NAVAL MOVEMENT

-Alfa & Akula subs – 4 spaces

-Ships / subs – 3 spaces

-Convoys – 2 spaces

-Movement into a space containing an enemy sub may be interrupted.

-You may move through a space containing enemy surface ships.

-Damaged surface ships- 1 space a turn.

AIR MOVEMENT

-S range – 1 space

-M range – 4 spaces

-L range – 8 spaces

-Tankers extend range

CROWDING

-Up to 3 ships in a space (1 may be TF)

-No crowding restrictions in ports.

-TF’s & subs may not end turn in same space.

TASK FORCE (TF)

-Allow more than 3 ships to be in the same space at one time.

-Contain up to 12 small surface ships & 3 large ships.

-At least ½ ships must be in ASW screen.

-AA screen must contain more ships than the center.

-No subs

DETECTION

-You can play a detection marker (DM) whenever your opponent plays one.

-You may also play one if an enemy ship enters a SOSUS or patrol symbol or is in the same space during Step 5.  One DM only with a rating of 5.

-Each player can only play DM’s in a space once per turn step.  You can play in the same space during the Movement and Combat step.

-You can only play 1 DM in a space for every ship or air unit you have in that space. (Exception: in a TF, only ships in the ASW screen w/helo can play sonar DM.

-When all DM’s have been played in a space, the player who played his markers 1st conducts searches 1st.

-Indicate what piece is searching for air units, surface ships or subs.  Pair up searching piece w/appropriate DM.

-To resolve, roll 1D10, if # less than or equal searching piece’s detection rating, you have detected 1 or more pieces.

-Each successful search detects one ship or TF (turn detected piece sideways).

-If air unit is detected, roll 1D6. # rolled is the # of air units detected.  Opponent decides which air units are detected (turn face up).

SUBMARINE DETECTION

-In a TF, only ships in the ASW screen w/ helo’s may detect subs. (A TF w/o these units may only play one sonar detection marker.

-The only other units that can detect subs are other subs, ASW air units & surface ships not in a TF.

-A NATO piece has its detection rating reduced by 1 when searching for Soviet subs.

-A Soviet piece has its detection rating reduced by 2 when searching for NATO subs.

-When detecting subs in shallow water, add 1 to the detection rating.

COMBAT

-You can place as many pieces as desired in the attack first or attack second category.

-Attacker may withhold undetected pieces from battle.

-Ships in the center of the TF may not be attacked during the First attack step.

-Undetected ships that attack during the First attack step become detected at the end of that step.

-Undetected air units that attacked during the Air Interception step become detected at the end of that step.

-Designate all attacks before rolling dice.

-Each piece in battle must attack a specific enemy piece.  Split attacks (when using 2 dice) must be announced before dice are rolled.

-Each piece can attack once during battle.

-Roll 1D10 for each attacking piece.  If roll is less than or equal to attack rating, you score a hit.  (Exception: use 1D6 when attacking with an undetected sub. Roll 2 dice when applicable).

-Only use 2 dice for yellow units when attacking air units if not in a TF or not in the ASW screen of a TF.

-No attacks on undetected pieces.

-Subs cannot attack air units.

-ASW air are the only air units that may attack subs.

MISSILE DEFENSE OF SURFACE SHIPS

-Surface ships and air units in the attack second area can attack incoming missiles instead of enemy units.

-This counts as a pieces attack for the battle.

-As soon as all attacks against a surface ship are made, you may try to cancel any of the hits.

-Roll 1D10 per defending piece and add (+1) when attacking the missile. (Roll 2 dice for white attack rating pieces)

HITS

-Subs – 1  hit kills

-Small surface ships – 2 hits kill

-Large surface ships – 3 hits kill

-An air unit is destroyed if the roll is less than or equal than ½ of the attacking  pieces attack rating.  Any other hit forces the air unit to return to base.

-Whenever an attacker rolls a 1 it scores a critical hit and causes 2 hits.

EFFECTS OF HITS ON SHIPS

-Damaged surface ships- only move 1 space a turn

-Air units cannot land on a damaged carrier, however, the air units may launch from it.

-A destroyed carrier loses all air units.

AIRBASE SAMS

-If any enemy air units (detected or not) overfly an enemy airbase, up to 2 of them may be attacked.  The air units are not automatically detected.

COMBINED GAME RULES

-4 players – Play  2 HRO turns for 1 RSR turn.  Step 7 of RSR is not played until HRO turns are complete.

-Convoys carry up to 2 divisions and 2 optional assets.  They represent 30 ships.  Each hit on a convoy destroys 1 ship.

-Air unit transfer between games- you may only replace eliminated air units of the same type between games.  1 RSR  air unit = 2 HRO air units.

-If NATO has no ground units NE of the Elbe River, the Soviets capture Denmark on the HRO map.  NATO may not recapture Denmark.

