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DEPLOYMENT

Deploy second, move first. Deploy in Sector 1,
within three hexes of Sector 5. Units may
begin the game entrenched.

SPECIAL RULES

1. The US Player has Air Superiority (or,
optionally, three Observation Helicopters).

2. All units remain in Sector 5 after entering it;
however, units are not required to enter
Sector 5.

3. Units in Sector 1 may not move farther than
three hexes from Sector 5, nor may they move
into any Sector other than Sector 5.

VICTORY CONDITIONS

The USSR Player wins if he has at least five
uncrippled units east of the Horloff River at
game’s end. The US Player wins if no
uncrippled Russian units are across the Horloff
River at game’s end. Any other result is
considered a draw.

Scenario Five:

EXTENDED RUSSIAN ASSAULT
This Scenario is similar to Scenario Four
except that the US forces are covering a
wider front.
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DEPLOYMENT

Deploy first, move second. Anywhere within
Sectors 4 and 5. Units may be entrenched at
the beginning of the game.
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DEPLOYMENT

Deploy second, move first. Deploy in Sector 1,
within three hexes of Sectors 4 and 5. Russian
units may be entrenched at the beginning of
the game.

SPECIAL RULES

1. The US Player has Air Superiority (or
optionally, four Observation Helicopters).

2. All units must remain in Sectors 4 and 5
after entering them. Units may move freely
from Sector 4 to Sector 5, or vice versa; units
are not required to enter Sectors 4 and 5.

3. Units in Sector 1 may not move farther than
three hexes from Sectors 4 and 5; nor may
they move into any Sector other than Sectors
4 and 5.

VICTORY CONDITIONS

The USSR Player wins if he has at least seven
units in a non-crippled state, east of the Horloff
River at game’s end.

The US Player wins if four or fewer
non-crippled Soviet units are east of the
Horloff River at game’s end. Any other result is
considered a draw.

Scenario Six:
AIRMOBILE DELAYING ACTION

A US rearguard, composed mainly of OTOW
is attempting to delay a large Soviet force
which has broken through the main front line.
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DEPLOYMENT

Deploy first (move first) anywhere on map east
of hexes A, B, C. May be entrenched.

US REINFORCEMENTS:

At the beginning of the U.S. second, third,
fourth, sixth, seventh, and eighth Player-
Turns, the U.S. Player receives one-additional
Airmobile Infantry Platoon. These platoons
may be ‘‘dropped’” anywhere on the map
except adjacent to or onto U.S.S.R. units and
covering terrain hexes.
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DEPLOYMENT

Deploy second (move second). One Tank
Regiment and one Motorized Infantry Bat-
talion within three hexes of hex “’A.”” One Tank
Regiment and one Motorized Rifle Battalion
within three hexes of hex ““B.”” Soviets may
not be entrenched.

SPECIAL RULES

1. US Player has Air Superiority (or optionally,
five Observation Helicopters).

2. After an OTOW has fired its weapon, turn it
face down (instead of removing it from play).
At the beginning of each US Player-Turn, any
three OTOWSs which have not moved in the
previous US Player-Turn, may be turned
face-up, signifying that they have been
resupplied by air, and are once again capable
of firing. This process may repeat itself any
number of times. Disrupted OTOWs may not
be considered resupplied while in a Disrupted
condition.

VICTORY CONDITIONS

Victory is based on the number of uncrippled
Soviet T62 companies exited off the eastern
edge of the map. Soviet units exit the map by
reaching the easternmost row of hexes and
then expending one Movement Point to get off.

Victory Level Companies Exited
US Substantive 0 through 2

US Marginal 3 through 6
Draw 7 through 9
USSR Marginal 10 through 14
USSR Substantive 15 or More

Scenario Seven:

MEETING ENGAGEMENT

A US force is attempting to contain the
advance of a Soviet force which is driving from
the opposite side of the map.
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