Terrain

Flat

Woods

Broken

Rough

Marsh

High Water/Dry

High Water/Wet
Town

City NATO

City WP

River NATO
River WP
Access Hexside
Road
Autobahn

Mobility Classes
Mechanized Motorized Leg

1

1/2
1/4-1/5*

1
+1

AP PhOW

other
1

2

+3
+2

1

1/2

1/4-1/5* 1-1/2*

* use lower rate if using strategic road travel.
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Starting Morale

CA/UK Divisions

US/WG/FR Divisions

NL/BE Divisions
EG/SU Armies**

*»*SU 5GTA, 7TA, & 11GA Armies

PO/CZ Armies

Troop Quality Table

ie Elite
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CA/UK Independent Units

US/WG/EG Independent Units

FR/SU Independent Units

PO/CZ/NL/BE Independent Units

Elite
1stLine
Reserve
15t Line
Reserve
Reserve

Reserve Militia
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Air Strike Aircraft Type Tables
North Maps South Maps
(North German Plain, BAOR) (Fifth Corps, Hof Gap, Donau Front)
NATO WP NATO WP
0-2 us 0-3 SuU 0-1 us 0-5 SuU
3 BE 4-5 EG 2 CA 6-9 CcZz
4-5 WG 6-9 PO 3-4 WG
6 NL 5-9 FR
7-9 UK
us UK WG FR
0-1 A-10 0-4 Tornado 0-3 Tornado 0-1 Mir lll
2-4 F-111 5-6 Harrier 4-6 F-4 2 MirVv
5-7 F-16 7 Jaguar 7-8 Alpha Jet 3  Mir 2000
8 F-4 8 F-4 9 F-104 4-6 Mir F-1
9 F-15 9 Buccaneer SuU 7-9 Jaguar
BE NL 0 MiG-21 CA
0-4 F-16 0-3 NF-5 1-2 MiG-23 0-9 CF-18
5-9 MirV 4-9 F-16 3-5 Su-24 PO
Ccz EG 6 MiG-27 0-4 MiG-21
0-3 MiG-21 0-5 MiG-21 7  MiG-29 5 MiG-23
4  MiG-23 6 MiG-29 8 Su-17 6-8 Su-20
5-7 MiG-27 7 MiG-23 9 Su-25 9 MiG-17
8 Su-20 8 MiG-27
9 Su-25 9 Su-20
Air Strike Availability Chart
Level Soviet WP other USA WG BR FR BE NE CA
WP level 3 2 1.5 .5 .5 .5 .5 0] 0] 0]
WP level2 1.5 1.25 1 1 .5 .5 0 0 0
WP levell 1.5 1 1.5 1 5 1 .25 .25 0]
Neutral 1 .5 1.5 1.5 .5 1 .25 .25 0]
NATO Ivi1 1 .5 2 1.5 1 1.5 .5 .5 0]
NATO IvI2 .5 .25 2 2 1 1.5 .5 .5 .25
NATO IvI3 .25 0] 3 3 1 2 1 1 .25

Directions for use: Basically, each turn each side rolls for their air units. You only roll for
air units if that countries land units are on the board. So, on the BAOR map there are no
USA aircraft. Obviously | understand that air units from various countries would assist
where ever necessary but | could not think of an easy way to do it. All scenarios start at
WP level 3. From there on, if the amount of NATO air strikes is greater than the number
of WP air strikes, the level moves one level toward the NATO end of the chart. In the
original game the air battle was out of the hands of the players so | kept it that way.
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CRT Terrain exchanges:

Flashpoint: Golan Terrain _Central Front Terrain

Clear Flat

Rough Broken, Flat/woods

Hill/ Tel Rough, Marsh, Broken/\Woods
Town Town

Rough/woods Mountain/ Impassable

City City

| looked at both tables and tried to mesh them to the FP:G tables. | have no idea how to
make a CRT for a game like FP:G so | kept the CRT the same and made the terrain from
the Central Front Series fit the CRT. What | did was compare the different terrain values
for each game and then fit it to the FP:G CRT. If someone can make a better one please
do and I will use it.

Air Drop Table:

Die 0-3 4-6 7-9
Morale Loss none 1 level 2 levels
Modifiers:

+1 broken terrain, +1 wooded hex, +1 unit received ADA fire (whether it lost morale or not). Airborne units
may not land in City hex, rough hex, or enemy occupied/controlled hex.

