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[1.0] INTRODUCTION

Central Front is a series of games using the same
game-system, in which each game may be played
individually or may be joined together with others
in various configurations to create larger games.
The games cover potential warfare in West Ger-
many during the 1980’s. The scale is 4 km to a hex
and 12 hours per turn. The game system is unique
in that ““‘losses’” are measured in terms of Friction
Points (FP’s). FP’s represent personnel and equip-
ment losses, the expenditure of ammunition (par-
ticularly for artillery units) and fatigue. The
removal of FP’s from a unit represents the receipt
of supply and replacements, and the accumulation
of combat experience. The ability of units to have
combat as a function of movement, plus the use of
an “‘endless turn’’ (ending by mutual consent or
the complete exhaustion of units) allows for very
fluid play.

[2.0] HOWTOPLAY
THE GAME

Central Front is a two-player game. One Player
controls the NATO forces, while the other Player
controls the Warsaw Pact forces. The Players
agree on a scenario they wish to play, and playing
pieces are placed on the game-map in accordance
with the scenario instructions. Other playing
pieces will be brought onto the map as play of the
game proceeds.

The game is played in Game-Turns, each con-
sisting of a theoretically endless number of Player
Phases. Each Player Phase consists of one Player
moving any number of his playing pieces (called
units) and conducting attacks with each unit as he
does so. The other Player then moves and attacks
with his units in the next Player Phase. This alter-
nates until neither Player wishes to move or attack
with his units, thus ending the Game-Turn.

Combat results are expressed in terms of Friction
Points gained by the defending and/or attacking
units. When a unit surpasses its maximum FP
level, it is considered destroyed. Unlike most
games, a unit may be moved more than once per
Game-Turn in Central Front. This, however, adds
to a unit’s fatigue (by adding Friction Points to the
unit or stack of units).

Play continues for a set number of Game-Turns
(depending on the scenario being played), after
which the Victory Conditions are consulted to
determine the winner.

GAME TERMS

Access Hexside: A hexside traversed by a minor
road (not shown) that negates the cost of terrain in
the hex being moved into.

Adjacent: A unit is considered adjacent to another
unit when in a hex sharing a hexside with the hex
occupied by the other unit.

Attack Strength: The relative strength of a unit
when attacking.

Defense Strength: The relative strength of a unit
when defending.

Direct Fire: Artillery support conducted by an ar-
tillery unit in combat when stacked with a non-
artillery unit also participating in the combat.

Friction Point (FP): Every unit possesses a
variable FP level, ranging from zero (fresh, full
strength) to a maximum FP level (depleted and
fatigued). When a unit’s FP level exceeds its max-
imum FP level, it is destroyed.

Indirect Fire: Artillery support conducted by an
artillery unit in a combat when not stacked with a
non-artillery unit participating in that combat.
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Mobile Combat: A special form of combat using
the Mobile Combat Strengths of all the involved
units (see 3.41).

Operation Point Allowance: The maximum
number of Operation Points that may be expended
when moving and conducting attacks with a par-
ticular unit during a Player Phase.

Range: The maximum number of hexes that may
lie between the hex occupied by an artillery or at-
tack helicopter unit conducting indirect fire (ex-
clusive) and the hex it is firing into (inclusive).

Unit Designation: The historical identity numbers
of the units. Each unit has either two or three iden-
tity numbers (separated by slashes). The leftmost
number is the identity number of the unit itself.
The rightmost number is the unit’s parent Division
(if in boldface), or other parent formation. If three
numbers are used, the central number is usually
the unit’s parent Brigade identity.

Unit Size: The unit size is a standard military sym-
bol: I = Company, II = Battalion, III = Regi-
ment, X = Brigade. Note: A brigade is considered
smaller than a regiment.

[3.0] GAME EQUIPMENT

[3.11 THE GAMEMAP

The game-map portrays an area of West Germany
where the hypothetical confrontation occurs, and
is based on current military maps at a 1:250,000
scale. It includes all the terrain signficant to the
battles. The Terrain Key explains the symbology
used. A hexagonal grid is superimposed over the
terrain features printed on the mapsheet in order
to regularize movement and the positioning of the
playing pieces. Each hexagon (or ‘“hex’’) on the
map has its own four digit identity number. To
make the map lie flat, back-fold it against the
creases. Small pieces of masking tape may be used
at the corners of the map to hold it taut.

[3.2) GAME CHARTS AND TABLES

Various visual aids are provided in order to
simplify and illustrate certain game functions.
These are the Operation Point Cost Chart, the
Friction Point Average Chart, the Combat Results
Table, the Airpower Table, and the Warsaw Pact
March Order Diagrams.

[3.3] THE PLAYING PIECES

The cardboard pieces (called “‘units’’) represent
the military units that could take part in the actual
battles. The numbers and symbols on the pieces
represent the Attack Strength, Defense Strength,
Mobile Combat Strength, and the type of unit
represented by that piece. The game also includes
informational markers, that are used to keep track
of the state of certain units.

[3.4] HOW TO READ THE UNITS
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[3.41] Mobile Combat Strength. If a unit’s Attack
Strength or Defense Strength appears under a
mobile combat symbol (®), that strength also
represents the unit’s Mobile Combat Strength, us-
ed when attacking or defending in a mobile com-
bat. A unit with no underlined stength possesses a
Mobile Combat Strength of *“1.”

[3.42] Soft Targets. A unit with a (§) symbol is
considered a “soft” target (non-armored), which
affects the losses it must take when involved in
combat (see 8.87). All other units are “hard”
targets.

[3.43] Operation Point Allowance. Each units has
an Operation Point Allowance of 12. This value is
not printed on the unit.

[3.44] Backside of Units. The back-side of each
urlit is referred to as its *‘FP side.”” When this side
of a unit is face-up, the unit does not operate as ef-
fectively as when it is face-down.

[3.45] Summary of Unit Types
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Note: The Friction Point side of cach combat unit
is identical 1o the Tront except that it is printed in
white.

[3.46] Summary of Marker Types
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{4.0] SEQUENCE OF PLAY

Each game is played in 2 variahle number of
Game-Turns, depending on the specific game be-
ing played. Each Game-Turn is composed of a
number of allernating Player Phases, preceded by
a Oame-Turn Preparation Phase. The Player
whose Player Phase is currently in progress is
referred to as the Phasing Plaver; the other Player
as the non-Phasing Plaver. Each Game-Turn pro-
ceeds strictly as outlined below:

1. Game-Turn Preparation Phase

A, Friction Point Removal Segment: The Playcers
remove 4 Friction Point trom each and every unit
on the game-map by flipping each unil over from
its FP side 10 s non-FP side. 1f a unit begins this
Segment on 15 non-FP side, the FP is rermoved
from it by adjusting its FP marker (sce 9.2 and
9.3). Naote: This Segment 15 not conducted on the
first Game-Turn ef the scenario,

B. Aérpower Segment: The NATO Player rolls the
die and consults the Airpower Table 10 determine
which Player has air superiority and whether there
is ground fog this Game-Turn.

C. Nuclear Artack Segment: Boih Players may
resolve nuclear attacks they plotted in the previous
Game-Turn, and then may plot nuclear attacks (o
be resolved in the next Game-Turn (sce the Ex-
clusive Rules).

D. Initigtive Segment: The Players determine who
will be the first player and who will be the second
Player ihis Game-Turn, Each Player rolls one die,
The player who rolis the highest result is the first
Player, ihe other is the second Player. In the event
of equal die results, the NATQ Player is declared
the first Player. Nate: On Game-Turn One this
procedure is not underraken; the Exclusive Rules
for the game heing plaved assign the first and se-
cond Playcr.

2. First Player Phase

The first Player may move any number of his units
uor stacks of units, Each unit may be moved up 1o
the limit of its Operation Point Allowance, As a
unil is moved, it may be used to conduct attacks
againgt adjacent enemy units, which alse requires
the expenditure of Operation Poirus, When the
movement of each unit is completed and any at-
tacks conducted by that unit have been resolved, it
gains a Friction Point {(see 9.3). 1f the first Player
does not wish to move or attack with any of his
units this Phase, he may pass,

3. Second Plaver P hase

The second Player maye move any number of his
units or stacks of units following the same restric-
tions and procedures as the first Player, or may
pass.
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4. First Player Phase

The first Player may move any number of his units
again. However, Ae may only move those units
that are currently on their FP side (1hal is, were
moved in the Plaver's Inital Player Phase of the
Game-Turn), or he may pass.

5. Second Player Phase

The second Plaver may move any number of his
unils again, following the same restrictions im-
posed on the firsi Player in Step 4, or he may pass.

The Players repeat Phases 4 and 5 until boch
Plavers pass in successive Player Phases, in which
vase the Game-Turn is over. The Game-Turn
marker is moved one space along the Game-Turn
Record Track, signalling the beginning of a new
Game-Tuarn.

A unit may be moved any pumber of times during
4 single Game-Turn (unless tf is at its maximum FP
levely. However, a unit may not be moved at all
unless it is moved in the owning Player's Initial
Plaver Phase of the Game-Turn,

The act of passing does not exclude a Player from
moving his units in upcoming Friendly Plaver
Phases of the Game-Turn {unless he passes in his
Initial Player Phase).

[5.0] MOVEMENT

GENERAL RULE:

Each Player may move his units during his Plaver
Phasc only, In a Player's [nitial Player Phase, he
may move any of his units that he wishes and may
bring any reinforcentent wnits duc him into play.
In all subsequent Friendly Player Phases ol the
Garme-Turn, he may only move Lthose units that are
on their FP-side. The moavement of each unit
requires the expenditure of Operation Points from
the unit’s Qperalion Point Allowance, As a unit is
being moved, It may be used 1o conduct arlacks,
which also requires the expenditure of the Oper-
ation Points.

PROCEDURE:

Each unil has an Operation Point Allowanve of
fwelve, tepresenting the maximum number of
Operation Points that may be expended for that
unit in a single Player Phase. Each unit or stack of
units is moved individually hex-by-hex in any
direction or combination of directions, Movement
of a unit into a hex *“cosls’ a certain number of
Cperalion Points, As a Player moves a unit, he
keeps track of the number of Operation Points ex-
pended for each hex entered and for each atiack
conducted by the unit. When the unit has expend-
ed twelve Operation Points, its movement mus!
ceasc for the Player Phasc.

CASES:

[5.1] HOW TOMOVE UNITS

A Player may expend as few or as many Operation
Points as desired in moving a unit, up (o the limit
of the unit’s Operation Point Allowance. Opera-
tion Points may not be saved frem one Plaver
Phase 10 the next, nor may unused Operation
Points be transferced {rom unil to unit.

When the Operation Point Lxpenditure of 4 unit is
completed ina given Plaver Phase, it gains a Fric-
tion Point. This is noted by Mipping the unit over
so that its FP side is face-up, or, if the unit is
already onits FP side, by adiusting its FP marker.

