WHEN SUPERPOWERS COLLIDE |,

Germany 1985

REINFORCEMENT SCHEDULE

ADVANCE TO CONTACT SCENARIO

INVASION SCENARIO

USA

AT START
2 TAME
211} APC
2 5PG

2 AIRCV
72 HO

TURN 3

R1 101) TANK
R2 1 TANK
{1} APC

1 SPC
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1 5P

2 TANK
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B1 I TANK
R2 1 AP(
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R1 1 TANK
E? 1 TANEK
R4 (1) APC
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TURMN 12

E2 1 TANK
1 APC

E3 1 TAMK

TURN 13

R2 1 TAMK
1 RECOMN
(1) TANK
(1) S5PG
1 HOQ

TURN 14

RZ 1 TAME
1 APC
1 SPG
1 TANK
(1} APC

k3

R3

USSR

AT START
3{1) TANK
3(1) BMP
3 ARTLY

2 HQ

TURMN 3
R5 2 TANK
1 BMP
1 ARTLY
R& (1) TANK
2 BMP
1 ENGIN
201 TAMEK
1 BMP
1 ARTLY
1 BN

TLIRM 5

E5 1 TANK
2 BMP

1 KATSH
1 TANEK
(1) KATSH
1 BMP

} TAMEK

1 BMP
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101} KATSH

TURM 11
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BMP

I
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ANEK

BMP

T4

(1) TANK
1 BMP

1T ARTLY
1 KATSH
TURM 13
TANK
BMmP
KATSH
TANK
BMAP
(1) ARTLY

RS T TRy W

USA

AT START
5 TAMEK

} APC

2 5PC

1 ENGIN
1HGO

TURN 3
R10 1 AIRCY

TURM 4

BT 1{1} TANK
201} APC
1 5P

2 TAME

2 APC

R2

TURM 5
R9 1 AIRCY

TURM &

R7 (1) TANK
(1) APC

g 2 TAMK

TURN 9

R7 1 TANK

I AP
(1} 5PG

1 HQ

1 TANK
1{1) APC
1 RECON
T EMNGIM

KA

TUEN T

Br 1 TAMNE
1 AP

1 TAME
2 APC
2 PG

i

[ )=

USSR

AT START
8 IMNF
2 ARTLY
2 HO

TURN 3

B3 2{1) TAMK
T BMP

B4 3 TANK

| BMFP

TUREM 4

B3 1 TANK
1) BMP
2 ARTLY
1(1) TANK
] KATSH
(1) ARTLY
1 EMCGIM
HO)

R4

-

TURMN 7

B 1 TAME
2(1) BMP
1 ARTLY
1 ENGIN
Y
£
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TURM 9

RS 1 TANK
1 BEMP
1{1) AETLY
1 KATSH
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VICTORY CONDITIONS

T LA, wil
number of hexes the result is a draw. A decisive viclorny ocours if the winning player occupies at le;
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unwanted units if the reinforcement option is not in effact. A player may only desig

240 turns, A player may decide to examiné the map in which case all hidden units wil

combinue the game,
be exposed but no




