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B0LT ACTION

ORDER DICE

Inthe Bolt Action game troeps can he given different kinds of
instructions, which we call orders. There are six different
orders: Fire, Advance, Run, Ambush, Rally, and Down. We will
axplain how these work in due course, During play a die is
placed next to an infantry, tank, artillery piece or other unit to
show which order has been given. Flip the die so that the
number showing uppermost corresponds to the ordsr as
follows.

Fire
Advance
Run
Ambush
Rally
Down

OB =

Idezlly each player will have a set of distinctly coloured but
otherwise identical dice to use for orders: for example
Germans hlue and Russians green. Each side starts the game
with oné order die for each unit, which is to say one die for
each squad or team of infantry and one for each tank,
armoured car or other vehicle. So, for example, if an army has
six infantry squads, a machine gun team, and threa tanks then
it has ten distinct units and the player starts the game with ten
order dice.

DICE CuP

During the game both sides’ order dice are placed togsther in
some kind of container and drawn blind one at a time to
determine which side acts next. To facilitate this you will need
alarge mug, a dice cup, pot, or some similar opague container
large enough to hold all the dice. In the rules we always refer
to this as a dice cup, but it can be any suitable container so
fong as it allows you to draw the dice unseen.

Ifyou don't have two sets of differently coloured dice to use
as order dice, then all you need are differently coloured
tiddlywinks, heads or card chits instead. Let's say you are
using chits cut from a sheet of thin card. One player takes ong

Warford Games have made sets of special order dice in distinct
colours - these dice are clearly marked Fire, Advance, Run,
Ambush, Rally and Down. Although you don't need to have
these dice to play Bolt Action they are a
convenient and attractive
alternative to using standard

coloured dice.

blank chit for each unitin his army: the opposing player takes
ane chit for each of his units and marks his chits with a cross.
The chits are then placed together in the dice cup and grawn
atrandom to determine which side acts next. When a unit acts
any dice can then be used together with the chit to show
which order has been given, Alternatively, players can make
up their own card counters with the orders marked on them if
they prefer.

PIN AND OTHER MARKERS

Pin markers are placed next to units when they are hit by
enemy fire to show that they are ‘pinned’. This reduces their
ability to respond to orders effectively. Any kind of distinctive
marker will do the job and some examples of the kind of thing
we use are shown below.

Gecasionally you wifl need markers for other purposes, for
example to mark a target for aerial attack or artiflery
bombardment. Use any
distinctive marker for
this. We often use a
coloured chit,

RE-ROLLS

Sometimes a rule will aflow you to re-roll a result. This means to
pick up the dice you just rolled if you are not happy with the
result and roll them again. The second score is the one that you
must use, even if it's worse than the first! Note that you can
never re-roll a re-roll - you must accept the re-rolled result.

10




BOLT ACTION

MEASURING DISTANCES

When you play Bolf Action, you will often need to measure
distances between units, as well as the distance moved by
models as they make their way across the battlefield.

DISTANCE 3ETWEEN MODELS

The distance between two madels is always measured
between the closest points of their bases. If the models do not
have a hase, use their torso, huli, gun carriage, or
comparable ‘core’ portion of the model. lgnore parts of

a model that might stick out like gun harrels,
bayonets, autstretched arms, radio aerials, stc.

DISTANCE BETWEEN UNITS

Most infantry units are made up of two or more
madels ~ often five or ten, The distance between two
different units is always measured between the bases of the
closest models in the units. Follow the same guideline given
above for models without a hase.

British Centaur 95mm close support tank




CONVENTIONS OF WAR

NO MEASURING BEFORE DECIDING

Players are not ailowed to measure distances before making
a decision. A player must always declare his intention before
measuring. For example, you might say, "I'm moving this
infantry sguad in such and such a direction” or, "My anti-tank
gun is firing at that tank” and then proceed to measure. This
means that, just as in reality, players cannot be sure about
distances and ranges until they ‘go for it".

SIGHT

The game rules that follow often refer to what a "'what a man
can see’ or line of sight. Establishing what an individual
trooper may or may not be able to see does require a little
necessary judgement on the players’ parts, but this will soon
hecome habituai after a few games have bheen played.

To determine what a man can see, iean down and take a

look fram behind the mode! to get a soldier’s eye view of the
hattlefield. If the torso or head of an enemy model can be

seen ciearly we assume the
soldiar can see that enemy. f enly
a peripheral part of a model can
be seen such as an arm or leg,
backpack, or the barrel of a
weapon, then we assume the
enemy cannot he seen hecause
there are just too many
obstructions or distractions.
Remember, in real life all the
iroops on the battiefield would be
in continuous motion, infantry
darting from one position to another, vehicles speeding
along, and crews of field guns crouching hehind the cover of
their gun shields. A real soldier's view would be the briefest
of glimpses, very likely with bullets zipping arcund and shells
exploding nearby.

Vehicles, artillery pieces, and other hulky items of
equipment are easier to see being somewhat farger than the
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TABLE BOUNDARIES

The game is always played within the boundaries of the area
available. Troops are not allowed to move beyond the edges of
the table during play, except where this forms part of an
outflarking move or objective as described in the game itself,
Of course this is not strictly realistic, as no such restriction
applies in the real world, but it is a necessary adaptation to
playing games within a limited space.
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30LT ACTION

The models in your army must be organised into units prior to
the game. The most cammon type of unit is an infantry section

or squad. This is normally made up of around five to ten men

representing soldiers from one of the warring nations. Other
units may have fewer models, such as a gun and crew, or
a machine gun team. Some units comprise a single
model, as in the case of a tank or armoured car.

TYPES OF UNIT

Ail units belong to one of the following three basic types:

INFANTRY

By far the most common type of unitin Bolt Action as in reality,
this category includes a¥ soldiers fighting on foot and armed
with man-portable weapons. For our purposes we shall also
refer to units normally meunted on bicycles, motorbikes and
even horses as ‘infaniry’ as, in most cases, such troeps will
fight on foat in our game.

ARTILLERY

This includes all large calibre guns and comparable weapons
on a carrizge or fixed mount. A unit of artillery consists of the
gun model itself and a number of crew models to fire and
manceuvre the weapon. Most guns can be manhandled rather
slowly, or towed by a tractor or similar vehicle.

VEHICLES

This category includes all combat, transport and towing
vehicies, from trucks, jeeps and armoured cars to seif-
propelled guns, tank destroyers and tanks. Vehicle units
normally consist of a single vehicle model inciuding driver and
fighting crew where apprapriate.

FORMATION

If a unit consists of more than one model, s members must
remain in formation. This means that each time the unit moves
the models in it must form a group with no member separated
from the group by more than 1. If an individual shouid become
separated from his unit, perhaps because other models have
fallen casualty and have been removed, then this must be
corrected as soon as possible,

ONE-INCH GAP

To help prevent units becoming muddled or positions confused
during the battle, units must always end their move more than
1" from any other unit whether friend or foe. In other words,
there must be a gap of more than 1 between units once a unit
has moved. The exception is that units assaulting an enemy
move into contact and fight close combat as explained later.

As well as ending its move mare than 17 from other units,
no models in & unit can move within 17 of any enemy unit
during the move itself. A distance of more than 1” must be
maintained. Unce again, an exception is made for units
assauiting an enemy as explained later,

IMPORTANT NOTE

The basic game rules are writtan with units of infantry in mind.
This aliows us to exnlain how the ruies work without
overcomplicating matters with the numerous special rules that
apply to tanks, howitzers and suchiike. The rules for different
types of artitlery and vehicles are explained separately in their
own sections.
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During each turn, order dice are drawn “blind’ from the dice
cup one ata time. When a player’s order die is drawn he must
use it to activate a unit. Once all the dice have been drawn,
or ance all the units capable of acting en erders have done
sa, the turn ends. At the end of each turn the dice are returned
to the dice cup ready for the next turn, except for ambush and
down orders which can alternatively be retained from turn to
turn as explained helow.

PREPARING TO PLAY

Before the game hegins the players must each place an
appropriate number of erder dice in the dice cup. This is one
die for every unit in their force, including for units that hegin
the game in reserve as described later. For example, if a force
of twelve German (blue) units is facing a force of sixteen
American Igreen) units, then the cup starts off with twelve
blue order dice and sixteen green order dice. Should you be
using some other tokens rather than order dice then you would
have twelve blue tiddlywinks and sixteen green tiddlywinks, or
blue and green card chits, or whatever,

TURN SEQUENGE

Bolt Action is played in turns, A battle normally lasts for a set
number of turns as discussed later. In each turn the players
follow the sequence as shown below. For the sake of
explanation, from this point we shall assume that players are

Smoke break! A moment’s respite.

using crder dice rather than chits or other tokens, but the
process is hasically the same whichever method is employed.

1. ORDERS PHASE

1. Draw an order die from the dice cup and hand it to
the appropriate player.

2. The player choases one of his units and gives it an
order. Place the order die nextto the unit to show that
it has received an order. Once & unit has been given
an order it cannot be given another arder that turn.

3. If necessary, the player takes an order test to
determine if the unit foliows the order.

4, The player executes the unit's resuiting action.