[$-11] Each unit or stack of units is moved one ala
time. All movement and combat conducted by a
particular unit in a single Player Phasc must be
completed kefore beginning the movement ol
another unit. {Fxception: See 5.14,)

[§.12] A unit on its FP side must expend one ad-
diriong! Operation Point for every hex it is moved
into, for every attack it conducts, and for any
other action listed on the Operation Point Cost
Chart that it undertakes. Exception: A unit on its
I'P side must expend an additional ¥ QOperation
Point to enter a hex through a hexside traversed by
an Autobahn.

[5.13 [f a unit is nol moved per se, bat is used 1o
conduct an attack, it has expended Gperation
Points and thus must gain an FP when all its at-
tacks are compleicd, Exception: An artillery unil
or an attack helicopter unit does not expend Oper-
ation Points 1o support an attack or defense, It
gains an I'P gach time it does so, but does not gain
an FP Tor being moved (unless it actually moves).

[5.14] [f the Phasing Player declares a multi-hex
atlack {see 8.33), he may have all his involved units
expend Operation Poims to participate in the at-
tack, repardiess of how many hexes they occupy.
After the attack has been resolved, and any ad-
vances after combat have been compleled, the
Phasing Player may continue moving ong par-
ticipating unit {or stack) only. The movement of
all other participating unils is considered com-
pleied for the Phase.

[5.15] Retreats and advances after combat {(see 8.8
and 8.9 are not considered movement and do nor
require the expenditure of Operation Points.

[5.2] MOVEMENT RESTRICTIONS

A unit may be moved once per Plaver Phase only.
A unit that has its non-FP side face-up in any
Fricndly Plaver Phase except the first of the
Game-Turn may not be moved or expend Opera-
tion Points in any manner. However, see 7.33.

[5.21] Fricndly units do not impede the movement
of other Friendly units (however, see 5.32, and
5.33 and 7.0). A unit may not be moved into an
Enemy-cceupied hex.

[5.22] A unit that iz moved into an Enemy-
controlled hex (see 6.0) must stop. Such a unit may
not be moved for the remainder of the Plaver
Phase, unless the hex ceases to be Enemy-
controfled as a result of attacks conducted by that
unit. A unit in an Enemy-controlled hex may ex-
pend Operation Points to anack,

[5.23] A unit that begins a Player Phase in an
Encmy-controlled hex may be moved ouwtl of that
hex (see 6.2). A unit may never be moved from one
Enemy-controlled hex dircetly toanother.

[5.24] A unit that s at its masimum FP level may
net be moved or expend Operation Poinls in any
manner.

[5.25] Anartillery unit or an atiack helicopler unit
1hat is on its non-FP side may always be used lo aid
an attack or defense, regardless of the Player
Phase in progress. This does not require the expen-
diture of Operation Points (but docs require the
gain ol a Friclion Point). See 10.0

[5.26] No NATO unit may cver be moved or
retreal inlo any hex of East Germany  or
Crechoslovakiy, No NATO unit may cver be mow-
ed or retreat inlo any hex on the east edge of the
map arca, nor into any hex adjacent tosuch a hex.

[5.27] The Exclusive Rules of the game being
played may place additional restrictions on the
movement of units,

(5.3] EFFECTS OF TERRAIN
ON MOYEMENT

For each [lal terrain hex (not containing woods)
into which a Plaver moves a unit, one Operation
Point is expended. Other terrain costs more (or in
the case ol Autobahns and roads, less) to enter.
Thesc costs are delailed on the Operation Point
Cost Chart (5.5),
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[5.31] Autebahns, A unit or stack of units that is
moved from a hex to an adjacent hex through a
hexside crossed by an Autobahn expends 2 of an
Operation Point regardless of the terrain in the hex
entered or the presence of other Friendly units.
Alsosee 512,

{5.32] Roads. A unit (hal is moved from a hex to
an adjacent hex through a hexside crossed by a
road expends 2 of an Operation Point regardless
of the terrain in the hex entered. 1 the hex being
moved imo is Friendly-occupied, one Operation
Point is expended inswead. If a stack of units, ora
regiment-sized unit is moved into a road hex
(along a road) adjacent to a hex occupied by a
Friendly unit(s) on the same road, expend one
Operation Point. These effects are not cumulative.
{5.331 Access Hexsides. A unit moved from a hex
1o an adjacent hex through a hexside crossed by an
access symbol expends one Operation Point, re-
gardiess of the hex ierrain. If the hex entered is
Friendly-occupied, the hex terrain cost must be ex-
pended instead. Non-motorized units treat roads
and Auiobahns as access hexsides,

[5.34] Rivers, A NATO unit may be moved across
an unbridged river hexside at a cost ol five Opera-
tion Points. A Warsaw Pact unit may be moved
across an unbridged river hexside at a cost of three
Operation Points. This cost s in addition to the
cost of the terrain in the hex being entered. 1f 1the
river hexside is crossed by a bridge, no Operation
Point expenditure to cross the hexside is required,
An artillery unit or attack helicopter unit may
never cross an unbridged river hexside. (Note that
this restriction does not apply to attack helicopters
using their range in combat,)

[5.35] Multiple-terrain hex. A unit moved into a .

hex containing flat, broken and/or rough terrain
expends the Operation Point Cost of the predomi-
nant terrain tvpe in that hex. The Operation Point
costs of all erher terrain tynes are cumulative.

{5.4) ENTERING AND EXITING
THE GAME-MAP

During the course of play, units may enter the map
as reinforcernents (see 17.0) while other units may
exil the map to fulfill Victory Objectives, as noted
in the Exclusive Rules.

[5.41] A unil may exil the map onfy if the Ex-
clusive Rules of the game being played specifically
allow it.

[5.42] A unit may only enter or exit (the map from
a hex containing a road or Autebain that leads off
the map from that hex. A unit exits the map from
such a hex by expending the road or Autobahn
Operation Point cost 10 enfer an imaginary hex
just off the map, A unit enters the map from sucha
hex inaccordance with 17.1,

[5.43] A unit that exits the map is removed from
play and may never be returned to the game, Such
a unit is not considered eliminated; it may count
towards the owning Player’s victory conditions.

[5.44] A unil may not exit the map while
retreating or advancing afler combat,

[5.45] Enemy units may nol enter the game-map
in a hex from which a Friendly unit thal exerts a
Zone of Control has been cxited, nor may such a
hex be used a5 an Enemy supply source (see 10,10,

[5.5] OPERATION POINT COST CHART

(see charts and tables)

[6.0] ZONES OF CONTROL

GENERAL RULE:

Each unit exerts a Zome of Control {ZOC) into all
six hexes adjacent to the hex it occupies. (Excep-
tiom: Artillery units, attack helicopter units and
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engineer units sever exert a Zone of Contrel). A
hex into which a unit exerts a ZOC is called a con-
troffed hex. Hexes controlled by Friendly units in-
hibit the movement of Enemy units. Terrain has
no effect on Zones of Control (except for city
hexes, see 6,15), '

CASES:

[6.1] EFFECTSOF
ZONES OF CONTROL

[6.11] A unit may be moved into an Enemy-
controlled hex at no addiional Operation Point
cosl, bul its movement must cease upon being 50
moved (see 5.22),

16.12] Friendly Z0C’s never affect Friendly units
(however, s¢e 5.32).

[6.13] There is no additional cffect of more than
one unit contrelling a given hex. If Cnemy and
Friendly Zones of Control are exerted into the
same hex, that hex is mutually controlied by both
of the Players.

[6.14] The presence of a Friendly unit negates
Enemy Zones of Conrrol for purposes of tracing
friendiy Supply Lines (sec 10.1} and conducting re-
treats of Frigndly units (see §.8) in the hex oc-
cupied by that unit. Friendly units do notl negate
Enemy Zones of Control for purposcs of
movement.

16.15] Zones of Control never extend into city
hexes. Zones of Control may extend out of city
hexes (but not into other ¢ty hexes). A Friendly
unit that occupies a ¢ity hex adjacent to an Enemy-
occupied hex is not alfected by the Enemy units’
Zone of Contrel until the Friendly unit is moved
out of the city hex.

[6.2] EXITING
ENEMY-CONTROLLED HEXES

The Phasing Player may attempt to move a unit or
siack of units out of an Enemy-controlled hex if
those units have expended no Operation Points
thave not yet aitacked or moved) in the current
Player Phase,

[6.21] 1 the Phasing Plaver wishes to move aff the
units in a particular Enemy-controlled hex out of
that hex, the stack (or single unit) must expend six
Qperation Points, and the Player must roll a die.
(Exception: See 6.24.) If the die result is three or
fess, the unit(s) may conduct Lhe move (paying the
six Operation Points and the ¢ost of the terrain in
the hex being entered). [f the die result is four or
higher, the move may not be conducted {or al-
tempted again this Phase).

[6.22] If an atternpt (o exit an Enemy-conirolled
hex fails, the invelved units must stidl gain an FP
for attempting to do so. The movement of such
units is considered completed for the Player
Phase; they may noi conductan allack.

[6.23 IT a siack of Friendly units is in an Enemy-
contrelled hex, the Phasing Player may move one
or more of the units out of thal hex, as long as at
least one unit that exerts a Zone of Control re-
mains in the hex. Such a mave requires thal (he
units being moved expend six Operation Points,
but docs not require the Phasing Plaver to rell a
die; the attempt automatically succeeds.

[6.24] A unit or stack of units in a hex controlled
by ore Encmy company-sized unit onfy may exit
that hex at a cost of six Operation Points. No die
rallis reguired,

[6.25] A unit that is moved oul of an Enemy-
controlled hex may not be moved inlo an Enemy-
controlled hex in the current Player Phase,

[7.0] STACKING
OGENERAL RULE:

When more than one Friendly unit occupies a
single hex, the units are collectively referred to as a
stack. Both Players are limited in the number of
units they may have in a hex al any one time.
Stacking restrictions apply at the end of every
Player Phase and at every instance when combal
oceurs. [f there are more units in a hex than allow-
ed, excess unit{s} ol the owning Playver's choice
must be eliminated. Friction Point markers do not
count against stacking limits.

CASES:
[7.1] STACKING RESTRICTIONS

[7.11] The Warsaw Pact Plaver may never have
more than three units in a hex, In addition, a
regimenr-sized unii may never stack with another
regiment-sized unit (such & unit could be in the
same hex as one or 1Wo non-regiment units).

[7.12] The NATO Player may never have more
than fwo units in a hex. NATO units of different
nationalities may not be stacked together. A
NATO unit of one nationality may be moved
through a hex conraining a NATO unit of another
nationality, but may not end its movernent or con-
duct an antack from such a hex.

[7.2] STACKING ANDMOVEMENT

A stack of units is considered o be one unit for
purposes of Operation Point expenditure,

[7.21] When the Opcration Paint expenditure of a
stack 15 completed, all the units in the stack saina
Friction Paint, shown by flipping the enrire stack
wver, or by adjusting the stack’s FP marker, it the
stack is already flipped over. (Exception: 7.32).

