






































M W9IEPLAYS 
by Charles T. Kamps, Jr. 

THIs SIMULATION IS CERTAINLY A TIMELY 
game topic. and appears to be Quite a popu­
lar one from feedback ratings. It was a 
chaUenge to deal with numerous elements 
of modem warfare in one setting. The map 
scale of 1 :250.000 is nearly ideal for battal· 
ion/ regimental combat; it is the scale I 
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wanted to use since the Central Front se- a player who attempts such a strategy will 
nes (without some of its more cumbersome not gain air superiority over the battlefield. 
features). I am very grateful to Eric Me- An important aspect or the game is the 
Grath for his terrain analysis and original fact that units must travel great distances to 
map rendering, which Dave laForce turned the theater - the Soviets mainly by road, 
into such an effective game map. The unit the US by air and by sea. The US arrival is 
size is geared to the normal fron tages of US slow, frustra ting, and must be planned in 
battalions and Soviet regiments, but spe- advance. Soviet players sometimes fail to 
cialist units had to be depicted at company grasp that Soviet airborne units are not 
level and Soviet airborne units at battalion hefty assault forces, but are generally 
level for doctrinal considerations. pretty lean. designed for rapid movement to 

The nature of the terrain dictated the and insertion at objectives to hold them for 
use of separate "passenger" and "carrier" the heavy troops. They will lose out in any 
units for mechanized forces, to simulate slugging match with enemy main units. 
dismounted infantry operating where unit Engineer units are seldom depicted on 
vehicles cannot go, The difference in infan- games of this scale, but their abilities are so 
try/mechanized tactical movement is dem- cri tical that I had to include them as sepa-
onstrated by the overrun rule, which allows rate units to achieve the "feel" of their im-
the Soviet player to exploit superior vehicle pt1rtance. Electronic warfare and chemical 
strength to achieve pinning effects and to attacks are always a judgement cali, as no 
cut off retreat routes. On ;:------'-------, one is really certain how 
the other hand, the US , effective they may realiy 
player has formidable ca- .. _ be. Players will note that 
pabilities in infantry units ... the US air commitment in 
"dug in" into rough ter- ... the game is rather light, 
rain. Helicopter uni ts are ........ _ as it is assumed that 
critical to modem opera- many units are consid-
tions, performing a vari- ered to be involved else-
ely of functions. not the where. Similarly. US 
least of which is " reac- naval air s tops at the Per-
tion" movement, being sian Gulf shore line. with 
much faster than other carners and other ships 
units. guarding convoys and 

Air combat is a modi- avoiding Soviet Backfire 
fication of the bombers. 
NORDKAPP'" Game system, with avionics 
not important in tenns of weather. and the 
dis tinction between ground attack and in­
terdiction being more pronounced . Some 
reviews have cri ticized the NO RDKAPP 
Game's air system (continued in this game) 
as being "bloodless" and giving advantages 
to units which attack at inferior strength. 10 
the first point. Israeli-Arab air combat in re­
cent years is not the norm to be expected 
elsewhere. and the casualty rates are his­
torically consistent with major ai r cam­
paigns and the willingness of air forces to 
take casualties before breaking action. 1b 
the second point, while it is technically pos­
sible for units to attack at inferior s trength, 
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Game Addenda 
I WOULD UKE TO THANK GARY W. Eldridge 
for his invaluable contribution to this fo llow­
ing section. 

Unit Colo rs : T he uni t colors printed 
in the rules do not correspond with t he 
counter sheet colors. The 82nd Airborne 
Division should be listed as dark blue in­
stead of tan, the 101st Airborne Division 
should be listed as light blue instead of light 
green, and the 1st Marine Division should 
be listed as light green instead of light blue. 
USAF and USMC air units should have the 
colors reversed. 

Game Ma p: A zone of control can ex-

tend from hex 2948 to 2947. and attacks can 
be made between these two hexes (treated 
as cross-river attacks). 

RULES CORRECTIONS 
11.41 The Terrain Effects Chart refers 

to highways as autobahns. 
12.11 A "stacking point" system is reo 

ferred to (and some counters so marked). 
but is never fully explained. Ignore it. 

16.21 Helicopter units cannot end 
movement in a hex occupied by an enemy 
air unit; however. they can pass through 
such a hex, in which case the enemy player 
can roll one die and destroy the helicopter 
unit on a roll of 1. 