+1 broken, +1 wooded, +1 ADAKEE %52 1} 7= 22 fiE = = » Nmorale3J8i/) U 7= WS iz hnd 6.
zefffor = v NI, City, Rough~7 A{ZBETFTERW, fla=y AEDL~7 A, llze=y hDz2 2 |
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Detection Table

Detecting HQ’s/ Helicopters/ Strikes
Detecting Asset = Headquarters

Target HQ Capabilities
Unit/ Strike EwW Air Defense ATBM
HQ using Capability R - -
Air Strike/ moving

Helo - R -
SRBM Strike - - R

Detecting Ground Units

Detecting Asset = All Ground units including HQ's
Air Superiority Level

Target Unit WP 1-3 Neutral NATO 1-3
NATO unit 15 hexes 7 hexes 3 hexes
WP Unit 5 hexes 15 hexes 30 hexes
Firing Artillery 7 hexes (a) 7 hexes (a) 7 hexes (a)

(a) means only artillery units can detect firing artillery units
(b) The ranges apply only to moving units. If detecting stationary units, use v2 listed



ranges rounded down.



Reaction Chart
Action

Movement

Reserve Movement

Avrtillery Strike/Combat Support
Air Strike/ Helo Movement

SRBM Strike
HQ using capability

Reaction

Strike (all varieties)

Strike (all varieties)

Counter Battery Strike (Artillery only)
Air Defense Fire

ATBM Fire

HQ Detection

Size of Battle Chart

Size of Battle
Small

Medium
Large

Size of Losing force

Less than 2 brigades Set-Piece Battle, or any battle where attacker
is Out of Supply, all Meeting Engagements

2 brigades (or equivalent) Set-Piece Battle

More than 2 brigades (or equivalent) Set-Piece Battle

Momentum Point Table

Size of Battle

Small
Medium
Large

Terrain Types

HQ Capability Chart:

Nationality:

Aerial Resupply
ADA

Anti-tac Missile

Arty Ammo Replenish
Battlefield Recovery
Combat Engineers
HQ Detection
Jamming

Short Range Missile
Tanks Transporters
Transport Helos

HQ Point Allowance

Nationality:

Aerial Resupply
ADA

Anti-tac Missile

Arty Ammo Replenish
Battlefield Recovery
Combat Engineers
HQ Detection
Jamming

Short Range Missile

Town/City All Other
1 1
4 2
9 4
USA WG BR BE
Y Y Y Y Y Y Y Y
R36S3 R10S2 R3S0 R25S3 R10S2 R25S3 R10S2 R25S2 R10S2
R36S3 R36S3 R36S3
Y Y Y Y Y Y Y Y Y
Y Y Y Y Y Y Y Y
Y Y Y Y Y Y Y Y Y
R25 R12 R25 R12 R25 R12 R25 R12
R25 R25 R25 R25
R25SB R25SB R25SB
Y Y Y Y
R32 R32 R32 R32
9/6/3/1 8/4/2/1 4/2/1/0 9/6/3/1 8/4/2/1 8/4/2/1 6/3/1/0 8/4/2/1 6/3/1/0
NE FR CA
Corps _Divs __ Corps Divs 11" Par4" Brigade Cost
Y Y Y Y 1 per Bgd
R25S3 R10S2 R30S3 R10S2 R10S1 R5S1 O

R30S3 O
Y Y Y Y Y Y 1 per Bn
Y Y Y Y Y 1 per Bgd
Y Y Y Y Y Y 1
R25 R12 R25 R12 R10 0
R25 R25 1
R25SB R25SB 1



Tank Transporters Y Y 1 per Div
Transport Helos R32 R32 R32 1 per Bgd
HQ Point Allowance 8/4/2/1 6/3/1/0 9/6/3/1 6/3/1/0 6/3/1/0 4/2/1/0

Nationality: Soviet Other WP

Front Army Divs Airborne Army Divs Cost
Aerial Resupply Y Y Y Y 1 per Bgd
ADA R36S3 R36S2 R12S2 R10S2 R36S2 R12S2 O
Anti-tac Missile R36S3 R36S2 R36S2 0]
Arty Ammo Replenish Y Y Y Y Y Y 1 per Bn
Battlefield Recovery Y Y Y 1 per Bgd
Combat Engineers Y Y Y Y Y Y 1
HQ Detection R25 R25 R12 R12 R25 0]
Jamming R25 R25 R12 R12 R12 1
Short Range Missile R40SB R25SB R25SB 1
Tank Transporters Y 1 per Div
Transport Helos R40 R40 R40 R40 1 per Bgd
HQ Point Allowance 9/6/3/1 8/4/2/1 6/3/1/0 6/3/1/0 6/3/1/0 5/2/1/0

Miscellaneous Rules:

Set-up: The units are set up as per the original game rules. The HQ of each division can
be set up with in 2 hexes of any unit of that division since HQ units were not included in
the original Central Front games. When reinforcements enter the map, the HQ arrives

with the first units of the division. Army and Front level HQ’s arrive when the Army/Front
level units arrive on the map.

