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The BMP (Boyeveya Machina Pyekhota; Infantry Fighting Vehicle) was the first infantry fighting vehicle to enter service with
the Soviet Army. Developed in the 1960s, the BMP-1 made its first public appearance in 1967.
The BMP-1 carries a crew of three. The driver is positioned in the front left, the section commander in his rear, and the
gunner in the turret. It can also carry an infantry squad of eight, four on each side, seated back to back, each provided with a
firing port for his weapon and an observation periscope.
The one-man turret of the BMP-1 houses a2A28 73mm smooth-bore gun and a coaxial 7.62mm machine gun. The gun is fed
by an automatic loader and fires HEAT or He-FRAG rounds; a total of 40 73mm rounds can be stored. For long range
engagement of enemy armor, the BMP-1 is armed with five AT-3 Sagger ATGWs, four carried inboard and one on a
launching rail mounted on the barrel of the 73mm gun.
The BMP-2 is designed to remedy the shortcomings of the BMP-1. A two-man turret now houses a 2A42 30mm cannon that
is more accurate than the 73mm gun and has a better range. Mounted on the turret top is a launcher for the AT-5 Spandrel
anti-tank missile. With the AT-5, all the gunner has to do is to keep the target aligned in his sights, and the launcher will give
course corrections to the missile over the wire. This gives a better hit probability at long range.
With a bigger turret, the BMP-2 can only accomodate six infantrymen in the rear. There are firing ports both on the hull and
in the rear door. Like the BMP-1, the BMP-2 is also fully amphibious and has a full range of NBC protection and night vision
equipment.

Crew: 3 + 8 (BMP-1), 3 + 7 (BMP-2)
Overall length: 6.74m
Weight: 13.7 tonnes (BMP-1), 14.8 tonnes (BMP-2)
Main gun: 73mm smooth-bore gun (BMP-1), 30mm cannon (BMP-2)
Secondary armament: co-axial 7.62mm MG, AT-3 Sagger (BMP-1), AT-5 Spandrel (BMP-2)
Engine: 6 cylinder super-charged diesel
Performance: maximum road speed 80 km/hr (SOmph) for BMP-1, 65 km/hr (40mph) for BMP-2
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II BMP, che in russo vuol dire "Veicolo da combattimento fanteria". era il prime del suo genere di entrare in servizio presso
I'Armata Rossa nell'anno 1967.
II BMP ha un equipaggiamento di 3 uomini e puo portare 8 fanteristi completamante armati.
La torre e munita di un cannone da 73 mm 2A28 e di una mitragliatrice co-assiale da 7,62 mm. Per combattimenti a lunga
distanza il BMP-1 e armato con 5 missili anticarro "Sagger" AT-3 che vengono lanciati da una guida montata sul cannone.
II BMP-2 e uno sviluppo del BMP-1, migliorando eerie caratteristiche. II cannone da 73 mm e sostituito dai tipo 2A42 da 30
mm, che ha la gittata e la precisione di tiro rnigliorata. L'AT-3 e sostituito dal missile anticarro AT-5 "Spandrel", che viene
lanciato dalla parte supenore della torre. L'AT-5 e un arma guidata a filo dal lanciatore con un alta precisione di tiro.
Avendo una torre con dimension! maggiori, il BMP-2 puo portare solo 6 fanteristi. Tutti i BMP sono amfibici e dotati d>
sistemi NBC e sistemi visione notturna.

Equipaggiamento: 3-8 (BMP-1). 3-6 (BMP-2)
Lunghezza: 6,74 m,
peso: 13,7 t (BMP-1) 14,81 (BMP-2)
Armamento: cannone da 73 mm (BMP-1), cann. da 30 mm fBMP-2)
Mitragliatrice da 7,62 mm, missili AT-3 (BMP-1), AT-5 (BMP-2)
Motore: diesel a 6 cilindri
Velocita mass.: 80 km/h (BMP-1), 65 km/h (BMP-2)
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2UR BEACHTUNG

• Kleber und Farbe nicht nahe von offenem Feuer verwenden und

das Fenster von Zeit zu Zeit zur Belliftung offnen.