17,11 US He lo L ift Cha rt : Light 
transport capabilities should actually read 
" ... all Marine , infantry, recon, and anti­
tank units." 

Pa rt 5 - Comba t : No unit can attack 
more than once per game tum, and noartil· 
lery-type unit (including the New jersey) 
can participate in more than one combat per 
combat phase. 

112, 11 The Combat Results Table 
states that attacks lower than 1:3 are not 
allowed. It should read, "Unmodified at· 
tacks lower than the odds in the fa r left 
column for the appropriate terrain type are 
not allowed." 

112.2 ) The attacker's losses in AX and 
EX situations are based on the defender's 
printed defense or combat strength on the 
far sm of the counter which is facing up 
during the combat. 

112 .3/12 .4 1 Tra nsport helicopte rs 
with a combat strength of 1 cannot be used 
for the followi ng purposes: a) column shilt 
for multi-hex attack, b) colwnn shift for at­
tacking/defending with a ground unit, c) die 
roll modification for attacking/defe nding 
jointly with the A- t O unit, d) providing a hex 
for determining surprise attack. e) bk>cking 
enemy routes of retreat with its zoe, or, 0 
cutting an enemy supply line with its ZOC. 

)14 .01 Following a combat result of 
DE , attacking ground units can advance 
one hex. For Soviet second echelon units, 
however, players should roll one die and ad­
vance these units that number of hexes as 



the die result. 
[16.4] If air interdiction leaves only a 

part of a defending stack "out of supply," the 
die roll modification for that stack is only ap­
plicable if one-half or more of the defending 
strength points are out of supply. 

(17.21 Hex 2841 was erroneously 
listed as a highway hex that can serve as an 
airfield. There is an airfield in that hex. 

[17.3] Soviet reinforcements enter on 
the "east" and "north" map edges. For 
purposes of reinforcement and supply, the 
"east" edge contains hexes 2111, 2211. 
2511,271 1, and 3111; the "north" edge 
contains hexes 0142 and 0238. Additionally, 
if the Soviet player wishes to delay any 
north-edge reinforcements he may bring 
them in on hexes 0931, 0927, 0924. or 
1124. 

RULES CLARIFICATIONS 
[1. 21 Due to combinations of supply/ 

terrain/ZOC. it is possible for some units to 
be unable to move. 

Also, a unit on a road/track in terrain 
otherwise prohibited to its movement can 
only exit that hex via a road or track _·it 
cannot simply move off into non-prohibited 
terrain. 

15.0) Only the hex the unit being over­
run occupies need be flat/Ilat-hard terrain. 
Additionally, the presence of rivers, 
bridges. and wadi hexsides has no effect on 
the conduct of the ovenun. 

[6.1) Helicopters can move through 
all-sea hexes as long as they end their 
movement in a land hex. 

[7.4J After transporting a unit. a heli­
copter unit can only: a) remain with that unit 
and support it, or b) return to its original 
hex or else a new base. It cannot undertake 
any other operation in the phase. 

(8.01 "Enemy air units in the same hex 
will prevent (helicopter) retreats" means 
that the helicopter unit cannot retreat into 
or through a hex containing an enemy air 
unit. 

110.2) Air units making interdiction at­
tacks against enemy ground units do not get 
the + 1 die roll modifier, which is reserved 
only for air units attacking in conjunction 
with ground units. 

111.0) Supply Air Interdiction: a) 
When totalling strength points to meet out­
of-supply requirements. calculation is made 
on the basis of a unit's highest strength. b) 
Passenger and carrier units can be split 
wilen determining movement supply, but 

this may still allow the carrier to carry an 
unsupplied passenger at full movement al­
lowance. P and C units may also be split for 
combat supply regardless of whether P is 
mounted or dismounted. c) Air units inter­
dicting supply lines check for losses at the 
end of ground combat phase J along with 
other air units. These are destroyed on a 
die roll of 12. 

Part 5 - Combat : Two or more units 
in the same hex, including P and C units of 
the same designation, can attack different 
hexes in the same phase (i.e., there is no 
need for all units on a hex to attack the same 
e nemy hex). 

[12 .31 For combat modification column 
shift for mechanized units: armored recon. 
amphibious mechanized, and motorized 
units do not qualify as mechanized units. 
For this rule's purposes. "mechanized" reo 
fers to Soviet BMP- and BMD-equipped 
carrier units of motorized rifle and airborne 
divisions . For purposes of column shifts, 
helicopters are neutral when determining 
which units in a stack are "hard" or "soft." 