[1.22] Units may pass freely through other stacks
of Fricndly units during movement. {Exceplions:
5.32 and 5.33.) Stacking restrictions apply enly at
the end of the Playcer Phase and during combat.

[7.3] STACKING AND FRICTION POINTS
When a unit completes its movement in a hex oc-
cupied by another unit, the newly formed stack is
assigned one FP level. (Exception: See 7.32.) [f the
units in the stack now possess the same FP level,
one FP marker (only} is used 1o show the FP level
of the entite stack. 1T the units in the stack possess
differert FP levels, the two FP levels ate averaged
Logethet 1o determine one FP level for the newly
formed stack. One FP marker is then used to show
this FP level. The Friction Point Average Table
{7.4) provides the Players with all the possible
averages that nay occur.

[7.31] When averaging Friction Point levels,

always round up {as is dune on the table).

[7.32] Every artillery unit and attack helicopter
unit always retains its own Friction Point level
{and thus, ity own FP marker), regardless of whal
type of units such a unit may be stacked with, 11
such a unit cxpends Operation Poinls as pan of a
stack, the owning Player must make sure ro in-
crease the unit's FP level separately upon comple-
rion of its expenditure.

[7.33] If a unil completes its moverment in a hex
occupied by a unit on its non-FP side, the unit in
the hex is flipped to its FP side and its FP marker
(if any) is reduced by one. The Friction Point
Average Table is then consuited (o delermine the
stack’s new FP level. (bxception: See 7.32))

[7.34] If Players wish, they may ignore the resitic-
tions of 7.} and keep track of the FP levels of
stacked unirs on an individual basis. In this case, it
is entirely possible thar a given combat resolt will
destroy some units in a hex and leave others (which
began with a lower FP level} stillin play.

[7.35) Players should always keep track of FP
levels of stacked units on an individual basis {see



7.34) if, by avcraging, any units) in 1he stack
wold exceed its maximum FP level.

[7.4] FRICTION POINT
AVERAGETABLE
(see charts and iablesy

[8.0] COMBAT
GENERAL RULE:

Combat may vceur {but is not required) between a
unit or stack of units and all the enemy units inan
adjacent hex. Combat is a function of movement
requiring the expenditure of Operation Poinls, In
a combat, the Phasing Player is termed the
attacker and the non-Phasing Player is the
defender, regardless of the overall strategic situa-
tion. The attacking units and/or the defending
units may be required to gain Friction Points as a
resull of combat.

PROCEDURE:

When the Phasing Player initiales a combar, the
following sieps are undertaken, in order:

1. The atiacker states which Enemy-occupied hex
is under attack, and which of his units adjacent to
that hex are pariicipating in the attack. He then
declares whut type of attack he is conducting; a
march attack, a hasiy attack, or a prepared attack
and whether it is a normal or mokiie atack. Final-
ly, each of his involved non-artillery units must ex-
pend the appropriate number of the QOperalion
Points.

2. The attacker may commit non-adjacent ar-
tillery units, attack helicopier units and/or Air
Points 1o the attack, He may also declare the use of
smoke and chemicals. He may use his EW Poinss
to conduct electronic warfare,

3. This step is not undertaken if the attacker con-
ducted successtul electronic warfare in step 2. The
defender may commit artillery units and/or attack
helicopter units that are not under attack, and Air
Points to aid his defense. He may also declare the
use of chemicals, The use of items described in this
step and step 2 of the Procedure are subject to their
availabilily 10 the Player (see the scenario instrue-
tions).

4. The Atack Strength of all the attacking units is
totaled and compared io the Loal Defense
Strength of all the Enemy units in the hex under at-
tack. If a mobile anack has been declared, the
Mobile Combat Strength of both Players® involy-
ed units is used. The comparison is stated as a ratio
of the attacker’s strength to the defender's
strength. Round off the ratio in favor of ihe
defender (e.g., 14105 = 210 Iy toconform to the
simple ratios found on the Combat Results Table.

5. The combat ratio is used to determine which
column on the Combat Results Table (8.6} will be
used o resolve the combat, The ratio should be
located in the row of the Table corresponding to
iheterrain in the defending uniis’ hex, The column
referred to may be altered by the application of
columo shifts for varions modifiers.

6. Theattacker rolls one die, cross-referencing the
die result under the declared aitack tvpe with the
determined column to yield a combat result. The
effects of the ¢combat result are applied at once.

CASES:

[8.1] DECLARING COMBAT

The Phasing Player {only} may declare a combat.
He may doso whenever a unit or stack of units that
he is expending Operation Points with is in a hex
adjacent to an Enemy-occupied hex that he wishes
to attack, at the beginning of the Plaver Phasc ar
during aunit's movement,
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[8.11] When the Phasing Plaver declarcs a com-
bair, he stales whether it is a prepared, hasty or
march attack., Fach attack Ilype costs a certain
number of Operation Points 1o conduct {see the
Operation Point Cost Chart), and is resolved on a
different die vesult column of the Combat Results
Table (8.6},

[8.12] The Phasing Plaver may declare that an at-
tack is a mobile antack, regardless of which of the
three attack types he chose, as long as the require-
ments of 8.7 are mel,

[8.13] A Plaver may involve a unit or stack of
units thal he is moving in more than one atltack ina
given Player Phase (although each allack is resalv-
ed one at a time). As long as a unit’'s Operation
Point Allowance is not exceeded, the unit may he
involved in any number of atracks and may cxpend
Operation Points to move before, between or after
attacks. Remember that all movement and combat
conducted by one unit {or stack) must be com-
pleted before beginning 10 move another,

[8.14] The Phasing Player may declare an attack
against a given Enemy unit any number of times in
his Player Phase, as long as he has units with the
requisile Operalion Points (o conduct such at-
tacks.

[8.2] WHICH UNITS MAY ATTACK

[8.21] An attack may not be conducted solely by
artillery units, attack helicopter units, Air Points
or Electronic Warlare Points,

[8.22] An attack may not be declared if the com-
bal ratio of that atiack would be less than the
lowest combat ratio listed on the Combat Resulis
Table, For example, a unit in a broken hex may
not be artacked at less thana 1-3 ratio, This resiric-
tion applies before column shifts for modiliers are
takeninto account,

[B.23] A unit that has reached its maximum FP
level may not participate in an altack. Such a unit
may defend.

[8.3) MULTIPLE UNIT
AND MULTI-HEX COMBAT

[8.31] No more than one Enemy-occupied hex
may be attacked in a singie combat. Furthermore,
all the Enemy units in that hex must be artacked, il
Ihe hex is attacked at all. The defender may not
withhold 4 unitin a hex under attack.

[8.32] If the atracker wishes t¢ involve a unit that
is part of a stack in an artack, he must include the
entire stack in the artack. Exception: An ariillery
unit or attack helicopter unit in a stack including
units invelved in an attack need not be involved in
thal attack.

[8.33] The Phasing Plaver may use units in more
than one hex in a single attack. Such an artack,
called a multi-hex artack, may be conducted only
if all the lollowing conditions are mer:

1. A# the attacking units have expended mo
Operation Points thus far in the Player Phase,

3. All the attacking units are eligible to expend
Operalion Pointsin the current Player Phase,

4. A prepared atlack (normal or mobile) must be
declared, requiring all the involved non-artillery
units to expend six Operations Points 10 par-
ticipate in the atrack,

5. 1f the Warsaw Pact Player is conducting the at-
tack, all his involved unirs must be in the same
division. Exception: Non-divisional units (1hose
subordinate to an army) may be included with the
units of a division,

6. If the NATO Player is conducting the artack,
all of his involved units must be of the same
nationality.
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[8.34] If a multi-hex attack is conducled, the
attacker receives one column shift in his Favor on
the Combat Resulis Table for each hex in excess of
one that contains attacking units adjacent to the
defending units’ hex. For example, if the adjacent
attacking umnits were in Lhree hexes, the attacker
would receive iwo column shifts in his favor. Arhl-
lery and artack helicopter units taking part in the
attack do not count wowards these column shifis,

[8.35] After a multi-hex attack is tesolved, and
any advances after combat have been completed,
the Operation Point expenditure of all the par-
ticipating stacks, except for one stack (as deployed
at the instant of combait) of the Phasing Player's
choice, is considered complered {see 5. 14},

[8.4] COMBAT MODIFIERS

The column referred to on the Combat Results
Table may be adjusted by modificrs, in terms of
column shifis to the right or jeft. To calculate col-
umn shifts, locate the column correspending to the
determined combat ratio and then move right
and/or left the appropriate nomber of columns.
All combat modifiers and their resultant column
shifis are explained on the Combat Results Table.

[8.41] [f column shifts for more than one 1vpe of
modifier are being applied to a combal, the
defender should add together all the shifis to the
lett while the ateacker adds together all the shifis to
the right. The lesser of these 1wo (oals is then
subtracted from the greater 10 determine how
many of the column shifis in the grearer’s direc-
tion will be applied.

[8.42] If the column being used on the Combal
Results Table reaches the highest {or lowest} ratio
column, all Further colurmn shifts to the right (or
left) are ignored.

[8.43] Maost terrain effects are buiit into the “*in-
tegrated' Combat Results Table and are not ex-
pressed In lerms of column shifis, Exceptions in-
clude towns and rivers, as noted on the Table, Also
nole thal the participation of an engineer unitin an
attack reduces the effects of rivers and cities.

[8.44] NATO Surprise Atlack Bonus

In any NATO attack in which the defending War-
saw Pact umit{s) is completely surrounded by
NATO units or their ZOC's, the Atlack Strength
of all adjacent artacking units and supporting at-
tack heticoplers is douwbled. When conducting a
mobile attack, the Muobile Combat strength is
doubled in this sitnation. This bonus is in addition
1o eolumn shifts that may be applied for surroun-
ding the defending unit and for conducting a
multi-hex attack.

[8.5] COMBAT RESOLUTION

All combal is resolved using the Combat Results
Table. Afier locating the proper ratio ¢column on
the Table {referring to the terrain in the defending
unit’s hex), and applying any column shifts called
for, the attacker refers to the column on the left
side of the table matching his declared atrack 1ype.
He then rolls the die, lacating (he die result in the
proper atlack type column, The die resull is then
cross-referenced with the determined combat ratio
column to yield a two-part combat result, The
result to the left of the slash is the number of FP's
the attacker gains; the resull (o the right is the
number of FP’s the defender gains.

[8.51] A combat result calling for FP gain by the
defender is applied to cach and every defending
unil.