West German Brigades: Several West German brigades are set up without their parent
HQ'’s on the map. In the original games they are attached to certain divisions (see BAOR
set up). These West German brigades can be activated in one of two ways, but only
once per GT. They can be activated by the division they are attached to or by the overall
HQ in the game. They are thus treated as either a regular part of a division or as an
independent unit. Also, if a West German brigade is out of command from its division it
may be activated like an independent unit. Note: | don’t know how well this will play but in
one of the games | tried with the new rules, the 7" Panzer Brigade would have been out
of command most of the game if | didn’t do this. It's my understanding that the West
German brigades were almost like independent units and were expected to operate
without a lot of overall control. This is to simulate that independence.

Soviet Surprise Phase: During “Surprise” games, the Soviets get a pre-GT1 activation.
During this pre-GT1 activation, all units scheduled to enter the map on GT1 get to

perform an operations cycle with no NATO operations cycle. The Soviets perform
operations one division after another until they are done with all the units that would
enter the map on GT1. NATO may not perform normal reaction during this pre-GT1
activation. Soviet Airborne unit may be airdropped during this pre-GT1 activation. The
units are flown onto the map and can receive ADA fire from in range HQ units (also see
below). After this pre-GT1 activation, GT1 starts with all the activation chits placed into

the “opaque” cup and the Soviet player having a chit out for activation.

Soviet and NATO Airborne Units: Any turn that the Soviets or NATO has Air Superiority



they may airdrop any of their airborne units onto the map. The airborne units are flown
onto the map and are subject to ADA fire fromany enemy units in range. Up to two air
strikes can he allocated to each eneny unit firing ADA to lower the strength of the ADA
unit. The air strikes that are allocated to suppress the NATO HQ'’s are NOT subject to
ADA fire. The air strikes are considered to be causing the NATO ADA units to shut down
radar’s, disperse to different locations, etc. This reduction in ADA strength stays in effect
until all airborne units have landed in that activation. Each air unit |owers the ADA
strength by one. A0 or 1is always a hit for an ADA unit attacking an inbound airborne
unit. As the airborne units are landed, roll on the airborne landing table to determne if
there is any additional morale |oss to the airborne unit. The airborne units are in supply
for the GI they land and the following GI, and then they nust be supplied per the gane
rules.

Engineer Units: the original Central Front games had engineer units while Flashpoint
Golan had the engineer abilities built into the HQ units. Since the new pieces have the
engineer units included | figure there are two ways to use them. One, ignore them. Leave
them out of the game and play that their abilities are in the HQ units. Two, use them as
additional combat engineer units. Basically, the engineer units can be used to perform
one combat engineer function for free each game turn. This can be added to HQ
engineer functions to make deliberate fortifications or barrier minefields. The range of
these abilities is 5 hexes.

Major Training Areas: If you wish to use the Major Training Areas rule from the Hof Gap
game then just roll on the table and move that unit to the proper area and play from there.
The brigade that is moved will activate when its parent HQ chit is pulled. It must then use

it movement allowance to move toward its HQ so it can become “In Command”. This
may take more than 1 turn to complete. If the unit is attacked it defends normally.

U.S and British Paralysis: | never understood this rule in the original three games. | could
not find a similar rule in Donau Front and NGP. If you wish to play with it then just follow
the rule as written. If not then ignore it.

NATO Corps Artillery Units: Any NATO Corps Artillery unit can be used to support any
NATO unit in range. It can only be supplied by the same nationality HQ.

Soviet Artillery Divisions: Soviet Artillery Divisions can be used to support any Warsaw
Pact units in range.

Non Surprise Scenario: If there is a non surprise scenario developed then NATO will be
allowed to move its units up to 4 Ops points prior to the start of the game. This simulates
the 12 hours notice to war situation.

Soviet Follow on Armies: In several of the games the same Soviet Armies are used
(5GTA for example). If playing only a one map game then the Army comes on as normal.
If playing a two or more map game then the Army is considered a Theater level
reinforcement and can enter any normal Soviet entry area.



SAM Belt: | was tempted to add in a SAM belt area for West Germany but was unsure
how to do it or if it was necessary. As | play | will see if it is needed.
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I am trying to design some scenarios for the system. As they are done | will post them
here. Other than that | believe the rules for Flashpoint Golan should cover everything
else. Any questions let me know.

Good Gaming,
Dan Stueber