[12.4J Artillery units defending alone 
against ground or helicopter or air attack do 
not receive a defense modifier for artillery 
participation. Also, engineer units contri· 
bute their modifiers for defense even if they 
are alone in a hex under attack. 

112.5J An out-or-supply unit attacking 
across a river/wadi has its attack strength 
quartered (halved and halved again). Also. 
US units meeting the criteria for a surprise 
attack against Soviet units receive the sur­
prise attack bonus, regardless of the pres­
ence of other Soviet units adjacent to either 
attacker or defender. 

LI3.0] A retreating unit must follow 
the fewest movement points rule even if it 
results in overstacking or placement in a 
hex about to be attacked. 

L14.2J A unit cannot advance into or 
through a prohibited terrain hex. even if fol­
lowing a path of retreat, except along a road 
or track. Similarly, a unit cannot advance 
out of a prohibited hex except on a road or 
track. 

(14. 31 Units cannot advance across 
unbridged river hexsides if such movement 
is prohibited to them normally. 

[15. 11 An artillery unit adjacent to en­
emy units can use indirect fire to support an 
attack if it is not using direct fire in an attack 
against adjacent enemy units. An artillery 
unit which is in a stack which is being at­
tacked by adjacent enemy units must partic-

ipate in the defense of its own hex only. 
Also, Soviet artillery units stacked with 
non-artillery units get the direct fire bonus 
(doubling) in both attack and defense. 

fI6 .11 For the purposes of tracing the 
"first part" of a supply line for P and C 
units, if the P unit is mounted, the line is 
traced as for one unit, using the C unit's cal­
culation; if dismoumed, the line is traced 
separately for each. If the "first part" of a 
supply line is traced through an unbridged 
river/wadi hexside adjacent to an engineer 
unit, the supply line movement point calcu­
lation is based on the reduced crossing cost. 
A unit can trace the ,. second part" of a sup­
ply line across a destroyed bridge if a 
friendly engineer unit is adjacent to it. Also, 
helicopter supply lines are based simply 
upon the unit's unblocked radius to a supply 
source, not in a two-part line like ground 
units. It is pennissible for helicopter units 
to cut an enemy attack supply line during a 
reaction phase prior to enemy-initiated 
combat. 

116.31 Supply by helicopter can be in· 
terdicted: thus. a supply route cannot origi­
nate in the helicopter unit's hex if it is also 
occupied by an enemy air unit. However, it 
is pennissible for such a line to pass through 
a hex occupied by an enemy air unit, as well 
as to terminate in a friendly ground unit's 
hex being interdicted by an enemy air unit. 

[17.0) Reinforcements can enter the 
map on either counte r side at the owning 
player's option. The cost to e nter the map 
as a reinforcement at a port. airhead, or 
road is only one movement point, as no nor­
mal terrain or other costs are applied. Air­
borne units subject to terrain prohibitions 
can drop into prohibited terrain on a road. 
track, airfield, or airhead hex. Helicopter 
units arriving as reinforcements at port or 
airhead hexes may perform all normal oper­
ations (minus the 1 MP to e nter) in the 
phase of arrival. Ground units arriving as 
reinforcements at a port or airhead can be 
helicopter-lifted in the phase of arrival. 

[17.1J A "supply line" must exist be­
tween the USMC airhead and port in order 
to bring in reinforcements. This is simply a 
line unblocked by enemy units or ZOCs of 
any length over flat, flat/hard, and bridged 
track. road, or highway hexes. Also. rein­
forcements cannot land at an interdicted air­
head, but can land at an interdicted port. 
Arriving USAF units are operational at the 
beginning of the US player's designated 
turn. If the US player is permitted to use 
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the MAU or MAS in a scenario, he must de­
cide to use it or not berore the game and set 
aside units until the tum of entry. 

117.2] Any e ngineer unit can be used 
to make a highway hex into an operational 
airfield, not just special light equipment 
companies. These highway hexes can be 
converted into airfields, even if an enemy 
unit exerts a zoe over the hex. 

118.4( The presence of an enemy 
ground unit in hex 1439 prevents the con­
ducting of tunnel repair operations as long 
as the hex is occupied by such a unit. An en­
emy zoe over the hex has no such effect. 