5. Backto 1. Once all eligibie units have received an
order, the orders phase ends — move to the turn end
phase.

2. TURN END PHASE
Return ail order dice to the cup, except for those units wishing
to retain an Ambush or Down order as noted later,

Units that are destroyed during the turn lose their order dice.
If a destrayad unit has already taken its action remove the order
die paced next to it. If a destroyed unit has not already taken its
action remove a die from the dice cup. Order dice lost as & resull
of units being destroyed are removed from play and placed aside
where both players can see them. When units are lost this
therefore reduces the number of dice available for the following
turn.
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When a unit receives its order die, this represents the squad's
feader telling his men what to do. Ultimately, of course, this
is you, the player, deciding how you want your troops to act
that turn. However, if troops are under fire, there is a
possibility that the men will disappaint both you and their
squad leader, and decide all they really want to da is to keep
their heads down.

The choice of orders a player can issue to his units is
represented by the six faces of the order die as follows:

1 Fire Fire at full effect without moving
(2 Advnce | Moveandthenfire
Move at double speed without firing. Also
3 Run ;
used for assaulting
4 Ambush | No moveffire, but waitfof opportuniy fire
5 Rally No moveffire, but fose D§ pin markers
6. Down i ' “No 'r'nmfe[fé'_r'e',-butga'i'n ah extra =110 be hit -

US Airborne advance cautiously past a knocked out Jeep

FIRE

The models in the unit do not move, instead they open up with
their weapons at their chosen target(s) at fulf effect. Some
large and bulky weapons can only be fired by units receiving
this order, as they require the firer to be stationary. See the
rules for Shooting p31.

ABVANCE

The unit can move and then fire its weapons. The unit's shots
will be less accurate than if it cheoses to remain stationary
and fire, and some of its weapons may not be able to fire at all,
See the rules for Movement p25 and for Shooting p31.

RUN
The unit moves at double speed, but cannot fire any of its
weapons. See the rules for Mavement p25.

AMBUSH

The unit does not move or fire, Instead, the soldiers take up
firing positions and wait for a target to present itself. See the
rules for Shooting p31.
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RALLY

The unit does not move or fire. Instead, the trocps pause for
breath, patch up the wounded, pass ammo around and regroup
ready for the fellowing turn. See Pinned below.

J0WN

The unit does not move or fire. instead, the troops hit the dirt
and keep their heads down as far as possible, making
maximum use of whatever cover is availahle. See the rules for
Shooting p31.

PINNED

Narmally, units do what you order them to de without question.
However, units that find themselves under enemy fire are fess
relizble, and sometimes they will ignore their orders altogether.
Thisis represented by the rules for pinning. Pinned troops are
indicated by markers placad on the tabletop next to or behind
the affected unit. Units that have taken a great deal of fire will
(jain more markers and will become increasingly reluctant to
ohey their orders,

H you do not wish to clutter the gaming table
with markers it is perfectly acceptable to note
down where units have been pinned instead.

However, this does involve a certain amount of
paperwork, so cn the whole we would
recommend that suitable and unobtrusive pin
markers are used where possible.

PIN MARKERS

Every time a unit is fired at by an enemy unit and suffers one
or more hits as a result, place a single pin marker next to it.
Units that are shot at by several enemies, or over a number of
turns, can potentially rack up multiple pin markers: they
become more firmly pinned down and the chances of them
oheying their orders are reduced even further.

In the case of some particularly heavy weapons two or
more pin markers can sometimes be scored against a target
in one go. For example, if & heavy artillery barrage hits a unit
it is likely to be more effectively pinned down than it would
be by rifle fire. However, in general the fire of a single unit
adds one pin marker to the target. Note that the number of
hits caused is not important here: the only thing that matters
is the fact that the target has been fired at and has been hit
at least once.

It can sometimes happen that one of your own units will
fire on another of your units accidentaily. Thisis referred to as
‘friendly fire’. Hits from friendly fire also resuit in a unit taking
nin markers as if the target had been an enemy.

EFFECT OF PINNING
Each pin marker on & unit lowers its
morale value by one. Morale is
discussed on page 22 and affects a
unit's ability to obey its orders. A
regular infantry has a morate value
of 9. [T it has two pin markers on it, its
morale vaiug would therefore be
reducadto 7. If ithas five pin markers
its morale value would he reduced to 4.
Pinning also reduces a unit’s ability to fire effectively as we
shaill see later on; however, for purposes of understanding
how orders work it is sufficient to know that each pin marker
reduces a unit's morale value hy -1,

ORDER TESTS

A unit that is not pinned executes any order it receives
automatically. The order die is placed next to the unit and the
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corresponding action is carried out without any need to take
an order test. There are some situations where orders are not
received automatically and a test must always be made
regardless of whether the unit is pinned - but these are
uccasional exceptions and need not concern us for now.,

It a unit has ane or more pin markers it is considered to he
pinned dewn and might not ohey its order. After placing the
order die next to the unit, the player must take an order test to
see if the order is obeyed. Roll 2D6 and compare the result
with the unit's modified morale vaiue as described ahove.

If the 206 result is equal or fower than the unit's modified
morale value, the unit passes the test, A unit that passes an
order test immediately discards one pin marker, and then
executes the order it has been given. This represents the unit
puliing itself together and recovering some of its discipline
hefore obeying its instructions. For example, if a regular unit
has two pin markers its modified marale value is 9-2 =7, Sa,
your 2D6 roll must score a combined total of 7 or less to pass
the test. Any rofl of between 2 and 7 will therefore succeed
and any rol of between 8 and 12 will fail.

Ifthe 2D6 roll is higher than the unit's madified morale value
the testis failed. A unit that fails its order test does not discard
any pin markers and must then execute a down action rather
than the order intended. However, if a double sixis rolled then
not enly is the order failed but the unit must roll again on the
FUBAR chart given opposite and take the action indicated.
This means that the unit has panicked, misunderstood its
order, or that something has gone terribly wrong somewhere
along the fine.

Regardiess of any modifiers that apply to a unit's morale
vaiue, the highest morale value is 10 and the lowest is 2. This
means that order test rolis of 2 will always succeed regardless
of any modifiers that apply, and results of 71 or 12 will always
fail.

PINNED AND DOWN

There is one important exception to the rules for taking order
tests. If you order a pinned unit down no order test is taken.
The unitgoes down automatically. However, note thatif you do
this then the unit does not lose a pin marker, as it has not
passed an order test,

PINNED AND RALLY

If a pinned unit is successfully ordered to rafly, it will discard
one pin marker becausa it has received a successful order,
plus an additional D& pin markers for the result of the action,
thus effectively discarding D6+1 pin markers. Roll a die and
add 1 to the score te determine how many pin markers are
remaoved,

FUBAR!

If an order test roll comes up two sixes then not anly is the
order not given but the player must immediately roll on the
chart below. RoH 2 die to find what action the unit takes.

Friendly Fire

The unit does not move and opens fire against
a friendly unit, mistaking it for enemy. Place a
fira arder by the unit. The opposing player
chooses the target. The target must have an
enemy unit within 12, as proximity to enamy is
precisely what has caused the 'friendly fire
incident’. If no such target is available the unit
does not fire and goes down instead.

Panic

The unit executes a run order
and must move as fast as
possible away fromthe V-
ciosest visible enemy unit. If no
enemy are visible the unit
goes down instead.

34,5016

TROOP QUALITY AND MORALE

Not all troops are the same. Some are highly trained,
motivated, or experienced, whilst others are hurriedly
conscripted and committed to the hattlefield with little training
or equipment. This is represented in the game hy the morale
value of the troops. As we have already discovered, this is &
measure of how fikely the unit is to follow orders under fire,

Troops are divided into three different categories as follows:

Inexperienced Conscript, poor or little
training, no combat

experience

Regular - ~Normal training and some .
S ‘combat experience '
Veteran Special training (paras,
commandos, marines) and
extensive combat

experience

SQUAD LEADERS

Infantry units normally include a leader. In the case of an
infantry squad this would typically be a sergeant, carporal,
lance corporal or an equivalent rank. These nen-commissisned
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officers (NCOs) are an integral part of their unit and cannot be
deliberately separated from it. If an infantry squad’s NCO is
Lilled, the unit suffers a permanent —1 penalty to its morale
wnlue, Crewed weapons and weapons teams don't have specific
models as leaders, butif the team is reduced tc one crewman it
also suffers a ~1 penalty to its morale value in the same way,

PIN MARKERS

llemember that each pin marker on the unit alse results in a -1
ponally to its morale value, A veteran unit with one pin marker
has a morale value of 9, whilst the same unit with four markers

Iiin o value of 6, and so on.

ROUTED UNITS

I & unit has as many pin markers as its original morale value,
or more, then it is automatically destroyed — its morale has
stirely collapsed and the unit is routed frem the field. Thus
inixperienced troops are routed ance they have 8 pin markers,
sagular units 9, and veteran units 10. This wen't happen very
siten because units will usually be wiped out long before their
nirale coltapses in this way.

MAXIMUM AND MINIMUM MORALE

Regardiess of how many pin markers it has, or how many
honuses or penalties apply, a unit cannot have a morale value
of greater than 10 or less than 2. 10 is the best value possible
and 2 is the worst.