• Der n der Farbkennzelchnung bedeutet die Farbnummer von

GUNZE SANGYO MR. COLOR, Kleber und Farbe sind nicht

enthalten.

• Zum Abschnelden der Teile vom Verbundstuck eine Modellier-

schere verwenden und die uberstehenden Plastikteile mlt elnem

Messer oder einer Feile beseitigen.

• Die Bedeutung der Symbols finden Sie unten in dieser Spalte.

CAUTION

• When you use glue or paint, do not use near open flame, and

use in well ventilated room.

1 Q of color indication refers to the color number of GUNZE

SANGYO MR. COLOR. Glue and paint are not included.

• When you take parts off from the runner frame, use a modeling

scissors and trim excess plastic with a cutter or a file.

• See the bottom of this column for the meaning of symbols.

ATTENTION

• Ne pas utiliser de colle ou de peinture a proxi-- :± : - - - - —

nue, et aerer la piece de temps en temps.

• Le numero fl pour ('indication de couleurs cormpoaf j

mumero de couleur de GUNZE SANGYO MR. COLO3 _j rote

la pelntue ne sont pas comprises.

• Pour retirer les pieces hors du cadre, utiliser des r saa_» mm

ciaux pour maquette et retirer le plastique en exces a.ec _r

ou une lime.

• Voir la fin de cette colonne pour la signification des s,~:: ̂

ATTENZIONE

• Non usare colla a vernice vicino a flamme esposte e arrrs

finestre dl tanto In tanto per camblare I'aria.

•fldelle indicazioni di colore si riferisce al numero c coo* ;

GUNZE SANGYO MR. COLOR.Colla e vernice non sono i

• Quando si staccano parti del carrello, usare forbici da r

e eliminare la plastica In eccesso con un coltello o una l«-

• Vedere in fondo a questa colonna per il significato del

CEMENT TOGET
ZUSAMMENKLEBEN
COLLER ENSEMBLE
INCOLLARE INSIEME

DO NOT CEMENT
NICHT KLEBEN
NE PAS COLLER
NON INCOLLARE

REMOVE
ENTFERNEN
RETIRER
SEPARARE

SOS

OPEN HOLE
OFFNEN
FAIRE UNTROU
FORO APERTO

•

F̂ I FILE HOLE
I-* • SCHLIESSEN
m^fW BOUCHER L E T

FORDPIENO

OPTIONAL
NACH BELIEBEN

FACOLTATIVO

ff)|Sqjgg

MOVABLE / FUNCTIONABLE
BEWEGLICH / FUNKTIONIEREND
MOBILE / FONCTIONNEL
MOBILE / FUNEIONANTE

APPLY DECAL
HIER ABZIEHBILD
APPLIQUER DECALCOMANIE
APPLICARE DECALCOMANIE

H m GUNZE SANGYO AQUEOUS HOBBY COLOR I GUNZE SANGYO MR. COLOR
Him s/ii/n
HJlffl ^^^L/TrxO-fh

