬁ
SPEEDS: Wl“ﬂ |

2 i .

=2

s

TURN COSTS: 0-1-1 Whee!ed
STACKING Pﬂst. 2

171-172_ | |TRANSPORT VALUE: 1L (FC) !

FIRING INFORMATION (BOTH)

EP TOTAL
TRAN | EL | AMMO Al1-]5 7|88
Cl4]6 DAM | HIT |oUT | UP
AP 19| 16 01- | 20- | 47- | 96
Py 4l 3 19 | 46 | 95 | 00
8] 5 -] =-17-=1-=
4] 3 e | oma b |
B 0] 8
BAILED 2| —
CREW-2 M| 1l—

ANGLE T anmnu "[VEHGLE [ AMMO
Eﬁ HIT_[HF TE*] S Hs- DG[HDA

R .m_h
| TK*

NOTES: Both: In1amry units beang lransponed may be fired only if the vehicle is open. HMG and Bailed Crew are small arms. M113A2:
Has radio and NBC. Amphibious. M998 ''Hummer'': Has radio but no NBC. Not amphibious.




USA-4A/1: MI01 Anti-Tank Vehicle (13.0 tons): 62-31-16 points.
USA-4A/2: M981 FISTV Fire Support Team Vehicle (13.0 tons): 49-25-12 paints.
Card information is for the M901. See notes for differences in the M981 FISTV.

M901 & M981
FISTV

MOVEMENT INFORMATION

[TuRN cosTs: 0-1-1-rackea
STACKING POINTS: 2

141-156 TRANSPORT VALUE: 1L

WEAPON

TOTAL
AMMO

TARGET INFORMATION

AHMUHV CHAHTS

' mr LOCATION
OF HIT

| HF [HF*| HS HS'TI(' GN [HDG[HDA| USED

RISING i
FALLING [

NDTES M801: Has radio and NBC. Amphibious. ITOW may not be fired on the move. MG and Bailed Crew are small arms.
M8B1 FISTV: Armed only with the MG, but has *'DOT'" sights. May serve as an observer unit. All other data and notes

are the same as for the M901.



USA-4B: M150 Anti-Tank Vehicle (11.8 tons): 45-23-11 points.
MOVEMENT INFORMATION

TURN COSTS: 0-0-1/2-Tracked
STACKING POINTS: 2

ATGM
i{ SPEEDS

WEAPON [MAX DEP |TOTAL| ST | TYPE
AMMO

PY 120 11201 07 | 20 [ 60 | OO | 26 | 13
NM
NM

op /10
M
M

W!!!!EIEM
[HE* HS* HR" and TK*: Treat a5 miss™ if ol i

NOTES: Has radio but no NBC. Amphibious. TOW may not be fired on the move and vehicle must be open to fire TOW. Subject 1o
artillery or bomb missile destruction (OR17.2.6). May not enter or overrun buildings. MG and Bailed Crew are small arms.

~ Blocks: 6 GP DEF: 10.pts/marker ] Radio Jammihg: 25 pts/each.
7 GP DEF: 15 pts/marker. Wire: 1 GP DEF: Jmark
@@ 8 | §GP DEF: 20 pts/marker. el P R g
Place in any road/path hex. X 3 GP DEF; 15 pts /marker:
mm Place in any but water hex.
10 pts/marker (XY
Place in any but Imprn\md Pasition: 20 pts/marker.

building, water,

or bridge hex. Piace in any but water

or bridge hex.

Hasty Anti-Personnel or Anti-Vehicular Mines (3 GP DEF): 5 pts/hex.
Deliberate Anti-Personnel or Anti-Vehicular Mines (6 GP DEF): 10 pts/hex.
Place in any but building, ditch, impraved position, watsr, or bridge hex.




USA-5A/1: M730A1 “‘Chaparral’’ Anti-Aircraft Vehicle (12.9 tons): 33-17-8 points.
USA-5A/2: NATO Heavy Truck Utility Vehicle (10.0 tons): 22-xx-6 points.
USA-5A/3: NATO Medium Truck Utility Vehicle (6.0 tons): 21-xx-5 points.
USA-5A/4: NATO Light Truck Utility Vehicle (2.0 tons): 20-xx-5 pomts

MOVEMENT INFO. (M730A1)

P HASTY ENTHENGHMENT b | SMOKE

SPEEDS:

TURN COSTS: 0-1-1-Tracked
STACKING POINTS: 2
| TRANSPORT VALUE: 0

|MOVEMENT INFO. (Trucks)

ALL TRUCKS

TURN COSTS: Heavy: 0.2-2-Whaeled

Med.: 0-1-2-Wheeled | EBEST/DIFCH/FIRE:  BISCRUB
= Light: 0-1-2 Wheeled

-

H] STACKING POINTS (All): 2

= TRANSPORT VALUE: Heavy: 6LT;

901-903 | |Medium: 4LT: Light: 2LT [a:_Per level, b: Use other terrain in hex,

“FIRING INFORMATION

VEHICLE

TARGET INFORMATION

: ARMOR CHART

ANGLE HIT LOCATI VEHICLE | AMMO | ELEVA- | FRNT-REAR:
OF HIT | HF [HF*| HS [HS*] HR [HA*[TK* | GN [HDG[HDA USED | TION
- il 35 3 LEVEL
RISING
FALLING
LEVEL
RISING
FALLING |

F/5-R/S
I3 HR
3

FRONT/ |01- | 26- [48- | 72- 95- 20- | 20-
SIDE 125147 171194 — | — 199 100-124 |24

; 01-|51- |95~
A LA LT T

NOTES: All: Has radio but no NBC. Not amphibious. May not enter or overrun buildings. Bailed Crew are small arms. M730A1: Subject
to artillery or bomb missile destruction (OR17.2.6). Sidewinders are ineffective vs. gound targets. Trucks: Compartment damage
always knocks out a truck. Always considered to be open.




USA-5B: M163A1 Anti-Aircraft Vehicle (12.3 tons): 45 23- 12 ponnts
MOVEMENT INFORMATION ' Ho!

TBTAL 8T | TYPE
TRN AMMO

BAILED
CREW-4

HIT LOCATION AMMO ‘
[ﬂlI]i HF* TS u H *[TR HR un' nc- sn m; Hm; m mm SED | TION
4
| RISING |

NOTES: Has radio but no NBC. Amphtnmus May unly be fired if the vehicle is open. Suhjer.t to amllery or bomb radar destruction (0R1? 2.6).
20mm and Bailed Crew are small arms.




USA-6A/1: AH-18 ‘“TOWCobra" Attack Helicopter: 160 base points (with 20mm chin gun).
USA-6A/2: AH-64A ‘‘Apache’” Attack Helicopter: 210 base points (with 30mm chin gun).

GENERAL INFORMATION (AH-64A)

GENERAL INFORMATION (AH-18)

AH-18 AH-64A
3
z 3
201-202 201-202

WEAPON | MAX .
ROF 3 - |11- -| no [cmp
C I} 8 [ 101520 | 40|60 |DAM| HIT | OUT
AP | 18| 18] 18| 18] 13| 13[ 13] 5] 1]—|— Jo1- | 19- | 45-
PYNOE | 6| 6| 6 6 5 5| 5 4 3 —|—]18 |44 89
PrLow | 12| 12| 12| 12| 10| 10| 10| 8| 6/—|—
NM/MY | 26| 26| 26| 26] 26] 26| 26] 26 20] — | —| — | — | — | —
30mm ap | ap [ 18] 19| 19] 19 18] 16] 16| 12[ 8 —[—[ot- [ 17-[42- &7
(Gun) | 5 [120|uni| 45 |DOT| (KE) | PYNDE | 13| 13| 13| 13| 12| 12| 12| 11| 10| — [ — | 16 | 41 | 86 | 00
PYLOW | 26 26| 26| 26| 24| 24| 24| 22| 20| — | —
6P [NM/Mv ] 39] 30] 30| a0] 39 s9[ aol a9l ool —[— | — [ — [ — [ —
& g [nm/mv [ 50l sof ap g0l 0l 2ol o] —[—T T T[T~
HELFIR HEAT | AP |— | 10| 16| 18] 18] 18] 18] 18] 18] 18] 18] 01- | 04- | 08- | 54-
Class1 | 1 [60 [Unl| ¢ | d | (CE) | Pv |— |180/180]180/180/180]180/180|180(160/180f 03 | 07 | 53 | QO
— | 35/ 35| 35/ 35| 35/ 35| 35| 350 35/ 350 — | — | — | —
— | 10| 18] 18] 18] 18] 18] 18] 18] 18] — [ o1- | o8- | 21- | 61-
— |140[140|140140{140 |140|140|140|140| — f 07 | 20 | 60 | 00
— |25/ 26/ o5] 25] 25/ 95] os{ o5l 25| — | — | — | — | —
Rocket | 1 |60 [Unl| ¢ | d | GP |NM/MV]—|——] 15[ 15] 15] 15] 18] — [ — | — [eF=KNK OUT if
GP DEF =1-4

Miniguns &

NOTES: All: All have radios and a 120 degree sighting arc. Only base points are counted if a helicopter is destroyed. ITOW is a wire-guided ATGM
(DR20.2.3.3.2), and HELLFIRE is a laser homing ATGM (OR20.2.3.3.3). Rockets are effective only in their impact hex. All helicopters are restricted
to low altitude in *‘Fog’' or **Blowing Snow’' conditions. 20mm, 30mm, and miniguns are small arms. Note that another unit with a laser designator
("'D"" sight) is required to fire HELLFIRE from an AH-1S.




USA-6B/1: OH-58D (AHIP) “‘Kiowa'’ Light Helicopter: 95 base points (unarmed).
USA-6B/2: UH-1H ‘‘Iroquois’’ Transport Helicopter: 70 base points (with 1 MG/side).
USA-6B/3: UH-60A ‘‘Blackhawk’' Tactical Transport Helicopter: 120 base points (unarmed).

(GENERAL INFORMATION (UH-1H)
0H-58D it
TRANSPORT VALUE: 2L (FC)
o
211-212 | | STAGKING P ]

ENERAL (NFORMATION (UH-60A
PEEDS!

a: Reduce the transport value to ‘0" with any wing armament. b: Only when landed.

FIRING INFORMATION (ALL)

TYPE i i i FROM: i

AMMO A 12|38 |56 |7 |9 |11-|16-| NO |CMP | KNK | BRW

FIRED c 4 8 |10 (1540 [DAM| HIT | OUT | UP
T il

GP_[NM/MV |50 50| 40) 30/ 301 20| 10} — ) —1 — | — | — | —
GP__|NM/MV 25| 25| 20) 15 15} 10| Sl—1—1— | — [ — | —

HELFIR |

HEAT AP | — | 10| 16| 18| 18| 18| 18| 18| 18] 01- | 04- | 08- | 54-
Class 1 (CE) PY | —[180/180/180/180/180(180(1680/180] 03 | 07 | 53 | 00
ATGM P__INM/MV | — [ 35| 35) 35| 35| 35[ 35 35 35} — | — [ — | —

— |EF = KNK OUT if
P DEF=1-4

1/Side Miniguns.

Per 1/side MGs—5 points.

NOTES: All: All have radios and a 120 degree sightin%arc. Only base points are counted if a helicopter is destroyed. HELLFIRE is a laser homing
ATGM (0R20.2.3.3.3). Aockets are effective only in their impact hex. All helicn)uters are restricted to low altitude in **Fog** or **Blowing Snow’
condifions. Machineguns and miniguns are small arms. May not expend over % (round up) movement factors in movement during an Air Phase
when landing or taking off (NOE altitude and clear or scrub hexes only). DH-58D: Can serve as an observer unit {like a company CQ). Carries *'DT"
sights even i carrying no miniguns. UH-60A: Carries *'I'" sights even if carrying no machineguns or miniguns.




USA-7A/1: A-10A “‘Thunderbolt 11'* Aircraft: 285 base points (with 30mm gun).
USA-7TA/2: F-111F ‘“Aardvark’’ Aircraft: 355 base points (unarmed).

USA-7A/3: F-16A/C ‘‘Fighting Falcon’’ Aircraft: 305 base points (with 20mm gun).
USA-TA/4: F-4E/G ‘‘Phantom 11"’ Aircraft: 235 base points (with 20mm gun).

AIRCRAFT

'GENERAL INFORMATION

Aircraft

NOTES:
Ja: Internal—not part of weapon load.
:|b: May not make high speed attacks.

Alrcraft

212

WEAPON | MAX DEP |TOTAL| ST | TYPE F
ROF | TRN | EL |AMMO AMMO A - NO |CMP | KNK | BRW
c 4 10 | 15 |DAM | HIT  OUT | UP

AP — | 20 | 20 | 15 | 10 | O1- | 16- | 42- | 87-

PY — | B0 | 80 | 72 | 64 |15 | 41 | 86 | 0O

MV — |39 /39 /39|39y — 41—

AP — | 20 | 20 | 15 | 10 | O1- | 19- | 45- | 90-
20mm 5 |60 |Unl| 15b | LO | (KE) PY — | 18 | 18 | 16 | 12 | 18 | 44 | 83 | 00 | HEXES EFFECTED
GP MV 33 1331331331 — 4 —]— (» = impact hex/fit. dir.)

EF =KNK OUT if

GP_DEF =1-8.

W | EF = BREW UP if
|GP DEF = Any.

B | EF = BREW UP if
EE GP DEF = Any.

NOTES: All have radios. Guns and rockets may be fired only from low altitude. Only base points are counted If an aircraft is destroyed. 20mm and
30mm are small arms. Only F-4 and F-16 can carry ARM.