[8.52] A combal result catling for FP gain by the
altacker is applied to cach and every attacking
unit.
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[8.33] An artillery unit conducting direct fire {see
11.1) is always alfected by combat resulls. An ar-
tillery unit conducting indirect fire is never af-
fected by combat resulis {see 11.2). An altack heli-
copter involved in a combal is always affected by
combat results (sec 12,00,

[8.54] When a combat result is achieved, its ef-
fects must be implemented immedialely, befure
conducting any other movemcent or attacks,

[8.55] The defender (only) may reduce the FP gain
required by a combat result if he elects (0 relreat
his defending units. If he does 50, however, the al-
tacker’s result may also be reduced (see 8.8),

[8.56] If a unit gains an FP or FP's so that it
possesses more than its maximum FP level, i1 is
considered destroved; remove it from play.

[8.6] COMBAT RESULTS TABLE
(see charis and tables)

[8.7] MOBILE COMBAT

If the Phasing Player is attacking in flac or broken
terrain, without woods or any other type of terrain
{except roads and Autobahns) in the hex attacked,
he may choose to laupch a mobile artack. 1f the at-
tacker does choose a mobile artack, his own ai-
tacking units and the defending unit(s) use their
Mobile Combat Strengihs,

{8.71] Artillery and attack helicopters, when sup-
porting mobile combat, use a strength of 1, exceps
Warsaw Pact actillery using direet fire, which iy
doubled to astrength of 2.

[8.72]1 IT a mobile attack is conducted while
ground fog is in effect or when an involved ar-
tillery unit is projecting smoke, a shift of one col-
umn to rthe right is applied 1o the CRT.

[8.73] Results against a defender in mobile com-
bat is reduced by one.

[8.8] RETREATS

[F the defender incurs an FP gain of two or more as
a result of combal, he may choose to fulfill part of
the resalt by retreating all the defending units, in-
stead of gaining FP's. At least one FP must be
gained whenever a combat result (except “*0°") is
incurred. (Excepiion: See 8.87.) The Player may
fulfill the remainder of the reguiremeni by any
combination of FP gain and hex retreal, For ex-
ample, if the result is 2 2, one FP could be gained
and one hex retreated. If the result is a 4, one FP
could be gained and three hexes retreated, or two
FP'scould be pained and two hexes retreated, etc.

[8.81] Reireats are always conducted by the own-
ing Player. However, if the defender chooses to
retreat, he must relreal all his umts involved in the
combat. Retreating does not reguire the expen-
diture of Qperation Points. The attacker may
ncver retreat,

[8.82] Retreating is never required; a unit may
gain FP's instead {even if this would cause the
elimination of the unil}. However, a unil may not
be retreated and eliminated o fulfill 3 single com-
bat result,

[8.83] A unit may be retrealed imio any adjacem
hex, as long as the following resitictions are
adhered to (inorder):

I, A unit may no! be retrealed inlo an Enemy-
accupied or controlled hex, or of T the game-map.

2. A unit may nol relreatl across a river hexside,
unless the hexside is (raversed by an inlact bridge.

3. A unii must relreal inlo a vacanl hex, if possi-
ble, [ no vacant hex is available, it may retreal in-
to or through a Friendly-occupied hex, bul not in
violation of stacking restrictions,

4, A unif must retreal into a contiecled Autobahn
ar road hex, if possible {delender’s choice, if more
than one hex fulfills this requirement),
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5. A unil must retreat into the hex reguiriog the
fewest Operation Points to cnter.

[8.84] If no permissible retreal route is open 10 &
unit, no reireat may be conducied; the unit musi
gain FP’s.

[B.85] A NATOQ unit may end ity relreal in a hex
accupied by a NATO unit of a different nationali-
ty only if no other hex is available. As long as they
remain stacked, the units may defend together but
may not be supported by any indirect fire (or at-
tack helicopters), and may not attack.

[8.?6] Il a stgckl is being retreated, it may not be
split up {that is, it may not be retreated (o any dif-
ferent hexes).

[8.87] A unit with a soft warget symbol must gain
al least lwo FP's in a given combal before it may
retreat, An attack helicopter unit, however, may
never retreat,

[8.88] Lf the defender chooses to retreat, any com-
bat result incurred by the altacker is reduced by
onele.g., & 1 becomes a 0. Alsosec 8.92.

[8.89] A unil must end up as many hexes away
from s original hex as the number of hexes it
refreats,

[8.9] ADVANCE AFTER COMBAT

Whenever a defending unit is retreated or
eliminated as a result of combat, it will leave a hex
or path of hexes behind it called the path of
retreat, After the attacker’s combat resull hay been
fulfilled {if any), any or all victorious attacking
units are allowed to advance along the Encmy
Path of retreat, and may somelimes deviate from
it. Advance after combat does not require the ex-
penditure of Operation Points,

[8.91] The permissible length of an advance after
combat is equal to the number of hexes the defend-
ing unit retrcated,

[8.92] If all the defending units in a combal are
eliminaled, the length of the advance after combat
equals the required 1P gain of the defender’s com-
bau result thar remains unfulfilled. For exampie, if
a defending umit (wilh a maximupm FP level of 3)
possessing four FPs s required to gain four FP7s
as a result of combat, and is eliminated, the attack-
ing units could be advanced two hexes, [F the
defender’s entire combat result is fulfilled by unil
elimination, no advance after combat is allowed.
If part of an eliminated defender's combar result
remains unfulfilled, the attacker’s combat result is
reduced by one, av if the defending unit retreated
(sce B.88).

[8.93] Advancing units may ignore Enenmy Zones
of Control as long as they are being advanced
along the parh of retreal.

[8.94] If a unit is advanced after combat, the first
hex entered in this advance must be the hex oc-
cupied by the defending unit at the instant of com-
bat. 1f an advance of greater than one hex is allow-
cd, the unit may then be advanced im0 any adja-
cent hex. However, if & unit deviales from the path
of retreal, ils advance must stop upon entering an
Enemy-controlled hex. [n the case of advancing
after eliminating the defending unit{s), any hex
entered beyond the first hex is considered
deviaring from the path of retreat.

[8.951 Artillery units conducting indircer Fire and
allack helicopter units may not be advanced after
combat. Artillery units conducting divect fire may
advance alter combal,

[8.96] A unit that did not participate in the cur-
rent combat, but that is stacked with a unit that
did, may be advanced afler combat.

[8.91 The aitacker may ceasc w advance his units
at any point during their advance; he is never re-
quired 10 advance a unit. If more than one anit is
being advanced, they may be advanced into ihe
same or different hexes. However, stacking
resirictions may not be exceeded at the end of any
advance.

[8.98] A unit may be advanced across an an-
bridged river hexside only if il is entering the hex
occupied by the defending unit at the instant of
combal,

[9.0] FRICTION
POINTS (FP’s)
COMMENTARY:

A Friction Poinl (FP) is a measure of fatigue, wear
and tear on eguipment and personnel loss. A unit’s
““front line” combal sirength never changes. In-
stead, the Friction Poinl system shows the re-
duction (and replenishmenty of a unit’s depth.
When a critical point is reached, the unit ceases to
exisl as a cohesive conbat force; but wmil that
point, the unit will funcrion close 1o s optitmum
capahilities.

GENERAL RULE:

The number of FP's a unil possesses ar any ong
time is called that unit’s FP fevel. A unit’s FP ievel
is noted by the side of the unit that is currently
face-up and by the use of FP markers. The Com-
ba! Sirengths arc prineed in white on (he back-side
of gach unil, when this side is fgce-down, the unit
is on its nan-FP side; when this side is_fece-up, the
unit is onits FP side.

CASES:

[9.1] MAXIMUMFP LEVELS

Each unit has a specific, maximum FP level which
it cannot exceed without ceasing (o exist. A unit
that exceeds its maximuwm FP level is gliminated.
Maximum FP levels, based on unir sizes, are as
Tollows:

All Regiments, and all Artillery and Aunack
Helicopter units have a maximum FP level of 5.

All Battations, including West German Territorial
and Static Infantry Battalions, have a maximum
FP levelof 4.

All Companics have a maximum FP level of 3,

Example: A US batialion with a current FP level
of 4 is climinaled the instant it gains one additional
FP (foratotal of 5),

[9.2]) HOW FP's ARE GAINED

The FP level of a unit (or stack} nay be increased
as follows:

[%.21] When the Opcration Point expenditure for
a unit is completed for a single Player Phase, the
FP level of the Unil is increased by one. This is
done for any unit that expends Operation Points,
regardless of how many atiacks it may conduct.

[9.22] Afler any type of attack is resolved, the FP
Tevels of all the involved attacking and defending
artillery units (conducting direct or indirect fire)
and attack helicopter unils are increased by one,
regardless of the owtcome of the combal. Excep-
tion: If the delending units in a combal consist
solely of artillery and/or atiack helicopter units,
the FP levels of the units in the hex under atlack
are not automatically increased,

[9.23] Whena combat is resalved, an FP level in-
crease tor the invalved attacking and/or defending
units may be called for by the combat result, The
required increasc may he reduced if the defending
Player chooses to retreat his units {scc 8.8y This
increase does not apply to artillery units conduct-

Feortinued on puge 311
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ing indirect fire, but it does apply to attack heli-
capter units,

[9.3] HOW FP's ARE REFMOVED

During the Friction Point Removal Segment of
cach Game-Turn, the FP jevel of eVETY Non-
artillery unit in play may be reduced by one, The
FP level of every artillery unit may be reduced by
two, [fa unit is out of supply (5ec 10.0) during the
Friction Point Removal Segment, its FP level may
not be reduced,

[9.4] RECORDING FP’s

At the beginning of the Initial Plaver Phase of
each Game-Turn, all the ynits in play have their
non-FP side face-up. If a unit expends Operation
Points in the owning Player’s [nitial Player Phase
of the Game-Turn, the FP il must gain for doing so
t recorded by flipping the unit over. Under ail
other conditions, any FP*s a unit gains are record-
¢d by placing the uppropriate FP marker under the
ugit. (Exeeption: Sec9.44.)

{9.41] Backprinted FP markers representing 1, 2,
3 and 4 FP's are provided. 11 the supply of FP
markers is exhausted, similar markers of rthe
Players’ devising should be used.

[9.42] The current FP level ol a unit onits non-FP
side is the value of its IFP marker only, I such a
unit has ne FP marker, its FP level is ““0."" The
current FP level of a unil on its FP side equals the
value of its FP marker plus onc. If such a unit has
no FP marker, its FP level is 1.

19.43] When a unit (except an artillery or atrack
helicopter unit) is moved into a hex containing
another Friendly unit (thus forming a stack), the
FP levels of the units can be averaged together (see
7.3). Such a stack is considered (o be one unit for
purposes of FP gainand loss.

[9.44] Tf a regiment on its non-FP side Possessing
a *'4" FP marker must gain an FP, it is recorded
by flipping the unit over, regardless of the Player
Phase in progress.

