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	Troops
	Arm
	Move
	Attacks
	Hits
	Saves
	Cost
	Limit
	Notes

	CO (CV9)
	Command
	60
	3/30
	6
	6
	90
	1
	

	HQ (CV8)
	Command
	40
	2/30
	4
	6
	45
	-/3
	

	FAC (CV7)
	Command
	30
	-
	4
	6
	30
	-/1 [1]
	

	FAO (CV7)
	Command
	30
	-
	4
	6
	30
	-/- [1]
	

	Scouts
	Recce
	10
	2/30*
	6
	-
	35
	-/1
	

	HMMWV
	Recce
	20
	2/50
	3
	6
	45
	-/1
	

	V-150 Commando
	Recce
	25
	3/80
	3
	6
	50
	-/1
	IR

	RAM-V-2
	Recce
	30
	3/80
	3
	6
	55
	-/1
	IR

	Regular Infantry
	Infantry
	10
	3/30*
	6
	-
	30
	3/-
	

	Elite Infantry (Commandos)
	Infantry
	10
	4/30*
	6
	-
	40
	-/3 [9]
	#1

	Carl Gustav (Infantry Upgrade)
	Infantry
	-
	5/20 (H)
	-
	-
	35
	-/2
	

	HMG 

(Infantry Upgrade)
	Infantry
	10
	4/60*
	5
	-
	50
	-/3
	

	81mm Mortar
(Infantry Support)
	Infantry
	10
	3/120*
	5
	-
	40
	-/1
	

	120mm Mortar
(Infantry Support)
	Infantry
	10
	4/200*
	4
	-
	70
	-/1
	

	TOW AGTW (Infantry Support)
	Infantry
	10
	6/150
	5
	-
	160
	-/1
	IR

	Combat Engineers
	Engineers
	10
	4/30*
	6
	-
	60
	-/3
	

	BMP-1
	IFV
	30
	3/50(H)
	3
	6
	55
	-/- [6]
	IR/A

	Spartan
	IFV
	30
	1/50*
	3
	6
	50
	-/1 [3]
	A

	SK-105 Kürassier
	Armour
	30
	5/100
	4
	6
	100
	-/6
	IR

	Scorpion
	Armour
	30
	3/80 (H)
	3
	6
	60
	-/3
	IR


	Troops
	Arm
	Move
	Attacks
	Hits
	Saves
	Cost
	Limit
	Notes

	SA-7 Grail

(SAM Unit)
	Artillery
	10
	4/100
	5
	-
	70
	-/1
	IR

	Javelin 

(SAM Unit)
	Artillery
	10
	5/100
	5
	-
	80
	-/1
	IR

	SA-16 Gimlet

(SAM Unit)
	Artillery
	10
	6/100
	5
	-
	90
	-/1
	IR

	M167 Vulcan (Towed AAA)
	Artillery
	-
	3/40
	5
	-
	35
	-/1
	

	105mm Pack Gun
	Artillery
	-
	3
	3
	-
	45
	-/- [3]
	

	Land Rover
	Transport
	20
	-
	3
	-
	10
	-/-
	

	Land Rover 

(1 Tonne)
	Transport
	20
	-
	3
	-
	10
	-/-
	(1 Space)

	HMMWV
	Transport
	20
	2/50
	3
	6
	30
	-/-
	

	Truck
	Transport
	20
	- 
	3
	-
	10
	-/-
	

	AS350 Helicopter
	Transport
	-
	2/50*
	3
	6
	40
	-/- [2]
	(2 Spaces)
#2

	CF-5A 

Freedom Fighter
	Aircraft
	-
	5
	3
	5
	90
	-/- [1]
	#3


Special Rules 

· Flexible tactical doctrine 

· Dismounted Assault: Infantry must dismount transport (unarmoured transport, armoured transport and IFVs) when assaulting, so response fire is against the infantry not the transport. 

· Air superiority: -2 modifier to die roll 
· One ambush can be scheduled before the start of the game (50 points)
· Assets include; 

· Artillery HE (max 8 per unit, 10 points each) 

· Artillery Smoke (max 2 per unit, 20 points each) 

· Artillery Illumination (max 2 per unit, 20 points each) 

· Aircraft Ground-Attack (max 2 per unit, 10 points each) 

Battlegroup Selection

Max one recce unit per 1000 points. 

Max nine elite infantry per battlegroup. 

Max one medium mortar per 1000 points. 

Max one heavy mortar per 1000 points. 

Max one ATGW support unit per 1000 points. 

Max two mine-clearing unit per 1000 points. 

Max nine IFV units per battlegroup. 

Max nine tank units per 1000 points. 

Max three artillery units per battlegroup. 

Max one air-defence unit per 1000 points. 

Max one CF-5A Freedom Fighter aircraft per battlegroup. 

Max two aircraft units per battlegroup. 

Notes

Note 1; Elite infantry have no command penalty for assaulting the enemy and gain +1 attack in close combat.  They have the Recce ability.
Note 2; An AS350 Ecureuil is a utility helicopter, although in the absence of a suitable model, it could be represented by a UH-1 Iroquois. For the purposes of CWC, they are mechanically identical.
Note 3; A CF-5A Freedom Fighter is a Canadian version of the F-5 Tiger II aircraft, and a suitable model can represent either. For the purposes of CWC, they are mechanically identical.