USA-7B: U.S.A. Leg Units & Equipment (1 ton/Squad: 1/2 ton/Team or Half-Squad):

SQUAD HALF-SQUAD TEAM
MOVEMENT INFORMATION

é&@ ®d __ Squad [1/2 Squad| Team v

S0

1-15 1-15 51-55 51-55
i NIT: 1)
TYPE OF UNIT | PT | MAX |TRN | DEP [ TOT ST TIPE| F (ES :
UNIT SIZE ROF EL |AMMOD AMMO| A | 1 2|3 |4 |5 |6 (8 |1
FIRED| C 8 10
EHEERERE b, ] 6p [NM| 33| 32| 25] 18| 11 Tl Wl el = ol = ] = = =
Mv| 20] 16 13| 9] 6] 4 .08 el Rl M -_ - ===
1/25Q | 23 1 |360|Unl | Unl [ IO | GP | NM | 25| 21| 18] 14| 11 1| 3=} — — - =11
MV 131 11 9| 7] 6| 4 2| —|—1 — — - | — )= | =
NM | 34| 26| 19| 12| 5| 4 2l—|=1 - - - |-l
My | 17] 13/ 10] 6] 3] 2 1|l—]1=1= — - ===
(Guns) 1/25Q| 22 1 |360|Uni| Unl | 10 | GP | NM | 20| 16] 12] 10| 5| 4 2l—|=f = - - —=1-1|-
mv, 10| 8| 6f 5] 3] 2] 1| —f—4—1— |- |—0—1—
w2l | 7l=]=|=|=[=1=|=-1=-1|=-]—-1-
Myl 14l 11| 2] al— |||} —]—]—f—}=1]=
AR IR R e e e e e e e e e el
My | 11| 6| 4] 2| —|—|—]—}—]— ] — |« |—=]—]—
ww| 7] s & el—=]—=|=[=f=1-=-1-=-1=-1]=-1—-1—-
MV 4 3 2] 1|l —|—|—]—'—] — — — | — | =] —
i S T TR dop (nm| o 8 7] 6] 6] 4f 2] 1] 1} — ] — | — |—=J]—]—
Dragon HEAT | AP | 10| 16 17| 18| 18| 18| 18| — | — | 01- | 08- | 21- | 61-
Class 2 b 17 1 {120 {Unl| Unl | 10 J(CE) | PY [120[120]120120{120]120]120) — | — } 07 20 60 [ 00 J14| 7
25] 25] 251 25| 25) 25| 25| — | — } — - — | —
2|10 3| 1|—|—]|—=|—|—]101-| 16| 40 [71-]— | —
61| 61| 61| 81| — | —|—|—]—115 38 70 100 f=—|—
Bl a-=-|—-|=-|=\-1-1-1-1-1-1-
A I A A e el el e = I I I e N
| 2] 7] 3] 1|=]—=1=]—]ot |14 |3 |er-]-]—
AT-4 b 9 1 60 |Unl| Unl | 10 J(CE) |PY | 75] 76| 75| 75| 75| — | — | — | — 113 31 66 (00— | —
Stab. 0 ap [NM | 18| 6] 8] 8] 8[| === —-[—-|—|[—-1—-1|—
Retr Lnchr MVl 8| 681 B8] 6| Bl —F}—4—J—J — ] — F — | —R=12u=
amef 1 ; 16 Causes a modiier for cl saulls and hand-to-hand combats, ==
T = [iT2 15 12 9 9of 6] slso0/16]—J — | — | — f—0—1—
[ 360 | Unl | Unl | 10 op | 10 6] 6] 4 2142011-6 ] — ] — — - | —]—1—
Any (Guns TEAM | ¢ 1 1360 Unll Unl | O gp| 10 8| 6| 6] 4] 2/+20/1-6]— ) — - e e ]
(ARMY il B EUNLEEI0E (MT) | OP | 40 36| 34| 34] 32 30)+1012-301 B0 § — | — | — | — 1 — | —
TINGER (AAM b 11 i) GO Uni| Unl | 10 J(MA)] OP | 70| 63 0
i 3 NS1 b8 pi : 9aim; i Plate with @ tadri. sduatt or hall:studd: e Ges
[ BULONG:
m:m
mwwﬁm -magagma

i s
ﬂ..-!-
T

NOTES: All have ridns A Dranon may not be flmd when moved. A squad may be made Assault or *Squad Plus™’ for an additional 15 points, and ‘‘Special Forces'' for
an additional 30 points. Any unit with an officer can also carry a GLLD (*'D'" sight) for an addttional 25 points. The Dragon, LAW, AT-4, Redeye, and Stinger may not b fired
from the upper fioars of buildings. MG and Dragon may not be fired while being transported. LAW, AT-4, Flameth , Radaye, and Stinger may be fired while being transported

only if on a non-FC vehicle or an an apen FC vehicle. Redeye and Stinger are ineffactive vs. ground targets. All guns are small arms.



USA-8A: M1A2 “‘Abrams’’ Main Battle Tank (57.2 tons): 110-55-28 points.
MOVEMENT INFORMATION '

SPEEDS:

‘

TURN COSTS: 0-0-1/2-Tracked
= STACKING POINTS: 2
101-114 | |TRANSPORT VALUE: 2L

WEAPON

CMP|KNK |BRW
HIT |OUT| UP
07- | 16- | 76-
15 1 75 | 00
06- | 15- | 58-
— 05| 14]57]0Q0
6 |EF = KNK OUT if
3 |GP DEF=1-6.
— | 01- | 20- | 47- | 9%-
— 119 |46 | 95|00

(CE) [{PY| 95/95/95/95/95 95|95 | 95 |95 | ;
GP [NM|29 27 |25]|23 |17 (17|12 | 12| 6

MVi15/14/13)12| 8| 9| 6 | 6| 3
AP (AP 19116 |12 | —|—|—| — | —|—
(KE) |PY| 4| 3| 2]|—]—|—|—|—]—

GP [NM
MV
M =
op
GP [NM

MY

NT/8IDE-.
HF
175
187
166
350
374
252

NOTES: Has radio and NBC. Not amphlbmus Path restrictions on turret turns in building and woods hexes. One/platoon may have a mine plow
tor 25 points—attacks minefields with 50 GP factors—if eliminated, ''01-25 destroys the mine plow (OR17.5.3.3). HMG and Bailed Crew are small areas.




USA-8B/1: M106A1 Self-Propelled Mortar Vehicle (12.0 tons): 42-21-11 points.
USA-8B/2: M125A1 Self-Propelled Mortar Vehicle (11.3 luns} 40-20-10 pomts

M106A1 &
M125A1

MOVEMENT INFO. (BOTH)
ME [Roed  Path

SPEEDS:

MI!
Mg ¢ |

TURN COSTS (M106): 0-0-1 Trackau
TURN COSTS (M125): 0-0-1/2-Tracked
STACKING POINTS: 2

! TREAM NON-FORD

TRA RT VALUE: 1L

TOTAL

0P

AMMD
NM EF = KNK OUT if
SCATRa | — | — | 20|20 |20 |20 |20 |20 | 20 | 20 | 20 |GP DEF =1-5.
SCATRb | — | —[30{30 303030 30|30]|30]30
BF | NM | — |16 16|16 16| 16| 16| 16] 16 | 16 | — [EF = KNK OUT if
(3) SCATRa | — |20 20|20 |20 20|20 |20 |20 |20 | — |GP DEF=1-3.
SCATRb | — |30 (3013030303030 /30/30|—
ap | ap [efei2|—=[=[=[=[—=[—[—|—]o* |20 47| 96
key | Py | 4| 3| o|—|—|—|—|—1—|—|—J19]46 95|00
@ | WM | 88|55 al—|—|—|=|—-|—|-|-]—-]—-|-
My_| 4 2 e IR I e e

NM
MV
T

FALLING |5

NOTES: Both: Has radic and NBC. Ampn:mnus May not enter or overrun UUIldlngs Must be open to fire mortar. Must use area effect fire with
mortars. and may use GP, lllumination and Smoke ammunition. HMG and Bailed Crew are small arms. M106A1: Is armed with the 107mm mortar

and an HMG. M125A1: Is armed with the 81mm mortar and an HMG.




FRG-1A: Leopard 1A4 Main Battle Tank (42.6 tons): 78-39- 20 points.

MOVEMENT INFORMATION
Leopard 1A4 Woathor | MF [Foad [ Path ][5

SPEEDS: SIlW

TURN COSTS: 0-0-1-Tracked
STACKING POINTS: 2
1-113 | |TRANSPORT VALUE: 2L

= Leopat:_l 1

WEAPON | MAX DEP| TOTAL | ST | TYPE | F |
ROF | TRN | EL | AMMO AMMO | A

KNK |BRW

FIRED | C | HIT |0UT| UP
APFSDS | AP 09- | 20- | 76-
(KE) | PY 19 | 75 | 00
HEAT | AP 08- | 18- | 60-
(CE) |PY 17 | 59 | 00
HESH | AP 07- | 16- | 76-
(CE} |PY 15 | 75 | 00
6P [NM = KNK 0UT it
My EF=1-5
G [NM = [ [
MG 1 |30 |9/ | unl | OT MY _|_ |
(TT0) 12 M| — 1=
op -
G |NM

MV

2] 5]
FALLING E’gﬁmﬂ 81

NOTES: Has radio and NBC. Not amphlbacus Path restnctlons on {urret turns in bulidmg and woods hexes. The 105mm main gun may fire canister
and smoke. HMG and Bailed Crew are small arms. One/plaioon may have a mine plow for 25 points—attacks minefields with 50 GP factors—if
eliminated, ‘01-25"" destroys mine plow (0R17.5.3.3).




FRG-1B: Leopard 2 Main Battle Tank (55.2 tons): 99-50-25 points.

MOVEMENT INFORMATION MOVEMENT COS]
MF | Road | Path

‘l._ﬂmmm m sHEELEEREA s “E & {STRI
™ SPEEDS: [Snow | 6 | 3/4 |3/4 | 8T
& wig 5 [CIEAR .. . 1 |IMPROVED POSITION . 1 |WI
g | 3 ol 1]
$ I |[TuRNcosTs: 0-0-0-Trackeo
— B STACKING POINTS: 2 /DI ] :
101-113 _ ||7TRANSPORT VALUE; 2L | [2:_Per lovel b

KNK

CMP
HIT |OUT| UP
16|14 |12 (10| 7 5| 2| 1]01-|07- | 16- | 76-
90 |86/83 76|68 | 64 |61 |59 )06 | 15 [ 75 | 00
1512110 7| 3 1 1| —|01- | 06- | 15- | 58-
19595195195 95 | 95 |95/ — 105 | 14 57 | 00
6 |EF = KNK OUT it

P DEF =1-6.

(TT0) 12 A | — [LELEME — ===
gp| 10| 8 = = e e

G W] 4|—|—[=]—]—|—|—=[—

mvl 2|—|—|—=|—|—|—|—1—

TARGET INFORMATION

&

EEHAE TR

it HIT: ARMOR CHARTS

ANGLE HIT LOCATIO AMMO |ELEVA- [ERONT-REAR | FRONT/SIDE-REAR/SIDE |
OF HIT [TFIHF[HF*[TS[HS[HS"|TRIHRIHR* |TK* [GN|TTG|HDGITTA HD ED | TION TF | HF HS (TR g
EERARE L i !55;'“= o B R i e e 1911201 €2} 6 150

fhi il o E RISING |85} 81140190 1120 [128| 63| 63 |57

FRONT/ o1-{20-| 28- [48-|67-| 75- 95- 01- [ 20- { 01+ | 20~ FALLING }:65¢ 1120 | 114 | 63 | 63 |57

SIDE_ 19127 47 6674 LEVEL 1701401200 236 | 240 | 124 | 124 | 56

T e CE | RISING [i72i3! )20 240 | 256 | 126 | 126 | 57 |

SIpE R FALLING 172880140 F o0 ] 240 | 208 | 126 [ 126 [ 57

REAR

— || —|—|—|—[38]55] 9

iass and TK*: i

EEH

NOTES: Has radio and NBC. Not amphibious. Path restrictions on turret turns in building and woods hexes. MG and Bailed Crew are small arms.
Ona/platoon may have a mine plow for 25 points—attacks minefields with 50 P factors—if eliminated, *'01-25"" destrays the mine plow (OR17.5.3.3).




FRG-2A/1: Marder A1 Infantry Fighting Vehicle (31.1 tons): 59-30-15 points.
FRG-2A/2: Marder A3 Infantry Fighting Vehicle (32.7 !nns) 70-35-18 poants

MOVEMENT INFO.

|SPEEDS: | Snow

TURN COSTS (A1): 0-0-1-Tracked
TURN COSTS (A3): 0-1/2-1-Tracked

o STACKING POINTS: 2
141-151 |m!§9gr VALUE: 2L (FC)

FIRING INFORMATION
Y CHARTS

CmP
HIT

KNK [BRW

out

up [i

45-
89

0| — | —
0g | —1]—

0P

Unl | 0 GP |NM
MV

BAILED
CREW-3

en

—
=

= [o o fea o feof

NDTES Both: Has radio and NBC Nut amphibious. Infantry units being transported may be fired if the vehlcle is open or buttoned up (2 hexes
range). Milan may not be fired on the move. Subject to artillery or bomb missile destruction (OR17.2.6). 20mm, MG, and Bailed Crew are small
arms, Marder A1: Carries a IR/WL searchlight. Marder A3: Does not have the searchlight or the (HRC) MG, but has **0T"* sights for the 20mm
main gun and the Milan ATGM.



FRG-2B/1: M113GA1 Armored Personnel Carrier (11.2 tons): 36-18-9 points.
FRG-2B/2: BEOBPZ (M113GA2) Artillery Control Vehicle (11.2 tons): 42-21-11 points.
Card M113 information is for the M113GA1. See notes for BEOBPZ differences.
FRG-2B/3: TPZ-1 “‘Fuchs’ Armored Personnel Carrier [17 0 tnns) 34-17-9 points.

m1136a1 & |MOVEMENT INFO. (M113)

BEOBPZ | e rone o g nAS L ER AU N e
- | B [

T TURN COSTS: 0-0-1/2-Tracked

. STACKING POINTS: 2

146-151

TPZ-1

TURN COSTS: D1/21Wheeled

N
o
-
1

' STACKING POINTS: 2 D
41-145 |TnAN§P_gnr VALUE: 2L (FC)

FIRING INFORMATION (ALL)

Eg o>

0P
NM
MV

39- '
W!!!!EEMI R
[REF S R+ an TK*: Treat a5 7 20 T Y ,.
NOTES: M113GA1 & TPZ-1 "Fnchs" Has radio and NBC. Amphibious. Infantry units being 1ranspor1ed may be fired nnly if the

vehicle is open. MG and Bailed Crew are small arms. BEOBPZ: Transport Value = IL. May serve as an observer unit. All other data
and notes are the same as for the M113GA1.



FRG-3A/1: Jaguar 1 Tank Destroyer (25.4 tons): 60-30-15 paints.
FRG-3A/2: Jaguar 2 Tank Destroyer (25.4 tons): 70-35-18 pomts

MOVEMENT INFO. (BOTH)

& d
B | TURN COSTS: 0-0-0-Tracked
2 STACKING PDINTS: 2
161-164
ATGM
VEHICLE SPEEDS

Jaguar 2

TARGET INFORMATION

ARMOR CHARTS
[ FANT-REAR |

FALLING =%

NOTES: Both: Has radm and NBC. Not ampmbluus ATGMs may not be fired on the move. Sub)eci 1o artillery mlssﬂe destruction
(OR17.2.8). MGs and Bailed Crew are small arms.



®

FRG-3B: NATO (West Germany) Artillery:

POINT INFORMATION _I GENERAL ARTILLERY INFORMATION

MEDIUM

COUNTER BATTERY TABLE
TYPE CONDITIONS LOCATION EFFEDTS lALL)
ATTEMPT

Fog/Blowing Snaw
Dusk/nght!Manllgh!

NOTES: All artillery batteries have radios.




FRG-4A: Luchs-2 Reconnaissance Vehicle (19.5 tons): 48-24-12 points.
MOVEMENT INFORMATION

SPEEDS:

TURN COSTS: 0-1-1-Wheeled

STACKING POINTS: 2
ITRANSPDFIT VALUE: 2L

WEAPON TYPE EAED
ROF | TAN | EL AMMO | A |1-|5-(9-|13-{17-21- 25- | 27- {29+ | NO | CMP | KNK | BRW
FIRED | C |4 |8 (1216 /20 /24)| 26 | 28 DAM | HIT [0OUT | UP
AP | AP
(KE) |PY
GP |NM
MV
| —BE
ap
GP |NM
MV
AA | —
o
GP |NM
MV

ANGLE
OF HIT [TFTHF[HF"

IDE~REAR/SIDE
HF | T5 [ HS [TR[HR
11[5]5 4]5
141515 /515

NOTES: Has radio and NBC Amphlbmus Has dual controls—may move in reverse at full speed (reverse moves do not expend double movement
factors). 20mm, MG, and Bailed Crew are small arms.