19.45] The FP level of a unit that is out of supply
during the Friction Point Removal Segmenlt is not
reduced {see 9.3). However, if the unit is o0 it FP
side, it is flipped over (1o its non-FP side) and the
FP level shown by its FP marker is increased by
one. (Exception: This is not done if the unii cur-
rently has reached its maximum FP [evel )

[9.5] EFFECTS OF FP's
ON MOVEMENT AND COMBAT

A unil on its non-FP side may expend CGperation
Points in the owning Player's initial Player Phase
of the Game-Turn ealy. A unit on its FP side must
expend one additional Operation Point for every
hex it enters when being moved (see 5.1 2).

[9.51] An artillery unit or attack helicopier unii
may be used o support an attack or defense when
on its non-FP side regardless of the Plaver Phase
inetffeer.

{9.52] During a Player's Initiai Plaver Phase of
the Game-Turn, he mav flip over any of his units
from their non-FP side (o (heir FP side, without
having them cxpend Operation Puints, so they can
move in later Plaver Phases. Any unit so turned
gains an FP by being flipped over, of course.

[9-33] A uonit that has reached its maximum FP
level may not expend Operation Poinis in any
manner. If an artillery or attack helicopter unit has
an FP level of five, it may not be used to support
an attack or defense in any way, A unit that has
reached its maximum FP level may defend when
actually aitacked. Seealso 11, 13 and 11.33
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[10.0] SUPPLY
GENERAL RULE:

In order 1o remove a Friction Point from a unit
during the Friction Pomnl Removal Segment, the
unit must be in supply; if a unit is not in supply
during this Segment, its FP level may not be reduc-
ed at all. This is the only elfect of being out of sup-
ply. A unit is in supply if a Player can trace a sup-
Py line from the unit to a supply source during the
Friction Point Removal Segment.

CABSES:

[10.1] LINEOF SUPPLY

A supply line consists of two segments. The first
segment is composed of a path of hexes leading
from the hex occupied by the tracing unit (ex-
clusive} 1o a road or Autobahn hex (inclusive)
which would not cost the unit more than 6 Opera-
tion Points to cross on its non-FP side (i.e., during
an initial Player Phase), The second segment is
composed of a path of connected road and
Autobahn hexes leading from the last hex of the
tirst segment to & Friendly supply source.

[10.11] A supply line may not be traced through
an Ememy-occupied hex. A supply line may not be
traced through an Enemy-controlled hex unless
that hex is occupied by a Friendly unit that exerts a
Zone of Control,

110,121 A supply line may not be traced through
an unbridged river hexside unless a Friendly cngi-
neer unit is adjacent to the hexside.

swamp, marsh, or rough hex {unless iraversed by a
road or Autobahn}, and a supply line may not be
traced through an unbrideged river hexside.

[10.13] Refer 1o the Exclusive Rules of the LaAmE
being played 10 determine friendly supply sources,

[10.14] A hex from which an enemy unit has been
exited may not be used as a friendly supply source
(see 5,43).

[10,15] Fpr victory purposes only, supply lines are
not considered blocked by airmohile, airborne,
and air-landed units and thejr ZOCs,

110.16] No NATO unirs may trace a supply line

through any hex of East Germany or
Crechoslovakia,

110.171 The Warsaw Pact Plaver may not trace a
line pf supply through a city hex which a Warsaw
Pactunit was not the last 10 pass through.

[10.2] WARSAW PACT SUPPLY

If s0 noted in the Exclusive Rules of the game be-
ing played, Warsaw Pact units arc automatically
considered in supply for certain Game-Turns,
When this is the case, a Friction Point may be
removed from every Warsaw Pact unit during the
Friction Point Removal Segment, regardless of its
supply situation. Exception: Warsaw Pact artitlery
units are never considered automatically in supply.
[f a supply line cannot be traced for a Warsaw Pact
artillery unit, Friction Points may not be removed
from it.

[11.0] ARTILLERY

GENERAL RULE:

Artillery units may participate in combal by con-
ducting direct or indirect fire. Artillery units may
also be used to release chemicals and smoke and
conduct counterbattery fire. Rocker artillery may
imcrease  ils  effectiveness by  ingurring FP
gains.
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PROCEDURE:

The aitacker and the defender declare use of their
artillery units in a combal during Steps 2 and 3 of
the Combat Procedure (see 8.0). The fun¢tions
described in this Section that these units may per-
form do not require the expenditure of Operation
Points, However, these functions do require the

gain of Friclion Points.
moX X
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CASES: EoTs é
[11.1] DIRECTFIRE | %434 2353

Anartillery unit that is stacked with a non-artillery
unit may participate in an attack against an adja-
cent Enemy unit by conducting direct fire, Warsaw
Pact artillery is doubled in strength in direct fire,
An artillery unit in a stack containing at least onc
non-artillery unit that is attacked by Enemy units
must participate in the defense by conducting
direet fire.

[11.41] ‘An artillery unit conducting direct fire
while attacking contributes its Attack Sirength to
that of the attacking non-ariillery units. An ar-
tillery unit conducting direct fire while defending
contributes its Defense Strength to that of the
units under attack. If a mobile attack has been
declared by the atiacker, an artillery unil con-
tribules its Mobile Combat Strength {1) when con-
ducting direct fire (attacking or defending).

[11.12] Any number of eligible artillery unirs may
participate in a combal using direct lire {however,
see 820,

[11.13] An artillery unit that is under aftack when
alonc ina hex, or stacked with only artillery or al-
tack helicopter units, and/or when possessing five
FP's is considered to have a Defense Strength of 1
(instead of its printed strength). Excenlion: A self-
propelled artillery unit possesses a Defense
Strength of 2 in thesc situations (unless its printed
Strength is 1).

[11.14] The Attack Strength of all Warsaw Pact
artillery unils (except rocket) is doubied when con-
dueting dircet fire, Their Defense Strength is unaf-
fected. This bonus is applied when a mobilc atiack
has been declared; however, the unir’s Mobile
Combart Strength (1) is doubled instead.

(Y115} An artillery unit conducting direct fire is
affected by any combal result incurred by the own-
ing Player as a result of the combat .

[11.2] INDIRECTFIRE

Anartillery unit that is not in an Enemy-controifed
#ex may participate in an artack against an Enemy
unit by conducting indireet fire. [n order (o do so,
the artillery unit must be within range of the
Enemy unit. An artillery unit not in an Enemy-
controlled hex may participate in the defense of a
Friendly unit under attack by conducting indirect
fire, it within range of the Friendly unit. The
restrictions of 11.11and 8.21 apply 1o indirect fire.
Further restrictions inhibit use of indirect firc by
the Warsaw Pact Player,

[11.21] Anartillery unit is within range of a unit if
the distance (in hexes) between the rwo units is less
than or equal 10 the artillery unit’s printed range.
Range is counted by including the hex containing
the ““target’” unit but not the hex containing the ar-
tillery unit, Range may be traced through Encmy-
occupied or controlled hexes.
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[11.22} An artillery unit that is in an Enemy-
controlled hex and is not eligible to conduct direct
fire may conduct indirect fire if all the Enemy unity
controlling the hex are involved in the carrent
combat {Exception: See 11.13.)

[11.23] A Warsaw Pact artillery U|_'1it may conduct
indirect fire onfy if all the following restrictions
are met.

1. The artillery unit may not be stacked with a
mon-artillery unit,

2. A prepared attack s being conducted (this
restriction applies only il the Warsaw Pacl Plaver
is attacking).

3. The artillery unit is in the same division as all
the divisional non-artillery units in the combat
(ihis resiriction does nol apply if the artillery unit
isdesignated as a non-divisional unit),

[11.24] A NATO artillery unit may not conduect
indirect lire in a combat if any of the involved
NATO non-artillery units are ol a different
nationality.

[11.25] An artillery unit conducting indirect fire is
not affected by any combat results.

[11.26] A hex containing an artillery unit conduet-
ing indirect fire in a multi-hex attack does not
coun! rowards any column shift bonus received for
thatatlack {see 8.34).

[11.3] ARTILLERY AND
FRICTION POINTS

Fach and every artillery unit retaing its own FP
level; a separate FP marker is always used. Fvery
time an artillery unil conducts direct or indirect
fire, its FP lavel is increased by one. This increase
is applied after any FP's the onit musi gain
because of acombat result have been applied.

[11.31] During the Friction Point Removal Seg-
menl of each Game-Turn, the FP level of each ar-
tillery unit is reduced by (wo (unless it is out of sup-
ply, see 10.0),

[11.32] An artillery unil pains an FP each time it is
used to release chemicals and smoke (see 114, 1
an artillery unit is used 10 conduct direct or in-
direct fire, and to release chemicals and smoke in
the same combal, it gains two FP’s.

(11.33] An artilley unit that currenily possesses
five FP's may not conduct direct or inditect fire
{sec 11,14), An artillery unit that currently posses-
ses four FP’s may not conduct fire and release
chemicals/smeke. Such a unit may perform aone,
but not both of these functions. 11 is possible that
an FP gain required of an artillery unit Tor conduc-
ting direct fire would cause the unit’s climination,
if a combat result it incurred also increased its FP
lewvel],

[311.34] If an artillery unit expends Operation
Points in a Player Phase, it gains a Friction Point,
just as a non-artillery unit would. (Direct fire, in-
direct fire, releasing chemicals and smoke, and
retreating and advancing after combart do not re-
quire the expenditure of Operation Points.)

[11.4] CHEMICALS AND SMOKE

Either Plaver may declare that an artillery unii is
releasing chemicals and smoke in addition to or in-
stead of conducting direct or indirect fire.
Chemicals give the Player using them a cerlain
number of column shifts in his favor on the Com-
bat Results Table.

[11.41] Any artillery unit that is cligible to con-
dugct direct or indirect fire in a combat may release
chemicals and smoke. Case 11.23 does not apply
(except For part 3. When soch a unit does so, it
gains an FP. It an artillery unit conduoclis direct or
indirect fire, and releases chemicals and smoke in
the same combat, it gains two FP's,
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{11.42] A Player need not declare that an ariillery
unit is releasing both chemicals and smoke, il he
wishes to use only one of these items. However,
one Friction Point is gained regardless of whether
chemicals or smoke or both are used,

[11.43] The Exclusive Rules of the game being
played list the number of column shifis a Plaver
receives in his favor on the Combat Results Table
when using chemicals. These shifts vary depending
on the Game-Turn currently in progress. Further-
more, the NATO Plaver may be resiricted from us-
ing chemicals in certain Game-Turns,

[11.44] The release of smoke aids Lhe attacker
when he is conducting a mobile attack during a
Game-Turn in which ground fog is not in effect.
Smoke only aids the attacker under these con-
ditions, and never aids the defender. If these con-
ditions are met, the attacker receives a shift of one
column 1o the right on the Combat Results Table
when resolving the mobile attack.

[11.45] The eflfects of chemicals and smoke last
for the duration of the combar 1hey are released
inonly,

[11.46) A Player may receive the column shilt
bonuses applied for chemicals and smoke once per
combat only, regardless of how many artillery
units are releasing chemicals and smoke.

[11.47] A Player may use Air Points to release
chemicals, but not to release smoke. An atack
helicopter umit may not be used 1o release
chemicals o1 smoke.