RETAINING AN ORDER AT
THE END OF THE TURN

Normally, ail the order dice used to activate units during
the turn are gathered up and placed back in the dice cup at
the end of the turn. There are, however, two notable
exceptions.
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ORDERS AND TERMINOLOGY

During a game we usually refer to units that have been given a
firg order as ‘firing’, a unitthat has been given as agvance order
as ‘advancing’ and so on for units that are running, in ambush,
rallying or going down. We also use these same terms
throughout the rule hook where the intent is sufficiently clear,
butwhere we need to be precise we usually describe a unit that
has a fire order placed next to it as enacting, undertaking,
conducting or otherwise engagedin a fire action,
and so on for an advance action, run action,
ambush action, rally action and down action.
Although it might scund a bit of a mouthfui

tc say troops are ‘taking part in a fire
action” this is plainly less circuitous than
describing the same men as 'a unit that

has & fire order die placed
nextto it

AMBUSH

Units that end their turn in ambush can retain their order or
return it to the dice cup as usual. [f the player decides te retain
the ambush order, the order die is left where it is and the unit
starts the next turn aiready in ambush and ready to shoot at a
target that presents itself. This allows & unitto stay in ambush
from turn to turn, watching and waiting for the enemy to make
a move.

DOWN
Units that end their turn down can retain their order or return
it to the dice cup as usual. If the player decides to retain the
down order, the order die is left where it is and the unit starts
the fallowing turn already down, A pinned unit that does
this also loses one pin marker immediately instead of
returning its order die to the dice cup. This allows a pinned
unit to recover its effectiveness without passing an
order test, so long as it stays down, representing the
unit's leader regrouping his men under fire.

Soviet partisans set out to ambush Fritz. ..
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Fire and manoeuvre are the keys to
success and making the most of
cover and good firing positions are
therefore crucial to both sides. There
will be times when rapid mevement
is called for, either to take a position
ahead of the enemy or to mount an
assauft in the face of enemy fire.
Other situations will call for a cautious advance with the
benefit of covering fire from stationary units nearhy.

ADVANCE AND RUN MOVES

Ar advancing infantry unit can move up to its basic move
rate. This is usualiy 6" in any direction. Simply move each
model up to a maximum of 6”. Remember that & unit must
maintain a formation, so once the whole unit has moved no

modei car he separated from the formation by more than 1.
Remember that it is also necessary to leave a space
between different units of more than 17 for the sake of
ciarity as already explained.

A running infantry unit can move as described abave but at
double its basic move rate, i.e, usually 127,

Note that we permit our infantry to change direction any
number of times during their move, allowing them to move
round corners, around rubble, around other models, and so
forth. This does not matter so as long as the total distance
moved is not greater than 6"

INTERPENETRATION OF
FRIENDLY UNITS

When a unit of infantry moves we allow individual models tg
move through the positions of other madels in the same unit,

Easy Company taks it easy...
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MOVEMENT

or of other friendly infantry or artillery units. Just move the
models through their friends. We assume that individuals get
out of the way to allow their friends to pass. Howsver,
remember that once a unit has finished moving it must be more
than 1" from any other unit as already explained.

We don't allow tanks or other vehicles to move through
friends, or to be moved through by friends. Vehicles must
negotiate their way around friends whether they are infantry,
artillery or cther vehicles.

TERRAIN

Af{ the beginning of the game, hefore choosing sides and
deplaying any troops, it is necessary for the players to rata the
various terrain features on the battlefield as described helow.
It is iikely that most of the battiefield will be cisar or open
ground, where troops and vehicles can move without
impediment. Other parts of the battiefield, such as waoods,
ruins, waterways — and perhaps quarrigs, escarpments, sand
dunes or marshes - can be harder to move over or through.
Remember, it is up to the piayers to decide how to rate the
various features used to create the battle scene. There is no
need to be rigid or even consistent about such things. For
example, a light scattering of woodland might he counted as
gither open ground or as rough ground — both are perfectly
platsible,

e RRERR AR SRR SIS

MOVING ON OR OFF THE TABLE

MOVING ON

In some situations models will begin the game “off table” which E

e

means they are waiting behind the area designated as the
hattlefield, or perhaps they are executing a flanking manoeuvre
off to one side. When these units move on to the battlefield, the
player picks a point on the table edge ang measures the unit'’s
move from that point, Units that move on to the battlefield must
ha given an atdvance or run order to do so, but note that they are
nol aflowed to make an assault upon gnemy units in the same
. We will explain how assaults work later on (see p57).

MOVING OFf _ |

Unils cannot voluntarily move off
the area designated as the
hattlefield exceptin circumstances
where the rules specifically
intdicate otherwise. Where 2 unitis
sllowed te move ‘off table’, it is
removed in its entirety as scon as
any of its models moves into
contact with the table edge.

IMPASSABLE

Some features on the hattiefield can be rated as completely
impassable. This means all units must go round these features:
no units can move onto or through them. The most ebvious
examples would be a steep gorge, a soaring rocky crag, a
large body of deep water, or a very high and substantial wall.
Other things that might he considerad impassable include
wrecked vehicles, collapsed or burning buildings, dangerous
marshes, quicksand and fortifications that are intended to
present impassahble barriers to the enemy.

ROUGH GROUND

We use the term rough ground to describe areas of terrain
that are difficult to move through, and which will therefare
siow down troops and in some cases prevent them from
moving altogether. Different kinds of troops are affected in
different ways, as shown on the table overieaf. Infantry are
only aliowed to move through rough ground by means of an
advance, for example: they cannot move through at a run.
The sort of features that would typically he rated as rough
ground include dense woadiand or undergrowth; loose
ground such as deep mud, sand or scree; and areas of
ruinous buildings or rubble.

{BSTACLES

By ohstacles we mean things such as field hedges, dry-stone
wails, ditches, and perhaps streams or other waterways that
present a barrier to movement. Obstacles are useful to the
opposing armies because they make troops difficult to see
and often provide cover. Infantry are only allowed to cross an
obstacle whitst advancing and not whilst running. Gther
kinds of units are affected differently as noted on the table
overieaf.

SUILDINGS

We will consider buildings at greater length in their own rules
section. Buildings can include domestic houses, industrial
buildings, and military installations such as bunkers or
pillboxes. We normally allow infantry to enter and fight from or
within buildings, but some players are happy to treat buildings
as impassabie in order to simplify matters. This is up to players
to decide for themselves.

ROADS

if you are fighting around a village, in the outskirts of a town, or
even around a farm or factory, it is likely there will be roads or
lanes to facilitate transport within and through the area. Although
these roads make no difference to infantry, they enahle vehicles
1o move mare guickly as noted on the table overleaf.




30LT ACTION
TERRAIN TABLE

The terrain tabie indicates how different Xinds of troops are
affected by different terrain,

Open Ground 0K 0K
RoughBround | NoRun 1 Ner e

Obstacle No Run No No

Road oK 0K x2 x2

Key:

0K — The unit can move through the terrain without hindrance — this is the defauit or normal rate for ali kinds of troops over open
ground.

OK* —The unit can cross this kind of terrain without hindrance unless it has been designated as an anti-tank obstacle, or
impassable bocage, o the equivalent, in which case it is impassable to all types of vehicte.

No Run — The unit canrot cross or move within this kind of terrain if undertaking a run action, but can cross or move cver with an
advance action.

No - The unit cannot enter or move within this kind of terrain &t all.

Nao* ~ The unit cannot enter or move within this kind of terrain, except that it can be deployed within the terrain at the start of the
game. In this case it cannot move once deployed. This represents situations where guns are ‘dug in’ to positions prior to the battle
as discussed iater in the section on Artiliery.

No {8} — The unit cannot enter or mave within this kind of terrain, except that heavy and super-haavy tanks may move through and
demalish some buildings in some situations. See the rules for buildings on p38.

9 — The unit's move rate is doubled if it moves entirely along a road or track. This enables vehicies to move rapidly along reads
where the opportunity permits.
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Our troops command vast firepower in the form of squad-
hased attomatic weapons, hand-held anti-tank projectiles,
and long ranged mortars and machine guns. Deploying and
manoeuvring skiffully will enable your infantry to bring their
weapons to hear most effectively against their enemy.

WHO SHOOTS?

Units that have been given a fire or advance order can shoot,
whilst units that have been given an ambush order can shoot
when they spring their ambush - in which case their order is
flipped to fire. Other units can sometimes shoot in special
circumstances as described throughout the rules: for example,
reaction fire during an assault.

SHOOTING PROCEDURE

Whien one of your units shoots follow the procedure below:

Ceclare target

Target reacts

Measure range and apen fire
Roil to hit

Rofi to damage

Target takes casualties
Target checks morale

i i e

A US Marine resorts to his sidearm

DECLARE TARGET

Pick a target and dectare you are opening fire. Except as noted
below, a target is always one enamy unit. When a unit shoots,
it fires all of its weapons at one target; for example, a tank, a
sguad of infantry, or an anti-tank gun and its crew.

When a unit gpens fire only those models that can draw
a clear line of fire to their target actualiy shoot. Any models
unable to shoot will not fire, for example because they either
can't see a target or because their weapons are out of
range.

Note that we do make an exception for panzerfaust armed
infantry, who are allowed to select a different target to the rest
of their unit: see Dividing Fira p35.

Example: An infantry unit can see two enemy nits — a machine
gun team and an infantry squad further away, As the machine
qun is already suppressed with twe pin markers, the player
decides to ignore it and declares that his unit is firing against
the enemy infantry.