FRG-4B: West German Leg Units & Equipment (1 ton/Squad: 1/2 ton/Team/Hal{-Squad):
suup.n HALF-SQUAD TEAM

MOVEMENT INFORMATION

Squad |1/2 Squad| Team

33@ @@ "
1-15 1-15
TYPE OF UNIT | PT | MAX muuw TOT | 8T | TYPE EHE
UNIT SIZE ROF EL |AMMOD AMMO 9.
FIRED 10
e W[ agf aa| zz| a1 s 7] 3[=[-=1-=-]—-1—=-1—-0]—-1—
Hi ] EE SR B : My | 20 17 14| 11| 8] 4| 2| —|—}— | — | —|—]—1|—
i/2s0( 24 | 1 |36o|um| uni [ 10 ] 6P [NM| 25| 22| 19] 15| 12| 7| 3| —|—-]—|—-|—1—-|]—-|—
My| 13| 11] 10| 8| 6] 4] 2| —f—}— | —|—|—}—1|—
GP |NM | 34| 28| 22| 16| 10 4 2l—1=1- - - — y=|—
L1 Pz6r Inf i My | 17, 14| 11| 8| 5| 2] 1| —f—}— | — | — |—f—1]—
{Guns) 1/250( 22| 1 |360|uni| uni [ 10| 6P |NM| 20| 17| 14| 11| B 4| 2|—[—}—|—|—|—]|—|—
mv| 10| ol 7 6| &/ 2] 1|—|—4—|—|—|—}—|—
6P (W[ 28] 2| 17| 6| —|—[—-|-—-|—-—|—-1—-1—-|—
My | 1a) 11 9of 6] 3|l —|—|—f—-J— | — | — |—f—1]—
1/250 | 20 6P WM | 1a| 11| 9| 6| a|—|—|—=|—=|—=|—=-|-=-|—-]—-1|-
mv| 7| 6| 5| 3] o] —1—1—f—-8—|—|—[—0—]—
Anymum TEAM |17 | 1 [360funt| um [0 Jep [nm]| 7] 6] 4 3] 1| —|—-]—-[-]—-[—-1—-1—-]—-|—
Guns My | al 3|l 2| 2] 4| —|—|—|—]—]—]—|—J—1—
Ml fiinj iiinfifitniiligid op [nm] o 8 7] 6] 5] 4] 2] 1[—J—]—1—1—-0J—1—
Milan HEAT| AP [ 10| 16| 17| 18] 18] 18] 18| 18] 18] 01- | 14- | 31- |66
Class 2 b | 26| 1 |120|Unl| Uni | OT | (CE) | PY | 130130 {130]130130|130130/130{+30) 13 | 30 | 66 |00 } 26 | 13
(ATGM) P InM | 18] 18f 18l 18] 18| 18) 18] 18f 18 — | — | —
360 | Uni | unl | 10 — =
| v [ 0] ==

NOTES: All have radios. A Milan may not be fired when moved. A squau may be made "‘Assault” or

Squau Plus"'

for an additional 15 points, and ““Special Forces'* for an

additional 30 paints. The Milan and Redeye may nat be fired from the upper floars of buildings. MG and Milan may be fired while being fransporied. Flamethrower, PZF-3,
PZF-44, and Redeye may be lired while being transported only if an a non-FC vehicle or on an apen FC vehicle. Redeye is ineffective vs. ground targets. All guns are small arms.



FRG-5A: JPZ4-5 Tank Destroyer (30.3 tons): 51-26-13 pomts
MOVEMENT INFORMATION

TURN COSTS: 0-0-1-Tracked
STACKING POINTS: 2
TRANSPORT VALUE: 2L

= JPZ 45

1-184

WEAPON | MAX DEP| TOTAL | ST | TYPE

NO [ CMP | KNK | BAW

ROF | TRN | EL | AMMOD AMMO | A cmp
FIRED | C DAM | HIT | OUT | UP

i HEAT | AP 01- | 09- | 23- | 62-

(CE) |pY 08 | 22 | 61 | 00 |
HEP | AP o1- | 08 | 20- | 77-
e ey ey 07 | 19 ] 76 | 00
: = e MM EF = KNK OUT it
GP DEF =1-4.

GP
MG 1 360 | 9/ Unl 10
(TT0) 12 M | —
0P
= GP [NM
FE A MV
TARGET INFORMATION
: : ARMOR CHARTS
ANGLE HIT_LOCATION AMMO |ELEVA- FRONT/SIDE-REAR/SIDE
T {TF |HF|HF*|TS |HS|HS*| TR |HR|HR* |TK* |6N HOG|TTA [H! TION TF | HF | TS | HS [TRIHR
: KE | LEVEL 20]20] 9] 955 e
- or | RISIN pdB4 & 23 |23 |10 {10 [5]5
FRONT/ |01-|20-| 28- [48-[67-| 75 95- 01-[20- [o1- | 20- | cE |FaLLING £ 8lmi glplals
| 19027] 47 |66)74f/ 04 [—|—| — |99 )00} 05 | 24 [10 [ 29
REAR 01-[30-] 56- | 95- 0- | 3g- | 01- | 30

—————— 38]55| 94 | 99 100] 05 | 43 | 10 | 48

NOTES: Has radio and NBC. Not amphibious. Carries an IR saarchllght MG and Bailed Crew are small arms.




FRG-5B: M4BA2GA2 Tank Destroyer (47.8 tons): 58-29-15 points.

MOVEMENT INFORMATION

[TuRN cOSTS: 0-0-1-Tracked
STACKING POINTS: 2
TRANSPORT VALUE: 2L

KNK [BRW

32 | ‘ QT UP |
1715|1311 9 7| 5| 3| 1}01- (09 |20 |76
185180 |76 (73|70 | 67 | 64 [61]59]08 (19 |75 | 00
17|14 11| 8| 6| 3| 1| 1|—|01-|08- | 18- | 60-
85185/85/85/85|85 | 85 |85/ — 107 |17 | 59 | 00 |
BNy 731 1| —|(—|—]01-|07 | 16- | 76-
85)85/85,/85/85)85 | — |—1—106]15 (75|00
2512321116 |16 | 11 | 11 [ 5| 5 |EF=KNK QUT if
12{11/10] 8/ 8| 5 | 5| 3| 3JGPDEF=1-5.

NOTES: Has radio and NBC. Not amphihlnus 105mm main gun may fire canister and smoke. Path restrictions on turret turns in IJmIdlng and woods
hexes. Carries an IR/WL searchlight. MG and Bailed Crew are small arms.



FRG-6A: FLAKPZ1 ‘‘Gepard”’ Antl-AlrcraIt Vehicle (49 6 tons): 55-28-14 points.
MOVEMENT INFORMATION ;

TURN COSTS: 0-1-1-Tracked
STACKIH& POINTS: 2

oP
RD
M
MV

" HIT LOCATION

NOTES: Has radio and NBG. Not amphibious. Subject to artillery or bomb radar destruction (OR17.2.6). Path restrictions on turret turns in building
and woods hexes. 35mm and Bailed Crew are small arms.

Blocks: 6 GP DEF: 10 pts/marker. Radio Jamming: 25 pts/each. ]
7 GP DEF: 15 pts/marker. Wire: 1 GP DEF: 5 pts/mark
BE B 8 GP DEF: 20 pts/marker. 2 GP DEF 10 gtsfm::kg::
@ & @ Place in any road/path hex. KDL 5 6o DEF: 15 pts/marker
LU0V Place in any but water hex.
Ditch: 10 pts/marker 1§y NR K

Place in any but Imprnvnd Position: 20 pts/marker.

building, water,
or bridge hex. Place in any but water
or bridge hex.

et

Hasty Anti-Personnel or Anti-Vehicular Mines (3 GP DEF): 5 pts/hex.
Deliberate Anti-Personnel or Anti-Vehicular Mines (6 GP DEF): 10 pts/hex.
Place in any but building, ditch, improved position, water, or bridge hex.




FRG-6B/1: Roland 2 Anti-Aircraft Vehicle (32.5 tons): 37-19-9 points.
FRG-6B/2: NATO Heavy Truck Utility Vehicle (10.0 tons): 22-xx-6 points.
FRG-6B/3: NATO Medium Truck Utility Vehicle (6.0 tons): 21-xx-5 points.
FRG-6B/4: NATO Light Truck Utility Vehicle (2.0 tons): 20-xx-5 points.

MOVEMENT INFO. (Roland)

; TURN COSTS: 0-1-1-Tracked
STACKING POINTS: 2
183-184 Irmnsmm VALUE: 0

[MOVEMENT INFO. (Trucks) = i

DEPR_HEXSIDE

+1a | ROUGH 4]wooos (EAVY) P

SPEEDS: FOR
ALL TRUCKS | (Al : = s =
TURN COSTS: Heavy: 0-2-2-Wheeled | [DEPR HEXSIDE _+2a|ROUGH 4|WOODS (HEAVY) P

Med.: 0-1-2-Wheeled

Light: 0-1-2 Wheeled
STACKING POINTS (AN): 2
TRANSPORT VALUE: Heavy: 6LT;
Modium: 4LT; Light: 2LT

|a: Per level. b: Use other terrain in_hex.

VEHICLE

SMOKE MAKERS:
None

ANGLE
OF HIT mmggmmmmmmnﬁn

gl
[~
el
[
=

:_ =

NOTES: All: Not amphibious. May not enter or overrun bulldmgs Bailed Crews are small arms. Roland 2: Has radio and NBG Subject
1o artillery or bomb missile destruction (OR17.2.6). Roland ineffective vs. ground targets. Trucks: Have radic but no NBC. Compart-
ment damage always knocks out a truck. Always considered to be open.



FRG-7A/1: B0-105 PAH-1 Attack Helicopter: 125 base points (unarmed).

FRG-7A/2: UH-1D ‘“‘lroquois’’ Transport Helicopter: 65 base points (with 1 MG/side).
FRG-7A/3: CH-53DG “‘Sea Stallion’’ Heavy Assault Helicopter: 97 base points (with 1 MG/side).
FRG-7A/4: SA-313C ‘‘Alouette II’’ Light Observation Helicopter: 55 base points (unarmed).

GENERAL INFO. (BO-105 PAH-1 GENERAL INFO. (UH-1D

T TT— o

fh
e

= UH-1D
TRANSPORT VALUE: IL a
EFESE VALUE: 70 ] i §
F STACKIN N o ST 211-214
SA-313c
m
_____ 5
<
w«
213-214 CKIN : 211-212

a: Reduce the transport value to *'0"" with any wing armament. b: Limited to two or less towed ums ina ingle load. e: Only

when landed.

FIRING INFORMATION (BOTH)

WEAPON | MAX DEP |TOTAL| ST | TYPE
AMMO

NO | CMP
40 | DAM | HIT | OUT | UP

— | 01- | 19- | 45 | 90-
—| 18 | 4 89 00

18] 01- | o7- | 16- [50-
160] 06 | 15 | 58 | 00
byl I I
— [eF=knK ouT it

B0-105 PAH-1 ARMAMENT POINT VALUES (ADD TO BASE POINTS

EEEEEEEE

20mm guns (Wing Pair). r pair 20mm cannon (1/wing)—50 points.

NOTES: All: All have radios and a 120 degree sighting arc. Only base points are counted if a helicopter is destroyed. HOT is a wire-quided ATGM

SDR20.2.3.3.2). Rockets are effective only in their impact hex. All helicopters are restricted to low altitude in *‘Fog™ or **Blowing Snow’” conditions.
D{nm Mi?fi%un. and MG are small arms. May not expend over % (round up) movement factors in movement during an Air Phase when landing

or taking o

unit (like a company CO).

NOE altitude and clear or serub hexes only). S8A-313C: Has an image intensifier (*‘D"* and ““I"’ sights), and may serve as an observer



FRG-7B/1: Tornado IDS Aircraft: 285 base points (with two 27mm guns).

FRG-7B/2: Alpha Jet Aircraft: 190 base points (with 27mm gun).

FRG-7B/3: F-104G ‘'Starfighter’’ Aircraft: 205 base points (with 20mm gun).

FRG-7B/4: F-4F ‘‘Phantom II’* Aircraft: 235 base points (with 20mm gun).

AIRCRAFT

* GENERAL INFORMATION

Alrcraft

201

HEXES EFFECTED
— | (= impact hex/flt. dir.)

ROF | TRN | EL [AMMO AMMO CMP | KNK

[ 4 15 HIT | OUT | UP
AP — |18 |18 | 14| 9 18- | 43-
PY — | 30 | 30[26 |2 42 | 88
MV — | 40 | 40 [40 [ 40 | — | — | —
AP — |14 114 |10 | 7 J01- 18- | 43-
PY — | 30 | 30|26 |22 |17 | 42 | 88
MV = |20 1201 20 190 4 — | — ] =
AP — |20 | 20 [ 15 | 10 JO1- [ 19- | 45-

PY — | 18 | 18 | 16 [ 12 | 18 | 44 | 89 | 00 |
MV | — (33 /33 [33 33 | —[—|—
EF = KNK QUT if

PDSS!BLELOADSANIJTHEIHPDINT VALUES (ADD T0 BASE PINTS




FRG-8A/1: Leopard 1A1 Main Battle Tank (42.2 tons): 62-31-16 points.
FRG-8A/2: Biber AVLB Vehicle Launched Bndge (45.3 tons) 33-17-8 points.

MOVEMENT INFO. (BOTH)

Leopard 1A1 &
Biber

B
TURN COSTS: 0-0-1-Tracked
[ STACKING POINTS: 2
TRANSPORT VALUE (Leopard): 2L

01-113 | |TRANSPORT VALUE (Biber): 0 8

= Leopard 1

VEHICLE

CMP
| 40 {DAM | HIT [oUT | UP
01- | 09- | 20- | 76-
08 | 19 | 75 | 00
01- | 08- | 18- | 60-
07 | 17 | 59 | 00
01- [ 07- | 16- | 76-
06 | 15 | 75 | 00
EF = KNK OUT if
GP DEF = 1-5,

SMOKE MAKERS:
DS

TARGET INFORMATION

; Trroon ARMOR CHARTS
ANGLE HIT LOCATION VEH |AMMO |ELEVA- L F/5-R/S

OF HIT [TFb| HF | HFa [TSb[HS | HSa [TRb|HR | HRa | Tia [GN |TT6b) HDG |TTAB| HDA ED| T E TFIHF[TS [HS| TR |H
: i KE | LEVEL fsala0f33| 7 [10]7
: 5 o |R 5 5213517 {207
FRONT/ [01-|20-| 26- |48-|67-| 75- | — | — | — | 95- 01- | 20- | 01- | 20- CE [FALLING 5149/32(31/7 |18 7
SIDE_19/27| 47 {66)74] 94 [—|—| — | 99 |00f 05|24 | 10| 29 KE [ LEVEL [= 2 —ld0—17({—17
Biver | or | RISING ==l 7 =17
CE [FALLING oo b B (32— | 7 (| 7

REAR 01-(39-| 56- | 95- 01- [ 39- | 01- [ 39-

—1—| — | —|—| —138/55| 94|99 /00] 05|43 |10 | 48

NOTES: Both: Has radio and NBC. Not amphibious. MG and Bailed Crew are small arms. Leopard 1A1: 105mm main gun may fire canister and
smoke. Path restrictions on turret turns in building and woods hexes. One/platoon may have a mine plow for 25 points—attacks minefields with
50 GP factors—If eliminated, ‘‘01-25"" destroys the mine plow (OR17.5.5.3). Biber: Unarmed. May not enter or overrun building hexes. See option 22.0.



FRG-8B: M113GA1/120 Self-Propelled Mortar Vehicle (12.1 tons): 43-22-11 points.
MOVEMENT INFORMATION |§ EN

BLOCK _ P [HASTY ENTRENCHMENT b | SMOKE
SPEEDS: BUILDINGS + 1 |HILL HEXSIDE (3Lv1) P |STREAM (NON-FORD) &

™ | Ll

r TURN COSTS: 0-0-1-Tracked
= STACKING POINTS: 2
146-151 Imusmr VALUE: 1L

FIRING INFORMATION

NM
SCATRa —|20/20)20| 2020
SCATRb

EF = KNK OUT it
20 | 20 | 20 |GP DEF =1-6.

Observer Scatter Modifiers:

-

NOTES: Has radio and NBC. Amphibious. May not enter or overrun buildings. Must be open to fire mortar. Must use area
effect fire with mortar, and may use GP, Illumination and Smoke ammunition. Mortar fires from the rear of the vehicle.
MG and Bailed Crew are small arms.




