UPDATE AND ORDER OF BATTLE

FILLING THE GAP

The Central Front Gets Refreshed and Unified

By Charles T. Kamps. Jr.

This is the second part of our enhancement of the
Cantral Front system. We intend to retrofit the
new rules into subsaquent editions ot Hof Gag and
Fifth Carps. If you subscribe to both S&7 and
MOVES, with this issue you've got it all, As | said
last MOVES, this series, because of its timely na-
ture, will Undergo additional published updates in
the future. We intend to support and maintain the
systemasan active, grawing entity. — Redmond

In the year since Fifth Corps appeared in
S&7T, several dramatic changes have taken
place in the European military arena. First
and most important, the West German Army
has finally reached a decision on its new war-
time organization. Second, it has been re-
vealed that the Soviets have continued to im-
prove the quality and quantity of their artil-
lery in Eastern Europe. Both of these chang-
es have been reflected in BAOR, It is the pur-
pose of this article to bring the first two
games of the series, Hof Gap and Fifth
Corps, in line with BAOR.

Included is an up to date Master Unit
Deployment List, similar to the one in Hof
Gap, covering all units for the first two
games. The list includes the new German re-
organization and Soviet artillery. Minor
changes are included for some other NATO
unitsbased on information from players with
recent experience in Europe. The list was
done from the perspective of the Seventh Ar-
my scenario, as the variables for Warsaw
Pact deployment almost necessitate the play-
ing of both Hof Gap and Fifth Corps togeth-
er to get a realistic picture of this front.

Players will notice the increase in speed
of Soviet deployment. This is due to recent
analysis postulating a ‘“single echelon as-
sault” in which the Soviets would hope to
maximize tactical surprise and opt for quick
disruption of NATO defenses. It is also as-
sumed that the Soviet Western Military Dis-
tricts are at least partially mobilized, for a
contingency such as Poland, and, character-
istically, NATO has not taken extraordinary
precautions. This is the reason for Category
IT divisions appearing more quickly than one
would normally expect. The series is also bas-
ed on the Soviets opting for a sneak attack
from garrison locations, with units moving
out of barracks about 12 hours prior to cross-
ing the West German border. Is this pretty
much a worst case? You bet it is, and sO was

Pearl Harbor, One important redeeming fea-
ture must be accounted for, however. Many
NATO commands have again redistributed
ammunition, making it more accessible.
Therefore, the US paralysis should be limited
to Game-Turn One only.

The Master Unit Deployment List is in-
tended for players who wish to make or mod-
ify their own counters. At this point it is a
strong possibility that the Hof Gap and Fifth
Corps counter sheets will be reprinted to ac-
count for the changes, and be made available
in a second edition, MOVES, or a series
wrap-up package.

Master Unit Deployment List
for Hof Gap and Fifth Corps

How to read the list. This list presents ma-
jor changes in bold italics. Units not depicted
in the list have been deleted from the coun-
termix, Reading from the left, the Istr Col-
umn gives unit designation; the 2nd Column
type abbreviation: AA = Airborne Artillery,
AC = Armored Cavalry, AH= Attack Heli-
copter, Al=Airborne Infantry, AM = Air-
borne Mechanized, En = Engineer, FA = Field
Artillery, IN=Non-motorized Infantry,
MI =Mechanized Infantry, RA = Rocket Ar-
tillery, SP = Self-propelled Artillery,
Tk =Tank (Armor). The 3rd Column pre-
sents strength — for non-artillery/aviation
types the first number is attack and the sec-
ond is defense. For these types, mobile com-
bat strength is the first number in all cases for
NATO units, and the second number for
Warsaw Pact units. Artillery and aviation
units have their range given in parentheses.
An “s” following strength indicates a soft
unit. The 4tk Column shows NATO unit lo-
cation or entry as follows: Location is a
four-digit hex number following either an
“H” for Hof Gap map, or an “F” for Fifth
Corps map. A “(1)” following the location
indicates the unit may be placed within 1 hex
(i.e., adjacent) to the locator hex. Entry is a
three-part code: Game-Turn of entry/entry
hex/Operation Points available in phase of
entry.,

NATO FORCES

DESIG- LOCATION
NATION TYPE STRENGTH  OR ENTRY
Us Vil CORPS

563 En 0-Is 2/H2601/3
565 En 0-1s 2/H2601/3

US 1st ARMORED D1IV: “Old Ironsides”

1/1/1A AC 427 HO0821
501/1A AH  5@mss  HI0l4
1/94/1A SP 4(5)4s  HI222

DESIG-
NATION

1st Brigade
1/6/1A
1/13/1A
1/51/1A
1/37/1A
1/22/1A

2nd Brigade
1/46/1A
1/35/71A
2/37/1A
2/81/1A
6/14/1A

3rd Brigade
1/52/1A
1/54/1A
3/35/1A
2/78/1A

TYPE

Ml
Tk
MI
Tk
SP

MI
Tk
Tk
Tk
Sp

MI
Mi
Tk
SP

STRENGTH

37
4-6
2-8
4-5
3(5)3

3-7
4-6
4-5
4-5
(53

§-7
18
4-6
35)3

LOCATION
OR ENTRY

HI1712
Hi712
H1003
H1014
H1121

H1524(1)
H1524(1)
H1524(1)
H1524(1)
H1121

H2526(1)
H2526(1)
H2526(1)
H2526(1)