[11.48] The NATO Plaver may not release
chemicals into a city hex.

[11.5] COUNTERBATTERY FIRE

Any number of Friendly artillery units may con-
duct counterbattery fire in a Friendly Player
Phase, as long as none of them have vet expended
Qperation Points in the Phase and are nol in
Enemy ZOC's. Each ariillery unit may conduct
counterbatiery fire against one Enemy artillery
unit wirhin its range. The Phasing Player declares
and resolves cach counterbattery atlack, one at a
time, as follows:

1. The Phasing Player declares that a given ar-
tillery unit is conducting counterbultery fire, in-
creases its FP level by one (optionally more; see
11.€}, and declares the Enemy artillery unit under
altack.

2. The Artack Strength of the anacking artillery
unit s compared (o the Counterbatrery Defense
Strength ol the Enemy artillery unit to determine a
cembat ratio, The Counterbatiery Defense
Strength is 1 it the defending artillery unit is soft,
or 2ifiris hard.

3, The auwacker rolls the die, cross-referencing the
die result with the proper ratio column, as it a
prepared attack were being conducted in flat ter-
rain, to yield a combat result. Combat results in-
curred by the attacker are ignored.

4. If the defendet’s combat result is 1 or greater,
the counterbarttery fire succeeds (see 11.55).

[11.51] When resolving  counterbattery fire,
neither the attacker nor the defending artillery unit
gains any benefit from terrain, Air Points, smoke,
fog, attack helicopters, or other moditiers, The at-
tacking artillery unit may, however, use chemicals,

[11.52) Counterbattery fire is selective. Any other
artillery or non-artillery units stacked with the
defending artillery unil are ignored when resolving
counterbattery fire,

{11.53] No more than one attacking artillery unit
and one defending artillery unit may be involved in
asingle counterbattery artack,

111.54] Aside from gaining an FP, an artillery unit
is not affected by conducting counterbattery fire.
The unit may conduct additional counterbattery

fire, expend Operation Poinis, and/or conduct
normal fire during the Player Phase.

[11.55] An artillery unit that incurs any combat
result (except 0} in a counterbattery attack may not
be used 1o conduct any fire for the duration of the
current Player Phase. Furthermore, the artillery
rmust salisfy (he combat result by FP gain and/or
retrear, asin a normal attack. If the artillery unit is
hard, it must gain at least 1 FP before retreating; if
the artillery unit is soft, i1 must gain ar least 2 FP's
(if the combai result is 2 or greater).

[11.56] All Warsaw Pact non-divisional and DAG
artillery units, and all NATO artillery units, may
perform counterbartery fire,

[11.6] ROCKET ARTILLERY

[11.61] In any Friendly Player Phase, rocket ar-
tillery units may increase their attack strength by
increasing the number of FP's they gain. The
following chart shows the effect on the unit’s at-
tack strength according to the number of FP's the
owning Player chooses te gain:

FPY  ATTACK STRENGTH
| Normal
2 x2
3 ®3
4 x4
b x5

Example: During the Warsaw Pact Player Phase, a
rockel artillery unit with a strength of 5-5 is sup-
porting an attack, The Warsaw Pact Player
decides 10 triple the attack strength of the rocket
artillery unit, making it a 15. He does 50 and con-
ducts the attack — adjusting Lhe unit’s FP level 1o
reflect anincrease of 3 FPs.

[11.62] Rocket artillery unils may usc this special
increase in strength only when supporting an at-
tack or conducting counterbattery lire,

[11.63] Rocket artillery units do not have their
strength doubled when conducting divect fire (ex-
ceplion to 11.14),

[12.0] ATTACK
HELICOPTERS
GENERAL RULE:

An attack helicopter unit may be used to support
any type of atlack or defense in a manner similar
1o indirect Tire, The unit represents the base from
which the helicopiers operate. However, any time
an attack helicopter unit is invalved in a combat, it
must gain any ¥7P*s required by the combat result.

[12.1} HELICOPTERS AND COMBAT

{12.111 An attack helicopter has a printed range
which the unit must be within to participate in
combat (see 11.21).

[12.12] When an attack helicopter unit is artack-
ed, it defends with a strength of 1, whether alone
or stacked with other units. An attack helicopler
unit (and any units stacked with it} may never be
retreated; it must gain all FP's incurrad by a com-
bat result.

[12.13] An attack helicopler unit that is in an
Encmy-controlled hex may never be used in the
support of a combat.

[12.14] The restrictions of 11.24 and 11.26 apply
to attack helicopters, while 11.23 does not, An at-
tack helicopler may never be used to release
chemicals or smoke,

[12.2] HELICOPTERS AND FP’s

Each aitack helicopler unit retains its own FP
level. The FP level of an attack helicopter is redue-
ed by one {only) during the Friction Point
Removal Scament {unless out of supply). The
restrictions of Cases 11.33 and 11,34 apply 10 al-
tack helicopters.



[13.0] AIRMOBILE
OPERATIONS

GENERAL RULE:

Both Players receive certain units, specified in the
scenarios, that are considered airmobile or conver-
tible 10 airmobile. An airmobile unit may be
“flown™ from one hex to another by transport
helicopters  (which are not represented by
counters). Every attack helicopter unit in the game
15 considered to include sufficient transport
helicopters (o move one airmobile unit per Friend-
ly Player Phase. A Player may move airmobile
units in this manner only during Game-Turns in
which the Enemy Player does not have Air Superi-
arity. The Exclusive Rules list the unit types avail-
able for conversion to airmobile status.

PROCEDURE:

During the Friendly Player Phase, each atiack
helicepter unit may transport one airmobile unit a
number of hexes up to the limit of the helicopter
unit’s range allowance. This range is counted from
the hex occupied by the helicopter unit {exclusive)
1o the hex occupied by the airmobile unit (in-
clusive) and (hen to the destination hex of the air-
mobile unit {inclusive). The Phasing Player must
actually trace this range on the map as a “flight
path”; if the path passes through an Enemy-
occupied or Enemy-controlied hex, the airmobile
unit and the helicopter umit are subjected 1o
Enemy air defense fire {see 13.2). Aller the Phas-
ing Player has completed this move, the helicopler
umitimmediately gains an FP,

CASES:

[13.1] CONYERTING UNITS
TO AIRMOBILE STATUS

The conversion of units to airmobile status is
limited by the number of substitute counters pro-
vided for each nationality. Conversion 10 air-
mobile may take place at any time during the
Friendly Piayer Phase. The Phasing Player simply
removes the eligible unit from the map and
replaces it with an airmobile substitute counter (of
the same nationality) on the same hex. [f the unit
to be replaced isa bat(alion, a single substiture unit
is placed; if the unit is a regiment, it is replaced by
three airmobile substitute counters, Both Players
should note the hex number where the conversion
of a unil takes place. This hex is considered 10 con-
tain heavy equipment and vehicles of the con-
verted unit. Should the hex he subsequently
entered by an Enemy unit, the cquipment in the
hex is considered desiroved, leaving the converted
unit with no opportunity to “reconvert”™ 1o its
original unit.

[n order to reconvert an airmobile unil to its
original unit, move the unir back to the original
conversion hex and substitute the ariginal unit for
the airmobile. Tn (he casc of Warsaw Pact
regiments, three airmobile units originating from
the same strength mechanized unit most be moved
to the conversion hex.

[13.2] AIRDEFENSE FIRE

When an airmaobile unit is being transported to its
destination hex, it may be subject to Enemy air
defense fire. if the flight path of an airmobile unit
passes through an Enemy-controlled or Enemy-
occupicd hex, the airmobile unit and the transpori-
ing helicopter each gain one FP immediately. FP's
are gained in this manner for every hexin the flight
path which is Enemy-controlled or Enemy-
occupied. Hexes in the Night parh lying between
the helicopler unit and the unit 1o be transporied
do not count for air defense lire,
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[13.3] SPECIAL RULES
FOR AIRMOBILE UNITS

[13.31] An airmobile vnit is considered a non-
motorized, infantry unit and is subject 10 the pro-
visions of 5.33.

[13.32] An airmobile unit may expend only 6
Operation Poeints in any Phasc in which it is
transported (these may be expended before and/or
after transport). A unit that is transporied gains
onc FP, regardless of whether or not it expends
Operation Points.,

[13.33] Airmobile units must trace either a normal
supply line, or they may be supplied by airheads in
the same manner as airborne units {see 15.5).

[13.34] Warsaw Pact airmobile units are not sub-
Ject (o the restrictions of Suviet doctrine (see Ex-
clusive Rules), or NATO Surprise Attack Bonus
(8.44), unless they are stacked with non-airmobile
ot nen-airbarne Warsaw Pact units.

[13.35] Airmobile wnits are considered non-
divisional units for the purpose of 8.33 and 11.23.

[13.36] Airmobile units may not exit the map.

[13.37] A Warsaw Pact attack helicopter unit that
is located off-map may not be used 10 transport
airmobile units,

[13.38] An airmobile unit may be transported to
any non-Enemy-occupied hex.

[13.39] Plavers may convert eligible units to air-
mobile statys and simply use them as leg infantry
unils without initiatiog an alrmobiic operation,
All normal airmobile rules apply te such units,
which begin their movement in the hex of their
conversion,

[14.0.0] AIRPOWER

GENERAL RULE:

Air Points of gither Player may be used in an in-di-
regt firg role. They may also be used by elther
Playcr to release chemicals.

CASES:

[14.1] AIRSUPERIORITY

During the Airpower Segment of the Game-Turn
Preparation Phase, the NATO Player rolls the die
and refers to the Air Power Table 1o determine if
either Player has air superiority this Game-Turn. A
Player who has air superiority (only) may use a
certain number of Air Points to aid his vnits thar
are invalved in ¢combat during the Game-Turn. Re-
sults received from the Air Power Table may also
cause ground fog to be in effect during a Game-
Turn (sce 14.3),

[14.11] The number of Air Points that a Plaver
with air superiority receives is listed in the Exclu-
sive Rules and should be jotled down on a separate
sheet of paper when they are received. As the
Player uses his Air Points, the number of Air
Points at his disposal is adjusted. :

[14.12] A Player may not save Air Points from
one Game-Turn 10 another. If Air Points are not
used during the Game-Turn in which they are re-
ceived, they are lost,

[14.13] A Player may use Air Points to aid an at-
tack or defense simply by adding any nomber of
the Air Points he has available during the Game-
Turn to the total strength of his units that areinvol-
ved in the combat.

[14.14] A Player may use Air Points to release
chemicals in & combat, simply by declaring thal he
is expending the Air Points to do so. A Player may
use no more than one Air Point for this purpose in
any one combat (see 11.46), and if an Air Point is
uscd in this fashion, it does not add to the strength
of the friendly unirs involved in the combar.