HULL DOWMN TABLE (0R17.2.5
| LINE OF SIGHT CHART (AG13.2.1) o ieond L] SEQUENCE OF PLAY WITH ALL OPTIONS
ep/[ iEE HEIGHT DIFFERENCES T ﬁ "oee/ ol B 7. INITIATIVE PHASE (BG5.0): Roll for who goes first. ==
ELEV| 1 2 i 4 § L 1 8 8 10 n 12 |ELEV uF“ u'::ﬁ'; e 2. COMMAND PHASE: Consider both steps to be simullanms- 7 e
1 [10-27-32 | 19-50-60 | 28-53-60 | 37-57-60 | 46:57-60 ' 55-59.60 W e e 1 T 1012010115 |01.08 a. Sighting Step (nuo'.i, AQ13.1-13.2): Dflermlne currently “nlghla.d" units.
2| 599 101718 | 14-24-27 ' 19-32-36 | 23-40-45 | 28-48-54 | 32-54-60 | 37.55-60 | 41-56-60 | 46-57-60'| 50-58-80 | 55.59. 50 2 2 01‘;5 0108 0'1.04 b. Mark Orders Step (BG6.2, AG13.3): Announce radio jamming (OR21.2). Determine command points (OR21.1). Place sighting
3| 4 7 798 |104313[1347.18 162122 | 192627 [2229.31 | 24.34.36 | 27.37-40 | 30-42.45 | 33.4649 365054 | 3 TRV T Ground observer units require OVERWATCH (OW) orders, and lag and towed units 10 be lasded require MOVE (W) ordere:
4 3 5-6-6 8-9-9 | 10-12-12 | 12-15-15 | 14-18-18 | 16-20 -22. 1-25. -28- -31- 5 el 2
S b E asa s L e S B 0 2 1 [T AR s onao o Avance i spawigsrrt e, s i o bt T ST
& ; x - e oy R T TR T R T M R e e T RADIO JAMMING Iunlts move and resolve mmbah.xm all hcxn m with napalm wlﬁrbumlng markers, und those hlt with s th
~ g YT e Vi T = S S b A S TABLE (DR21.2) smoke (ON) markers. = : .-
S p—— : -1- -2- ; 74-3-5 4~g-6 4-;-7 5-2-8 §- 2 .9 | 610-10 | 6-10-11 7 NO. | NATO | USSR 4. FIRE PHASE:
1 I B B S [N [ T L L O O R B o TR 3 0320 | 0110 a. Artillery Step (OR17.1 & 19.0): Resolve all impacting indirect area fire. Place smoke (ON) markers where smoke fire missions
911 B 5 | 11 | 1 =2 i 4 2 B RS ETS G S 2 0130 01-20 impact. Smoke (DS) markers may be placed.
10 1 , [ i 1 1 | 1 3 1 2 | 2 2 2 3 10 PR YTy e b. Close Assault Step (AG14.5-14.8): Resolve all close assault and hand-to-hand combats by dismounted leg units with CLOSE
e = iz e EE ; H - T % B B _ EETREEe _:__1_ 4 Ei 40 ] 01-30 ASSAULT O(CA) orders. Mark attackers with spotted (MOVED) markers. Mark bullding hexes attacked by flamethrowers with burning
12 1 1 1 1 1 1 1 1 | 1 1 1 1 12 markers (OR17.4.1.2). Smoke (DS) markers may be placed.
a - . - QUICKMARCH TABLE (OR17.4.2) ¢. Direct Fire Step (BQ7.0, AQ14.1-14.4): Consider to be simultaneous. Announce and resolve all direct fire by ground units
DETERMINING LINE OF SIGHT : - |4) If the Obstacle Is hlghEl’ than one, but lower than the ﬂ“’lEf, a line with FIRE (F) or FIRE/IMOVE (FM) orders. Mark llring units with lpﬂ“ﬂd ‘FIHED) markers. A
IHn lhe obstacle is higher than both firing unit and target, the line of |of sight check is made: TYPE LEG UNIT | SUPPRESSED ON
e e —— - d. ATOM Announcement Step (AG14.2.2): Consider to be simultaneous. Announce all fire for ground units with FIRE MISSILE
sight Is blocked. a) Determine the height differences between firer and target. On that Special Forces B ATGM Resol
2) If the obstacle Is equal to one and higher than the other, the line of | column, find the firer to target range. = : . { ) orders. Resolve Immediately for non-moving targets, and during the Movement Phase for moving targets. Mark firing units
isight is blocked. b) On that line, move left until the column with the height difference Other cr“k g 0.1'25 . WHE Spatit (EHVEE imkarn:
S0 g sttt ol o i 40 it e M oF bt e of BiGHise %0 obstacit s, oind, THe highest mumber Hhare e he Avothye - TR e. Overwatch Fire Step (BG7.1, BQG7.5, AG14.1.4): Consider to be simultaneous. Units with OVERWATCH (OW) orders may
P iy maximum range from the higher to the obstacle that will not block Foor - !!175 = be fired at enemy units that atiacked or were ilmd dudng aarliar sleps Mark lirlng unltu wl!h spotlod (FiHED) marknu
the line of sight. 5. MOVEMENT PHASE: = == i
.+ '~ HULL DOWN (AO13.2.2) i, L a. }whmwl Sup llﬂl.urlllil.mz Mmuulla wﬂh FIREIAOVE{FII) lnd IlOVE (H} Grdm om l! a ﬁm'm 3
Whan there are 3 numbers and the line of sight is not blocked, AIRCRAFT GONDITION AT ONj) |
it the range is from the middle to the largest number inclusive, g T WEAPON E o = - (ﬂm.l.z.'ll e
the larget vehicle is hull down. Automatically hull down inside ; PON DEPRESSION/BLEVATION (OR17.3.1) - |
brick or stone buildings, in improved position, or if fired at from a Crossgrid the depression or elevation line with the height difference. . CONDITIIN : l_ B
higher adjacent hex. Also hull down if with a location (HULL DOWN) | The highest number found Is the minimum range at which firing DAY . i " ININ mym = =
marker (OR17.2.5) is possible. DUSK { N[N b, itumm Step mi 4:!& Ilaau units nnh ovznnuu (OH orders, one nu ﬂmo. !Aldr (or nplne-) tm running
MOONLIGHT ININ apuihd (MOVE) markers. Remove smoke (DS) marker If Its vehicle unit moves. Place smoke (ON) markers for units creating ex
smoke. O ch ﬂn onmy nnlu mden—-mﬁt thess upon ] )
sml-rrma RANGES CHART ls 1.3) ” AIR SIGHTING CHART “'.".”,Téi‘;“’“ P ERLIRS . mﬁhzy g - - L bt g - ’f“ o
——— : R20.1.3.1.3 & 20.2.3.1. ' e = - —
CONDITIONS | TYPE - TERRAIM IN TARGET HEX ! : : YT - :F::c:s 2) *;l!ﬂbllv t:,cé“ w’ Bt ley | s SECOND AIR PHASE {CR20.0): Announca any appoarlng nlrcraﬂ unlls (may not be any |hal appeared during the
lmlll Bnr::: III;I:;::::L o Bllﬂllnlmmi; HEIGHT .ngmu ;mnau gsﬁ.ilq poggt First Air Phase), move and resolve combats. Then all helicopter units move and resolve combats. Mark all hexes hit
k ; ,Impr.Pos., o . - - - — se with napaim with burning markars. and those hit with smoke wllh smoke (ON) rnarkers.
in Watsr | Scrub,Strsam Heavy Woeds® NOE  |Handle as with ground units. = 7. ADJUSTMENT PHASE: i
VH | LG [SM _v_nl u [sm|vn 16 [sm|wn[16 |sm| |JLow [Blocked 1/+2, 2/+3, 3+/4, etc. A - . Pivot Step (8.1, AG16.1): Reveal ail command markers that have not yet been turned up. Vehicle units with umay :
DAY (Basic ml]palj 30(15(10] 10 (5 /3fs5/3/2/3]2]1 [Modium Blocked 1/+4, 2/+5, 8/ +6,etc. . | FIRE/MOVE (FM, MOVE (M), or OVERRUN (OR) orders and all unsuppressed leg and towed units may be pivoted. in pllei. PJict
game) [Buttoned |21 (11 7] 77 4 12 |4 |2 112 007 [High Blocked 1/+6, 21 +7, 3/ +8, etc. VEHICLES MTO BUILDINGS N T .0 i ”’"’c,,,';,l,‘“"‘” o ""'*:,,"'"' = spoiiad '“"":',",,',,,"“"’, 1ype. p— x
DusK ==E:l}pan . 15 8 5 x5 3 | 2 ! £4 2(’ 1 i 2 1ﬁ 1 la.: "1/+4" = blockedif 1 hu trom +4nofgh7 or TABL: (ORIS.3) "'bn em“n:od':c opnn),‘::d(:zolgt;nm u.:l);amd. w'm! b Sowle o m gl e ont hmm
| Guonsd [11] 8] 8] a7 2 1 3113 |71 [ 1| | more of biocking terrain. - | TPE | ITPEBURDINGHER | | o djust Markers Step (BG9.3, AG16.3): Perform in this order: : ag = =
MOONLIGHT Open | 8] 43 3 1 [ 1 [1[1[1][1[1 1 IIIIIIE BACK | STONE | WoOD e ~_{1) Handle the resolution of fires (OR18.3), piace hasty entrenchment markers for completed hasty mtmnchmonu (031?’1.4};
dutioned | 6] 3 2] 2] 1] 1 [1[1 1)1 ] E 1 AIR AGQUIRED RANGES CHART I “i&“] g::g g:gg g:j: );ﬁmsz:‘::‘:pﬂr.:y?uwnn suppress (OFF), smoke lOFF).lndamm (DS) markers, Bk i
NIGHT/FOB/ | Open | 4] 2 1] 1 | 1 | 1 |11 1|11 1 (0R20.1.3.1.1 & 20.3.3.2) % To150 [01.65 | 0140] | (3] Change sll suppressed (ON) and smoke (ON) markers to the corresponding (OFF) markers. T Bl e
e R E ERETLE EEEREE BE s FROM | SPEED/ALTITUDE _ Modify dice roll by +5 per | | (4] Remove ail desied location (FULL COVER) markers. &
[ i . {8) It there are no enemy unlts that can currently “ses” a combai unit, remove its spotted marker. ; W
¥H: Vehicle units & Terrain. L8: Largs (most towed units). SM: Leg & small towed units. - AR number of the vehicle’s CA 4. End Turn Step S
*: 3X the listed range when sighting into ditch hexes from above. Use the column farthest {ir Used® 5|10] 15 |20| 25 defense factor. ickils gt Loty depl o PO I O e e Wit gamu qnd. e
to the right for mixed terrain. Treat a hex as clear with 11 + stacking points (AG12.2.2). [Ground Used [172]|2/4] 3/6 |4s8] 510 :
:;;:ln]u:d units “'sight'’ 360 degrees (only 60 degrees if supprassed), and air units sight *Require observer 1o acquire bulmrng g
agross. and woods hexes. BAIL OUT TABLES (OR17.2.3) STANDARD TERRAIN VALUES CHART (AG12.1)
SPOTTED MARKERS: 2X the listed range for spotted (MOVING) & any unblocked range for 8" = 5 hex acquisition rmi by air TYPE ] BAIL | HIT LOCATION TYPE TERRAIN HEIGHT | GP DEF TYPE TERRAIN HEIGHT | 6P DEF
‘wnits. "1/2" = 1 hex gun acquisition, 2 z 3 T -
&mﬂ;!i:nmﬂr ?;::?ﬁ:ngjﬁﬂy.Ml arms lnﬁlnr rri’nrllrl are mnrkuﬂ with a lpullnd’ hex m‘"". lqulsman for lnﬂ-llmuﬂ PENETRATING| OUT | HF |EF KO,GN,HD, | TF,TR, Block +0 | 6-Ba |Hasly Minefield gl 3
B, =8 I ! i ! I fm e i s HIT UNIT HR,HS,TK ¢ | TS,TT Brewed Up Wreck (ground/smoke) |+0/+2 -— |Heavy Woods (Ground/Tree tops) +0/+4 -
gy No Damage ac | Crew |01-15 01-15 01-30 Brick Building (ground/iop) +0/+1 9 |[Hill (Per Level) Ground Level | +1 e
POINTS CHART (OR21.1) MINE EFFECTS TABLE (DR17.5.2) Compartmert a| Crew [01-30| 0130 01-80 Bridge +0 | 10c |Improved Position #4 | i~
NUMBER | ORGANIZATION GRADE TWE  [WT [ TETARRET Crew |01-50| 0125 0125 | ciear #0 | - |Normal Ground Level e P R
OF UNITS _[CRACK | AVERAGE | POOR MINEFIELD VEH 6P DEF LEG/ Knock Ould | Leg 01-80 01-40 01-40 Combat Units +0 b | Other Smoke (ground/smoks) +0/+3
Cal S T H B Es E = R 14 LIORES Towed | 01-40 01-20 01-20 Deliberate Minefield - L +0 6  |Path, Road, Rough, Scrub = L Ml =
8-1_0 e 6 4‘ : 2 == e o1m_ : - - - - Depression Ground Level -1 ---- | Stone Building (ground/top) +0/+1 10
a8 g 7= 4 0140 [01.30 {0120 | - oW 1Bl - Ellm 7] Elm Desiroyed, Ditch = +0 | — |Stream, Water =R E P e
1620 |13 | 98 | 5 41.70 | 3170 [ 2170 | o g [o160| 0120 | 0120 ' FTEET
2128 |18 | 12 7 Al = S Discharger (DS) Smoke +0 - | Wire +0
L_@zs.'ao T e 01-60 i 0120 Elim | Elim FASCAM Minefield Tt +0 | 9 |Wreck T sy LT
: 31 3T ﬁ_éﬂ EERT @ : Sta0 - Ba!ll_ out if Ills.:d n;:mhlers a:lo r:llo:." e 3 Fire (ground/smoks) +0/+5 --- |Wood Bullding (ground/top) +0/+1 7
- . W= a: Transported unit automatically balls ou \ = = e ; N A e
— <3 my‘: R s v abuiaciine: Hasly Entrenchments +0 | -= |Woods (ground/tree tops)  [+0/43 -
=] c Q]I : b: Suffers elinination if ball out falls. NOTES: a: Depends on ucanarfo b: See data cards. c: Temporary bridges have a GP defense factor of "7".
= j/ g - : ™ | 21. ﬂ e D1-«50 o1 Also use | flamethrower used in close assault Standard welight limit is 60 tons.
| i : . - i e (OR17.4.1.2.2)
HO‘I‘EBI EF: GP Effectlve result. Squads roducad
\ I ) GAM E CARD to 1/2 squads and suppressed. HC: Hull Compari-
M ment. TK: Track. *: A landed helicopier has 1 GP
—’ defense factor. " —20" modifler for quickmarch.
8820002
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| LINE OF SIGHT CHART (AG13.2. 1)

{DEP/ I HEIGHT DIFFERENCES : i Bk ! DEP/
ELEV 1 2 3 4 § [} 1 8 ] 10 n 12 ELEV
'1[10-27-32 | 19-50-60 | 28-53-60 | 37-57:60 | 46-57-60  55-59.60 | .- = v e 1
2_ 5-9-9 10-17-18 | 14-24-27 | 19-32.36 | 23-40-45 | 28-48-54 | 32-54-60 | 37-55-60 | 41-56-60 46-57-60_ 50-58-60 | 55-59-60 | 2
3| 4 | 788 [1013-13 | 131718 | 16-21-22 | 19-26-27 | 22-29-31 | 24.34-36 | 27-37-40 | 30-42.45 | 33-46-49 | 36-50-54 | 3
4 3 5.6-6 8-99 |10-12-12 | 12.15-15 | 14-18-18 | 16-20-21 | 18-22-23 | 21-25.26 | 23.28-29 | 25-31-32 | 27-34-35 | 4
OET] 4 577 799 | 811-11 | 10-13-13 | 11-15-15 | 13-17-17 | 14-19-20 | 16-21-22 | 17-23-24 | 192526 | &
6 1 3 4 5-6-6 57.7 699 | 7-10-10 | 8-1212 | 9.13-13 | 104415 [ 11.15.16 [ 121718 | 6
AR T 3.4.4 455 | 466 477 | 588 | 598 | 61010 | 61011 | 7
8 1 1 1 2 | 2 | 3 | 38 | 3 | 4 | 4 | 455 | 455 | 8
i EE R EER A = 2 ) 3 8 e 18 e
ol 3 1 1 R 1 1 2 2 2 2 3 10
11| 1 = e 2 PR TE =TS LSRR (T
12 1 1 1 1 1 1 1 1 1 1 1 1 12

. DETERMINING LINE OF SIGHT

- |4) If the Obstacle is higher than one, but lower than the other, a line

T lhe obstacle is higher than both firing unit and target, the line of
sight Is blocked.
2) If the obstacle Is equal to one and higher than the other, the line of
|sight is blocked.

of sight check is made:

a) Determine the height differences between firer and target. On that
column, find the firer to target range.

b) On that line, move left until the column with the height difference

GAME CARD

| 014

QUICKMARCH 1

TYPE LEG UNIT

Special Forces
Other Crack

- 17K 121-50 /1150|0150 | -
HO‘I‘ESl El'l GP Effectlve result. Squads roduud
to 1/2 squads and suppressed. HC: Hull Compari-
ment. TK: Track. *: A landed helicopter has 1 GP
defense factor. " —20" modifler for quickmarch.

