
[bookmark: _bv8xz03vy3xk]Rules
Helicopter Special Rules 
Helicopters will be treated using the aircraft rules with the following two modifications.
· Helicopter Maneuver- Helicopters are very maneuverable and can hover.  During their fly on and fly off, they can turn up to 180 degrees in any direction at both the beginning and the end of each movement.
· Hunter Killer - Some helicopters will be designated “Hunter Killer”.  Such helicopter units are trained to use their maneuverability and take advantage of terrain as concealment from anti-aircraft fire. 
· Intervening terrain between AAA and a Hunter Killer helicopter will block line of sight. 
· When a hunter killer helicopter fires, it “pops-up” above terrain to shoot.  When this occurs, it can be shot at by AA, but is concealed.  When pop-up, the hunter killer has an unsealed line of sight to its target. 
· To take advantage of this rule the helicopter must be behind the terrain. 
LC(large caliber) = MW(macro weapon)
All formations have a leader character
· We are assuming that every formation has a leader of some sort that although not inspiring is able to organize and rally there soldiers
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US Special Rules:
· NATO Tactics: A US Tank or Mech Infantry company contains platoons that control their own fire and movement.  A company is bought and activates as a unit, but while each platoon must maintain 5 cm coherency, the distance between platoons can be up to 20 cm.  This represents the more flexible nature of the US and NATO armies as compared to the Warsaw Pact armies. 
· Hit and Run: NATO Tactics prioritize maneuverability giving ground to set up ambush positions.  US units may choose to fire and then move.  When choosing to double, they may fire and move in any order.
· Flexible Organization: The US Tank and Mech infantry companies fight as combined arms units, mixing infantry and tanks.  A core formation US Tank Company may swap one of its added platoons for a mech infantry platoon and vis-versa. 
· US Tank and Mech Infantry companies come with a “Leader” at no extra cost.
· For each core formation (tank or mech company) a list can include 2 battalion support formations.
· Up to ⅓ of the list points can be regimental support
[bookmark: _7ucnbo9o7cu0]US Tank Battalion (https://fas.org/man/dod-101/army/unit/toe/17376F100.htm)
	Formation Name
	TOE
	Cost
	Upgrades

	US Tank Company’s
	6 x M1A1
	 600
	· Add up to 2 more plts at 400 pts per
· Each plt has a cohesion distance of 20 cm between plts. 
· Bat. Commander +100 pts (HMMV)
· Bat. Commander +200 pts (M1A1) 
· S-3 +100 (M1A1)
· Replace one Tank Plt. with one Mech Plt. at no cost

	Battalion Support
	
	
	

	US Tank Company Scout sections (0-2)
	5 Armt HMMV
	100
	Scout

	Mortar Sqd (0-2)
	4x M106 Mort Carriers
	150
	Indirect
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	Formation Name
	TOE
	Cost
	Upgrades

	US Mech Inf Company
	6 x M2 Bradley
6 x Inf teams
	 600
	Add up to 2 more plts at 400 pts per
Each plt has a cohesion distance of 20 cm between plts. 
Bat. Commander +100 pts (HMMV)
Bat. Commander +200 pts (M2 Bradley) 
S-3 +100 (M2 or M3 Bradley)

	Battalion Support
	
	
	

	US Tank Company Scout sections (0-2)
	5 Armed HMMV
· 3x .50 cal
· 2x Grenade Launcers

	150
	Scout
+50 Upgrade 1 .50 cal to TOW

	Mortar Sqd (0-2)
	4x M106 Mort Carriers
	150
	Indirect



[bookmark: _3c5h66dmijc8]Regimental & Divisional Support
	US AAA
	4 Chaparral or 4 Vads
	150
	

	US Hunter Killer Helos
	4 Cobras
	400
	

	Art. Battery
	6 x M109
	700
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Notes: Assume every formation has a leader
US (Strat. 3+, Init. 2+)