[14.2] AIRINTERDICTION

Air interdiction is another way that a Player may
use his Air Points. Inlerdiction represents in-
dependent strikes conducted against units when
they are most vulnerable — in transit. Air interdic-
ticn may be used only by the Player with Air
Superiority, To undertake Air Interdiction, follow
this procedure:

I. Immediately after determination of Air
Superiority {during the Airpower Scgment), (he
Player with Air Superiority may place FP markers
(as Air Interdiction markers) of a value from 1
through 4 on any hex not occupied by an Enemy
umit.

2. For each individual FP represenied, the Player
reduces his number of available Air Points for that
Game-Turn by one.

3. During the remainder of the Game-Turn, the
first Enemy unit or stack of units to enter the hex
as a result of movement or combat gains the
number of FP's represented by (he marker, and the
marker is removed from play,

4. Should no Enemy unit enter the hex during the
course of the Garme-Turn, the marker is removed
from play at the end of the Game-Turn.

[14.21] AirInterdiction Placement

Alr Interdiction markers may be placed in any
hexes on the map except thase occupied by Enemy
units. The number of hexes in which a Player may
place Air Interdiction markers is limited only by
the number of Air Points he has. However, no
more than 4 FP’s worth of Air [nterdiction may
ever be placed in a single hex.

[14.22] Airinterdiction markers may be placed on
a Player’s own units in anticipation ol Enemy
movement into the hex through advance after
combat or normal movement, Friendly units may
always enter or leave a hex containing Friendly Air
Interdiction without gaining the FP's.

[14.23] AirInterdiction and Reinforcements

If the Enemy Player places an Air Interdiction
marker on a reinforcement entry hex, Friendly
units scheduled to enter at that hex may instead be
broughtinto playal analternate entty hex.

[14.3] GROUND FOG

On A M. Game-Turns, il is possible to receive a
ground fog resultl from the Air Power Table, in ad-
dition 1o an air superiority resull. Ground log has
no direct effect on airpower, other (han the listed
result, If a mobile attack is conducted during a
ground fog Game-Turn, the attacker receives a
combat bonus. This is the only effect of fog.

[14.4] AIRPOWER TABLE
(see charts and rables)

[15.0] AIRBORNE UNITS
GENERAL RULE:

Plavers receive airborne units as reinforcements as
designated by scenarios. Airborne units enter play
according to the air drop procedure. Once in play,
airbotne units may trace supply to an airhead,
which may additionally be used as an eniry hex for
non-airborne Warsaw Pact reinforcements.

PROCEDURE:

AL the beginning of the Phasing Player's initial
Phase, each airborne unit that is cligible to cner
play in the current Game-Turn is placed in a drop
hex by the Phasing Playcr. After all such units are
placed, the Phasing Player consults the Airdrop
Table, rolling the die once for each unit, to derer-
mine how many FP's (he unit gains as a resuli of
the airdrop,

i
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CASES:

[15.1] WHEN AIRBORNE UNITS
AREPLACED

The Phasing Plaver may bring airborne units into

play during his imtial Player Phase of any

Game-Turn in which he possesses air superiovity

(see 14,1), or when neither Player has air superiori-

ty and ground fog is not in effect,

[15.11}) Airborne units must be placed in drop
hexes before any other Phasing units have been
moved in a Player's initial Phase. The airdrop pro-
cedure and any Operation Point expenditure by
the units must be completed before moving other
Phasing units or bringing normal reinforcements
into play.

[15.12] Entering airborne units into play dees not
require the expenditure of Air Points.

[15.2] DROP HEX RESTRICTIONS

Any hex in play may be used as a drop hex, with
he following exceptions:

1. A ity or rough terrain hex.

2. An Enemy-controlled or Encmy-occupied hex.

3. A Friendly-occupied hex or a hex assigned as a
drop hex for another airborne unit.

Any other hex may be used as a drop hex but,
depending on the terrain in the hex, the FP gain re-
quired as a result of the airdrop precedure may be
increased (see 15.3),
[15.3] HOW TO USE

THE AIRDROP TARLE
After placing the airborne units, the Phasing
Player consulls ihe Airdrop Table (15.6). For each
airborne unit placed, he rolls the die and locates
the die result on the Table to determine how many
FP’s the unit immediately gains. The die resul
may be modified, depending on the terrain in the
drop hex, asexplained on the Table.

[15.31] Each unit placed in a drop hex is rolled for
individually by the Phasing Player. He may roll for
thesc unitsin any order.

[15.32] Any FP gain called for by the Airdrop
Table is recorded with an FP marker, not by flip-
ping theunit over {see 15.4).

[15.33] When a unit is airdropped on a Game-
Turn in which neither Player has air superiority,
one is added 1o the die roll when using the Airdrop
Table. This is in addition 1o any modifiers for ter-
rainin the drop hex,

[15.4] RESTRICTIONS
ON AIRBORNE UNITS

During the Player Phase in which an airborne unit
is first placed on the map, it may expend only 6
Operation Points. At the conclusion of that Phase,
the aithorne unil gains an FP (shown by flipping
the unit over) whether it actually expended Opera-
tion Points or not.

(15.41] Warsaw Pact airborne units are not sub-
ject to the restrictions of Soviet Doctring, and the
NATQ Player never receives the Surprise Altack
Bonus when attacking such units, unless they hap-
pened to be stacked with non-airthorne Warsaw
Pact units.

[15.42] Warsaw Paci airborne units may only be
supported by the artillery brigade organic to their
division and by nan-divisional artillery units.
[15.43] Airborne umits of both sides may always
be supported by atiack helicopter units and
Friendly Air Points unless victims of EW.

[15.44] Airborne units may never exii Irom the
pame-map.
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[15.5] AIRHEADS AND
AIRBORNE/AIRMOBILE SUPPLY

Any airfield hex that is occupied by a Friendly
unit, or was once occupied by a Friendly unit and
has not since been occupied or controlled by an
Enemy unit, is considered a Friendly airhead. Dur-
ing each Game-Turn that the Friendly Player has
air superiority (or neither Player has air superiori-
(y), an airhead is considered operative, and may be
used as a supply source l'or airborne and airmobile
units, and (for Warsaw Pact units only) as an entry
hex for non-airborne/airmobile mechanized or ar-
tillery units.

[15.51] An airborne/airmobite unit may trace a
line of supply 1o any valid supply source (as listed
in scemario instructions) ot to an operative Friend-
ly aithead.

[15.52] During the initial Warsaw Pact Player
Phase of any Game-Turn in which he has air
superiority, he may place one motorized rifle unit
or one artillery unit (only) on one operative War-
suw Pact airhead hex (assuming such a unit is
scheduled 1o enter as a reinforcement in the cur-
rent Game-Turn). A unit so placed is considered an
air-delivered reinforcement,

[15.53] An air-delivered reinforcement unit may
nol expend any Operation Points during Lhe
Player Phase of ils entry, but is flipped over (1o 113
FP side} upon being placed. A unit so placed is
removed from the march order of its division (if
assigned to one).

[15.54] An air-delivered reinforcement musl (race
a line of supply 10 a valid supply source. Operative
airhead hexes may be used to supply up to twe air-
deliversd reinforcement units per Game-Turn (in
addition to any number of airborne unirs).
Regardless of how many airheads the Warsaw Paci
Player controls, no more than twe air-delivered
units may use them as supply sources in a single
Game-Turn.

[15.6] AIRDROP TABLE
{see charts and tables)

[16.0] ENGINEERS, RIVERS
AND BRIDGES

GENERAL RULE:

Bolh Players may attemp! 1o destroy bridges.
Friendly engineer units may be uscd to repair
destroved bridges and aid Friendly units in cross-
ing unbridged river hexsides. Engineer units may
also provide column shifts for Friendly attacks in-
to cily hexes or across river hexsides (see Combat
Results Table).

CASES:
[16.1] BRIDGE DEMOLITION

Each player may attempt to destroy any bridge in
Wesl Germany during any lriendly Player Phase.
There are two forms of bridge demolition: closc
and long range demolition.

[16.11] Each player may make one close range
demolition attempt per Game-Turn on any bridge
adjacent to a Friendly unit during any part of the
player phase when the condition is met. When a
triendly unit is adjacent to the bridge that is to be
destroved the player rolls a die. Onadie roll of 1-5
the bridge is destroyed, On a roll of 6, the bridge
remains intact.

[16.12] Each player may make one long range
A molition attempt per Game-Turn on each bridge
on the map, regardless of whether a Friendly unii
is adjacent 10 il. The player announces during any

part of his player phase that the aitempt is being
madc, and rolls a die, On a die roll of 1 the bridge
is destroved. All other rolls leave the tridge intacs.

[16.13] No markers are provided 1o note a de-
stroved bridge hexside or failed demolition at-
temms, Players should keep track of this on a sep-
arate piece of paper or usea small ¢coin,

[16.2] ENGINEERS
AND RIVER CROSSINGS

[16.21] When an enginger unil or a slack contain-
ing an engineer unit is moved across an unbridged
river hexside or a destroyed bridge hexside, only 1
Grperation Point is expended, in addition w the
cost of the terrain in the hex enfered.

[16.22] An engineer unit occupying a hex with an
unbridged river or destroyed bridge as one of Iy
hexsides reduces the cost 10 ¢ross that hexside o)
additional Operation Poinu For any Friendly unit
maoved through that hexside in either divection.

[16.23] If an engineer unil remams adjacent 1o a
destroved bridge for one complete Came-Turn
{i.e., it has nol moved at atl), and is adjacent 1o no
Enemy units at the end af that Game-Turn, then
the destroyed bridge is considered repaired when
the Game-Turn is ended. In the evenl lhat an
engineer unit is adjacen! o more than one
destroyed bridge bexside for a complele Game-
Turn, all such hexsides are considered repaired.
Once a bridge has been repaired, it may only be
destroyed by the oppasing Plaver through another
successful bridge demolition arempi,

[17.0] REINFORCEMENTS
GENERAL RULE:

Both Players receive umits as reinforcements dur-
ing the course of the game, Reinforcements may
appear during the owning Player’s Ininal Player
Phase of their Game-Turn of entry, Units that are
to appear as reinforeements, their Game-Turn of
entry, and the hexes in which they may appear are
listed in 1he Exclusive Rules.

PROCEDURE:

A reinforcement unil may be initially placed inany
entry hex listed for it in the renlorcement
schedule. All entry hexes contain either a road or
Autobahn leading off the map. 2 of an Operation
Point must be paid to place the umit in its chosen
entry hex. The remaining Operation Poinl expen-
diture far that unit is then carried out, before moy-
ing another unit (or bringing on other reinforee-
ments). Warsaw Pact reinforcement units are sub-
juct to the special restrictions of march order.