US 3rd INFANTRY DIV (MECH):
“Rock of the Marne”

1/76/3 SP 4(5)4s H2711
3/7/3 AC 4-7 H3614(1)
3/3 AH  5(30)5s  H26l1
3/63/3 Tk 4-5 2/H0I24/6
1st Brigade
1/30/3 M1 3-7 H3614(1)
2/30/3 M1 3-7 H3614)1)
2/64/3 Tk 4-6 H3614(1)
3/64/3 Tk 4-6 H3614(1)
2/39/3 Sp 3(5)3 H3614(1)
2nd Brigade
1/15/3 MI 3-7 H2611(1)
1/64/3 Tk 4-6 H2611(1)
2/153/3 M1 2-8 F1o38(1)
171043 SP 3(5)3 H3614
3rd Brigade
1/4/3 MI 3-7 Fo422(1)
1/7/3 MI 2-8 Fo422(1)
/64/3 Tk 4-6 Fo422(1)
2/41/3 SP 3(5)3 Fi40(1)

US 2nd ARMORED CAVALRY REGT:
“Dragoons” (company size units)

Air/2C

1st Squadron
A/1/2C
B/1/2C
C/1/2C
D/1/2C
How/1/2C

AH

AC
AC
AC
Tk
SP

3(30)3s

1-2
1-2
1-2
1-1
151

Hi1223

H2847
H3046
H3144
H3340
H2943

23
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DES/IG- LOCATION
NATION TYPE STRENGTH OR ENTRY
2nd Squadron

E5272C AC -2 H3630
F/2/2C AC 1-2 H3532
G/2/2C AC 1-2 H3433
H/2/2C Tk 1-1 H3i3a
How/2/2C 5F sn H3r32
3rd Squadron

1:3:°2C AC 1-2 Hi549
K/3/2C AC 1-2 HI749
LZ342€C AC 1-2 H2048
M#3:2C Tk 1-1 112448
How./3/2C SP 15l H2046
US Vi CORPS ARTILLERY

72nd Artillery Group

3735772 5P 4(5)ds H3201
610472 SP 2(8)2s H2526(1)
1/75/72 SP 4(5)4s 2526(1)
210th Artillery Group

3/36/7210 SP 4(5)4s His21(1)
3437210 SPp 454s HIB2HD)
34177210 Sp 4 54y Hi621(1)
2/28/210 SP 2(8)2s H1013
US V CORPS

549 Fn 0-1Is 2/F0109/8
559 En )-1Is Mo
US 8th INFANTRY DIV (MECH):
“Pathfinders”

371678 sp 4(5)4s 2°F140H 6
3/8/8 AC 4-17 271010976
88 AH  53DSs 111306

1st Brigade

272848 MI 3-7 F1306(1)
4/69/8 Tk 4-6 F1306(1)
278778 M1 2-8 F130601)
1/2/8 sp 3(5)3 2/F140076
2nd Brigade

171378 MI 3-7 2R 140176
173978 MI 3-7 27140146
20688 Tk 4-6 21114016
1/68/8 Tk 4-6 FHisel)
1/87/8 M 2-8 27F14M76
1/83/8 SP 353 2AF140146
3rd Brigade

271378 MI -7 2/F0106/6
17688 Tk 4-6 2/F0106:6
376878 Tk 4-5 2/FO106/6
2/81/8 SP 3(5)3 2/F0I01/6
US 3rd ARMORED DIV: “Spearhesd”
1740734 =B 4(5)4s Fii2061)
3/1243A AC 4-7 Fid424
30373A AH 330Sss FH21

1st Brigade

2/3673A MI -7 F2220(1)
I736/73A MI =7 F2220(1)
2/3373A Tk 4-6 F2220(1)
3/3373A Tk 4-6 F2220(1)
2/3273A Tk 4-3 F2220(1)
273734 SF 353 F2220(1)

DESIG- LOCATION
NATION TYPE STRENGTH OR ENTRY
2nd Brigade

1748734 MT 3-7 F1125(1)
2/48/3A MI 2-8 F1125(1)
1/33/3A Tk 4-6 FL125(1)
2/6/3A SP (33 F1125(1)
3rd Brigade

1/36/3A MI -7 F1819(1)
1/3273A Tk 4-6 FIBI9(1)
3732734 Tk -5 F1819(1)
2/27/3A P 3(3)3 F1819(1)
US V CORPS ARTILLERY

41st Artillery Group

2753741 SP 2(8)2s FOGI8
2775741 5P 4(5)ds FI1120¢1)
2783741 5P 4{3)ds F0O618
42nd Artillery Group

6/9/42 5P 2(8)2s F262101)
2/92:42 8P 15)ds  F262101)