	Unit
	AP/AT
	Speed
	Range
	CC/FF
	Saves
	Notes

	NATO Inf
HW

	SM
AT 4+/AP6+
AA 6+
	15 cm
	15 cm
30 cm
30 cm
	4+/ 3+
	6+
	


	Bradley
Autocannon
2x TOW
	
AP 4+
AT 4+
	30 cm
	
30 cm
60 cm
	6+/4+
	5+
	

Slow firing 
Transport 1

	M1A1
Main Gun
MG’s
	
LC 4+
AP 4+
AA 6+
	30 cm
	
60 cm
30 cm
15cm
	6+/4+
	4+

	Reinforced Armor

Superior Tactics 

	M109 
	BP 1

	30 cm
	90 cm
	6+/6+
	6+
	Indirect

	M106 Mort
	BP 1
	30 cm
	20 cm
	6+/6+
	6+
	Indirect

	HMMV
.50 cal
M19 Gren
	
AP 6
AP 6 Disrupt
	45 cm
	
30 cm
30 cm
	
6+/5+
6+/4+
	6+
	Only one weapon type per vehicle

	FIST*

	

	
	
	
	
	TBD

	Cobra
	2* AT 2+
AP 5+

	Aircraft
	120cm
30cm
	-/5+
	5+
	
Hunter Killer

	Vulcan
	AT 6+
2x AP 4+
2x AA 5+
	30 cm
	30 cm
	6+/4+
	5+
	

	Chaparral 
	1x AA 4+
	30 cm
	60 cm
	6+/6+
	6+
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Soviet special rules:
· Every core formation has a political officer who is an inspiring character and a leader.(does not replace the company commander or the battalion commander  


Guards Tank Battalion
	core
	Formation Name
	TOE
	Cost
	upgrades

	
	Soviet Tank Company
	9 T-72’s and 1 company commander(can be replaced by a battalion commander battalion commander)
	900
	0-1*(1 max per army) battalion commander +190 (including vehicle)

	Regimental support(2 per a core
	
	
	
	

	
	Soviet scout platoon
	3* bmp1/2
	100
	

	
	Soviet AAA Battery
	4 Shilkas/gaskings/gophers
	150
	

	
	0-1 signal company	Comment by Nicholas Gross: what are you going to do with the signal company?
	*3 observers and 3 btrs
	
	

	
	0-1 engineering company
	4 combat engineers, 4 BTrs and 1 mine clearer
And 50 cm of mine fields
	
	

	Divisional support(⅓ of total points can be spent)
	
	
	
	

	
	Arty battery
	6 s21 carnations
	700
	

	
	Mig interceptor flight
	2 migs
	175
	

	
	Su frog foot flight
	2 su-25 frogfoots
	250
	

	
	soviet hind section
	4 hinds
	600
	



Red army BMP motorized rifle battalion
	Formation Name
	TOE
	Cost
	upgrades
	

	Soviet mehc infy company
	12 bmp 2’s
1 company commander 9 infy and two soviet heavy weapons
	750
	 +100 1 bmp2 and 1 AGS-17 unit
+100 1 bmp2 and 1 unit of gremlins
+100 battalion commander

	

	Battalion support(2 per a core)
	
	
	
	

	Soviet Air Defense missile
	4 Shilkas/gaskings/gophers
	150
	
	

	Soviet scout platoon
	3* bmp 2
	100
	
	

	Engineer platoon
	
	
	
	

	Regimental support ⅓ of points
	
	
	
	

	Tank company
	9 T-72’s and 1 company commander(can be replaced by a battalion commander battalion commander)
	900
	
	

	Arty battery
	6 s21 carnations
	700
	
	

	Mig interceptor flight
	2 migs
	175
	
	

	Su-25 frog foot flight
	2 su-25 frogfoots
	250
	
	

	soviet hind section
	4 hinds
	600
	
	




[bookmark: _boqms1w13mc9]Soviet. (Strat. 3+, Init. 2+)
	Unit
	AP/AT
	Range
	CC/FF
	Saves
	Notes

	Battalion commander
	
	
	
	
	Leader, supreme commander

	Company commander
	
	
	
	
	Leader , commander

	Political officer
	
	
	
	
	leader , inspiring

	Soviet infy

	SM

	15 cm

	3+/5+
	6+
	

	soivet heavy weapons
	2* AP 5+(+1 EA in FF)
	30cm
	5+/3+
	6+
	

	Gremlin unit
	2* AA6+
	30 cm
	6+/6+
	6+
	

	ASG-17
	2* AP 5+(+1 EA in FF)
	30 cm
	6+/2+
	
	disrupt

	BMP-2
Autocannon
Sagger
	
AP 4+
AT 4+
	
30 cm
60 cm
	6+/ 5+
	5+
	

Slow firing
Transport 1
(if in scout section has scout)

