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WHEN SUPERPOWERS COLLIDE .

Germany 1985

REINFORCEMENT SCHEDULE

ADVANCE TO CONTACT SCENARIO

INVASION SCENARIO

USA

AT START
2 TANK
2(1) APC
2 SPG

2 AIRCV
2 HQ

TURN 3
R1  1(1) TANK
R2 1 TANK
(1) APC
1 SPG
R3 3 APC
1 SPG
R4 2 TANK

TURN 5

R1 2 TANK
R2 1 APC
1 SPG
1 ENGIN
R3 1 TANK
1 APC
(1) SPG
R4 1 TANK
2 APC
1 ENGIN

TURN 7

R1T 1 TANK
R2 1 TANK
R4 (1) APC

TURN 12

R2 1 TANK
1 APC

R3 1 TANK

TURN 13
R2 1 TANK
1 RECON
R3 (1) TANK
(1) SPG
1 HQ

TURN 14

R2 1 TANK
1 APC
1 SPG

R3 1 TANK
(1) APC

USSR
AT START
3(1) TANK
3(1) BMP
3 ARTLY
2 HQ
TURN 3
R5 2 TANK
1 BMP
1 ARTLY
R6 (1) TANK
2 BMP
T ENGIN
R7 2(1) TANK
1T BMP
1T ARTLY
1T ENGIN
TURN 5
R5 1 TANK
2 BMP
1 KATSH
R6 1 TANK
(1) KATSH
1 BMP
R7 3 TANK
1T BMP
1(1) KATSH
TURN 11
R6 1 TANK
1 BMP
1 ARTLY
R7 1 TANK
1 BMP
TURN 12
R6 1 TANK
(1) BMP
1 HQ
R7 (1) TANK
1 BMP
T ARTLY
1 KATSH
TURN 13
R6 2 TANK
1T BMP
1 KATSH
R7 1 TANK
1 BMP
(1) ARTLY

USA USSR
AT START AT START
5 TANK 8 INF
3 APC 2 ARTLY
2 SPG 2 HQ
1T ENGIN
1 HQ
TURN 3
R10 1 AIRCV TURN 3
R3 2(1) TANK
2 BMP
R4 3 TANK
TURN 4 1T BMP
R1T 1(1) TANK
2(1) APC
1 SPG
R2 2 TANK TURN 4
2 APC R3 1 TANK
2(1) BMP
2 ARTLY
R4 1(1) TANK
TURN 5 1 KATSH
R9 1 AIRCV (1) ARTLY
1T ENGIN
TURN 6 THQ
R7 (1) TANK
(1) APC
R8 2 TANK
TURN 7
R5 1 TANK
TURN 9 2(1) BMP
R7 1 TANK 1 ARTLY
3 APC T ENGIN
(1) SPG 1HQ
1 HQ R6 1 TANK
R8 1 TANK 2(1) BMP
1(1) APC
1 RECON
1T ENGIN
TURN 9
TURN 11 R5 1 TANK
R7 1 TANK 1 BMP
1 APC 1(1) ARTLY
R8 1 TANK 1 KATSH
2 APC R6 1 TANK
2 SPG 2 BMP
()= reinforcements which only arrive

when side is given Reinforced Divisions.

VICTORY CONDITIONS

In both scenarios victory is attained by occupying the greater number of town, village and airfield hexes. If each player occupies an equal
number of hexes the result is a draw. A decisive victory occurs if the winning player occupies at least 10 more hexes than the opposing player.

The Victory Display

The victory display will indicate the result of the game as well as unit and occupied hex data and will display options to continue. Elimin-
ated units include units which exited the map and were eliminated, parachute units which failed to arrive in the INVASION scenario and
unwanted units if the reinforcement option is not in effect. A player may continue the game, although the system is only designed to handle
240 turns. A player may decide to examine the map in which case all hidden units will be exposed but no further movement will be possible.
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