US 11th ARMORED CAVALRY REGT:
“Biack Horse” (company size units)

33003

Air/11C AH

1st Squadron

A/AIC AC
B/1/11C AC
CANIC AC
D/AIC Tk

How/1/11C SP

2nd Sguadron

E/2/11C AC
FA2/1C AC
G210 AC
H/2/11C Tk

How/2/11C  SP

3rd Squadron

1737110 AC
K/3/11C AC
L/3A11C AC
MA3AIC Tk

How/3/11C  SP
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FI1737

Mﬁgw

FI742
Fi543
Fi244
Fif4s
1241

Foeds
Fo447
FO349
Fol49
FO244

F2042
12243
12545
172747
F2543

DESIG- LOCATION
NATION TYPE STRENGTH ORENTRY

WEST GERMAN Il CORPS (—)
2nd Corps Aviation

2/11 AH T(30)7s HO0321

WG 26th Luftlande Brigade

261+ /26 At 2-55 see scenario
262+ /26 Al 2-55 see scenurio
263K/ 26 Al I-3s see scenario

WG 4th PANZERGRENADIER DIV (- )
10th Panzergrenadier Brigade

01:/4 M7 2-3 H3225
102/4 M7 2-5 H2237(l)
03/4 Mi 2-5 HI322
044 Tk 3-4 HO342
I/AYES SP 3543 HO944
12th Panzer Brigade

1224 Mi 2-5 HOI46
1214 Tk 3-4 HO337(1)
1234 Tk I-4 1H033711)
12474 Tk 3-4 H0337¢1)
125/ s 33)3 H22378)

WEST GERMAN 11l CORPS (—)

330 En fi-Is 1/FOHI4/8
3rd Corps Aviation

I AH T(3MTs  H3T3T

3rd Corps Artillery

326 sP 3(8)3s 2/H2601/6
30 SP x®3y  F2620(0)
WG 72th PANZER DIV

12112 FA 516)5s H2801
122/12 kA 2(5)2s 2/H2601/12
12th Recon Bn (company size units)
2/12/12 AC -1 H3628
3/12/12 AC -1 H3626
4712712 AC -2 113725
14th Panzer Brigade

42/12 MiI 2-5 L/F2901/12
14112 Tk 3-4 1/F2901/12
143/12 Tk -4 1/F2901/12
144/12 Tk 3-4 1/F2901/12
145/12 SP 3(5)3 1/F2901/12
35th Panzergrenadier Brigade

35012 MI 2-5 F13911(1)
352/12 M7 2-5 FO846
353/12 MIi 2-5 H391i1)
354712 Tk 3-4 H3911(1)
355/2 Ay 3(5)3 F1038¢1)
36th Panzer Brigade

362/12 ML 2-5 1/ H2801/9
36112 Tk -4 1/H2801/9
363/12 Tk 3-4 1/H2801/9
364712 Tk 3-4 1/H2801/9
365/12 SP 3(5)3 1/H2801/9

WG 2nd PANZERGRENADIER DIV (elms.)
5th Panzergrenadier Brigade

5172 MT 2-5 F2943
5242 M1 2-5 F3737
532 Ml 2-5 F3645c1)
5472 Th 34 F3645(1)
55/2 SP 353 F3438




DESIG- LOCATION
NATION TYPE  STRENGTH QR ENTRY
WG 5th PANZER DIV

5175 FA 5(6)3s 1/FI001/6
32/5 RA 2(5)2s F2621(1)
5th Recon Bn (company size units)

2/5/5 AC -7 F2949
3/5/5 AC -1 F3549
4/5/5 AC I-2 F3248
6th Panzer Brigade

62/5 MI 2-5 F3031
61/5 Tk 3-4 F3029¢(1)
63/5 Tk 3-4 F3029¢1)
64/5 Tk 3-4 F3029¢1)
63/5 5P 3r5)3 F1029%1)
13th Panzergrenadier Brigade

131/5 MI 2-5 F2718¢1)
132/5 MI 2-5 F2938
133/5 M 2-5 F2718(1)
134/5 Tk -4 F2718f1)
135/5 SP 353 F2718c1)
15th Panzer Brigade

152/5 MI 2-5 F3ilig
151/5 Tk -4 F31i0
153/5 Tk 3-4 F2902(1)
154/5 Tk 3-4 F3643
155/% SP 3(3)3 F2701

(Editor’'s Note: This brigade appears oul of order
since antivipated changes presented in Hof Gap
did not occur.)

US 4th INFANTRY DIV (MECH):

4th Brigade

1,704 Tk 4-6 F1409(1)
2 MI 3-7 F1409(1)
3/ AL 2-8 F1409(1)
2 SP 3(5)3 F1409(1)

WARSAW PACT FORCES

With the exception of airborne units, all Warsaw
Pact units cnrer on roads or Autobahns according
1o applicable March QOrder rules, with 12 Opera-
tion Points available (unless otherwise noted).
Valid entry areas in the list below are defined as
follows:

Fifth Corps map east cdge: hexes 0951-3951 inclusive,
Hof Gap map north edge: hexes 3931-3948 inclusive,
Hof Gap map east edge: hexes 0350-3951 inclusive.
EAST GERMAN 3rd ARMY

All units may enter on Game-Turn 1, on either the
Hof Gap map north edge or the Fifth Corps map
casl edge.

