	Wire Guided Missile Depletion table


	NATO
	DR
	
	WARSAW PACT
	DR

	HOT
	Note 1
	
	Sagger
	Note 1

	TOW
	Note 1
	
	Spigot
	Note 1

	Swingfire
	Note 1
	
	
	

	
	
	
	BRDM-1
	1-3

	Jaguar 1
	1-2
	
	BRDM-2
	1-3

	M-113 TOW
	1-2
	
	BTR-40
	1-3

	M-113 HOT
	1-2
	
	GAZ-69
	1-4

	M-113 Milan
	1-2
	
	
	

	M-151A2 MUTT
	1-4
	
	BMP-1
	Note 2

	Jeep SS-11
	1-4
	
	BMD-1
	Note 2

	
	
	
	T-64B
	Note 2

	Striker
	1-3
	
	
	

	FV438
	1-2
	
	
	

	VAB-HOT
	1-3
	
	
	

	M-60A1E2
	1-2
	
	
	

	Sheridan
	1-3
	
	
	

	Marder
	Note 2
	
	
	


BMP-1, BMD-1, T-64B and Marder can fire missiles or cannon shells, 

not both in the same turn (see New Rules)
Note 1 Use Reload and Reserve rule, as per AIW Rules, I. B
Note 2. BMP-1, BMD-1, T-64B and, in specific situations, Marder, fires Wire 

Guided Missiles only once. BMP-1 and BMD-1 Attack Factor 30, Range 12;

T-64B as shown on the unit; Marder Attack Factor 30, Range 8.


Place a Wire Guided Missiles Depleted mark on top of the counters after the fire

Depletion table use example: After a Jaguar 1 unit fire his missiles in a DF 

Attack the player roll a die. If the result is a 1 or 2 the unit has used all its

missiles and is depleted (put a Wire Guided Missiles Finished 

counter above it), but can continue to play normally, as spotter unit, 

for example, or to make an overrun attack