3) If the obstacle is lower than or equal to both, the line of sight is of higher to obstacle is found. The highest number there is the Average
not blocked. maximum range from the higher to the obstacle that will not block Poor
the line of sight. -
= 7 HULL DOWN (Aa13.2.2)
When thars are 3 numbers and the line of sight is not blocked AIIII:BAF(I
if the range is from the middle to the largest number inclusive, - = - P ——— DR
the target vehicle is hull down. Automatically hull down inside . WEAPON DEPARSSION/SLEVATION (ORY7.3:81. |
brick or stone buildings, in improved position, or if fired at from a Crossgrid the depression or elevation line with the height difference. ,_+.
higher adjacent hex. Also hull down if with a location (HULL DOWN) | The highest number found Is the minimum range at which firing DAY 5
marker (OR17.2.5) I8 passible. DUSK it
MOONLIGHT
s|g|.|'|-|"q RANGES CHART ‘5 1.3) AIR SIGHTING CHART w
g T i (OR20.1.3.1.3 & 20.2.3.1.2)
SIGHTING | Bridge, | Block,Rough, Bullding, ‘ll::!'-':"," EPFRCTS
UNIT | Cloar, Destroyed, Woods | Ditch,impr.Pos., L SRR s
In Water | Scrub,Stream Hoavy Woeds® NOE  |Handle as with ground units.
Vi | LG SM| VN [ L6 [sm [wh [1e [sm[wh [ 16 [sm | |Low Blocked 1/+2, 2/ +3, 3+/4, etc.
DAY (Basic | Open [30[15[10f10 | 5 | 3 |53 |2 2 | 1 | |Medium |Blocked 1/+4,2/+5,3/+6,0tc.
Game) |Buttoned|21|11] 7] 7| 4 | 2 |42 /12 |11 [High Blocked 1/ +6, 2/ +7, 3/ +8, etc. VEHICLES I
DUSK Open 115/ 8] 5] 513 | 214 2 112 |1 1| [T, i/+4" = blocked f hex from +4mgm o e
| Huttoned [11] 6] 4] 4| 2 | 1 |8 |11 |3 | 1| 1| |moreofblocking terrain, TP
WOONLIGHT | Open | 8| 4] 3] 3| 1 | 1 |1 | 1|11 |1 1 Ia;;'!“f. :'f
Butonsd| 6] 3] 2] 2 111 [1 111111 AIR ACQUIRED RANGES CHART O {Bam) 3.0
: (0R20.1.3.1.1 & 20.3.3.2) B
ment/roe/ | open [al2 1] 1 [ 1 [ 11 ] 111 ®  los
sLswow [Bumoned| 3 71| [ T [ [ a0 FROM SPEED/ALTITUDE _ Modify dice
- : > LL [LM |LH/MM MH| HH ty
¥H: Vehicle units & Terrain. L6: Large (most towed units). SM: Leg & small towed units. ~ . = number of i
*: 3X the listed range when sighting into ditch hexes from above. Use the column farthest {Air Used 5110] 16 |20| 26 defense fac!
to the right for mixed terrain. Treat a hex as clear with 11 + stacking poinis (AG12.2.2). [Bround Used [1/2[2/4] 3/6 [4i8] 5/10 I RO |
Ground units “'sight"’ 360 degrees (only 60 degrees if suppressed), and air units sight *Require observer in acqulre mllﬂ]ﬁg i -
120 dagrans -and woods hexes. ! BAIl
SPOTTED MARKERS: 2X the listed range for spolted (MOVING) & any unblocked range for e b :5 ':," méquluuuh mnni by jf TYPE
pottsd (FIRING). Units firing &n?y smallarms anﬁlnr m"nmrs o marked with 3 spotsd “nits. A1/2" = 1 hex Gun acquiition, ' PENETRATI)
E!B?Eﬂ) innlbr HOR1Z@2)- " = o = = e e =y g}:: mlutm lwgismon for lnﬂ-flt:raﬂa e
R L ™ O =L Ml [ No Damage :
COMMAND CONTROL s
POINTS CHART (OR21.1) WENE EFEECTE TANE (OR17.5.2) Compartmer
NUMBER | ORGANIZATION GRADE TYPE MT [ | TYPETARGET .
_OF UNITS | CRACK | AVERAGE | POOR MINEFIELD VEN &P DEF LG/ Knock Out |
R ENTERED 7+ | TOWED
BRI
9 5
e TR ER
L g Bail out if If;ta
. "'I:ﬁ 10 a: Transported

and stays If th
b: Suffers elim
o1 Also use if |
(OR17.4.1.2.2).
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‘ri‘i':f_;‘::'l"_"i:’_ SEQUENCE OF PLAY WITH ALL OPTIONS
i sy pesamm 1. INITIATIVE PHASE (BG5.0): Roll forwhogoes first. R
IS 2. COMMAND PHASE: Consider both sieps to be simultaneous.
510115 101.08 a. Sighting Step (BGS.1, AQ13.1-13.2): Determine currently “sighted” units.
: b. Mark Orders Step (BQ6.2, AG13.3): Announce radio jamming (OR21.2). Determine command points (OR21.1). Place sighting
15(01-0801-04 markers (OR18.1.2.1 & 20.3.3.1). Place or adjust command markers. Make Indirect fire plots (OR17.1.2.4 & 19.2). Remember that
(8101:04101-02 ground observer units require OVERWATCH (OW) orders, and leg and towed units to be loaded require MOVE (M) orders.
[ F rma'r AIR PHASE (OR20.0) Announce any ‘appearing aircraft units, move and resolve sbinbatj Then,, all hhlfen uﬂ

) JAMMING |unlls mwer and runlvo comb erk all hmms *i;li wlih nlpnln-r*wlih immlng rnurkara, und ahnu hllwlih s %
i (DR21.2) smoke (ON) markers. I i ET st o 3 . e ‘
ITO | USSR 4. FIRE PHASE:
i-20 01-10 a. Artlllery Step (OR17.1 & 19.0): Resolve all Impacting Indirect area fire. Place smoke (ON) markers where smoke fire missions
130 01 ‘20 Impact. Smoke (DS) markers may be placed.

= L b. Close Assault Step (AG14.5-14.8): Resolve all close assault and hand-to-hand combats by dismounted leg units with CLOSE
+40 01-30 ASSAULT (CA) orders. Mark attackers with spotted (MOVED) markers. Mark bullding hexes attacked by flamethrowers with burning

| TABLE (DR17.4.2)

| suPPRESSED ON

i FRRE
01-25

i E L Ea
01-75

INDITION CHART

EEEE=
== (==~

F' W
GM use. Nn po}pl
nuse, &a "-20"
ier m area aifact

R

HTO BUILDINGS
 (DR18.3)

[YPE BUILDING HEX _
ICK | STONE | Wooo
45 | 01-60 | 01-35
60 | 01.80 | 01-45
50 | 01-65 | 01-40

 roll by +5 per
‘he vehicle’'s CA
tor.

markers (OR17.4.1.2). Smoke (DS) markers may be placed.

¢. Direct Fire Step (BG7.0, AG14,1-14.4): Consider to be simultaneous. Announce and resolve all direct fire by ground units
with FIRE (F) or FIRE/IMOVE (FM) orders. Mark firing units with spotted (FIRED) markers.

d. ATOM Announcement Step (AQ14.2.2): Conslder to be simultaneous. Announce all fire for ground units with FIRE MISSILE
(ATGM) orders. Resolve iImmediately for non-moving targets, and during the Movement Phase for moving targets. Mark firing units
with spotted (FIRED) markers.

e. Overwatch Fire Step (BG7.1, BG7.5, AG14.1.4): Conslder to be simultaneous. Units with OVERWATCH (OW) orders may
be flrod at ennmy units that attacked or were ﬂrad durlng enriiar stnps Mark flring unila wﬂh spotted (FlHED) markers

i :m n
unlis cresting axhnasl smoke. Lociﬁon (FULL ﬂGVE' markers r’iiay be p’laeqd with Iou or tuw,pd units wlﬂa fllovE m

are not mwad Hmy en&aoehmanio may be prepared b%umunmsa@d 'FULL COVER leg units with overwatch o(dor rﬁm 4.
j VERWATCH (nwi lmllrs-a-mlrklhtu with spotted (FIRED) markers as

L thny fire. i . i

iy mfnrrun Step |Ae1_-|.-na Mwo unim Wlth BVEHRUH(OR} ordm, una ata mm Miﬂ: (qr“upl ce) 'mmlnnhg
. spotted (MOVE) markers. Remove smoke (DS) marker 1t Its yehicle urﬂ; muvgt‘ Rlu:i smoign (ON) mqum for units creating ‘oxhs
A 4ol Crarksto i eyt ggered o e sk s—ma

8. SECOND AIR PI-IASE (OR20.0): Announce any appearing nlrcraft unlts (may not he any thnt appeared durlng the
First Air Phase), move and resolve combats. Then all helicopter units move and resolve combats. Mark all hexes hit

e Adjust Inrlm-n ntop (ltﬂ.a, Ame.a): quiorm Iiﬂhls orﬁar

with napalm with burning markers. and those hit wlth smoka wlth smoka (ON) markars.
1. ADJUSTMENT PHASE: - e s i
@& Plvot Step (BGS.1, AG1 &ﬂ evaal all eommand mnrlwrs that hm ymt yat bean !umed up Vohlc!a unlls wliﬁ unusm‘ =
. FIREIMOVE (FM, MOVE (M), or dVERHUﬁ (OR) orders and all unsuppressed leg and towed units may be givrntod 111 place. Placu =
spotted {MDVED) mnrkom on unlls as they plvol, unlm alraudy markad wl%h a spotied marker of sither type. i = :
b, Ad]u-t Turrlu lhp (lo! 2, AG16.2): Change ium! unlll frum bullunod ta. npan, nr vloe-\rarsu (tumt unmpinmanr ;
! bl changed to open), and plvnr them, as allowed. i = = i :

., remove all sighting mnrkm =
- i '{2) Remove all lampomy auppreua. suppress {OFF], gmoke (OFF). and smoke (DS) markara. ; = =
 (3) Change all suppressed (ON) and smoke (ON) markers to the cnmspondlng (OFF] mlrkars. T e e
{4) Remove all desired location (FULL COVER) markers, ! e J; S
{5) I1 there are no enemy units that can currently “ses” a combat unli. remove its §pollld marker. ! i
d. lnd Turn ﬂop (Iﬂﬂ 4. A015.4]I Ad\ranoe Inlllatlva mafkal nn TURN REGDRD TRACK Gnunl 'lictnry pnlnts at game ﬁ Gﬂd.