INTERVENING FRIENDS

Infantry models are always allowed to see and shoot through
other models in the same unit as if they were not there. Thisis
because the unitis assumed to be in constant motion, troapers
working as a team and not getting in each other's way.
Sometimes you will find it convenient to momentarily fay down
a model or place it aside whilst checking line of fire, and this
is perfectly fine,
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Models are not allowed to shoot through other friendly units or
to draw a fine of fire within 1" of a model fram another friendly
unit. Even though a shooter may be able to see the target, the
shot is not permitted if it would pass threugh or within 1" of &
model from a different friendly unit. In such cases the friends
are too clese to the line of fire.

We make an exception to the rule that you can't draw a line
of fire within 1" of your own side where shots cannot possibly
score damage on the friendly unit. For example, infantry armed
with small arms cannot possibly damage an armoured
personnel carrier, so they are allowed to draw a line of fire
within 17 of it In such a case shooters must stiil be able to see
the target to shoot — they cannot see ‘through’ the vehicle -
but the closeness of the carrier does nat block their fire.

The same exception also applies when shoating mortars
and howitzers over the heads of friendly units using indirect
fire as explained later. These weapons fire with a high
trajectory, lobbing shells high into the air so they fall onto the
enemy from above. When mortar and artillery crews shoot
indirect fire they can therefore shoot at any enemy they can
see without intervening friends blocking their fire.

TARGET REACTS

if the nominated target has not yet taken an action that turn
the player can, if he wishes, immediately order it down. If he
decides to do so, pick an order die of the appropriate colour
from the dice cup and piace it next to the unit, showing it
has gone down. This will make the unit more difficult to hit,
reducing the consequences of heing shot at, but an the
other hand it means the target expends its action for the
turn.

Example {continued): The target has not taken any action yet
so the opposing player could decide to order the unit down,
The player decidas against ordering his men to get down,
fudging that the shooters are out of range.

MEASURE THE RANGE AND OPEN FIRE

Every weapon in the game has a maximum range at which it
can fire effectively. For example, a rifle can hit targets up to
24" distant whilst a madium machine gun can hit targets up to
36" away.
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SHOOTING

Fach weapon has a number of shets. This is the number of
dice rolled on behalf of the model firing the weapon. For
example, a rifle has just 1 shot, whiist @ medium machine gun
hirs 4 shots representing its rapid rate of fire.

Every model that is within range and which can draw & line
ol fire to at least one enemy model in the target unit shoots at
the nominated target. Note that piayers cannot hoid back a
unit’s fire — when a unit fires every model that can shoot must
shoot. Check the range from each shoster 1o his target to
iake sure he is within range. [f within range, roll a D6 for each
shot the weapon has as shown on the weapons chart. [f the
larget is out of range then the shot automatically misses and
thore is no need to roll.

Ixample (continued): The player measures the range to the
largat and finds that three of his riffemen and the sergeant’s
ihmachine gun are out of range, but the squad's light
irchine gun and four riffemen are in range. He can therefore
firsi three shots from the machine gun and one each from the
fant titles, making a total of seven shots.

HYVIBING FIRE
it @ unil of infantry includes a proportion of men armed with
wl anti-tank weapons — sugh as a panzerfaust - then

any of these models are affowed to direct their fire against an
enemy vehicle, even if the rest of their unit shoots against a
different target. This enables a unit to splitits fire between twao
different enemy units and is therefore an exception to the rule
that normaily prevents this.

ROLL TO HIT

Each D6 rolled has a chance of scoring a hit on the target.
Successful hits represent accurate fire placed in the
immediate vicinity of the target, with a good chance of killing
or incapacitating an enemy.

Eachdie roll of 1 or 2 misses and is ignored, whilst each die
roll of 3, 4, 5 or 6 results in a hit. This is usually expressed as a
roll of 3+, meaning a roll of 3 ar greater on the die. However,
there are a number of factors that affect this roll, making it
easier or more difficult to score a hit as explained below.

HIT MOBIFIERS
The basic 3+ chance of hitting assumes that the firer is not
distracied by the battle raging around him, has time to aim his
shots, and that the target lies in plain view without the benefit
of cover of any kind. Buring a firefight this will rarely be the
case, and a target can be considerably more difficult to hit as
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a result. This is represented by means of the fotlowing
modifiers,

Shocting at point hlank range +1
“Perpinmarkeronthefirer
Longrange | -1
Cexperienced Ty
Fire on the move -1
Targetis ‘down’infantry ovartlery
Target is a small unit -1
Tergetisinsoftoover
Targetis in hard cover -2

Shooting at point blank range — i a target is very close it is
sasier to hit. If the target is within 6” shooters receive this
honus to their roll to hit,

Per pin marker on the firer - if the shooters are pinned down
they wiil be more concerned about keeping a low profile than
aiming carefully at the enemy. For every pin marker on the
firing unit, the firer suffers a ~1 o hit modifiar. So, two pin

markers is -2, three pin markers is -3, and so on.

Long range — cach weapon has an optimum range beyond
which it loses accuracy. This modifier applies if the target is at
a distance of over half the maximum range of the weapon.
Note that this may mean some sheoters in the same unit might
require a greater score to hit than others.

Inexpetienced — inexperienced or poorly trained troops are
far less likely to hit anything. Inexperienced units suffer a —1
penalty to their roll to hit.

Fire on the move - if the firing unit is making an advance action
the unit is spending some time moving and its fire will be less
accurate. Hence the unit suffers this penalty to is rall to hit,
Target is ‘down’ infantry/artillery — this applies if the target
unitis either infantry or artillery that has gone down, as shown
by the order die placed nextta it, individual soldiers laying flat
trying to offer the smallest possible target.

Target is a small unit — this applies if the target unit consists
of either one or two infantry models. One or two men can
gasily escape attention on a crowded battiefield. Note it
doesn't matter how many men were inthe target at the start of
the game - itis the number of men in the target when it is shot
at that counts.

s

US Airborne advance through a ruined town, supported by an M4 Sherman

36
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SHOOTING

Fallschinmidger ambush!

Turiged is in soft cover — this applies if the majority of the
tsigil ynil s in soft cover from the point of view of the majerity
gi the models firing against it. For more about cover see the
nil on p3d.

rgged i in hard cover — this applies if the majority of the
wnitis in hard cover from the point of view of the majority

iul oh p3s,

IMPOSSIBLE SHOTS
allies 10 the score needed to hit a target mean that a die
s dire than 8is needed itis still possible to shoot—though
shidgncaes of success are smail. Open fire as normal rolling
i par shot, Pick any dice that have rolled a b and roll
gain, Any further rolis of a 6 hit the target — nice shot!
il 1his means it is necessary to roll a 6 followed by
i 1o score a hit, itis still well worth an attempt.

Haaling unil scores one or more

i i single pin marker on the
i that it doesn’t matter how
i Ini scores on the target; so
it Inasl ong hit is scored the
: i single pin marker. There
i by heavy weapons that

ki

inflict more than one pin marker when hits are scored, but
these are exceptions that need not concern us immediately.
See the Orders section for more about haw pinning works.

Example: The player calculates the chances of scoring a hit. The
basic score needed is 3+, but the shooters suffer a —1 because
they moved this turn (with an advance order) and a further —1
because both the rifles and the machine gun are firing at targets
that are over half of their maximum range away. Therefore the
plaver will need to rofl at least 5s to score hits. The dice are rofled
and get three hits, a very good resulf. Because the shooters
scored atleast ong hit, a pin marker is placed on the farget,

ROLL TO DAMAGE

Pick all of the dice that scored a hit and roll them again to see
if the target suffers damage and takes casualties. The score
needed to inflict a casualty depends on the damage value of
the target, as shown in the table overleaf. We have included
damage values for vehicles including tanks tc give an idea of
relative values, Heavy weapons add &
modifier to the damage roll, allowing for
a score of greater than 7. This is
described in detail in the section on
Weapcns p43. Regardless of any
modifiers that apply, arollofa 1 on a die
is always a failure.
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. 'R_egﬁlér 'infaht_ry or artiliery

Veteran infantry or artillery

A!]._s__bﬁ-_él{i_n_n:ec:i v"e_hiré_i_es

Armoured Car/Carrier
Medium Tank

ey Ta

Super-heavy Tank

Inexperienced infantry or artiflery

3+
44

b+

T
g

G+
04

11+

Example: If a regular infaniry unit is hit by rifle fire then a die is
roiled for each hit and ail further rolls of 4, 5 or 6 will score

damage, i.e. rolls of 4+, or 4 or mere. In this instance rolls of 1,
2 or 3 would fail fo score damage and have no effect

TROOPS, SOFT-SKINNED AND ARMOURED TARGETS

The damage table makes a distinction between troops and
soft-skins with a damage value of up to 6+ and armoured
targets with a damage value of 7+ or greater. This divides
potential targets into two categories: soft targets that can be
readily damaged hy small-arms fire and armoured targets that
can only be damaged by fire from heavy weapons.

We will describe the rules for different kinds of weapons in
the following section. For now all it is necessary to know is
that heavy weapans add a bonus to the roll to damage, making
it possible to score more than 6. For example, a Browning 50
calibre heavy machine gun has a benus of +1, so a die roll of 6
scores6+1=17.

