HOUSE RULES FOR RED STORM RISING

1.  Refugees- No NATO unit may use Fast Movement on the 2nd GT if its movement occurs in W. Germany or Denmark.

2.  Chemical Warfare- East German units are not removed if the WP uses chem weapons. NATO cannot declare chem warfare until the WP uses it first. The WP loses 1 VP if they declare chem. warfare.

3.  Tactical Nuclear Warfare (TNW)-  At GT2 or later, either player may declare TNW before his attack step.  The player who declares TNW loses 2 VP’s.  If TNW is in effect, the declaring player has a total of 6 Nuclear Delivery Points (NDP’s) which may be used at the beginning of any Attack Phase. The other player has up to 4 NDP’s available.  Up to 2 NDP’s may be launched at a single area.   Each 50% of a players NDP’s that are used cause him to lose 1 VP.  NDP’s are launched before a player attacks, first by the attacker, then the defender.  This is called the Nuclear Strike Phase.  


Players may target spaces occupied by enemy units anywhere on the map except cities in friendly territory.  Announce all areas targeted for strikes and number of NDP’s assigned.  The striking player rolls one die on the following table…

Add +1 to die roll for up to 2 launches for the player who declares TNW.

1-4 Success  - All units in the target area take one hit

5-6 Major Success  - All units in the target area take two hits.

Any unit that survives a nuclear attack automatically retreats.  Units may not end a retreat into a space that has been the target of a nuclear attack.  They may keep moving up to one more spaces to a non-nuked space.  If they must move more than two spaces in this manner they are destroyed.  If it cannot retreat, it is destroyed.  Place a nuclear marker in a space that has been attacked.  Units may move through this space but may not end their turn there in most cases.  

Immediate effects of declaring TNW are…

-no unit may use Fast Movement

-randomly remove one-half of all air units (not reinforcements).

4.  Attacking through nuked areas-  A player which decides to move first and then attack may move into a nuked area in order to attack an enemy space on the other side of the nuked area. This tactic may afford a breakthrough unit the chance to advance into the enemies area.  Any attacking units remaining in this area at the end of the attack step must retreat.  

5.  U.S. Reinforcements (RSR game only)-  Set aside all U.S. reinforcements 

(strength 4 or 5).  These units arrive at the rate of 2 divisions (one of each type) at the end of every third turn.  They also arrive with 1 support marker and 2 optional assets.  These units may be placed along the Rhine River in any area that is allied controlled and not isolated.  Place 1 hit on one of the divisions to simulate limited Soviet sea interdiction.

6.  Breakthrough-  Infantry and armor may perform breakthrough attacks.

7.  Retreats-  A unit must use an engineer to retreat across a major river.  If unable, it must take a hit instead.  Units in cities ignore retreat results.  

8.  Engineer Assets-  Add +1 to a units rating for defense only.  Engineer assets may be placed across two areas to bridge a major river.  Once placed, it may not be moved.  If an enemy unit moves into either space, the asset is destroyed.  An air unit may destroy an engineer unit placed on the map with one hit.

9.  Major Cities-  Subtract 1 only when an armor unit attacks into a major city.

10.  Armor units / armor assets-  Whenever armor units or armor assets attack into a clear space, add 2 to the attackers rating.

11.  Helicopters-  add 1 to the Airstrike Loss Die roll when rolling against helicopters.

12.  Fast Movement-  units using fast movement must stop when entering an enemy controlled city.