L OUT TABLES (OR17.2.3) STANDARD TERRAIN VALUES CHART (AG12.1)
] BAIL HIT LOCATION TYPE TERRAIN HEIGHT | GP DEF TYPE TERRAIN HEIGHT | BP DEF
NG| ouT | HF |EF KO,GN,HD, | TF,TR, Block, . _+0 | 6-Ba |Hasty Minefield +0 |3
UNIT HR,HS,TK ¢ | TS,TT Brewed Up Wreck [gruundlsmoka) +0/+2 --- |Heavy Woods {Ground/Trae tups) Y .
ac| Crew |01-15 0115 0130 Brick Building (ground/top) ~  [+0/+1 @ [ Hill (Per Level) Ground Level L1 e
tal Crew |01-30| | 0130 01-80 Bridge +q 10c |Improved Position +D =7
| crew l01-50 01.25 0125 Clear #0 | o= INormal Ground Level .~ | 0 [ == |
b [Leg [0180 01-40 01.40 e S B N IR e R
Towed | 01-40 01-20 01-20 Deliberate Minefield . _+0 | & |Path; Road, Rough, Scrub | | A0 | e
ghnismn= - - - Depression Ground Level -1 --- | Stone Building (ground/top) +0/+1 10
| Crey 1 Emyg LBl T Bl R e o W e e e e
1 [Leg 01=60f 0120 | 0120 Discharger (DS) Smoke +0 - | Wire +0
_ | Towed|01-20f Elim | Elim | |FASCAM Minefield | +0 | 9 |wreck el
ied numbers are rolled. Fire (ground/smoke) +0/+5 ---- |Wood Building (groundllnp) +0/+1 7
:au:ll;:uslar;r:.llcally balls out |f the crew does, H?SW En‘lram;hmgnts § fL : i ‘+ll~ _;__ 7 wmu (gl‘ngnd!tm lllps) . +ﬂ/+ Bes
mination If ball out fails. NOTES: a: Depends on scenario. b: See dala cards. e: Temporary bridges have a GP defense factor of "7”.
flamethrower used In close assault Standard weight limit is 60 tons.
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AP POIN'I' EFFEGT HIT OHAHT (7 4 3) e THE AP POINT EFFEC'I‘ HODIFIEHS (7 4.2) L = & e !'f m;:fii?m.z 0
S A FACTOR 2 [NET | [(A) TERRAIN MODIFIERS _ MOVEMENT MODIFIERS | e E MODIFIERS T M-l ' : e
ol 0w Sl 1w 018170 s aTs 2T 1 lmop | |1 St e 22 rlAE R T s
% 223'3 g: gg :%:o' ;: :: g:%%:g :: g 1; :: 3 wl : et Sy __HLOLEB_ ~ | 0| =3 | (&) Through Brew-Up Smoke: — S/hex 16-20 hexes: -3 Front/Sids.
o ; 4 = In Woods Hex: —6 (AQ14.3.1.1) 21-25 hexes: —4 S -
100/00/00|00]99 92|85 77|69 /6052|4538 32|25 [21(16/11/06] +8 Moving:Stab.1 -2| -4 Reac/Side | — 103-50 (5100
o "Za| Zs| (A)Through Other Smoke: — 10/hex 26+ hexes: -5  Raar/Sis 91-301 5101
00/00/00/0096(89|82|74166(58|50/4338(31/2420(15(1105] +7_| ||/ cide Buliding: —8 Moving:Stab2 | -8 | -6 " : Rear | - | - [01-00
00/00/00/98162/86179|72/64|56|48/42)36/30|23/120(16/10/06} +6 | || \mp. Position: — 10 Moving:Stsb3 | —4 | -6 iT‘::mmﬂ f:ﬂgi:'r“jg =1 Crack: 6-10 hexes: +1
0/00/00/00/9489/83(7669161/54|4640/35/29/23/19/14/10/05| +§ NG R Bl PorFiin o Crow Loss: —4 HE16 huxes: +2 ANTI-AIRCRAFT MODIFIERS (OR20.3.4 .1)
0/00/00/96|90/85|79/73/66|50|52|4a| 3634|2822 18[14[10]05| +4 wg|= Firer Tem Sup-Class1: —2 e hexes: e Helicopter at NOE {Nape of Earth): No radar use. =
00/07|92/86/82(76|70 63|56 49|43 |37|32(26/21(17[13(0s]05| +3 it R P 21:25 hexes: +4
: == _ - : ATGM:Clagsi-2* | 0| =1 | Firer Tem Sup-Class2-3: —5 26+ hexes: +5 Firer Suppresaed/CA,FM,M,OR Orders: Hit numbor
96/02 88(83(78|73(67|61/54/47|41/35(31125|20/17[13/08[0a] +2 s Firee Tom Sup.Classd: —7 | O aekiaac
91/88 8417017569164 /58151 /45|39 /34/29 24|18 16/12/08 04| _+1 | ormmerermeneene ] A.TGM :Class3-4 01 -3 1 NBC Environment (OR18.4.2): —2 mm UNIT QUN FIRING mm "|  |Helicopter Moving: — 10 (except popup) to hit roll.
87/8460[7517166[61(55148]43[57/32]26[23 1815 11/osloa] 0 | [ U5 L0 Lo | “Use firing landed helicopter. SRR SRRl [Wetloopter Popum No AAM o radar use possible (uniess
6183807671167 63|58 52|47 41/3530/27122|17 14110/08104] -1 Target Is Moving: —5 AT = ARnly 4 alforaft and Tow SRS AaOT | Firing Using Evasive Man.: -5 target fires ATGM). Hit number hllvod.
78|76/72|68|64|50(55/50|4439)33/29(25/21(16|14|1007|04] -2 ST i e sl i S Firer Is At Low Speed: +2 T Ho (Not pk: —10 to hit roll, :
74/71/68/64/60/56(52|4742/37/31|27(24/20(15/13]09/07 (03] -3 SR T MODIFIERS (AQ14.3.2) | Firer Is At High Speed: —2 st sveriny Popu
- ealen : ol i - = __ (A) SIGHT MODIFIERS (A 9:2) i Alrcraft Evasive H-nouvorlnr +20 to hlt roII
IS0 SRS ¢ S A1 ST S A AL TR0 O8N SIGHT 0l +1]+2| +3| +a|+8 NOTES AP POINT EFFECTS NUMBER OF HITS TABEL i Prasiionss S i
61/59156|63,50/46|43/39,34/30|26/22|20|16/13/11/08/06/03| -8 (€) Co2 Lgur 1- |6- (11— 1621 |26~ |Use In nllcondnlon qmoh(exeom DS (7.4.4) BUILDING FIRE 'I'ABI.E (OH'IS 3)
56155/52/49/46/43/40(36/32/28/24(21/18(15/12|10)07/05/03] -7 ~ sight 5110 “‘ ‘:20 255 40 amo!ce) _ TR Sera T -
52|50/4845 43]40/37|33[29/26|22/19(17[14[11]09|07]05 02| -8 — 1= . ' ol L B — | [sunoms [ 8P FACTOR et FRE STATUS
48/46/44/a1/3936/34/30/27/2420(18/15/13(10/08 06 04 02| —g | |(P) Laser "[Gannot be used in smake, Fog or Blowing Snow. N8 121113 2 114 3.2 1]8}4.3/2.1 TYPE | 0110 | 1120 | 21-30 | 31-40 | 41-50 | 51+ |SPREAD | CONTINUE| ENDS
P ! : = Deslgnaior See OR19.2.4.7 and OR20.2.3.3.2 for uses. 80+ 24| H [19(33| H [14[29143| H {1024 |38|52| H ——— . T -
4442 4038 3633 31/28/25/22/19.16(1412/08/08/06 04|02 —10 - = Bric! - | 01-10 | 01-20 | 01-30 | 01-40 [ 01-50 | 01-35 | 36-80 | 814
41 .3_9JI3—3-I.3?§ 3213027 522 19/17/14]13 16 08/07|05/04 05 -1 (“ lmm ; DﬂY“ﬂQ’hﬁﬂﬂ to 20 hbiﬂ! in Duskmlobnllﬁm &1 Wuﬂﬂ'"’ 15 3080 121 H 117.30 H {13126 3’ H 10921134 L H‘ Sione — | 01-05 | 01-15 | 01-25 | 01-35 | 01-45 | 01-25 | 26-70 | 71+
Akl ~ERETIEE! qn Sy =l lnlénsjﬂbr i haxas at, Night. Negated w nny amqlﬂ, 'Fouor f 10W, | 70-78 19| H {15(26 | H |11|23 |34 | H |08[19/30 41| H = ' . E
35,34,32,30.26,26,24 2212017 15,1011 0010706 0403 02, -2 “ - 80-80 |16 1 |13)23| H [10/20 20  [07 15|25 36| 1 | [Weed_ 0110|0120 [01-30 | 01-40 [01-50 [01-60 | 0150 | 51:85 | 86+
230129128 26 25 2:! 2119/17115/13/11]10106/06 05,04,03 0,1, _,'a "'l' s 1- |6 1111621 - 26 (Cannot be used in smoks, Fog, or | 50-59 |14 H [11]19] H |08 17.25| H o6 |14 122/30 H | NOTE: Only GP factors from guns of 14.5mm + can start a fire. Napalm and
-M_|27|26/2524/23 21|20(18[17|15(13/11/10/08 07|05 |0503/02/01] -4 Sight 51015 |20 | 25 | 40 |Blowing Snow. __ T, los EERU | Mametheowers stat immectess tres
—15_|23/22/21/20/19 18/1715|14/12|11/09/08/07|06/05/04/03/02/01| 15 | [{0) Optical Sight| ~ | - | = | = | = | = |No modlfiers. ~ soau Jos| 1 Joz 12 # Jos 111161 n Joe s 1e] 18 1
=10 [18/17i17 16/15/14/13[12/11 1_6103 0708/06/05/04/03 02/02/01] -16 {R) Radar = = N P Only vs. air. See OR20.3.1 for use. 2098 [06 Hﬁlﬁ !'m H lm 0811 _H‘IE 06|10 ‘1§_§_‘ HV AREA EFFECT SCATTER
I HAS IS 1210 A1 10,08 0007 08,00 08,0803,08 004011 | gy StorealG0D[i- T4 N S ' w10 Joe[ 1 Joa]os |  Joz osor| n |oz] o« 0s oa | MODIFIERS CHART (OR17.1.2.2)
— 10+ |05(04104|04]04 04/03,03/03102]02/02102/01/0101/01)01 - | = | —10+ | foOt ] 5118 : : o0 o1 H [o1 02| K |- [o1]02  H |- [o1]0z[03] K SCATTER | coWbmoWs
(T] Thorrnal Day slghllng 1o 20 hexes In all conditions & smoke (except DS MODIFIERS DAY | DUSK | mOONLT “/F“/“.
NET Zﬂ 19 l‘ !7 18 15 14 13/12/11/10/8/8/7/8|5 4 3 2 l_ NET Imager smoke). Ignore camouflage out to 20 hexes range (OR17.6.1). == o e Lt e e
[MOD | _~APFACTOR  [moD 40 | 3140 | 16_2_3 911 | 56
ADVANCED GAME AP HIT RESULTS (AG14.3.3): Non-Penetrating: A TT or HD hit GP COHBAT RESUI.TS TABI.E (AG14.4. 4) HAND-TO-HAND COMBAT TABLE (AGI4.6.2.2) .20 — - | 2430 | 1215 | Iy
on an open vehicle causes 1 crew loss. A hit on a machinegun location destroys the ap e e e I T ar ATTACKER VS. DEFENDER ATTACKER | DEFENDER -30 31-40 16-19 210
machinegun. Compartment: Also causes 1 crew loss, and suppresses the crew and S . o v . WINS WiNg 7 e T 20-23 1142
all transported unlts. 2 compartment hits = knock out. A hull compartment hit also DEF| EFFj1— |4— 7~ ¥1— 40— 43— (48— | 49 |EFF|DEF Squad vs. Squad — T 0150 | 51+ T E e e : .
prevents movement, ends EX smoke capabllity, reduces turret turn to "17, and destroys FAG 13 | 8 45 | 48| + FAG === — — .50 s AR B 24-26 13-14
all hull weapons, sights, and searchlights. A turret compariment hit prevents turret tumns, 1[N |50148 4 e | o | | W | 1| |Squad vs. 1/2 Squad - L 0180 | 81+ -80 R 2730 | 1516 |
ends DS smoke capabilily, and destroys all turret weapons, sights, and searchlights. 8|75 72 333027 |8 Squad vs. Team = i === o0 91 + 70 3 31.34 1718
Knock Out: Replace with wreck marker, Brew-up: Replace with brew up wreck marker. T i e e Squad vs. Towed or Bailed Crew 01-00 = = : -
Also suppresses all other units In the hex. Grew Losa {ODR17.2.7): 1-3 is an officer. 2 [N |55 51 saee fomee foee [ W[ 2 = g e “21 = 80+ e - 3538 | 1920
s [80[77 38/35[32(s 112 Squad vs. Squa N M5
|59 !55 /51 08 ||| M| 3 | |12 Squad vs. 1/2 Squad 91-507 51+ AREA EFFEI:T fl:l‘l"l‘!l "'E_ (OR17.1.2. ” -
w6460 | N 12 Squad vs. Towed or Bailed Crew | 0190 | 91+ | |RICEROLL] 0 [10(20130 4050 6070 80
1 8460 (508 1==18 | 4 - D5orless |H |2 3|45 67 88
8 86 a7 aala1]s Attacker gets a spotted (MOVED) marker. Losing | |- L ) B e R S 1L -
W 68|64 |6l 1612|0804 |n | 5 uads are reduced to 1/2 squads and suppressed. 0610 | H | 1/2 |38 ;_ 5 6|78
1 ‘ . @ | H L - THE R e
GP POINT EFFECT MODIFIERS (AG14.4.2) 180 51(48(45|s HAND-TO-HAND COMBAT MODIFIERS (14.6.3) S—— J;_I' SRR IR : .
TGENERAL MODIFIERS ____ [(A) (AE) Vs, VERIGLE 89 17/13[09 (N |6 — SITUATION AT EEZI; i B BEET REETET PE TS
Aquisition/Turn: +5 In Building Hex: — 10 858 56|63 50 | 8 Ostendei ls Suppieassd === ates, IR RIa IR BT 21S L4
Per Firing Crew Loss; 10 In Woods Hex: —10 73 | 6¢ 12137 [13|a] 7| [Uphill Attack (notover 2 heights [ +10] - e et e e B e
{A) Firer Suppressed: —20 Hull Down: —20 “99 60|57 5418 Per Crew Loss and/or Bailed Out __-1 =10 HIH HI HIHIHIHI1]2]|
Firer Tem Sup-Class1: -5 Moving: —10 78 26(22 18N |8 | [Per Additional Attacker LEn 10| - “5“0“ PREEE T e R R EITHE
|Firer Tem Sup-Class2-3: —10 FIRING CANISTER 0000 00 6516259 13 Eitinivih Brdk el e = s s il 66+ H|H|H| H|H H|H|H|H
Firer Tem Sup-Classd: —15 Vs. Leg/Towed: +20 M.8682 | 30(26|22 N |9 | |A Unitis Poor Grade __|+10]| —10 -
Transported Firer: —10 Vs. Vehicle: —20 N 1000000 69(66/63|8 A Unit is Squad Plus (OR17.4.11) - = | -5 +5 SCATTER DIAGRAM
(A) (AE) Through Brew-up Smoke: — 10 (2_10 = rﬂn_no) | — | o[ n]o1]87] B | 59 | 5! 1353127 [n w0 A Unit Is Assault Infantry (0H1T_.f.1.2} i 10| +10 7 (9_31 7.1.2.3.2)
{A) (AE) Through Other Smoke: — 20 {A) FIRER GRADE MODIFIERS | |+|8]00/00 ) - 77.74|71]68|8 [+ : gn:t :'llsﬂ a Fl;mﬂm;:;: ;ﬂ:’?:gf-ﬂ ;?g” +':'g ==
Firing Overwatch—Target NM/MV: —5/—15 Poor: 11-20 hexes: — 5 EFFECTS; N: “No olifocl ..,;,f""',"'“(ﬁfgp.f' A;w modified dice roll exceeding the nit is Spec Forces A.1.3. =10]| +
{A) (AE) Building Target: — 10/Ht. 21 + hexes : —10 suppressed _“"'_1"‘?'" 886 "Riiecte tmeult = 7 s
Making Overrun Attack (AG14.7): +20 Crack: 11-20 hexes: +6§ HNo i Mﬁﬂmmm = CLOSE ASSAULT MODIFIERS (AG14.5.2.2)
Firing Balled Out Crew (OR17.2.3.2.2.3): - 10 cx_tRLE hexes i +10 ! _ mSupwﬂm all buttoned Uphill Attack: — 10 (not over 2 heights)
{A) Rate Of Fire (OR17.3.2.2): +/—10 each ) AIR UNIT ; 3 ‘ Vs. Moving Vehicle: —10
Using HEAT/HESH/HEP as GP (OR17.3.23.1: —10| = (€ . ; Vs. Open Vehicle: +10
Using Infantry Ait. Fire (OR17.3.4): — 5/each Flﬂng Uslng Evaslva Man.: —=10 ; Pl Crack Grade Attacker: +10
Firing Squad Plus (OR17.4.1.1): +10 Firer Is At Low Speed: +5 1 #Xo0p M*m" M‘S“.‘:ﬂ;ﬁ Poor Grade Attacker: — 10
Firing Special Forces (OR17.4.1.3.2): +10 Firer Is At High Speed: -5 238 “1:3” Is an officer— Assault Inf Attack (OR17.4.1.2): +10 .
Using Normal Pinning Fire (OR17.4.3.1): +10 j : Attacker Has Flamethrower (0317-.4.1.2). +20
{A) (AE) Vs. Hasty Entrench (OR17.4.4.3): —10 'rmusron'rno UNITS: GP defense of "1 in non-FC renicles, and *3" In open FC Sl?f'f F°_"°f'5 A"I_BCK (0'"7-4-1-3-2)_- W 10‘7: -
NBC Environment (OR18.4.2): -5 vehicles. Atiacker geis a spotted (MOVED) marker.