	T-72
Main Gun
MG’s
	
LC 4+
AP4+
	
45 cm
30 cm
	6+/ 5+
	5+
	Reinforced Armor

	Carnation 

	BP 1
	90 cm 
	6+/6+
	6+
	indirect

	BM-21 hail
	BP 2
	90 cm
	6+/6+
	
	Slow Firing 
Indirect
Disrupt

	FIST

	

	90 cm

	6+/6+
	6+
	Forward Observer,
Scout

	M-24 Hind
	BP 2
2* AT 4+
AP 5+

	30cm
45cm
30cm
	6+/5+
	4+
	One shot
One shot
Transport 2

	shilka
	AP 4+
AA6+
	30cm
	6+/4+
	5+
	

	gaskin
	AA6+
	60cm
	6+/6+
	6+
	

	gopher
	AA5+
	60cm
	6+/6+
	5+
	

	Frogfoot 25
	2* AT+4
    AP+5
BP1
	40cm
20cm
15cm
	aircraft
	5+
	

Disrupt
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	Formation Name
	TOE
	Cost
	Upgrades

	Panzer Zug
	Four Leopard 1 OR
Four Leopard 2
	200
+100
	

	Panzergrenadier Zug
	Three PzGren
Two Marder 1A2 w/ Milan
One Marder 1A2
	
	

	Späh Trupp
	Two Spähpanzer Luchs
	
	

	Panzer-Aufklärungs Zug
	Eight Jäger
One TPz Fuchs w/ Milan
Three TPz Fuchs
	
	

	Jagdpanzer Zug
	Three Raketenjagdpanzer Jaguar 1
	
	

	Panzerartillerie Batterie
	Three M109G OR
Four LARS-2
	
	

	Panzermorser Batterie
	Six PzMrs 120mm
	
	

	Luftabwehr Batterie
	Three Flakpanzer Gepard OR
Three Flugabwehrpanzer Roland
	
	

	Anti-Tank Helicopter Flight
	Two Bo-105P PAH-1 Attack Helicopter
	
	

	Jäger Flight
	
	
	

	Jagdbomber Flight
	
	
	




Notes: Assume every formation has a leader

West German (Strat. 3+, Int 2+)
	Unit
	AP/AT
	Range
	# of units per formation
	CC/FF
	Saves
	Notes
	Cost

	NATO Inf
HW

	SM
AT 4+/AP6+
	15 cm
30 cm
	4
	4+/ 3+
	6+
	

	

	Bradley
Autocannon
2x TOW
	
AP 4+
AT 4+
	
30 cm
60 cm
	
4

	6+/4+
	5+
	

Slow firing 
Transport 1
	400 (including infantry)

	M1A1
Main Gun
MG’s
	
LC 4+
AP 4+
AA 6+
	
60 cm
30 cm
15cm
	4
	6+/4+
	4+

	Reinforced Armor
	300 points

	Bradley Cav
Autocannon
2x TOW
	
AP 4+
AT 4+
	
30 cm
60 cm
	
4

	6+/ 5+
	5+
	Scout, Transport 1

Slow firing 
	500 points (include infantry

	M109 
	BP 1

	90 cm
	4
	6+/6+
	6+
	Indirect
	250 pts 

	M106 Mort
	BP 1
	20 cm
	Reg 3
Cav 2
	6+/6+
	6+
	
	150 pts

	FIST*
Copper Head
	
AT 3+
	90 cm

	1
	6+/6+
	5+
	Forward Observer,
Scout
	

	cobra
	2* AT 2+
AP 5+
	120cm
30cm
	3
	-5+
	5+
	One shot



Explore: Always pop up; hunter killer rule
	

	Vulcan
	AT 6+
2x AP 4+
2x AA 5+
	30 cm
	4
	6+/4+
	5+
	
	150

	Chaparral 
	1x AA 4+
	60 cm
	2
	6+/6+
	6+
	
	150







Helicopters use the Skimmer Rules
· Can only be fired at by AA
Attack Helicopters:
· Hunter-Killer: Only for Attack Helios. Pop-Up as part of a sustained fire rule.
