WARPLAN DROPSHOT 70’s

Soviet specific charts

NATIONAL MORALE

	Nation
	National mass destruction level
	

	USSR
	15+
	11-14
	8-10
	5-7
	2-4
	0-1
	Modifiers

	EG
	1+
	
	
	0
	
	
	-1 UK collapsed (USSR only)

	PO
	1+
	
	0
	
	
	
	+1 USSR in revolt (all)

	CZ
	1+
	0
	
	
	
	
	+1 Country already in Unrest

	HU
	1+
	
	
	
	0
	
	+1 Country target of Psyops

	RO
	1+
	
	0
	
	
	
	+1 Tactical nuclear weapons used in 

	BU
	1+
	
	
	0
	
	
	Europe this turn (Warsaw Pact not USSR/China)

	YU
	1+
	
	
	0
	
	
	+1 Random event specific

	PRC
	9+
	6-8
	
	2-5
	
	0-1
	+1 USSR and PO in ’81, ‘83, ‘87 and ‘91

	Cuba
	1+
	
	
	
	0
	
	scenarios

	Die roll
	
	National Mass Destruction level

	1
	Unrest
	Unrest
	
	
	
	
	The total of all Nuclear Damage levels

	2
	Unrest
	Unrest
	Unrest
	
	
	
	and Biowar markers in a country

	3
	Revolt 
	Unrest
	Unrest
	
	
	
	

	4
	Revolt
	Revolt
	Unrest
	Unrest
	
	
	Note: any damage in strategic hex 1105

	5
	Collapse
	Collapse
	Unrest
	Unrest
	
	
	affects RO, HU and BU. Any damage in

	6
	Collapse
	Collapse
	Revolt
	Unrest
	Unrest
	
	strategic hex 1005 affects PO, EG and

	7
	Collapse
	Collapse
	Collapse
	Revolt
	Unrest
	Unrest
	CZ. Hex 0906 only affects PO although

	8
	Collapse
	Collapse
	Collapse
	Collapse
	Revolt
	Revolt
	technically tiny pieces are EG and USSR


Unrest -
no effect except future DRM

Revolt -
(other than USSR) roll a die for each unit of that country. On 5-6 that unit defects to NATO, otherwise it disbands. NATO can freely enter country and must fight Communist units in the country
(USSR) –1 Ind. Next turn all Soviet side rolls on table +1DRM and USSR on next higher Collapse column.

Collapse - Remove all units of that country from game. If USSR collapses, the game finishes at the end of this turn.

NOTE: Optional rule 5.2 allows use of Magic marker once per game to force rolls on the next higher column
UNIT CONSTRUCTION




OIL POINT COSTS

	Unit Type
	Ind Cost
	Build Time
	
	Pts
	Purpose

	
[image: image1.wmf]XXXX


	Tank Army
	3
	3
	
	1
	Second land phase
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	Mech Army
	3
	2
	
	1
	Using Admin movement (per phase)
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	Mountain Army
	2
	3
	
	1
	Per attack on Strategic map
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	Airborne Div
	2
	3
	
	1
	Supporting Ind production

(-2 Ind if not paid)
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	Airmobile Bde
	2
	2

	Submarine
	1
	2

	Ballistic Missiles
	2
	3

	Bomber
	3
	7

	Tac / Int air unit
	2
	3


Commando, Marine, Fleet and Ballistic subs can not be rebuilt

OIL POINTS

	1
	2
	3
	4
	5
	6
	7
	8
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