DESIG-

NATION TYPE  STRENGTH
EG 3rd Army Troops

5/3EGA Al 1-1s

LR/3EGA FaA 4{Tyds
Hvy/3EGA FA 2(4)2s

4/3EGA AH 3(20)3s
11/3EGA AH 3(20)3s
3/3EGA En 0-1s
EG 4th Mechanized Div
1374 M1 g9-12
14/4 MI 6-8
15/4 Ml 6-8
16/4 Tk 9-10
RAG/H SP 3r5)3
44 A d(d)ds
DAG/E RA 4(5)4s

DESIG-

NATION TYPE  STRENGTH
EG 7th Tank Div

25/7 Tk 9-9
267 Tk 8-9
27/7 Tk 8-9
28/7 M1 7-8
RAG/7 AYid 30513
7/7 FA  4(4)4s
DAG/T RA 4(5)ds
EG 11th Mechanized Div
41/11 M1 9-12
42/11 MI 6-8
43711 MI 6-8
44711 Tk 9-10
RAG/ SP 3(5)3
HAA A 4i4)4s
DAG/ RA 4(5)4s

25

DESIG-

NATION TYPE STRENGTH
CZ 19th Mechanized Div
73719 M1 §-12
74/19 MI 6-7
75/19 MI 6-7
7619 Tk 9-9
RAG/19 SP 3(5)3
19/19 FA  44)4s
DAG/H9 RA 445)4s
CZ 20th Mechanized Div
77/20 MI 8-12
78/20 MI 6-7
79720 MI 6-7
§0/20 Tk 9-9
RAG/20 oy oo KIAYRS
20720 A4 did)ds
DAG/20 R4 4(3)ds

CZECH 1st ARMY

All units may enter on Game-Turn 1, on the Hof
Gap map east edge, south of 2850,

T

CZ 1st Army Troops

LRAICZA FA
Hvy/1ICZA FA
271CZA AH
19/1CZA AH
20/ 1CZA AH
1/1CZA En
CZ 1st Tank Div
1/1 Tk
271 Tk
341 Tk
4/1 MI
RAG/! sr
11 +A
DAG/ RA
CZ 2nd Mechanized
542 MI
6/2 MI
742 MI
8/2 Tk
RAG/2 SP
2/2 FA4
DAGF2 RA

3(7)3s
2(4)2s
3(20)3s
3(20)3s
3(2003s
0-1s

3(5)3
4(4)ds
4(3)ds
Div
8-12
6-7
6-7
9-9
3(3)3
4(4)ds
4(3)dy

SOVIET CENTRAL GROUP OF FORCES

18th GMRD, 5151 TD, and CGF Troops may enter
on Game-Turn | on the Hof Gap map east edge, or
on Game-Turn 2 on the north edge, 61th GTD may
enter on Game-Turn 2 on cither the easl or north
edges of the Hef Gap map, or on the cast edee of
the Fifth Corps map.

CGF Troops

LR/CGK FA 4(T)Ms
Hvyv/CGF FA 2(4)2s
I8/ CGF AH 320038

Prov/CGF En 0-1s
6th Guards Tank Div: “Kiev, Red Banner”

51/6GT Tk 11-12
32/6GT Tk 11=12
33/6GT Tk 11-12
22/6GT MI 10-14

RAG/HGT 5P 4(5)4
1893/6GT SP 454
DAG/6GT RA 3(3)3s

18th Guards Motorized Rifle Div:
"Red Banner”

SIS18G MI 10-14
53/18G MI 10-14
58718G M1 10-14
18/18G Tk 11-12
1H8/18G Tk 4-4

RAG/I8G 5P 4(5)4
52/18G se 45

DAG/18G RA 5(3)3s
51st Tank Div

154/51T Tk 11-12
156/51T Tk 11-12
158/51T Tk 11-12
51/51T Ml 10-14
RAG/SIT se 4054
300/51T sr 4054

DAG/SIT RA 5(5)5s

SOVIET 13th ARMY

The 26th and 81st Arty Divs and the 153th GMRD
may enter on Game-Turn 3 on the east edge of the
Hof Gap map, or may enter on Game-Turn 4 on
either the north edge of the Hof Gap map or the
east cdge of the Fiftk Corps map. The 17th MRD
and 13th Army Troops may enter on Game-Turn 4
on the eas! edge of the Hof Gap map, or on Game-
Turn § on either the north edge of the Hof Gap
map or the east edge of the Fifth Corps map. The
23rd Tank Div may enter on Game-Turn 6 either
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edge of the Hof Gap map or the east edge of the
Fifth Corps map.

