RED STORM RISING

LAND MOVEMENT

-1 or 2 spaces

-Fast movement is up to 4 spaces.

-Rivers reduce movement by 1 space, unless engineer asset present.

CROWDING

-Up to 2 spaces may be in a single space. (one front and one back)

WHICH PIECES CAN ATTACK

-Only the piece in front attacks.

-Units may only attack once per turn unless attacking a space containing two enemy pieces.  If the front enemy piece retreats or is destroyed, you may attack the remaining piece in the space.

LAND COMBAT

-If you roll a # equal to or lower than your attacking piece’s attack rating, your attack succeeds.

-If roll is equal to your attack rating, your opponent must retreat or take a hit.

-If roll is less than your attack rating but greater than a 1, the enemy must retreat and suffer a hit.

-If roll is a 1 and your attack rating is at least equal to the enemy’s rating, the enemy piece is destroyed.

-Each hit on a land unit reduces its attack rating by 1.

EFFECTS OF HITS

-If rating is 4 or 5, three hits destroy.

-If rating is 3, two hits destroy.

-If rating is 1 or 2, one hit destroys.

TERRAIN MODIFIERS

-Terrain mods are cumulative.

-Major rivers lower an attack rating by 2.

- (-1) to attack rating for minor rivers, cities, forest and rough spaces.

-An attack rating cannot be reduced below  a 1. 

BREAKTHROUGH

-When attacking, if your 2nd piece is an armored unit, it may perform a breakthough if the enemy is cleared from his space.

-A breakthrough allows an armor unit immediately advance into a space and attack any adjacent enemy spaces.

-N/A across major rivers unless engineer asset is present.

RETREATS

-Retreat toward another friendly piece or in any direction that does not bring it closer to the enemy’s map edge.  If possible, retreat into a space that is not adjacent to an enemy piece.

OFFENSIVE SUPPORT

-NATO starts with zero, WP with 15.  The WP player may use up to 6 a turn.

-Support markers allow a player to roll 2 dice.  You get to choose the best result of the two rolls.  An armor unit  making a breakthrough attack must have been given its own support marker for its attack.

ASSETS

-An undamaged piece may have up to 2 assets assigned to it.  One asset if damaged.

-May be destroyed instead of taking a hit.

-May be transferred to/from the Asset Box to a unit during the Attack step.

-If a  piece carrying an asset is attacked and the die roll is a 1, an asset is automatically destroyed.

-If a piece carrying an asset is destroyed but the die roll was not a 1, the asset is returned to the Asset Box.

ASSIGNING AIR UNITS

-If you have two or more air units assigned to a particular type of mission, you must assign air units to both sectors.

-At least ¼ of those units must be assigned to the weaker sector.

-Up to 1 fighter per sector may be assigned to attack enemy command mission aircraft.  Any # of defending air superiority units may defend.  All involved units may not participate in air superiority combat.

AIR UNITS ATTACK RATINGS

-Yellow-2 dice against air units.  One die with a rating of one when attacking ground units.

-Green-2 dice against ground units.  One die with a rating of one when attacking air units.

-Black-1 die against either ground or air.

AIR-AIR COMBAT 

-Each piece must attack a specific enemy piece.

-Combat is simultaneous.

-If outnumbered, yellow attack rating units may split their attack.

-If a command mission aircraft is assigned to a sector, add 1 to the attack rating of all friendly air units in that sector.

AIR-AIR COMBAT EFFECTS

-If roll is = to your attack rating, the target is aborted.

-If roll is less than your attack rating, the tgt is damaged and aborted.

AIR-GROUND COMBAT

-(-1) attacking either city or forest space.

-You can move up to 3 units to any space.

-An air unit may not destroy a unit that has a rating of 3 or more.

-When interdicting(at the beginning of your opponent’s Movement step), only 1 or 2 units may move to a given space.

AIRSTRIKE LOSS TABLES

-Your opponent add 1 to his roll if there are no enemy pieces in the space you move to.

-If the piece you put on the board is a helo, your opponent adds 1 to his roll.

-If the space you move to contains one of your army piece, your opponent adds one to his roll(duringairborne/airmobile movement).

-The WP player adds 2 to his die when rolling against the F-19’s.

AIRBORNE UNITS

-Move up to 3 by air transport each turn.

-At game start, they may be kept off-board to be moved by air.  Or, they may be brought on the map in addition to reinforcements.  

-Once on-board, they may not air-drop.

-Paratroops may air-drop on any clear space.  Airmobile units land in any type of space occupied by friendly land unit.

LAND UNIT BREAKDOWN

-At the start of your move, you can breakdown a piece into 3 pieces.  Do not exceed the pieces original attack rating.  

-If the unit has suffered one hit, breakdown using only 2 pieces.

-Breakdown units may not recombine

REINFORCEMENTS

-Cannot be placed in a space next to an enemy piece.

-NATO gets three random ground units a turn.  Set aside US units with ratings of 4 & 5 and all optional NATO assets-their arrival is dependent on convoy arrival.  

-NATO receives 1 offensive support marker per turn-additional markers (max of 2 per turn) dependent on convoy arrival.

-On turns 1&2, the WP player rolls 1D10 and gets that many random reinforcements.  On subsequent turns, roll 1D10 and divide by 2 (round down) and receive that # of ground units.  The WP player may receive up to 1 offensive support marker per turn if any are available.

-A damaged piece that is not adjacent to any enemy units and is within 2 spaces of a friendly city that has never been captured by the enemy may have a hit marker removed.

-No more than 3 units may be provided replacements this way per turn.

-Each player receives 3 random air units per turn.