FEC'I' MODIFIERS (7.4.2)

quialllonrl'um: +2
) Target Vehicle Size: ?

| Through Brew-Up Smoke:

: 610 I'nxss —1
11-15 hexes: —2
16-20 hexes: -3

— 5/hex

014.3.1.1)

) Through Other Smoke: — 10/hex

) Firer Suppressed: —10
insported Firer: —5

r Firing Crew Loss: —4
or Tem Sup-Classi: -2
or Tem Sup-Class2-3: —5
er Tom Sup-Classd: -7

IC Environment (OR18.4.2):

21-25 hexes: -4

26+ hexes: —5

6-10 hexes: +1
11-15 hexes: +2
16-20 hexes: +3
21-25 hexes: +4
26+ hoxas +5

Crack:

"From/sm

AP POINT EFFECT
TURRET H.G' TllI.E lmu Il

 Rear

Rear

ANTI-AIRGHAFT HODIFIERS (0R20 3.4.1)

=

Firer Suppressed/CA,FM,M,0R Orders: Hit number
halved!sach

Firing Using Evnslve Man.:
Firer Is At Low Speed: +2
Firer Is At High Speed: —2

Hclleoptor Popup- No AAM or rndar use possible (unless

1arge| fires ATGM) Hll numbor halvod :

AP POINT EFFECTS NUMBER OF HITS TABEL
2 'I_ ’_l_
7130/ H 130 L 1]
Blowir | |7e78 |19 W {15/26 H 11,23 (38| H 1/H
smoke, Fog, or |00-89 116 H 113123 H 110/20129 H 10716126 36 H ] == = '
50-50 [14| 1 1111900 jog a7 25| B Mﬁ@ﬂ H NOTE: Only GP factors from guns of 14. Smm + can start a fire. Napllm and
16! 1 lo7/14]20] # los|11]18]|25| H flamethrowers start Immediate fires.
(12 1 fos |11 {16 n Joaloe|va 191 1
09| H |04/08]11| H |03/06 (10 /14| H AREA EFFECT SCATTER
05| H |oz|0s |07 H |02]04]06]08 ] H | MODIFIEHS cHAn'r \RT (OR17.1.2.2)
o _ 02| H |- 01|02| H |- [01[02|03 | H SCATTER ==
noke (except DS MODIFIERS
lg. (OR‘".G.‘I). B usr——i =44

MODIFIED
DICE ROLL

[ 050rless | H

=l

(A" 4.4.4) HAND-TO-HAND COMBAT TABLE (A614.5.2.2)
= - ATTACKER VS. DEFENDER ATTACKER | DEFENDER
EFF | DEF WIRS | WIkS
FAC 0150 |
~IN1 |
3 M”éﬁbﬁ
~|N|2
3
[H|3
Tl == !
116[12,08 (04| - [N |4
53[50 (47 (44 /418
120116 [12]08 /04[5
|57 |54 |51(4845]8
125(21 17 13 /09[N |6 :
|62 /59|56 |53/50]s Defender is Suppressed —20
129 251211713 [N |7 Uphill Attack (not over 2 he jhts -
|66 163 60|57 (548 Per Crew Loss andlor Bailed Out
184 30126 /22 18 |n |8 | |Per Additional Attacker _ K 0| -
[71]68 65|62 (59 [s A Unitis Crack Grade | -10]|+10
138134 302622 N 9| |A Unit is Poor Grade _
|75 (72 69|66 (638 A Unit is Squad Plus (OR17.4.1.1) 5| +&
123138 /353127 |n || |A Unit is Assault Infantry (OR17.4.1. z) -10] +10
[80/77 747168 [s |+ | |A Unit Has a Flamethrower (OR17.41.2) | -20| +20
IA Unit is Spec Forces (OR17.4.1.3.2) -10| +10

?WIFI that. : i
ssed. “01-50" ellm. an
1 ?@‘l #1*awl-*a|1_ ytﬂner-—

e ==

Uphill Attack. - 10 (noi over 2 helghts)
Vs. Moving Vehicle: —10

Vs. Open Vehicle: +10

Crack Grade Attacker: +10

Poor Grade Aitacker: —10

Assault Inf Attack (OR17.4.1.2): +10
Attacker Has Flamethrower (OR17.4.1.2):

ehicles, and "3” in open FC

Spec Forces Attack (OR17.4.1.3.2): +10

+20

Aﬂacker gcts a“spmted (MOVED} markgr

==

[ si=eiE

SCATTER DIAGRAM

(0R17 1 2 3 2)




'

= AP POINT EFFECT HIT CHAHT (7 4. 3) - o THE AP POINT EFF
NET] APFACTOR _  [NET | [(A) TERRAIN MODIFIERS | WOVEMENT WODIFIERS |
mop [20]10[181718[15 1413 12  n 10 8187 6/54/32 1[mop | [inBullding Hex: =2 g TARGET WNIT A:q
+10+ |00]0000/00(00/00(98]92]83(74|65(56|28|42 3527|2317 12]06] +18 + | [I" Rough Hex: T W | (A
= In Scerub Hex: —2 Nﬂl’!‘"d‘" G i n =3 {A)
+9 100/00/00/00/00/00|968880|71/62|5446|41/33|26/22(17 (1208 +9 In Woods Hex: —6 Non-mMoving =~ Q=T
+8_|00/00l00|00l0099/9285/77|69/60(52|45(39/32(25(21/16[11/06] +8 | |0 0 o) Moving:Stab. 1 ﬂ—gg -4 ‘:“,
+1_100/00|00,00/00|96/89|82/74/66)58 /50 43/38/31/24/20/15 1105 +7 inside Building: -8 MSM-Z =8 |6 :A:I
+8 [00/00/00/00/98|9286|79 ?23_4_53 48(42/36/30|23/20({15{10 ~ +8 In |mp‘ Poslitlon: —10 Moﬂng_Slnb‘a -4 | -8 Trar
+5 100/00/00/00/94/89/83|76/69)|61,54|46/40(35/29(23(19/14/10/05| +5 o ®tahd - LBl 7
= St i S e 2 : g - & Moving:Stab4 | =5 | -7
+4_|oo|oo|oo!96|90/85(70|73/66|59/52/44]38/34 28|22 18[14/10(05] +4 Movlnﬂ'_s_lt%b_b BT ::;;
+3_|00|00(97(92/86/82(76|70/63/56|49|4337|32(26(21/17(13/09(05| +3 m:'. e T Fire
_+2 |00[96/92/88/83(78|73]6761/54/47|41/35(3125|20(17|13/08[0a] +2 :IGM-E:'“;:- 4 ‘;* ; Ein
+1 |96/91/88/84(79|75(69/64|58|51(45/39(34/20(24|19(16(|12/08/04] +1 =T . :Class3-4* =
- = = — | OYERWATCH MODIFIERS | 7 = =——7= NB(
0 191/87/84 80/75/7186/61/55/49 43/37132/28/123/18/15/11108104] 0 | [7 o oy Momg_—:;‘ *Use firing landed helicopter. |
86(83|80(76|71(67|63|58/52|4741/35(30|27|22(17(14/10/08/04] -1 : T T e
= ‘ = = : = - T. t Is Moving: =5 i
"—2 |82|78|76/72]68/64]505550(44/39[33/2925 211614 10/07[0a] -2 | | 8°!’s Movig | () = Apply to airoraft i s
—3_177(74 71,!68 64160/56152|47 |42 37/31/27|24/120115/13/09/07/03| -3 =i - (A) SIGHT MODIFIERS (AG14.5.2)
~4_|7370/67 /64|60 /57 |5349|44|39 34/30|26|22|18/14/12(09/06/03] -4 TYPE MODIFIER
-5 j688583605853504641 37(32/28(24|21|17|14/11/08/06/03| -5 SIQHT 0l +1l+2| +3]| +4] +8 N
- —8 |84[61/59:56|53/50|4643(39/34/30(26/22|20(16/13/{11/08/06/08] -6 2 Laser |1 |6~ |11 16— |21 |26~ |Use in all ndhfns
-7_|58]56/55/52|49|46(4340(3632(28|24/21[18/15(12/10]07|05/03] -7 'c’g&";‘:{’“’ =1 1| 1sitio0 bas | w0 Emnke} = ‘q
= ‘Isssisaiﬂa%g&s_rggggzénﬁ 17/14/11/09(07/05l02] -8 | |——— e L -
(D) Laser Cannot be used in smoke, Fog or Blowlng Snow
—8_50/48 46 444139 36 34 30 27,2420 18 15 13 10 08,06,04 02,9 Dsslgnaior See OR19.2.4.7 and OR20.2.3.3.3 for uses.
—18_|46|4442/40(38 36/33(31/28(25/22/19/16/14/12/09/08/06 0402 —10 =
—1_|41[38[38/36[34 32[30/27|25/22[19[17]14[13]10/08/07/05 04[02] —11 l!l image T 3‘“@“&9 ;: :Iﬂ h';:f;" D“'%":""'gh* & :
—12_|36]35/34/32(30(28/26]24/22/20]17|15(13[11]08]07|06|04/03[02] —12 Intensifier __|hexes at Night. Negated by any smoke, og o |
—13 [32|30|29 28|26 25/23/21/19/17(15{13(11/10/08/06/05/04/03/01] —13 ll-l Laser t== 11-[13" 21— 26— [Cannot be used In s
-14_|27|26/25/24/23/21|20(18[17/15[13/11[10[08]07[05[0s[03/02/01] - Sight 511015 |20 | 26 | 40 |Blowing Snow.
—15_[2322/21/20/19/18/17/15/14|12(11/09/08/07|06/05/04/03/02/01| —15 | |(O) Optical Sight| - | - | =~ | = | = | - |No modiflers.
-18_|18[17/1716(15 14|13(12(11/10/08/07|06/06|05/04|0302/02/01] 18 {R) Radar 2 = — |Only vs. air. See OR:
=17 |14({13/13(12(11/11/10{09/08/07|06/06/05/04|03/03/02/02/01/01] =17 == =T 5 FE=T =
1 _[09]0s[08[08[08[07/07[06|06|05]04]04|03]03]02/02[02[01/01] - | —18 | [} g};}iﬁcﬁﬂ il
=10+ {05j04jo4/od/o4 o4 03/03l03]02}02/02 02l01 01 01001 - |- | 19+ (T] Thermal . Day slghllng lo 20 hexes in all conditions & sm
NET le 18 J‘ 17 6!‘ '5._'4 3121110 9 878 ‘5 ,4 3 2 I»_ NET Imager smoke). Ignore camouflage out to 20 hexes rang
MOD| =~ APFACTOR L.
ADVANCED GAME AP HIT RESULTS (AG14.3.3): Non-Penetrating: A TT or HD hit GP COMBAT RESUI.TS TAII.E |
on an open vehicle causes 1 crew loss. A hit on a machinegun location destroys the &P e e = O g
machinegun. Compartment: Also causes 1 crew loss, and suppresses the crew and — .
all transported units. 2 compariment hits =knock out. A hull compariment hit also DEF) EFF|1— |4—
prevents movement, ends EX smoke capability, reduces turret turn to "1”, and destroys FAC 3 Ls L3 .2
all hull weapons, sights, and searchlights. A turrst compariment hit prevents turret turns, 1M |50046[42 38|34 30]
ends DS smoke capability, and destroys all turret weapons, sights, and searchlights. s |75 72 83
Knock Out: Replace with wreck marker, Brew-up: Replace with brew up wreck marker. T e s W e ot i
Also suppresses all other units in the hex. Crew Losa {OR17.2.7): 1-3 is an officer. 2 N |55 51 i M f
8|80 /77|74 /71|68
3|n|59|55(51|47|43|39|35(31[27[23[19]
$84/81(78/75]72/69]66/63)60/57|54]51
$ 1898683 80|77 74/71]68 |65 62 59 56
5| |66]64]60(56]52]a8 (a4 40 3632282
GP POINT EFFECT MODIFIERS (AG14.4.2) 181931908784 81,78)75(72|69 |
ENERAL MODIFIERS — [(A) (AE) VS. VEHICLE : %:_ :: ::- :; % :: 45 41|
3
Aqulsltlonrrum +5 In Building Hex: —10 o P T Rl e R B Bt
Per Firing Crew Loss; —10 In Woods Hex: —10 7|M |77 73|69 65 81|57 |53
{A) Firer Suppressed: —20 Hull Down: —20 810099 |96 |93 | 90|87
Firer Tem Sup-Classi: -5 Moving: -10 o |n|82[78 74|70 66 62]
[Firer Tem Sup-Class2:3: 10 FIRING CANISTER $ 100 00 00 00 oo 22,8
Firer Tem Sup-Class4: — 15 Vs. Leg/Towed: +20 9|N|86/82|7874 /70|66 62|
Transported Firer: —10 Vs. Vehicle: —20 l 00 00 oq 00 9!_! 96 1§ [
(A) (AE) Through Brew-up Smoke: —10 (2-10 hex range) = 108918783 79|75|71 /6763595
(A) (AE) Through Other Smoke: —20 {A) FIRER GRADE MODIFIERS +8]00(00/00)00/00/00|98|95| 92|89 |
Firing Overwatch—Target NM/MV: —5/—15 Poor: 11-20 hexes: — & EFFECTS: N: “No effect”. “Suppressed™. EF: Any modif
{A) (AE) Building Target: — 10/Ht. 21 +hexes : — 10 5“99"99“‘1 Aumber Io an “Effective (“EF") result.
Making Overrun Attack (AG14.7): +20 Crack: 11-20 hexes: +5
Firing Bailed Out Crew (OR17.2.3.2.2.3): - 10 21 + hexes +10
(A) Rate Of Fire (OR17.3.2.2): +/-10 each (i M
Using HEAT/HESH/HEP as GP (OR17.3.23.1): —10} 20,
Using Infantry Alt. Fire (OR17.3.4): —5leach Flﬂng Uslng Evaslva Man.: =10
Firing Squad Plus (OR17.4.1.1): +10 Firer Is At Low Speed: +5
1Flrlng Special Forces (OR17.4.1.3.2): +10 Firer Is At ngh Speed: -5
Using Normal Pinning Fire (OR17.4.3.1): +10 uij_ﬂi_epll to area eff, fire ,
(A) (AE) Vs. Hasty Entrench (OR17.4.4.3): —10 {A!—.—. Apeﬁ[ gawafmnﬂ an" THANSPOHTEO UNI'I'S GP deiense of "1 in non-FC vel
NBC Environment (OR18.4.2): -5 _ altitude helicopters. vehicles.




STANDARD TERRAIN IDENTIFICATION CHART

NOTE: For appearance, many hexes contain two or more colors. The terrain in a hex is determined by the color that fills most of the hex. For hexes
that contain streams, bridges or bulldings, consider the entire hex to be a clear hex completely filled with stream, bridge, or bulldings, regardless

of other colors also in the hex,

HILL (Higher than surrounding terrain—color indicates other terrain in
a hex): Includes hexes with one or more contour lines (in green) and
those enclosed by contour line hexes.

HILL HEXSIDES GREEN HILL CONTOUR LINES

DEPRESSION (Lower than surrounding terrain—color indicates other
terrain In a hex): Includes hexes with brown contour lines and those

enclosed by contour line hexes.

DEPRESSION BROWN DEPRESSION
HEXSIDE CONTOUR LINES

BUILDINGS
(Bullding patterns)

ROADS AND PATHS

STREAMS AND BRIDGES {(May run through any other types of hexes) BRICK STONE ""[e]e]s]
ROAD PATH (Red patterns) (Black patterns) (Brown patterns)

(Light Grey) (Brown)

STREAM BRIDGE
_ (Triangle Dot) (Square Dot) (Circle Dot)

WOOoDSs CLEAR SCRUB
(Woods pattern) (Light green, dark green, or tan, and no patterns) (Scrub pattern)







1. NAME: At the top of each card Is an |dentification
number (le., “USA-1A" |s the United States data card #1,
side A) for the card, the name of the unit(s) it represents,
its welght in metric tons (ground units only), and, except
for Intantry data cards, Its point value,

2. UNIT COUNTER: To help find the proper units used
with a data card, all have a picture of the proper unit
counter and all of the Identification numbers for these
counters, The top of each picture is the "front” of the
unit.