DESIG-

NATION TYPE  STRENGTH
13th Army Troops

15/13A AH 3(20)3s
17/13A AH 3(20)3s
13/13A En 0-1s
15th Guards Motorized Rifle Div: “Kharkov”
44/15G MI 8-12
47/15G MI 8-12
50/15G MI 6-8
15/15G Tk 9-10
RAG/I5G sP 3(5)3
43/715G FA 4(4)4s
DAG/I5G RA 3(5)3s
23rd Tank Div

3/23T Tk 9-10
39/23T Tk 9-10
135/23T Tk 9-10
56/23T MI 8-12
RAG/23T SP 3(5)3
211/23T FA 4(4)4s
DAG/23T RA 3(5)3s
17th Motorized Rifle Div: “Moskva”
1312/17 MI 8-12
1314/17 MI 8-12
1316/17 MI 6-8
17/17 Tk 9-10
RAG/17 SP 3(5)3
320/17 FA 4(4)4s
DAG/17 RA 3(5)3s
26th Artillery Div

LR1/26 FA 4(Nds
LR2/26 FA 4(7)ds
Hvyl/26 FA 6(4)6s
Hvy2/26 FA 6(4)6s
Spec/26 FA 5(10)5s
81st Artillery Div

LR1/81 FA 4(Tyds
LR2/81 FA 4(7)4s
Hvyl/81 FA 6{4)6s
Hvy2/R1 FA 6(4)6s
Spec/81 FA 5(10)5s

SOVIET 8th GUARDS ARMY

79th GTD, 39th GMRD, 57th GMRD, and 8th GA
Troops may enter on Game-Turn 1 on either the
east edge of the Fifth Corps map or the north edge
of the Hof Gap map. The 20th GMRD may enter
on Game-Turn 2 on either the east edge of the Fifth
Corps map or the north edge of the Hof Gap map,
but may expend only 6 Operation Points during
the phase of entry, regardless of the map edge
of entry.

8th Guards Army Troops

L/8GA FA  6(6)6s
H/34 FA 4(4)4s
L/34 FA  5(8)5s
20/8GA AH  3(20)3s
39/8GA AH  3(20)3s
57/8GA AH 3(20)3s
206/8GA En  0-ls
27/8GA En  0-Is

DESIG-

NATION TYPE  STRENGTH
79th Guards Tank Div: “Lublin, Red Banner”
216/79GT Tk 11-12
220/79GT Tk 11-12
227/79GT Tk 11-12
79/79GT MI 10-14
RAG/79GT SP 415)4
172/79GT sP 415)4
DAG/79GT RA 5(5)5s

20th Guards Motorized Rifle Div
55/20G MI 10-14
57/20G MI 10-14
60/20G MI 10-14
20/20G Tk 11-12
120/20G Tk 4-4
RAG/20G SP 4(5)4
46/20G SP 4(5)4
DAG/20G RA 5(5)5s

39th Guards Motorized Rifle Div:
“Barvenkovo, Red Banner”

112/39G M1 10-14
117/39G M1 10-14
120/39G MI 10-14
39/39G Tk 11-12
139/39G Tk 4-4
RAG/39G spP 4(5)4
87/39G SP 4(5)4
DAG/39G RA 5(5)5s
57th Guards Motorized Rifle Div
170/57G MI 10-14
172/57G MI 10-14
174/57G MI 10-14
57/57G Tk 11-12
157/57G Tk 4-4
RAG/57G SP 4(5)4
128/57G SP 4(5)4
DAG/57G RA 5(5)5s

SOVIET 1st GUARDS TANK ARMY

The 27th GMRD may enter on Game-Turn 1 on
the east edge of the Fifth Corps map or the north
edge of the Hof Gap map. The 7th GTD, 9th TD,
11th GTD, and lst GTA Troops may enter on
Game-Turn 3 on the east edge of the Fifth Corps
map or the north edge of the Hof Gap map.

1st Guards Tank Army Troops

27/1GTA AH 3(20)3s
120/1GTA En 0-1s
7th Guards Tank Div: “Kiev”
S4/7GT Tk 11-12
55/7GT Tk 11-12
56/7GT Tk: 11-12
23/7GT MI 10-14
RAG/7GT RYd 405)4
1836/7GT SP 4(5)4
DAG/7GT RA 5(5)5s
9th Tank Div

23/9T Tk 11-12
95/9T Tk 11-12
108/9T Tk 11-12
8/9T MI 10-14
RAG/9T SP 4(5)4
1535/9T SP 4(5)4
DAG/IT RA 5(5)3s

DESIG-

NATION TYPE  STRENGTH
11th Guards Tank Div
40/11GT Tk 11-12
44/11GT Tk 11-12
45/11GT Tk 11-12
27/11GT MI 10-14
RAG/1IGT  SP 4(5)4
293/11GT SP 4(5)4
DAG/TIGT RA 5(5)5s
27th Guards Motorized Rifle Div
74/27G MI 10-14
76/27G MI 10-14
83/27G MI 10-14
27/27G Tk 11-12
127/27G Tk 4-4
RAG/27G SP 4(5)4
54/27G SP 4(5)4
DAG/27G RA 5(5)5s
SOVIET FRONT RESERVE
103rd Guards Airborne Div
1/393/103 AM 3-4
2/393/103 AM  2-3
3/393/103 AM 2-3
1/583/103 AM 3-4
2/583/103 AM 2-3
3/583/103 AM 23
1/688/103 AM  3-4
2/688/103 AM  2-3
3/688/103 AM 23
DAG/103 AM 4(4)ds
| ]|