Small arms and light automatic weapons such as rifles,
submachine guns and light or medium machine guns don‘t add
a bonus to damage. This means it is it is impossible to score
more than § when rolling to damage using these weapons.
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SHOOTING

COVER

in situations where most of the shooters in the firing unit can draw a ¢lear fine of fire to most of the models in
the target unit, then no modifiers are applied for cover. it doesn't matter if cover obscures a few models in the
target unit; s0 long as the majority of the shooters can clearly draw a ling of fire to the majority of the target

no modifiers for cover apply.

MAJORITY OF TARGETS OBSCURED BY TERRAIN OR OTHER MODELS
it the majority of the shooters in the firing unit cannot draw a clear line of fire to the majority of the models in
the target unit then the enemy is in cover. If the targat is in cover it is more difficuit to hit {either -1 or =2 on
the dice).

Cover is most likely to take the form of vegatation such as hedgerows or trees, or something more solid like rubble, wreckage or ruins. in
olher situations, the presence of other units, whether friends or foes, chscures a portion of the target making it harder for the shooters to draw
aline of fire.

MAJORITY OF TARGETS WITHIN TERRAIN
A scaltering of tree models, tumbled ruins, rocks and such like is assumed to stand for a fairly dense tangle of woodland, rubble, or rocky
outgrop which is impractical to represent literally on the battlefield. Itis enough that we know a wood is a weod, and we can easily imagine
tho langle of undergrowth and closely packed tree trunks.

For practical purposes we assume that a unitis always in cover if the majerity of its models are inside a wood or comparable area of terrain.
It is convenient to assume all models whose bases touch the wood/ete. are within it, as this avoids any engertainty in the case of troopers who
iy be partly inside,

SHOOTING THROUGH TERRAIN AND FROM CGVER

i the reasons outlined above we also assume that where shooters draw a line of fire through woodland, over tumbled ruins, rocky outcrops,
walls, hodges or other comparable terrain at a target beyond, then the target counts as in cover if the majority of the target models can only
tr shot at over or through such terrain.

Whars troops are firing from directly behind a wali or similar obstacte, or from the edge of a wood at a target that is otherwise in the open,
wo ponally is applied on account of the walliwood/ete. Models count as behind a wall when they touch it. Models count as at the edge of a
weond when they are positioned touching its boundary. This simply recognises that troops can take up gocd firing positions along the edge of
#woud of hehind a wali and shoot without the wood or wall itself getting in the way.

R0T SURE?

B the vast majority of cases it will be obvious enough whether a targetis in cover or not. However, sometimes it might not be so easy to make
a juitgument either because the situation is very marginal, or hecause it might be imgractical to get the necessary model's eye view. To quickly
fisnuive situations where it is otherwise impossibte to make a clear judgement, simply roll a die to decide. Ona rolf of 1, 2 or 3 the targetis i
asdan, on Lhe roll of 4, 5 or 8 the target is not in cover.

{17 OR HARD COVER?
it over describes the sort of concealing cover that makes a target hard to pick out, but does not necessarily offer much in the way
it physical protection. This includes woodiand, hedgerows, and other vegetaticn such as leafy undergrowth and fields of tall crops. It
instuduy tricndly infantry units, artillery or soft-skins if these partly obscure a target and make it harder to see. Camouflage nets or mesh
{saignod to conceal a target from plain view would also count as soft cover. Soft cover can also include fences and light wooden
Hairinadas or similar constructions.

ianid cover deseribes the kind of cover that offers real physical protection as weli as
i dageie ol concealment. This includes stone, brick concrete or similarly substantial

sl o toing, rocky outerops, foxholes, ditches, and trenches or sandbagged defences.
vinlinlag armoured vehicles that partially obscure the target, whether friends or

islont the game begins it is important that the players rate the terrain according to
¢l ilwsida for themselves what amounts to soft and hard cover.
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For the Motherfand! Soviet partisans open up on a German column

JWMIIM

AMBUSH

When 2 unit has been placed in ambush, it is scanning the field waiting for a target of opportunity.

RESOLVING AMBUSH FIRE

Units that are in ambush can interrupt any advance or run made by any enemy unit to shoot at it, The ambushers can interrupt at any point
during the move: before, during or as seon as movement is cemplete. The player whose units are in ambush declares when he wants his roops
to open fire, and the target unit is positioned accordingly. The ambushing player flips the unit's Ambush order to fire and resolves the shoating
as normal. H the target is not dastroyed as & result, then the unit compietes its action with whatever troops remain.

Note that a unit cannot usually spring an ambugh against units that are not making an advance or run action. The exceptions are targets
comprising artillery crewmen moving from gun to gun, and tank crews abandoning their vehicle as described in the sections on Artiffery p73
and Vehicles p79.

FIRING ABAINST A UNIT IN AMBUSH

If & unit in ambush is shot at it can react by going down just fike a unit that has notyet taken an action. In this case the order die is fiipped to show
that the unitis down and iis therefore no lengerin ambush. Thisis an exception to the rule stating that a unit can only go down if it hag notyetreceived
an order. This allows for the state of readiness of ambushing troops.

O e e
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FHUALITY
| hilve noticed thatinfantry and artillery of better quality
fiofilin 1o score damage against, whilst these of lower
¢ iy easier to score damage against. This represents
iwiintage of combat experience, vastly increasing the
hility of veteran, highly trained and experienced
anprared to green recruits,

slan 134 was made in greater numbers
athar tank in World War I and continued
i fhe forces of the USSR and her Allies
Syvdary alter the wat.

Example {continued): the enemy are regular troops, so each hit
scored will need to rofl 4+ to score damage. Three dice are roffed
and two stcceed in scoring damage on the enemy squad.

TARGET TAKES CASUALTIES

For every hitthat scores damage the target unitloses one man
as a casugzlty. Casualties represent soldiers stunned, woundad
or killed in action — they may be dead or temporarily
incapacitated. Either way they are out of action and the model
is removed.

The player whose unit has taken casualties normally chooses
which men to remove. This chviously means that casualties will
fall amongst the most expendable men first — for example
riflemen rather than machine gunners and squad ieaders. In
reality, i a squad’s machine gunner were to be shot ane of his
comrades would take over the weapon, so it is entirely
reasocnahle to remove ordinary troopers as casualties first,

EXCEPTIONAL BAMAGE
When a 6is roifed to score damage — before any modifiers are
applied —roll that die again and if a further 6 is rolled the shot
scores excepfional damage. This means the shooter picks
which mode! falls casualty rather than his cpponent. This
represents the fact that sometime it's the Sarge who gets it, or
that a machine gun canjam or be damaged beyond repair.
For example, exceptional damage allows the opposing
player to remave a squad’s NCG reducing its morale value by
-1, Alternatively, the player might choose to remove a mode!
carrying a particuiar weapon such as the squad's light
machine gun or a panzerfaust. If the target is aweapons team,
for example & hazooka or medium machine gun team, then
exceptional damage indicates that the weapon itself has been
damaged or rendered inoperable in some fashion, so remove
the weapon and its firer as a casualty.
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TARGET CHECKS MORALE

!f & target loses half ar more of its men from the fire
of ocne enemy unit, then the player makes an
immediate morale check. Thisis just the same as an
order test, and all modifiers that apply to an order
test also apply to a morale check. If the unit passes
the check, then there is no effect and it continues to
fight on as normal.

If the morale check is fatted, the unit’s nerve has

broker and the troops run for their lives, scatter, or surrender
to the enemy. In any case, the unit is removed from the game

and counts as destroyed, just as if it had been
completely wiped out by enemy fire.

Example (continued): As the squad had only six
models remaining when shot at it, two casualties are
not enough to force a morale check Had the
shooters managed to cause three casualties, a
merale check would have been required, and if failed
would have resufted in the unit being destroyed.

Now, with enly four men remaining, it will be easier to force g
morale check the next time the unit is shot at.

Ifyou go down to the woods today..,
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This section describes rules for the most common and
important combat weapons of World War I including infantry
small arms, support weapons and artillery.

Each of the weapons used in Bolt Action has a profile that
includes all the gaming information needed o play. For example,
this is the profile for the most commen weapon cf the war, and the
one that gives the name 1o the game itse, the bolt-action rifle:

Type Range Shots Pen  Special
Rifle 24" 1 nfa -

Type —thisis a generic description that incivdes many weapons
with the same or similar characteristics. In the case of the rifle,
this includes all bolt-action rifles, carbines and semi-automatic
or self-loading rifles such as the American M1 Garand.

Range - this is the maximum range in inches at which the
weapoen can he fired. This is not the maximum thearetical
range of the weapon (which would be much longer in many
cases) but rather an effective combat range reflecting
practicat ranges in battle situations.

Shots - this is the number of dice rolied when the weapon
is fired. This does not directly represent the number of
rounds a weapon can shoot in any fixed time. It is a
measure of comparative effectiveness in our game, taking
into account reloading times, ammunition conservation,
and the need to constantly correct a weapon's aim to keep
it on target.

Pen — shart for penetration bonus, this is a measure of

how much punch the weapon's shots deliver, its stopping

power &nd ability to penetrate armour. This number is

added to the rall to damage against all targets. if the

weapaon has the letters HE in this column rather than a

number, this mezns it always fires high-explosive (HE)
rounds. HE rounds have a penstration
bonus hased on the size of shell (see
p53).