3. MOVEMENT INFORMATION: This section is found on
all but alrcraft and helicopter data cards, but In slightly
different formats:

a. SPI b

Vehicle Speeds: Vehicle data cards have three speeds
lines, for “Normal”, "Snow’', and “Mud" ground
weather conditions (see OR18.2 for "Snow™ and
“Mud"), with three columns showing their “MF™
("movement factors”) and costs to move on “Road" or
"“Path" hexes (usually fractions, le, “2/3" indicates a
cost of 2/3 of a movement factor to enter a hex).
Towed and Leg Speeds (*): Towed data cards have one

a vehicie to move) or “Towed (1) (unit has a limited
ability to move one hex on Its own—see AG15.2.1), Leg
data cards have one speeds line, with columns showing
the movement factors of different size (squad, half
squad, and team) leg unlts. A number in parenthesis
shows the number of movement factors a leg unit can
use and still fire its weapons (ie., with FIRE'MOVE
orders).
b. TURN COSTS: Found only on vehicle data cards, the
three numbers are the movement factors expended to turn
one, two or three hexsides in one hex. After the numbers
Is a reference word (which information plays no part In
the gamainlndlcutlnu if the vehicle |s "Tracked" or
¢. STACKING POINTS (*k All ground units have stacking
points that assentlally tell how much space they occupy
In a hex, and, also, for leg and towed units, how much
space they ocoupy on a transporting vehicle or helicopter
unit (see AG12.2, AG15.3, and OR20.2.2.3).
d. TRANSPORT VALUE (*): Found only on vehlcle and
helicopter data cards, this is the number of leg (L")
and/or towed ("T") stacking points they can transport. The
notation “{FC)" indicates that transported units are carrled
inside the vehicle or helicopter—otherwise, they are
carried outside and are more exposed.
8. LOAD/UNLOAD (*): Found only on leg and towed data
cards, this is the number of the transporting unit's move-
rnalnl factors required to load or unload the leg or towed
unit.

4, MOVEMENT COSTS: This section Is found only on
vehicle data cards. This chart shows the number of move-
ment factors required by the vehlicle unit to enter hexes
with varlous types of terrain. “P” Indicates that movement
into & hex |s “prohibited”. A " + 1" Indicates that the
normal costs based on the hex terrain are pald, plus an
additional movement factor,

5. GENERAL INFORMATION (*): This section Is found only
on alrcraft and helicopter data cards. Alrcraft, helicopter
and anti-aircraft fire rules are found In optlon 20.0.

&, CREW SIZE: Found only on alrcraft data cards, this is
the number of crewmen carried by an alrcraft, Alrcraft
with two crewmen get favorable modifiers in a number of
situations.

b. CONDITION LEVELS: Found only on alrcraft data cards,
this rates an alrcraft’s bad weather performance. “1" Is
the best, and "4" ia the worst. Unfavorable conditions
hinder low rated alrcraft more than better rated ones (see
OH!O.LZ.H.

¢. MAXIUMUM WEAPON LOADS: Found only on aircraft
data cards, this is the maximum number of “loads”
(individual pods, tanks, bombs or canisters) that alrcraft

can carry (OR20.1.1).
d. PRECISION MUNITIONS: Found only on alrcraft data
cards, this indicates ("Yes" or "No") If the alrcraft can

carry PGM weapons (for use see OR20.1.3.4.3).

e. CARRIES ECM POD OR CARRIES CHAFF/ICM: This
Indicates ("Yes"” or "No") If the aircraft can carry ECM
pods (some have one avallable Internally), or if a
helicopter carries similar Chaff/ICM equipment Internally
for use see 20.3.4.1.1).

. DEFENSE VALUE: This Is an aircraft or helicopter
defense value when engaged by enemy anti-alrcraft
weapons (OR20.3.4.2). :

@. SPEEDS: Found only on helicopter data cards, this has
two lines which show a hellcopter's movement factors at
low and nape of earth (“NOE") altitudes.

h. STACKING POINTS: Found only on helicopter data
cards, this shows how much space a helicopter occupies
In an hex when landed.

8. FIRING INFORMATION: This section prasents a unit's
offensive capability on all data cards. Individual weapons
are ruled off and further subdivided if they fire more than
one typa of ammunition. information on the various
weapons and types of ammunition are found in the
columns of these sectlons.

a. VEHICLE OR TYPE OF UNIT: This column appears only

Factor; "PYLOW" = Penetration Factor from low altitude;
"PYNOE" = Penetration Factor from nape of earth
("NOE™) altitude; "RD"” = Radar Control {for firing anti-
aircraft); "SCATR" = Scatter Factor. Only "AP" and "PY"
are used in the Basic Game.
1. RANGE IN HEXES:
Weapon Ranges: These columns are topped by the
range e héx@s and present the various factors at those
rangey
AA Al 80vid Information (*): Where a weapon |s
capably afti-aircraft and bomb information is also
preseniad In this same section, but this Information
has nothing to do with range. Instead, these lines ars
top,:ed with headings for the information presented on
thelr next line. These anti-aircraft and bomb headings
are as follows: “LL" = “Low Speed/Low Altitude",
“LM" = '“Low Speed/Medium Altitude” or “Low
Altitude/Medium Speed"; “LH" = "Low Speed/High
Altitude" or “Low Altitude/High Speed”; “MM" =
“Medlum Speed/Medium Altitude"; "MH" = "Medium
Speed/High Altltude” or "Medium Altitude/High Speed";
“HH" = “High Speed/HIgh Altitude"; "DAM" = “Antl-
Aircraft Damage Modifier”; “RNG"” = "Antl-Aircraft Fire
R 1 gondal oy ) Y

v o 5,

when the Information is split for more than one type of

b. UNIT SIZE (*): Found only on laeg data cards, this
difterentlates the varlous types of leg units.

¢. PT (*k Found only on leg data cards, this gives the
“point values” of the various leg units and their attached
WBapons.

d. WEAPON: This identifies the weapon by size (ie.,
“126mm") or by name (ie., “ITOW"), gives its stabilization
(“Stab.”) if it Is a gun that fires armor piercing ammuni-
tion or its missile class guidance number (“Class”) If it Is
an anti-tank guided missile, and Identifies the type of
weapon (le., "AAM" = “Anti-Alrcraft Missile”, “ATGM" =
“Anti-Tank Guided Missile", "Gun" = “Uncategorized
Gun(s)", “MnGn” = "Main Gun", “Mrt" = “Mortar”,
etc.)—only main gun and anti-tank gulded missile
weapons are used In the Basic Game, For vehicle
machineguns (*"HMG" = "Heavy Machinegun" and “MG"
= “Light or Medlum Machinegun”) not mounted In
turrets, their locations are given (le., "HD" = "Hull Deck",
"TT" = Turret Top"), using the same abbreviations as in
the TARGET INFORMATION section (see below)—these
abbraviations are further expanded by the addition of the
letter "O” (= Open") or “C" (= “Closed") to show the
type of mounting (which determines when the weapon can
be fired. For “Balled Crew", the accompanying number is
the size of the crew,

.'i MAX ROF: This gives the weapon's maximum "“Rate of
Fire".

. TRN: If a “T" appears, the weapon is mounted in a
“turret”. The number next to the "“T" gives the number of
hexsides the turret may be turned each Turn. All turret
mounted weapons have a 80 degree fire arc from the
turret's front facing.

If there Is no “T", the number given Is the weapon's fire

arc.

G. DEP EL (*): This Is the weapon’s “Depression/
Elevation", le., how low or high it can be pointed
(OR17.3.1).

H. TOT AMMO (*): This Is the total “rounds” of ammuni-
tion carrled for the weapon (OR17.3.2).

I. 8T (*): The letters represent various sights avallable for
the weapon to possibly improve its accuracy. See
AG14.3.2 and the “Sight Modiflers" Iin the AP POINT
EFFECT MODIFIERS section on the Game Card for
explanations of what each letter represents.

J. TYPE AMMO FIRED: This column Identifies the types of
ammunition a weapon can fire, It also differentiates "KE"
(= "Kinetic Energy”) from “CE" (= “Chemical Energy”
armor-plercing ammunition. Only armer piercing ammuni-
tion Is used in the Basic Game.

k. FAC: These are various "factors” identifying the
“@Gunnery Chart" lines for the weapons. These are: "AP"
= AP Factor; “MV" = Moving; “NM" = Non-moving;
“NM/MY" = Non-moving or Moving; "OP" = Optical or
Visual Control (for firing antl-aircraft); "PY'" = Penstration

o 29 e URits.

“Countermeasures Rating”.
m. VEHICLE DAMAGE FROM HIT: These columns are
used to figure the damage caused by hits on vehicle
units: "NO DAM"” = “No Damage”; "CMP HIT" =
“Compartment Hit"; “KNK OUT" ="Knock Qut"; "BRW
UP" = "Brewed Up".
n. ATGM SPEEDS TAR MV (*): this shows how fast an
ATGM moves for every hex moved by a target vehicle.
0. SMOKE MAKERS (*): Only vehicle units have this in the
lower right hand side of their FIRING INFORMATION
section. This shows if a vehicle unit can make defensive
smoke screens, slther using "DS" ="Smoke Dischargers"
or "EX" = “Exhaust Smoke” (AG126 and 15.7).
p. HEXES EFFECTED (") Found only on aircraft data
cards, these diagrams show the hexes hit by various
weapons (see OR20.1.3.3 and 20.1.3.4).

7. POSSIBLE MAXIMUM ARMAMENTS AND POINTS (")
Found only on hellcopter data cards, this displays what
armaments a helicopter unit can carry and what they cost
In points (OR20.2.1).

8. POSSIBLE LOADS AND THEIR POINT VALUES (*):
Found only on alrcraft data cards, this displays what
loads an alrcraft unit can carry and what they cost in
pointa (OR20.1.1).

9. TARGET INFORMATION: Found on all but aircraft and
helicopter data cards.

a. LEG AND TOWED (*): For leg and towed units, there is
a chart showing the unit's GP defense factors when
located in varlous terrains, and various situations ("FC" =
unlit in Full Cover, “NM" = unlt Is not moving, "MV" =
unlit is moving). “P"" shows “prohibited” hexes, and “'+ 1"
shows hexes where the GP defense factor |s Increased by
one more than the terrain in that hex would normally
provide.

b. VEHICLE: The TARGET INFORMATION sectlon for
vehlcle units Is quite involved, and fully covered In the
rules. The "Hit Location” abbreviations are: "GN = Main
Gun (or ATGM If there Is no main Elun); "HD" = Hull Deck
{top of hull); “HF” = Hull Front; “HR" = Hull Rear; “HS"
= Hull Side; “TF" = Turret Front; “TK" = Tracks (or
Wheels); “TR" = Turret Rear; "TS" = Turret Side; “TT"
= Turret Top.

10. TERRAIN MARKERS AND OTHER EQUIPMENT (*):
Data cards USA-4B, FRG-8A, and USSR-7B all have this
section, which has nothing to do with the unit covered on
terrain markers for quick raferance during a game.

11. NOTES: Notes may appear with various sections of the
data cards as needed, and all data cards have a NOTES
sectlon at the bottom of the card, All notes cover some
special characteristic of the unit and are self-explanatory
and/or covered extenslvely in the rules and Included only
as a memory ald.
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| COMMAND MARKERS: These faces are called “orders'. Note that both types of command markers include OW (OVERWATCH)
orders.
“Move” Command Markers (Black Dot):
FM: FIRE/MOVE. The unit may fire guns, then move 1/2. Can load/unload (AG15.3.2), and vehicles can create “EX" smoke
(AG15.7).
M: MOVE. The unit may move its full rate, but may not fire. Can load/unload (AG15.3.2), and vehicles can create “EX" smoke
(AG15.7). Can be used to place location (FULL COVER) markers on leg and towed units that remain in their hex (AG15.5).
OR (*): OVERRUN. The unit will perform an overrun attack (AG14.7). Vehicles can create “EX" smoke (AG15.7)
OW: OVERWATCH. The unit may not move, but may fire at enemy units that reveal themselves by moving or firing. Required
for a ground observer units (OR17.1.1.2), and for full cover leg units to prepare hasty entrenchments (OR17.4.4).
“Fire” Command Markers (Red Dot):
ATGM: FIRE (ANTI-TANK GUIDED) MISSILE. the unit may fire an anit-tank guided missile, but may not move.
F: FIRE. The unit may fire guns, but may not move.
CA (*): CLOSE ASSAULT. The unit will perform a close assault or hand-to-hand combat attack (AG14.5-14.6).
OW: OVERWATCH. The unit may not move, but may fire at enemy units that reveal themselves by moving or firing. Required
for a ground observer units (OR17.1.1.2), and for full cover leg units to prepare hasty entrenchments (OR17.4.4).

LOCATION MARKERS (*): These faces show a unit's location or altitude.
FC: FULL COVER. Infantry "hitting the dirt" and taking full advantage of any and all cover (AG15.5)
INB: INSIDE BUILDING. A vehicle or towed unit is inside a building (AG15.4.3—15.4.4).
UP: UPSTAIRS. An infantry unit is in the upper floors of a building (AG15.4.2).
HD: HULL DOWN. A vehicle unit has its lower hull and tracks covered (OR17.2.5).

SIGHTING MARKERS (*): These faces indicate how a unit is doing its sighting.
IR: INFRARED. Using an infrared searchlight (OR18.1.2).
RAD: RADAR. Using radar anti-alrcraft control (OR20.3.3.1).
VIS: VISUAL. Using optical anti-aircraft control (OR20.3.3.1).
WL: WHITE LIGHT. Using a white light searchlight (OR18.1.2).

SMOKE (*) AND SUPPRESSED (*) MARKERS: ON and OFF idicates when the marker was placed. “DS" on the smoke marker
indicates that discharger smoke was made (AG12.6).

STRENGTH MARKERS (*): The facing side (“2” — “4'") shows the number of combat units represented by the doctine combat unit
stacked on top of the strength marker (AG13.4).
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MBT is a detailed look at the organization,
equipment and capabilities of some of today’s
most powerful and advanced military forces.
Included are the latest American, West
German and Soviet vehicles, their accom-
panying infantry and attached weapons, and
the supporting artillery, air and helicopter
elements that compose modern “combined
arms’’ forces. It's all here, and YOU are in
command!
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COMPLEXITY
Allliaviins
JHIVLIT0S

TIME SCALE: 1—5 minutes per Turn.

MAP SCALE: 100 meters per hex.
PLAYERS: Two or more (team play)
UNIT SCALE: Individual vehicles, aircraft, helicopters and
guns, and squads and teams of infantry.

~ PLAYING TIME: One hour and up, depending on scenario

- size and rules used.

Units may use a wide variety of weapons and ord-
nance. Is a powerful enemy force attacking? Use the
thermal imagers to peer through the smoke from the
artillery barrage. Engage at long-range with anti-tank
guided missiles, then, as they continue to close, with
tank guns, and finally with shorter-range infantry
weapons from those squads YOU so thoughtfully
placed in ambush. Here come the tanks! Better fire
APFSDS rounds for maximum penetration. Now the
infantry carriers pop into view! Switch to HEAT
rounds to set them on fire. Look out! There's a
helicopter gunship sneaking in below the trees. Good
thing YOU thought to place an anti-aircraft missile
team over there. .

Minefields and barbed wire can be used to “channel’’

enemy attacks, and entrenchments and camouflage
can be used to improve survivability. Artillery bar-
rages, fighter-bomber strikes, air mobility, helicopter
gunships and anti-aircraft weapons can all play a part
in deciding the issue. Unit integrity, command control,
troop quality and doctrine all play roles that can be as
important as the lethal high-tech weapons systems
employed. Individual “‘data cards’ for each weapon
provide the detailed information that it is impossible to
cram into a few factors printed on a counter, but
make reference easy and keep the game fast-moving
and playable.

*Endless Scenario Variations: Use any of the given
scenarios or devise your own,

*Flexible Mapboards: The mapboard panels may be
placed in numerous configurations, and their terrain
varied from game-to-game to permit battles to be
fought from the mountains to the plains.

*Organizational Data: Extensive lists of platoon,
company and battalion organizations allow players to
deploy realistic forces.

~ *Basic, Advanced, and Optiénal Rules: Learn the

game at YOUR own pace. Choose the levels of
complexity and detail that YOU enjoy.
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