Grand Campaign
Scenario

[31.0] MITTELLAND THRUST:
COMBINING THE
CENTRAL FRONT
GAMES

COMMENTARY:

These scenario instructions allow for the combina-
tion of the first three games in the Central Front
Series: Fifth Corps, Hof Gap, and BAOR. All
three may be played together, or Fifth Corps may
be combined with either BAOR or Hof Gap cxclu-
sively, As victory conditions are determined sepa-
rately for each game map, players have complete
flexibility in the choice of games they wish to com-
bine. In playing the Central Front series, the new
Standard Rules issued with BAOR should be con-
sidered authoritative. Additionally, the Exclusive
Rules of BAOR carry the weight of Standard Rules
for all the games. Optional Rules for the series
were published in the last edition of MOVES,
These Scenario Instructions cover all other game
features so, essentially, players may disregard the
original Exclusive Rules issued with Fifth Corps
and Hof Gap.

GENERAL RULE:

The three game maps are joined together as shown
in the diagram. The Hof Gap map should be cut on
the dotted line printed along the western half of
the north map edge. Then the Hof Gap map is laid
over the Fifth Corps map so that Fifth Corps hexes



0126 and 0151 are directly under Hof Gap hexes
3901 and 3926 respectively. The BAOR map should
be cut along the dotted line printed on the western
half of the south edge of the map. The B4OR map
is then laid over the Fifth Corps map so that Fifth
Corps hexes 3926 and 3951 are directly wunder
BAOR hexes 0101 and 0126 respectively. The aover-
lapping hexrow in cach case is assumed to he part
of the playing surface of southernmost mapsheet.
Small pieces of masking tape may be used to hold
the maps together (avoid using transparen! tape as
ittends 1o Lear the mapsheets).

The combined or single Central Front games begin
on Game-Turn One (an A.M. Game-Turn) and end
with the completion of Game-Turn Ten, or at the
completion of any Game-Turn from Game-Turn
Four on, by mutual consent of the players. The
Warsaw Pact player is the First player during every
Game-Turn. (The Initative Segment of the Se-
quence of Playisskipped.)

BAOR Map

——— i ———

Fifth Corps
Map

PO ———

Hof Gap Map

N

[31.1] NATOINITIAL DEPLOYMENT
AND REINFORCEMENTS

131.11) NATO units from the BAOR game are set
up according 10 20,1 of the B4OR rules, NATO
unils from Fifth Corps and Hof Gap are sel up ac-
cording 1o the updated Masier Unit Deployment
List accompanying this scenario. West German
Territorial Static units may be deployed according
to Optional Rule 25.3 (scc MOVES nr. 59).

131.12] To accomaodate the joining of B4A0R and
Fifth Corps, the West German 212 Artillery and
22/2 Rocketl Artillery units (which normally enter
the BAOR map on Game-Turn One) are ignored as
reinforcements and are initially deployed on hex
3134 of the Fifth Corps map. All other NATO rein-
forcements are entered normally as per BAOR
rules or the Master Unit Deployment List, as
applicable.

[31.2] WARSAW PACT
REINFORCEMENTS

131.21] Warsaw Pact reinforcements are entered

according to BAOR cases 21.4 and 22.2. Order of

appearance is detailed in BAOR case 20.2 and the

Master Unit Deploviment List.

[31.22] Soviet airborne reinforcements consist of
the 76th Guards Airborne Division and the 103rd
Guards Airborne Division. Both divisions may be
dropped in the same or different Game-Turns as
the Warsaw Pact player desires. BAOR case 22.4
details the option of dropping the 76th GABD off
map. This option is available to the 103rd as well.
If the Warsaw Pact player decides to drop the

103rd GABD off map. then no NATO reinforce-
menis enter either the Hof Gap or Fifth Corps
game maps. Thisincludes US units at Major Train-
ing Areas off map.

[31.3] SUPPLY SOURCES

[31.31] NATO units on the BAOR map trace lines
of supply to sources outlined in 21.71 of the BAOR
rules. NATO units on the Fifth Corps map may
trace supply to an Autobahn or road hex leading
ofl the west edge of the map, or the soulh edge
(west of hex 0122), ur the north edge (west of hex
3922). NATO units on the Hof Gap map may trace
supply to an Autobahn or road hex leading oft the
wesl edge only.