CASES:

[17.1] HOW REINFORCEMENTS
ENTERTHEMAP

When more than one reinforcement unil is cnier-
ing the map in the same hex in Ihe same Game-
Turn, the units should be imagined as a column of
units entering the map from a chain of off-map
road or Autobahn hexes, 1Ifan Autobahn leads off
the map in the entry hex, the lirst unit brought on-
tor the map expends ' of an Operation Point, the
second unit expends one Onperation Point, the
third unit cxpends 1 and ¥ Operation Points, and
s0 on. 1F a road leads off the map in the entry hex,
the first unil expends ¥ of ar Operation Point, the
second unit expends | and Y Qperation Poinls,
the thitd unit cxpends 2 and 2 Operation Points,
and soon.

[17.11] Reinforcement units may not enter play as
a stack; they must be brought onindividually,

[17.12] 1rmaore than one unit is scheduled to enter
in more 1han one entry bex, they may be placed at



any or all appropriate hexes. (Exception: 17.2)
There is no fimit to the number of units that mav
be placed on the map in a single entry hex.

(17.13} Reinforcements may only be brought into
play during the owning Player’s Initial Player
Phase of their scheduled Game-Turn of catry.

[17.14] A reinforcement unit may not be placed in
an cnlry hex occupied by an Enemy unit, but may
be placed in one that is Enemy-controlled (in
which case the movement ol the reinforcement
unit must cease, see 6.11).

[17.13] A reinfurcement unit may not be placed in
an entry hex from which an Enemy unit thar exerts
a Zong ol Control has beenexited.

[17.2] WARSAW PACT MARCH ORDER

When the units of a Warsaw Pact division enter
play as reinforcemenis, they must be brought onto
the map in a certain order. Each reinforcement
division is divided into two colsrmns and the units
in cach column arc assigned a marck order. The
column organirations and march orders for each
type of Warsaw Pact division is shown in the
March Order Diagrams in the Exclusive Rules.

[17.21] Each column of a Warsaw Pact division
must be assigned 1o a separate entry hex by the
Warsaw Pact Player. More than one column may
be assigned to the same entry hex in a single Game-
Turn. All the units of a column must enter in that
column’s assigned entry hex. The columns of a sin-
gle division must be assigned to entry hexes that
are within eight hexes of one another (when count-
ing the distance between entry hexes for this pur-
pose, include both entry hexes),

[17.22] All entry hexes for reinforcement units
that the Warsaw Pact Player is entering in a given
Game-Turn must be assigned at the beginning of
his Initial Player Phase, before moving any of his
units. The Warsaw Pacl Player may note the
various entry hexes he has chosen for his columns
simply by placing the unifs in the column just off
the playing area, adjacent to their entry hex,

[17.23] When the units ol 2 single column are
broughl into play, they must all be moved aleng
the same route, The Warsaw Pact Plaver muy
mave some units in the column further than
others. However, when the movement of all the
units in the column is completed lor 1he Player
Phase, the path of hexes moved through by the
unit that is furthest away (in hexes) from the entry
hex must contain all the other units in the column.

[17.24] The routes traversed by different columns
that the Warsaw Pacit Player brings into play in the
same Game-Turn may cross cach other. Units of
the same column may complete their movement
stacked, but may not be stacked with units of a dif-
fereru column,

[17.25] Non-divisional units reccived by the War-
saw Pact Player as reinforcements (those with no
boldface division designation) may be “*attached””
to any divisional columns emering play that
Game-Turn. Each such unit is assigned to the end
of a column and is entered into play with those
units, subject to the restrictions of these Cases, 1T
more than one non-divisional unit is assigned 1o a
single column, they may be entered in any order
desired (but always aftcr the divisional units in the
colurnn).

[17.26] Warsaw Pact march order and column
assignments are in effect for the Tnitial Player
Phase of the division’s eniry only, In all subse-
quent Player Phases these restriclions are fgnored.
Warsaw Pact reinforcements are also subject 1o
the restrictionsof 17.1.
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[17.3] WARSAW PACT
MARCH ORDER DIAGRAMS
{=ee charis and tahles)

[18.0] ELECTRONIC
WARFARE

GENERAL RULE:

Bolh Players receive a number of Electronic War-
fare Poinls {EWP’s) each Game-Turn, according
to the Elecironic Warfare Char {19.3). The Phas-
ing Player may use his assigned EWP’s (0 aid his
attacks by preventing Enemy use ol indirect fire.

CASES:

[18.11 ASSIGMENT AND USE OF
ELECTRONIC WARFARE POINTS

At the beginning of each Game-Turn, the Elec-
tranic Warfare Point Chart is consulied (o deter-
mine how many EWP’s cach Player receives that
Game-Turn, The number listed is the number the
Player reccives for his initial Player Phase and
again throughout 1he rest of the Game-Turn. For ex-
ample, a listing of 4 EWP's enlilles a Playcr to 4
Points o use during his initial Player Phase and 4
motre Poinls (o use throughout the remainder of
the Game-Turn.

[18.11] When using the Elecironic Warfare Poinl
Chart, cross-reference the current Game-Turn
with the map being used. If more than one map is
in use, the resulls in two columns of the Chart are
used. However, EWP’s assigned 10 one map may
be used only against Enerny units on thar map.
[18.12] EWP's may not be accumulated, 11 they
are not used during the Phase for which they are
assigned, they are lost."Each Player must keep
track of his available EWP’s on scrap paper,

[18.2] CONDUCTING ELECTRONIC
WARFARE (EW)

Each EWP may be used by the owning Player to
conduct Electronic Warfare whenever he is resoly-
ing any type of attack. During Step Two of the
Combat Procedure, the attacker declares thal he is
conducting EW and records the expenditure of one
EWP, He then rolls onc die. 1f the NATO Player is
conducting the attack, a die result of 1 through 4
indicates the EW is successful. If the Warsaw Pact
is conducting the attack, a dic result of I through 3
indicates the EW is successful.

118.21] EW is always resolved affer the participa-
tion of all Friendly units, including artillery and
attack helicopters, has been announced. Addi
tional Iriendly units may not join an attack after
the result of an EW arlernpt has been determined.

[18.22) EW may be conducted during the resolu-
tion of any combal in any Friendly Player Phase,
providing unused EWP's are available. However,
no more than one EWP may ever be used in a
single artack.

118.23] 1T an EW atiempt is successful, Step 3 of
the Combal Procedure is skipped. Thus, the
defender may not conduet inditect fire, nor may
he use attack helicopters, Air Points, or chemicals
to aid the units under attack.

118.2d] The effects of a successful EW attermpt
last only for the duration of a single attack. All
subsequent attacks, even if involving (he exact
same units, would require the expenditure of
another EWP inorder o attempt EW,

[18.25] When a Plaver conducts EW, he must im-
mediately record the expenditure of one EWP,
whether the attempr is successful or not,

[18.3} ELECTRONIC WARFARE POINT
CHART (see charts and tables)

3o

{5.5] OPERATION POINT
COST CHART

Terrain  Operation Point Cost

Type to Enter or Cross
Flat 1
Woods + 2 (see note 1)
Broken 2
Rough 6
Marsh 7T

Other terrain
(see nolc 2)
T NATO Player: |0
. Warsaw Pact Player: 2
NATO Player: +5
Warsaw Paci Plaver: +3
{scc note 4)
ide 1 (see note 5)
_ o Y2 (sec note 6)
- Aditabrhn .V
Other Activity

Town

~orStatus

_\_l...Jriit.at Max FP’s

_Prepared Attack - ¢
.Hasty Attack 3

March Attack . -2
Leave ZOC + 6 (see 6.2)
Notes:

1. The Operaiton Point cost for entering a hex
containing woods is in addition to the other
terrain in rhe hex (flat, broken or rough).

2. If a unit defending in combat occupies a
town liex, a ene column shift 1o the left is ap-
plied to the Combat Results Table,

3. The Soviet Operation Point cost is for en-
tering a ¢ity hex in West Germany and is not
negaled by the presence of a road, access hex-
side or Autobahn. When moving into a city hex
in a Warsaw Pact country, the Warsaw Pacl
Player pays the NATOQ Operalion Point cost
{which may be negated by the presence of a
road or Autobahn),

4. This cost is not applied if the river hexside is
traversed by a bridge. The Operation Point
cost [0 cross an unbridged river hexside is in
addition to the cost of the rerrain in the hex en-
tered. Also see 5.34. A unit attacked through a
river hexside receives a variable number of col-
umn shills in its favor (see 1the Combat Results
Tablc).

5. A unit entering a hex through an access hex-
side pays one Operation Point only, regardless
of the terrain in the hex entered. This bonus
may not be used il the hex being moved into is
occupied by another Friendly unit.

6. A unit moving along a road ignores other
terrain, paying only 2 Operation Point Tor
each hex entered. However, see 5,32,
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CHARTS & TABLES

uinit in hex

helicopler units.

[7.4] FRICTION POINT

AVYERAGETABLE
FP Level of
FP Level of Unit Being Moved

Procedure: The FP level of (he unit(s) that has just
been moved, or has just been retreated or advang-
ed after combat is cross-referenced with the FP
level of the unil(s) in the hex the moving vnit has
entered, to yield a new FP level for all the units,
This Table is not used for artillery units and attack

(AM)
.. " Mo Buperiority;

[8.6] COMBAT RESULTS TABLE

Attack Type
INE RESULTS

Prep-
ared Hasty March

1/0

1/1 11 0/1

- - 6 270 2/0 1/0 1/0

How to use this Table:

The Atlacker locates the determined Combat Ralio in the row correspon-
ding to the predominant terrain in the defending unit’s hex, He then rolls
the die, cross-referencing the result in the proper attack type column with
the ratio to yield a two-part combal result. The result to the left of the slash
is the number of FP's the Attacker gains; the result to the right, the FP’s
the Defender gains. These results are applied immediately. See 8.5 for
details, - = Die roll does not apply.

Combat Modifiers (column shifts):
[f the Defending unit occupies a hex containing a town, shift one column
to the left,

If all the Attacking units are separated from the Defending unit by river
hexsides (bridged or unbridged), shift four columns 1o the feft. If at least
one but not all the units are attacking through a river hexside, shift fwo col-
umns to the /gfr. Exception: If an engineer unit is among the Attacking

1/0

Combat Ratio {Attacker to Defender)

o4

0/2

1/0 0/1 /1 0/1

units, shift pre column to the left orfy, regardless of how many units are
attacking through river hexsides. The location of attacking artillery unitsis
not considered when calculating river hexside column shifts,

If an engineer unit is among the units attacking Enemy units in a ¢ity hex,
the attack is resolved on the rough row of the Combat Resulis Tahle in-
stead of on thegity row of the table,

If all six hexes adjacent to the Defending unit are Enemy-occupied or con-
traslled, shift one column to the right, This shift is not applied if 1he Defen-
ding unil oecupies a city hex.

If a multi-hex attack is conducted {see 8.33), shift one column to the right
for each hex {in excess of one) conlaining adjacent attacking units.

[f a mobile attack has been declared and ground fog is in effect or smoke
has been projected, shift one column to the right {see 8.72).

See the specific scenario instructions for column shifts applied when using
chemicals.

1/6
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