Chinese People's Liberation Army/Cold War (1949 - 1989)
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Special Rules

Rigid tactical doctrine

Counter-battery capability

No air superiority

Stockpile: +2 to random points modifier (only for buying infantry units)

Wave Assault: Ignore the command penalty for assaulting the enemy

Infiltration: No command penalty for flank deployment (1949 - 1964)

Night fighting: No command penalty for infantry fighting at night (1949 - 1964)

You may schedule one ambush before the start of the game (50 points each)

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),Aircraft Air Assault (max 1 per unit,50 points each)

Battlegroup Selection

® Max one recce unit per 1000 points
Max three RR/ATGW support unit per 1000 points
Max three mortar support units per 1000 points
Max one heavy mortar support units per 1000 points
Max three ATG/SPAT/ATGW units per 1000 points
Max one air defence unit per 1000 points
Max six artillery unit per battlegroup (excluding RL)
Max three RL units per battlegroup
Max two aircraft units per battlegroup
Max three transport helicopter units per battlegroup



Note 1. Infantry Unit - Conscripts
® Conscript: May not use initiative to assault the enemy

Note 2. Infantry Unit - Elites
® Paratroopers - Marines: +1 attack in close assault

Note 3. Tank Unit — Type 69 II, Air Defence Unit Type 80
® Only for export.

Note 4. Tank Unit Type 69 II1 / Type 79, Tank Unit Type 88
® In service only with PLA