[31.32] All Warsaw Pac! units, except artillery, are
automatically supplied for the first four Game-
Turns of any scenario, regardless of whether they
can trace a valid line of supply or not. Warsaw
Pact units on the B4OR map trace supply accord-
ing to 21.72 of the BAOR rules. All Soviet units
may trace supply to an Autobahn or road hex lead-
ing off the east cdge of the Fifth Corps map, the
east edge of the Hof Gap map, or the north edge of
the Hof Gep map east of hex 3931, East German
units may trace supply to an Autobahn or road hex
leading off the east edge of the Fifth Corps map,
or the north edge of the Hof Gap map (east of
3931), ar the east edge of the Hof Gap map (north
of 2850). Czech units may trace supply to any road
hex leading off the east edge of the Hof Gap map.

[31.4] AIRPOWER AND CHEMICALS
[31.41] Warsaw Pacl initial air superiority is deter-
mined according 10 21.2 of BAOR rules. Air supe-
riority applies 10 all playing maps. When the War-
saw Pact player has air superiority, he receives 12
Air Points per map. This total of 36 Air Points
may, al the discretion of the Warsaw Pacl plaver,
be used anywhere on any mup(s), as long as the 1o-
tal of Air Points expended per Game-Turn does
nol exceed 36, When the NATO player has air su-
periority, he receives 18 Air Points per map. This
total of 34 Air Points may. as above, be used
anywhere.

131.42] The Warsaw Pact plaver may conduct a
pre-emplive airstrike againse six hex groups per
map in play, accarding to 21.5 of BAOR rules. This
total ol 18 strikes may be apportioned amona the
game maps as Lthe Warsaw Pact player wishes.
[31.43] No die roll is ever made on the Airpower
Table on the first Game-Turn 1o determine the pre-
sence of ground fog. The first Game-Turn is al-
wavs considered clear. '

[31.44] The Warsaw Pact plaver receives 3 column
shilts i his favor when using chemicals on Game-
Turns One through LFour, two column shifts in his
favor when using chemicals on Game-Turns Five
through Eighi, and one column shift in his favor
when using chemicals on Game-Turns Nine and
Ten. The NATO plaver may never use chemicals,

[31.5] MAP TO MAP AND OFF-MAP
OPERATIONS

131.51] NATO and Warsaw Pact units may move
from one playing area to another across the hex-
row where the two maps overlap. NATO units only
may also move from map to map across olf-map
territory (sce 31.56).

[31.52] Air Points and pre-emplive airsirikes mav
be used anywhere on the three playing areas. EW
points and nuclear warheads allocated 10 one map
may never be used against largets on another map.
[31.53} Artillery units of both sides located on one
map may supporl [riendly units located on another
map, provided that such fire is not traced across
off-map territory.
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131.54] Attack helicopter units may he used to sup-
port [riendly units located on another map, pro-
vided that the “flight path™ can be rraced entirely
ACrOSS GN-Mmap lerriory,

[31.55] Airborne units may be dropped on any
maps, at the discretion of the owning plaver. See
also 31.22 for Sovict of f-map parachurte options.

131.56] During any friendly Player-Phase, any
number af NATQO units may be exited oft the south
edoe of the Fifth Corps map (west of hex 0122) and
immediately bhe re-cntered into play during the
next NATO friendly Plaver-Phase on the west edae
of the Hof Gap map, or vice versa. Similarly,
NATO units may be exited ol the north edge of
the Fifth Corps map (west ol hex 3926) and be re-
entered into play during the next NATO friendly
Plaver-Phasc on the west edge of the BAOR mup,
or vice versa. In order to do so, a unit must be exi-
cd from a road or Autobahn hey leading off the
appropriale map cdee, and must have at least six
Operation Points remaining in iy allowance for
the Phasc after deing so. In the immediately fol-
lowing Playver-Phase, the unit must enter the other
map as a reinforcement, via road or Aulobahn,
and may expend only six Operation Points in thai
Phase. A NATO unit may not he exited from a hex,
or entered into a hex, Irom which a Warsaw Pacl
unit that exertsa Zone of Control has been exited.

[31.6] NATO PARALYSIS

Non-West German NATO unils are subject to spe-
cial movement and comhar restrictions during the
[irst Game-Turn of any s¢enario. At the beginning
of Game-Turn Two, and thereafler, 1he restrictions
of these cases do notapply. Exception: The follow -
ing units are not subject to these restrictions:

1. On the BAOR map: British units east of the
Weser River, and units of the 4th Armoured Divi-
sion, as well as Belgian units initially deploved.

2. Onthe Fifth Corps and Hof Gap maps: all units
of the 2nd and 11th Armored Cavalry Regimenls,
the 2/15/3 mechanized infantry bartalion, the
2/41/3  self-propelled artillery  battalion, the
1/68/8 Armoured battalion, and any units at a
Major Training Center (sec 31.7).

[31.61] Non-West German NATQ unils (except
those listed above) may not expend Operation
Points in any manner. Artillery and helicopter
units may 0ot support ¢ combar or use counterbat-
tery lire.

