6mm WRG Moderns Tournament

The year is 1983 and the Cold war is at its peak with President Reagan announcing the US Star Wars initiative and the Soviet occupation of Afghanistan in full swing. Michael Jacksons Thriller album is released and the last episode of MASH airs. Hilters secret diaries are found but later turn out to be fakes. The Compact Disc is introduced and the Internet is created.

World tensions are increasing with the shooting down of a Korean airliner by Soviet fighters and a bomb attack against the US marines in Beirut. The US also launches an invasion of Grenada.

BattleCry Convention proudly presents the WRG 1950-2000 competition, "Cold War reheat", in 6mm scale (1/300th).

There are 4 rounds of competition over 2 days with postures to be agreed upon between opponents. Each round is 4 hours including setup time. 

The rules in use will be WRG Modern Wargame Rules 1950-2000.

Armies lists from NATO or WARPAC armies only. Other European non aligned nations such as Sweden, Finland, Switerzland, France may also be accepted. 

Army lists can be based on historical OOBs, and the army lists taken from Al Donalds book. Armies must not be later then 1983 but may include equipment in service in 1983. Any changes from the stats in rulebook must be justified.

All games will be NATO vs WARPAC unless we have an uneven number of armies per side but we will try to restrict an blue on blue games to a minimum.

The draw is Swiss Chess. 

Armies have an N of 3,500 points as per the rules.

Climate is by mutual agreement, players being restricted to historical climatic locations their formations fought or deployed in.  Failing that, a dice throw will be made, the highest choosing. 

Terrain will be preset is to be place with terrain laying rules and on 8x6 foot table. 

Painted figures only can be used. Any substitutions should be as similar as possible and pointed out to your opponent.

Spare armies are be available so please contact the organiser

Any further questions and army list email Kieran
Rule changes

On table Mortar units in your 1/3rd at the end of the game don't get halved.

Thrusting troops are only -10% to the overall points