120.01 US air units supporting a de­
fense are not affected by Soviet chemical at­
tack. Soviet helicopter/air assault units, 
attacking independently of other divisional 
units, cannot gain a chemical modifier. 

121.0) The Soviet player rolls for the 
New Jersey's on-map elimination two times 
per game tum, at the end of the battleship 
deployment phase (if the ship is on the 
map). 

RULES ADDITIONS 
15 .41 When conducting an overrun, ar­

mored recon units pay no zoe cost for the 
initial hex entered adjacent to the enemy, 
but pay full costs for other hexes of the 
overrun. 

(7.21 The Soviet heavy lift helicopter 
units can transport an airbome battalion's P 
and C units as one unit. 

(12 .4] A Soviet MRL unit provides no 
defensive bonus for artillery participation in 
a defense. 

(12 .5 ) Helicopter and artillery-type 
units attacking across river/wadi hexsKles 
do not have their strength halved. Other 
units with halved combat strengths for any 
reason are affected as units, not stacks. 

(13.0( An infantry-type unit can re­
treat across an unbridged river/wadi hex­
side if a friendly engineer unit is adjacent to 
it. A helicopter unit (other than transport 
helicopters with a strength of 1) can move 
adjacent to a friendly unit surrounded by en­
emy ZOCs and provide a path of retreat for 
the trapped friendly unit through the heli­
copter unit. This does nof change the elec­
tronic warfare rule which addresses only 
helicopter units moving to a hex under at­
txk. 

(17.1) Each of the 101 st Division's 2-
3-8 artillery battalions is considered a com­
pany-sized unit for rei nforcement 
purposes, while the 82nd Division's are not, 
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as the 82nd 's are rigged for airbome land­
ing. The 82nd's artillery battalions can be 
landed at an airhead, in which case they are 
treated as company-sized units as weD. 

(19 .01 Soviet air assault units attack­
ing independently can get electronic war­
fare support from the closest friendly 
division to the attack. That division cannot 
use its EW capacity further in the same 
tum. 

Optional Rules 
[17.1) US 7th Infantry Olvlson 

(Ught): Counter faces for this division are 
included here as an additional feature. In 
any scenario, the 7th Infantry Division can 
be substituted for the 101st Airborne, on 
the assumption that the 101st was commit­
ted elsewhere. The 7th Division does not 
have the firepower of the WIst, but does 
arrive there much fa ster. 

The 7th enters in the same manner as 
the WIst, at an airhead (use the 101st air­
head counter). It enters over a four-day 
period beginning on the game tum after the 
airhead is established. Each day the US 
player can enter either three infantry battal­
ions and one artillery battalion of the 7th or 
both helicopter units and the engineer unit. 
No 82nd Division units can enter during the 
same period. and entry must be planned in 
advance as normal. The 7th must trace sup­
ply to an airhead as the 101st would. 

(17.3J Sovie t Air-Landed Troops: 
After the arrival of the entire Soviet air­
borne division. the Soviet player can estab­
lish an airhead (make up a counter) and 
enter selected units through it. Each game 
tum the Soviet player can enter one regi­
mental-sized unit or three battalion-sized 
units from among the following: the P (in· 
fantry) half of mechanized/motorized regi­
ments (counts as a regiment), anti· tank 
battalions, recon battalions, MRL battal­
ions, and non-SP artillery brigades (counts 
as a regiment). Thnk. mech. motorized. or 
engineer units cannot be lifted in through 
this airhead. 

The Soviet player is limited to bringing 
in airlanded reinforcements (rom only one of 
his two motorized rifle divisions. Soviet air­
landed reinforcements trace supply to an 
airhead. Other Soviet reinforcing units en­
ter per scenario instructions and mate up 
with the air·landed portion of the division, at 
which point the air-landed units can draw 
supply from the map edges along with the 
rest of their division. Rules for Soviet air-

heads are the same as for the US, including 
Soviet airbome engineers' ability to tum el­
igible highway hexes into airfields. They . 
cannot build airheads from scratch. how­
ever. Thanks to David C. Isby for this sug­
gestion. 

(17 .31 New Soviet Air Units: 
Counter faces for Soviet SU-25 Frogfoot 
ground attack squadrons are also provlded. 
These new air units can be substituted for 
any three other Soviet air units at the Soviet 
player's option. Th date , very few of these 
planes have been deployed, and it appears 
that the Soviets have delayed on whether to 
produce them. My thanks to Robert F. Hor­
ton for the suggestion. •• 
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