HjzBi ^^m^j^"j^>
HjzE za/'75r5v
Hiiiffl
HI23E iy^-Y^L^vS

H'jJEi TtuvyYin—
H'TTja o>K7^o>
H«"BI ises
H|HB RLM:5f5>y9^7ij— V70

H^op RLM^7Ly— 02

H êSEI t^Vxl'̂ ID —

HtFTBB C7U— VFS 34227

HUM

H|33cH 9"— 77' J~ >BS 381 C 641

SILVER

FLAT WHITE

FLAT BLACK

COCOA BROWN

STEEL

SHINE RED

ORANGE YELLOW

WOOD BROWN

FLESH

RLM DARK GREEN 70

RLM GRAY 02

SANDY YELLOW

LIGHT GREEN FS 34227

DRAK GREEN

ORAK GREEN BS 3810-641

SILBER

MATTWEISS

MATTSCHWARZ

KAKAOBRAUN

STAHL

LEUCHTENDROT

GELBORANGE

HOLZBRAUN

FLEISCHFARBE

RLM DUNKELGRUN 70

RLM GRAU 02

SANDGELB

HELLGRUN FS 34227

DUNKEL GRUN

OUNKEL GRUN BS 381C/641

ARGENT

BLANC MAT

NOIR MAT

BRUN CACAO

ACER

ROUGE LUISANT

JAUNE-ORANGE

BRUN BOIS

CHAIR

RLM VERT NOIR 70

RLM GRIS 02

JAUNE SABLE

VERT CLAIR FS 34227

VERT FONCE

VERT FONCE BS381C/641

ARGENTO

BIANCO OPACO

NERO OPACO

MARRONE CACAO

ACCIAIO

ROSSO BRILLANTE

GIALLO ARANCIO

NARRONE LEGNO

COLOR CARNE

VERDE SCURO RLM 70

GRIGIO RLM 02

SABBIA (GIALLO SCURO)

VERDE CHIARO FS 34227

VERDE SCURO

VERDE SCURO BS 381 C/ 641
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Marking & Painting
Markierungen und Bemalung

Decoration et Peinture

Marchio & Pittura

U.S.S.R. SYRIA
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Correct Method for Applying Decals
Clean model surface with wet cloth.
Cut each design out of decal sheet and dip them in warm
water for 20 seconds.
Check with finger tip if design is loose on base paper. If so.
place it on proper position on model and slide off base
paper leaving design on model.
Move design to exact position with wet finger tip, and push
out excess water and air bubbles under decal with soh
cotton cloth.
When decals get dry, wipe off with wet cloth excess glue
left around decals.

Das Korrekte Aufbringen der Abziehbilder
Oberfiache des Modells mil feuchtem Tuch reinigen.
Jedes Motiv einzeln aus dem Bogen herausschneiden und
20 Sekunden in warmes wasser tauchen.
Mit dem Finger priifen, ob sich das Motiv vom Tragerpapler
gelost hat. Wenn ja, so schieben Sie es vom Papier weg an
seine genaue Position auf dem Model!.
Korrigieren Sie die exakte Lage mit nasser Fingerspitze und
driicken Sie Wasserblasen unter dem Abzienbild mit einem
weichen Baumwolltuch weg.
Entfermen Sie beim Antrocknen der Abziehbilder die
Klebemittelrander mit einem feuchten Tuch.

Comment appliquer les decalcomanies
correctment
Neltoyer la surface du modele avec un chiffon humide.
Decouper chaque decaicomanie de sa planche et la plonger
dans I'eau tiede pendant vingh secondes.
Verifier avec le bout du doigt s le dessin se detache de son
papier-support. Si oui, le positionner a I'endroit choisi sur
le modeie et retirer doucement le papier-support.
Positionner la decaicomanie correctement avec un doigt
humide et eponger tout restant d'eau et toutes bulles
d'arsous la decaicomanie avec un chiffon boux.
Lorsque les decalcomanies ont seche, retirer avec un
chiffon humide tout exces de colle autour de la
decaicomanie.

Modo esatt per applicare le decaicomanie
Pulire la superficie del modelio con un panno umido.
R'tagliare ciascun disegno dal foglio decaicomanie e
Immergerli in acqua calda per 20 secondi.
Controllare col polpastrello se il disegno e allentato sulla
base di carta. In questo caso, applicarlo nella esatta
posizione sul modelio facendolo scivolare dalla base di
carta.
Spostare il disegno nella esatta posizione media nte il
polpastrello umido, quindl togliere I'acqua in eccesso e le
bolle d'aria sotto la decalcomania mediante un panno
soffice di cotone.
Quando le decaicomanie sono asciutte, togliere con un
panno umido I'eccesso di colla intorno alia decalcomania
stessa.
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