Special - here we include any specia! rule
that modifies the way a weapon works. A
list of common speciaf rules can be found
after the weapons chart.
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WEAPONS CHART

Rifle

Submachine Gun (SMG)

utomatic rifle -

Assault rifle
gt Machine Gun {LMG)
Moedium Machineg Gun (MMG)

. Hisavy Machine Gun (HMG)

(ht-automatic cannon - -

q

isihiowor {infantry)

iwor {vehicle) - -

12¢
a0
24"

::..' 12
48"

24"

36"

127

28"

12"
R

»
g

127-24"
18780

18”72

(0/24")-60"

T2

PR R

Team -

Team, Fixed, HE (D2} -~
Team

Toan, Shaped Charge

Team, Fixed, HE (D2)

“Team, Fixed, HE (D3)

“Team, Fixed, Indirect fire, HE (DB)~ -

Teai, Fixed, Howizer, HE (06)

3.‘|'_ééni Eix'ed',fH_l.}\'n.."it_zé_r,' HE (3[]_6_') S

Assault

Assault

Assault

Team, Fixed

Team, Fixed

Team, Fixed, HE (D2}

Team, Shaped Charge

Team, Shaped Charge

Team, Fixed, HE (D2)

Team, Fixed, HE (B3)

Team, Flamethrower

Flamethrower

Team, indirect fire, HE (D3)

Team, Fixed, Indirect fire, HE {2D6)

Team, Fixed, Howitzer, HE {2D6}

e
e
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TYPES OF WEAPON

The Weapens Chart lists the differenttypes of weapon as they
are defined in the Bolt Action game. Thus we treat all rifles as
the same, all pistols as the same, all ¥ght machine guns as the
same, and so on. Where we wish to make a distinction
between particular kinds of machine gun, or particular kinds
of weapon of any type, we will introduce a special rufe in the
Army List. For example, the German MG42 machine gun is
given more shots to represent its higher rate of fire compared
to other weapons of this type.

Note thatwe de not include hand grenades amongst our st
of weapons —this is because grenades are thrown only at vary
shortranges and are therefore included as part of the rulas for

The 5th Wiltshires’ attack on Hill 112, by Peter Dennis © Osprey Publishing Ltd. Taken from Campaign 143: Caen 1944,

close quarter fighting. itis assumed that all infantry carry the
usual fragmentation grenades, and can be given anti-tank
grenades in some cases.

Meost of the categories will be obvious enough and
require no explanation. Hopefully everyone knows what is
meant by a rifle, & submachine gun, or a pistol, Other
categories are very specific and refer tg a particular
weapon such as a panzerfaust or a PIAT, and therefore
require no further explanation of how they are arrived at.
However, most heavy weapons such as anti-tank guns,
mortars and howitzers are rated as light, medium, heavy and
so forth. A little explanation is reguired of how these
categories have been determined.
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try carry the
en anti-tank

files. The rifle is the standard weapon of the World War i
infantryman. Rifles can he either magazine-fed, bolt-action
rilles such as the British Lea-Enfield .303 or self-loading rifles

nough and such as the American M1 Garand, German Gewehr 43, and
ows what is Russian Tokarev SVT-40.

istol. Other

} particular Pistols. Pistols are the standard side

d therefore
y arrived at.

arm carried by officers as well as by
vehicle crews and combatants

-tank guns, ntherwise unable to carry a rifle. These
1, heavy and can he automatic weapons such as the
how these American Colt and German Walther P38

orrevolvers such as the British Webley.

Submachine Guns {SMG). Submachine guns were often
carried by vehicle crews and junior officers, or by spectally
equipped units such as Commandes, Submachine guns fired
pistol ammunition and therefare had a very limited range. The
Russians equipped whole formations with these weapons, as
they were very effective in the hands of inexperienced troops.
Submachine guns were especially favoured for fighting in
heavily buiit-up areas
where a rifle's greater
range was of little
consequence. Typical
examples include the
American Thompsan,
British Sten, German
MP4C Schmeisser, and
Russian PPD-40 and
PPSh-41,

Autematic Rifle. This category is intended te cover the are-man
Browning Automatic Rifle {BAR) that equipped American infantry
squads in liew of a two-man light machine gun. It was a weapon
of World War | vintage eriginaily designed to allow advancing
infantry to give covering fire as they approached the enemy.

Assauit Rifle. This category covers the most advanced
infantry arm of World War |l — a weapon that could shoot
with the power and accuracy of a rifle and the rate of fire of
a submachine gun. Assault rifles only appeared in the hands
of specialist troops until the end of the war. The German
S5tG44 is the best-known example of an assault rifle from the
period.

Light Machine Gun (LMG). This category covers all mabile,
squad-based machine guns usually with a crew of two such
as the British Bren and German MG42. These weapons shot
rifie calibre bullets and provided infantry squads with their
main source of firepower.

Medium Machine Gun (MMG). Medium machine guns covers
rifle calibre machine guns on a heavy, tripod or similar fixed
mount. These can include some weapons that are otherwise
categorised as LMGs on bigger, more stable mounts, and
usually including more crew to carry the extra ammunition and
equipment, For exampie, the German MG42 was used in the
LIMG role on a light bipod mount, and in the MMG role on a
tripod mount. However, in the British army the LMG rcle was
fulfilled by the Bren whilst the MMG role was taken hy the
Vickers, which was a heavier, water-cooled, maxim-style
machine gun with a weighty brass tripod.
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Heavy Machine Gun (HMG), Heavy
machine guns are hasically large-
calibre machine guns such as the
American Browning .50 cal. These
weapons fire big, powerful builets and
are usually considered too heavyto be
carried by infantry. They are often
found mounted onto vehicles for
defence against aircraft,

Automatic Cannons. Automatic cannons are rapid fi
weapons that are typically found on very light tanks

ring
and
armoured cars. They are also used extensively as anti-aireraft
guns and examples include Boforg guns and the German Flak

38. These guns are divided into two
fight and heavy. Generally speaking, light automatic canngns
are those with a calibre of 20mm or 25mm whiist heavy
alifomatic cannons have a calibre of 37mm ar 46mm,

categories in our game:

Infantry Anti-tank Weapoans. The anti-tank rifle, such as the
British Boys, was in widespread use at the outbreak of World
War i but proved largely ineffective against modern armoured
vehicles, being insufficiently powerful to penetrate mora than
about 20mm of armour. [t remained useful against armoured
cars and lighter vehicles, as well as against empiaced infantry,
The Russians persevered with a heavier calibre anti-tank rifle,
producing the 14.5mm calibre PTRD-41 capable of piercing up
to 40mm of armour at very short ranges. The remaining
weapons of this category were designed o fire a shaped-
charge or HEAT round {High Explosive Anti Tank). This was a
development of the hand heid anti-tank grenade by the
American military, the originai and best-knawn example heing
the bazooka. The Germans copied the design and produced
their own version, which they called panzerschreck —or “tank
terror’. The British developed their own design based on a

British 2pdr anti-tank gun

spigot mortar; this was the Projecto
Infantry Anti Tank or PIAT Whilstall o
these weapons wero similar i
concept they varied sufficiently i
effectiveness for us to give therm
distirnct ranges and penetration values
in our game. A further developmeni
was the gne-shot disposahle
panzerfaust — ‘tank fist' - that was
issued to German froops in large
numbers towards the end of the war, Captured panzerfayst
waere used hy the Alfies and especially by the Russians,

Anti-tank Guns {AT guns). All anti-tank guns are designed to
fire a projectile with as high a velocity as possible over a fiat
trajectory — enabling them to strike enemy tanrks over long
distances. The effectiveness of an AT gur depends upon its
cafibre, the velocity of the weapon, and the type of shell used.
AT guns with longer barre!s are more effective because they
fire shells at a higher velocity. Armour penetration is closely
related to the kinetic energy delivered by a shell: this being
equal to the mass of the shot {weight of shell) muitiplied by the
velocity squared. in addition, as the war progressed shells
were developed that were more effective at penetrating
armour either because of their shape, or hecause they
incorporated a dense core - usually tungsten. For gur purposes
we rate AT guns as light, medium, heavy, or super-heavy
depending upon their overal! effectiveness. Although this is
closely related to calibre, some very high velocity weapons
punch ‘above their weight', such as the British 17pdr (calibre
76.2mm) and Berman 75mm L/70 as found in the Panther tank.
The Army Lists explain which weapons fitinto which categories,
but as a general guide, fight AT guns are those up to 50mm
calibre, medium AT guns are those up to 75mm including
weapons of 75mm of refatively low velocity, heavy AT guns are
those of 75mm or greater including weapons of 75mm of
relatively high velocity. Super-heavy AT guns are those of
75mm or greater with extremely high velocity or effectiveness,
for example the German 88mm. Note that some weapons will
fali into 2 higher or lower category because they were really
less or mare effective than their calibre alone suggests - ang
these are indicated in the Army Lists.