131.62] Subject units must, 1 atacked, defend
with their Mobile Combar Sirength. 1f anacked,
they may retreat normally, and are released from
these restrictions.

[31.7] USMAJOR TRAINING AREAS
(MTA's)
Before the NATO plaver sets up his units at the be-
einning of the game, he uses the MTA Table (31.73)
1o detgrmine which US brigade is currently a1 a
Major Training Area. He rolls one die 10 deter-
mine which calumn 1o refer 1o {as noted across the
top of the table) and then rolls the die again 1o lo-
cate the resull in the appropriate column, e,
which US brigade startsatan M TA.
[31.71] Afier determining which brigade is aftect-
ed, the NATO plaver consulis the Master Unit De-
plovment List and places all units for that brigade
as follows:
1. All units except mechunized infanury battalions
are placed within two hexes o hex 1238 on the Hof
Gap map.
2. Allmechanized infantry units enter play as rein-
forcements during the initial NATO Player-Phase
of Game-Turn One on the south edge ol the Hof
Gap map, west of hex 0142, Euch such unit mav ex-
pend only 6 Operation Points during its phase of
entry.
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131.72] All units in a brigade at MTA’s are exempt
from the resirictions of 31.6.

[31.8] SPECIAL AIRBORNE/
AIRMOBILE RULES

131.81] British, West German and East German
airborne infaniry units are all eligible for airborne
drop in accordance with 15.0 of the Standard
Rules. They are, however, non-motorized, and
when being moved they treat all road and Auto-
bahn hessides as access hexsides instead. Further-
more, Lthey are ireated as company-sized units for
the purposes of exerting a Zone of Control,
[31.82] Units from the BAOR game which are eligi-
ble for airmobile operations are delailed in 21.8 of
the BAOR rules. The lollowing units lrom Hof
Gap/Fifth Corps are eligible for airmobile opera-
tions afrer conversion o airmaobile status: all East
German, Czech, and Soviet motorized rifle regi-
ments, all Soviel airborne mechanized batalions;
all US 2-8 mechanized infaniry hattalions. The

tions at all rimes: East and West German airborne
infaniry units, Soviet airborne artillery.

[31.9] VICTORY CONDITIONS

Victory conditions are met in the same manner as
described in 22,7 of the BAOR tules. Victory con-
ditions are, however, determined separately for
each mapsheet (i,e., “front’).

[31.91] Warsaw Pact victory conditions are deter-
mincd for cach mapsheet according to 22,71 of the
BAOR rules — thal is the same chart is applicable
to all three games, For viclory purposes, however,
Warsaw Pact units must trace a line of supply to
the cast edge of the mapsheet which they occupy,
regardless of the fact that they may he able to be
supplied for game purposes by tracing 4 routle onto
another map. By mutual consent, the players may
use Optional Rule 28.0 (Doctrinal Victory Condi-
tions) for Warsaw Pact viclory determination.

[31.92] In the event thal no Warsaw Pact victory is

1. On the BAOR map, as per 22.72 of the BAOR

rules,

2. For the Fifth Corps map and the Haf Gap map,
victory criteria are outlined on the tables in 31.93.

131.93] NATO YICTORY CRITERIA
FOR FIFTH CORPS

NATO CITY HEXES
93 or more
T7-94

66-76

LEVEL OF VICTORY
Strategic Victory
Substantive Victory
Marginal Victory

[31.94] NATO VICTORY CRITERIA
FORHOF GAP

NATO CITY HEXES
22 or more

LEVEL OF VICTORY
Strategic Victory

attained, the NATO plaver determines his level of  13-21 Substantive Victory
following onits are eligible for airmobile opera- victory as follows: 8-14 Marginal Victory [ 1 |
' [31.73] MAJOR TRAINING
[18.4] ELECTRONIC WARFARE r]l&BLE AREA TABLE
(COMBINED) — - First Die: 1-3 4-6
- BAOR - Fifth Corps Hof Gap S
: . Map Map ~Map. 1  Ist Brigade, 1st Brigade,
Game NATO P wa e i e : Ist Armd Division  3rd Armd Division
1 3 4 4 4 4 9 - 2 2nd Brigade, 2nd Brigade,
2 6 g s 4 0 = Ist Armd Division  3rd Armd Division
3 6 ] 4 8 4 1 ' 3  3rd Brigade, 3rd Brigade,
4 - 12 g S ' ; :st grmddDivision ?rd;Tmi Division
s st Brigade, st Brigade,
- - ‘- N _— 3rd Inf Division 8t Inf Division
6 7 13 4 -8 4 13 7 :
z : 5  2nd Brigade, 2nd Brigade,
7 7 ; 14 _ : 4} . 8 ‘ __4 ’ 1_3 3rd Inf Division 8th Inf Division
8 7 14 48 413 6  3rd Brigade, 3rd Brigade,
9 7 14 4 8 4 13 3rd Inf Division 8th Inf Division
L L 1 = : 8 4 13 The NATO player refers to this table before setting
up his units. See 31.7 for details.
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