Jugoslav People's Army (1980's)




JUGOSLAYV PEOPLE'S ARMY

Special Rules
® Normal tactical doctrine
Counter-battery capability
Air Superiority: -2 modifier to die roll
You may schedule one ambush before the start of the game (50 points each)
Assets include Artillery HE (max 9 per unit, 10 points each), Artillery Smoke (max 3 per unit, 20 points each),
Artillery Illumination (max 3 per unit, 20 points each),Aircraft Ground-Attack (max 2 per unit, 10
points),Aircraft Air Assault (max 1 per unit,50 points each)

Battlegroup Selection

® Max one recce unit per 1000 points
Max one RR/ATGW support unit per 1000 points
Max three mortar support units per 1000 points
Max nine IFV units per 1000 points
Max nine tanks units per 1000 points
Max three ATG/SPAT/ATGW units per 1000 points
Max one air defence unit per 1000 points



Max nine artillery unit per battlegroup
Max two aircraft units per battlegroup

Note 1. Infantry Unit - Conscripts

Conscript: May not use initiative to assault the enemy

Note 2. Infantry Unit - Elites

Elite: No command penalty for assaulting the enemy and +1 attack in close assault

Note 3. IFV Unit - M-80

4/150 attacks against armour, guns, soft-vehicles, helicopters and constructions using ATGW (AT-3 Sagger)

Note 4. Attack Helicopter - Soko Gazela GAMA

4/150 attacks against armour, guns, soft-vehicles, helicopters and constructions using ATGW (AT-3 Sagger)

JNA - PARTISAN BRIGADE.
TO - TERRITORIAL DEFENCE

Special rules

Home defence

Guerrilla tactical doctrine

No counter-battery capability

You may schedule three ambushes before the start of the game (50 points each)

Assets include Booby Trap AP (max 6 per battlegroup,25 points each), Booby Trap AT (max 3 per
battlegroup,50 points each), Artillery HE (max 3 per unit,10 points each)

Battlegroup Selection

Max one recce unit per 1000 points

Max one RR support unit per 1000 points
Max one air defence unit per 1000 points
Max three artillery units per battlegroup