Flamethrowers, Famethrowers were used by specialisttroeps
and were primarily empioyed for clearing fixed defences such
as blockhouses and bunkers, They were much feared hy
ordinary seldiers — so much so that captured flamethrower
operators were likely to find themselves shot out of hand. We
distinguish between man-pack flamethrowers and larger,
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Faltschirmjdger fire support

vithicie-mounted weapons such as that of the Churchili
i.rocodile flamethrower tank,

Muortars. Mortars served as close support where artillery was
itither not available or was insufficiently mobile — mortar
platcons formed part of infantry battalions, providing short-
ranged artillery support exactly where it was needed. All
martars ioh an explosive shell ahove and onto their target,
wilh larger and more powerful mortars having a fonger range
and firing & correspondingly heavier shell. We distinguish
hetween light, medium and
heavy weapons. Light
mortars are very small
woeapons with a short
maximum range — usually
about 500 yards. They are
used right at the front to
tither shell engmies hiding
in cover, to fay smoke or to
fire illuminating flares at

night. Typical light mortars include the British 27, German
50mm and American 60mm mertars. Medium mortars are
larger support weapons and typically have a calibre greater
than 60mm — often 80mm. They have a much longer range ~
over 3,000 yards — and a heavier shell, but they are much
harder to mave about and tend to operate as light artitfery
pieces atlonger range. Heavy mortars are those of even larger
calibre — these are really fong-range support weapons and not
likely to find their way to the front unless overrun by advancing
enemy. The German 120mm mortar was & weapon of this type
- itself a copy of the
Russian 120mm mortar — a
weapon with a range of
over 6,000 yards.

Howitzers. We have used
the term howitzers to cover
the kind of combined gun-
howitzer artillery pieces
that were the usual field

US Airborne 57mm anti-tank gun

49
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artillery design during World War 11, Thesa guns could fire
over open sights at an enemy or they could lob shells at distant
targets with a high trajectory. There were many different
designs and sizes of gun—and we shall not concern ourselves
with the very largest weapons used for coastal defence and
lorg-range bombardment. For aur purposes it is sufficient to
make three distingtions. Light howitzers are mobile field guns
with a calibre below 100mm. This includes the British 25pdr,
the American 75mm paci howitzer, and various German 75mm
field guns including those captured in some quantity from the
French. Medium howitzers cover weapons under 150mm, such
as the American 105mm aun, the British 4.5 inch, and Russian
122mm howitzer, Heavy artillery covers weapans of 150mm
calibre and greater such as the German 150mm, Russian
162mm howitzer, and American 155mm Long Tom,

WEAPON SPECIAL RULES

The following special rules are used to represent the different
types of weapans, or weapons mounted for spacialist use, as
indicated on the weapons chart,

ASSAULT

This weapon suffers ng benalty “to hit'" when moving and
shooting. In addition, infantry armed with an assauitweapon can
Make two attacks in close quarter fighting against other infantry
and artillery units — see p35. Note being armed in this way does
ot confer two attacks against vehicles at close quarters.

ONE-SHGT

This is a disposable weapon that can be fired only once per
game. For example, the panzerfaust

is a rocket-propelled anti-tank

grerade commonly ysed by late

war German troops, Once fired

replace the model with another

modei that does not carry the

disposable weapon.

FIXED
This weapon is tog heavy and cumbersome to be moved easily,
it probably has a substantial mount and the chances are that
its ammunition s eéqually hard to lug about. These weapons
are ideally fired from a stationary position once set up, and i
moved about usually take a while to getready for action,
Fixed weapors cannot be fired when a unit is given an
advance order. Teams armed with fixed weapons that make an
advance action can only move — they cannot shogt as well,

Fixed weapons can only target an enemy unit that lies at
least partially within their front arc {i.e. within an angle of 45°
to each side of their harrel ag shown on the diagram opposite)
Targets outside of this arc cannot be shot at.

TEAM

The special rule team or eam weapon indicates that the
Weapon requires two or more men to shoot at full effect. Most
team weapons form units on their own —for example a mediym
machine gun team, a hazooka team, or an artillery piece andg
its crew.

The only team weapon carried by the typicat infantry squad
is the light machine gun. i a light machina gun is inciuded in -
an infantry squad then any of the other infantrymen in the
squad can serve as its second crewman, for example, a Bren
gun team of firer and loader

Aside from light machine guns, team weapon form
individual units, for example an anti-tank gun and crew, a
martar and crew, or 3 heavy machine gun and crew. A team
tan consist of two, three or more members comprising one
man to fire the weapon and a number of floaders or other
crewmen to heip aperate it, mave it about, carry ammunition
or act as lookouts. All the members of the unit are fully
eccupied whether carrying equipment, serving the weapaon, or
keeping watch, Note that although in reality crewmean often
carried small arms, and many crew models will undeubtedly
do so, inthe game crews of team-based units never fire these
weapons and are therefore not allocated personal armament
i the army lists,

Ateam weapon shoots atfull effectiveness sq long as there
are at least two men to serve it. A minimum of two crew is
always needed to fire at full effect.

If anly one man remains to Serve a team weapon then the
weapon can sti! be fired but suffers a -1 to hit" penalty. A
weapon team unit reduced to just ane man aiso suffers a -1
penalty to its morale valye {in the same way as if an infantry
squad had {ost its NCO).

In the case of a nan-artillery team weapon unit - such as a
mortar, bazooka, and so on — when the mode! carrying the team
weapon is destroyed the entire team is considered to be out of

T e
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action, All remaining crew models are removed as casualties
and the unit is destroyed. This might seem harsh but it avoids
wiltying about ineffective odd men and is only fair in terms of
ihe removal of order dice and awarding of victory points as
iloscribed later. Perhaps these odd crewmen have panicked and
ilod or else they have been caught in a catastrophic ammunition
explosion and killed — either way we abandon them to their fate.

SHAPED GHARGE

The warhead of these rocket-propelled grenades can take out
any lank it strikes head-on. These are very powerful weapons
huot rather inaccurate, so they suffer from an additional -1
senalty on gl rolls to hit. On the other hand, as the sheits don't
iy on velogity 1o penatrate armour, they never suffer the -1
penetration modifier for firing at long range.

FLAMETHROWER

A {lamethrower hits automatically — no roll is made to hit the
1nrget and no modifiers are applied. This makes flamethrowers
pspecially effective against troops in bunkers or behind cover.
[l also means that a flamethrower team reduced to one man
iz continue to fire at full effect, although he still suffers the

-1 morale penalty as neted under Team.

When shooting with a flamethrower the number of hits is
determined randomly by rolling a DB for man-pack
flamethrowers and 206 for flamethrowers mounted in vehicles.
Roll for damage in the usual manner.

Although flames cannot literally burn through armour, the
penetration modifiers for shooting at armoured vehicias with
heavy weapons do apply as described in the Vehicles section
of the rules (p79). This represents the vulnerahility of rear-
mounted engines te fire and the tendency of burning liquid to
seep through hatches and other apenings.

The gun shield rule {p77} does not apply when shooting at
artiliery targets with a flamethrower. The extra protectionrule
(p103) does not apply when shooting at targets inside buildings
with a flamethrower. In both cases neither building nor gun
shield offers any additional protection against a flamethrower.

Aninfantry or artiliery unit hit by a flamethrower takes 1 pin
marker because it has been hit, and a further D3 pin markers
to account for the unbridled terror unieashed upon it As a
flamethrower hits automatically, this means it will always
nflict D3+1 pin markers on an infantry or artiflery target. Note
that vehicles take just the one pin marker for being hit.

S1
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Thetarget of a flamethrower
must check its morale once
firing has heen worked out and
pin marikers allocated as
described above. Note that a
morale check is reguirad
regardless of the number of
casualties caused and even if
no damage has been suffered

at all. A unit failing this check is destroyed immediately - its
morale completely shattered. Vehicles failing their morale in
this way are abandoned and considered destroyed.

Atter shooting with an infantry man-pack flamethrower roll

a D6, On a result of 1 or 2 the flamethrower has run out of fuel
and is now useless. if this happens the entire flamethrower
team is removed as i it had fallen casuaity. Although this might
seem harsh, it does reflect the extreme risks run by troops
carrying flamethrowers and introduces a level of
unpredictability that balances the weapon's effectiveness,
After shooting with a vehicle-mounted flamethrower roll a D6.
Cn aresult of 1 the flamethrower has run out of fuel and is now
useless, This does not otherwise affect the vehicle.

When rolling on the damage effects chart against a vehicle
equipped with flamethrowers, add an extra +1 to the rolf to
represent the increased risk from carrying around so much
volatile fuel for the flamethrower. See the rules for vehicles p79.

US Marines in the Pacific, by Peter Dennis © Osprey Publishing Ltd. Taken from Weapon 1: The Thompson Submachine Gun.
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HE (HIGH EXPLOSIVE)
Muost weapons with the HE rule can choose to fire either an
aigi-tank round using the penetration value given, or & high-
auplosive (HE) round. Some have no separate value for
sunelration and can only fire an HE round and this is shown as
i in the Pen column. To fire an HE round the player declares
ihil he is doing so and rolls to hit as normat. I a hit is scored
i the target, that hit is multiplied into a number of hits equal
10 1 die or dice roll as shown in brackets on the weapons
chart. For example, HE D6 will result in from 1 te 6 hits, HE 206
ijives 2-12 hits, and so on.

A larget shot at by HE can react by taking an immediate
down action in the usual manner. Once the target has gone

down the number of HE hits caused is halved rounding down.
This represents men who have ‘hit the dirt” and who might be
fucky enough te aveid the blast and flying shrapned,

Hits by weapons with an HE value greater than [3 can
result in extra pin markers on the target. This represents the
terrifying effect of artillery shells exploding on and near the
unit. The total number of pin markers is generated randomly
by rolling & D2, D3 or N6 depending on the HE vaiue of the
shooter as shown on the chart helow. For example, if hitby a
shell with an HE value of D6 the target takes D2 pin markers
—~i.e.rofl adice with scores 0f1,20r3=1and scores of 4,5
orf=2

The penetration value of HE shells also varies with the RE
values, with larger and more powerful shells having higher
values. This is also shown on the chart below. HE sheils don't
rely on the kinetic energy of the shell itself to penetrate a
target's azmour, so they don't suffer the -1 penetration penalty
when firing at long range.

D2 1 +1
D3 S A T IR [P
D6 02 +2
206 03 ' 43
3D6 D6 +4

When a unit capable of shoating HE or anti-tank shots is
given an ambush order the player must specify the kind of
roursd loaded. if this is forgotten then the default position is
that anti-tank guns will load anti-tank rounds, whilst other
guns will foad HE rounds. The unit cannot change from oane
type of round to ancther until a further order is issued —thaugh
this could be another ambush order if desired.

INDIRECT FIRE

The indirect fire speciaj rule refers to weapons that shoot
‘indirectly’, which is to say they lob a shet high in the airto land
on top of the target, for example & mortar rather than a rifle
that shoots “directly’ at its target. These indirect fire weapons
cannot be fired at targets within their minimum range (see
weapon's profile). If a target lies within this minimum range the
shot misses automatically and is ignored.

When using indirect fire a 6 is required to hit regardiess of
all modifiers. in the following turn, if the shooter fires at the
same target, and if neither the shooter nor the target has
moved from their position, a hit is scored on a 5+ This
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represents the shooter adjusting his aim by ahserving where
shots are falling. If the shooter continues tp fire, and neither
unitmoves, a hitis scored on a 4+ in the next turn, then 3+ and
finally 2+ in all subsequent turns. If a hit is scored in any turn,
the shooter is zeroed in an the target and as long as neither
unit moves, al! further shots hit on 2+

The crew of an indirect firing weapon must still he able to
see their target to shoot unless a spotter is employed —seethe
Spotter rule below. However, the crew can direct their fire
againsttargets even it friends are in the way, as shots pass far
over the heads of intervening friendly troops hecause of the
high trajectory.

When fired against vehicles, hits from indirect fir weapons
always strike the vulnerable top armour, counting the +1

) R A S

SPOTTERS

Somsg indirect weapons teams can be provided with a spotter as
indicated in the Army Lists section. A spoiter is always a single
model. The spotter is part of the mortar or artillery team but is
aiways treated separately and is not ang of the crew, He does
not have to be placed with the weapon crew — his role is to lie
in some forward position from where he can refay target
coordinates to the crew, directing their fire using either a radio
of fixed line. As the spotter forms part of the same unit as the
weapon he is directing, no separate order die is provided for
him. Daring a turn either the weapon crew can be given an order
or the spotter can be given an order — but never both,

If an indirect fire weapon has & spotter, then the crew are
assumed to be able to see whatever the spotter can see. This
can potentially enable a mortar or artiliery piece to shoot at
targets thatlie on the other side of a hill, woods or in some other
pasition that is invisible to the crew itself.

The spotter and the crew are treated entirely separately in
other respects - as if they were twa units - and the spotter is
not taken into account when it comes to determining whether
the weapons team or artillery piece is destroyed. Should his [
associated weapons team or artillery piece be destroyed then
the spotter is aiso removed as a
casuslty — he abandons his post and
mekes his way back to his own fines
without taking any further part in the
battle. If the spotter is destroyed this
makes no difference t¢ the weapon
team or artillery crew, other than that
their aim can no longer be guided by
the spotter.

US AND BRITISH
T5MM TANK GUNS

The US 76mm M2 and M3 tank guas - as fitted to the M2 and M4
medium tanks - were general purpose weapons not designed
as speciatised anti-tank gans uniike the German 75mm Kwk 40
gun that equipped the Panzer V. Afthough anti-tank performance
was poor they had & good HE shell, making tanks equipped with
these guns very effective against infantry targets.

For this reason we rate the US 75mm Gun as a medium anti-
tank gun hut with the HE capabilities of a light howitzer causing
D6 hits rather than D2, Although a different weapon, the British
75mm gun was similar in performance and was adapted to fire
US ammunition - so we traat hoth guns as the same.

=l

penetration madifier to damage regardless of the actual jposition
of the firer. if an open-tapped armoured vehicle is hit by indirect
fire add the +1 penetration modifier to the roll to damage, and
aiso add +1tothe die roll on the Damage Resultstable (see p87).

Weapons cannot be fired indirect when given an ambush
order. indirect fire is not accurate enough to use against
rapidly maving or emerging targets.

Howitzers and mortars can also fire smoke shells to lay a
smoke screen — ses p78 for rules covering this.

R S AR

HOWITZER

This weapon can either shoot directly at a target drawing its
line of fire ‘over open sights’ in the normal way, of it can shoot
‘indirect fire’ as described ahove. When using indirect fire a
howitzer has a minimum range of 24", When firing over open
sights it has no minimum range. This is shown on the charts as
a variable minimum range of (--24",

MULTIPLE LAUNCHER
This rute describes multi-barrelled rocket firing weapons such
as the German Nebelwefer and Wurfrahmen, the Russian
Katyusha and US Calfiope. A multiple fauncher counts as a
heavy mortar, butits chance of hitting never gets any better than
a B. However, because of the extensive blast area al! units
(friend or foe) within 6 of the nominated target and not entirely
within the weapon’s minimum range can be hit. Roll a die to hit
for the target plus every unit within 6” of it. Note that units that
fie heyond the weapon's maximum range can also be hit in this
way - aithough the target uni itself must be within range.
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CLOSE GUARTERS

my at close
player must

When a unit makes an assault it moves into touch with the
fargel enemy unit, and the two will then fight at close quarters. This
i fhe only time when opposing units are allowed to defiberately
inove inlo touch, as they must nermally keep more than 17 away
from each other. Fighting is resclved in the fellowing sequence.

Geclare target

Targetreacts

Measure move distance and move assauiting models
Fight first round of close quarters

a Attackers roll to damage

k. Defenders take casuaities
c
d

El S

Defenders roll to damage
Attackers take casualties
e. Loser surrenders and is destroyed
5 Resoclve draws — further rounds of close guarters
6. Winner regroups

DECLARE TARGET

The player declares that the unit
is making an assault and
indicates the enemy unit that will
be attacked. The unit making the
assault must be ahle to see the
target enemy unit, or must be
able to see the building it
occupies if the target is inside a
building. Note that just as a unit
must select one enemy to shoot
at, a unit must select one enemy
to assault.

TARGET REACTS

if the target unit has not already taken an action that turn, and
if the assaulting unitis maore than 6" distant, the target unit can
react by opening fire against the assaulters. The opposing
plaver takes an order die from the dice cup and instructs his
unit to fire. Sometimes this reaction fire may be enough to
wipe the assaulters out hefore they even reach their target.

If the unit being assaulted has one or more pin markers itis
still aliowed to react by opening fire. The order is automatically
giver; no test is required to see if the order is obeyed. Note
that because no test is taken the unit does not lose a pin
marker for ‘passing” an order test. Each pin marker on the unit
will reduce its chance of hitting in the usual way.

SURPRISE CHARGE

If the assauiting unit is & or less from its target when the
assalltis declared then the target cannot react. The enemy is
just too close and there is net enough time to bring weapons
to bear.
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CUTFLANKED

Any weapon that has a fixed arc of fire can only respond with
reaction fire if the assaulting unit is within its fire arc at the
start of the assault move.

MEASURE RANGE AND MOVE

Measure the distance between the two units. Bear in mind
that assaulting troops might have to move round terrain or
models that block their most direct path to the enemy.

Troops making an assault are not allowed to cross
ohstacles as they move, except that they can cross an
obstacle they are sheltering behind at the start of the assault
mave; for example, if they are behind a wail or hedgerow.
Assaulting troops are also allowed to assaultan enemy who is
sheltering behind an obstacie, in which case the assaulting
unit is moved up to the ohstacle and the opposing units fight
across it. In hoth these cases an assaultis permitted and a run
order is allowed, even though a run action is not normaily

possible when crossing obstacles.

Ifthe distance is greater than the maximum run mave of the
assaulting troops (127} then the assault has failed to contact,
Move the assaulting unit as far towards the target as it can
get, remembering to leave s gap of more than 1 between then
as usuai.

if the distance is within the maximum run move of the
assaulting troops (12”) then the assault is successful. Move
the models in the assaulting unit into cantact with the models
in the target unit, Arrange the combatants so that as many
medels from both units touch as possible, distributing the
assaulters one on ane as far as possible. Once the assaulting
unit has moved, any models in the target unit that are not
afready in contact with an enemy are moved into touch.
Models unable to touch enemy for whatever reason are
positioned as close as possible and count as fighting in the
combat even though they are not in contact.

Note that individual models can potentially move further
than 12" to reach an enemy during an assault. Sg long as
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CLUSE QUARTERS

opposing units are within the permitted distance measuring
closest to closest in the normal way, the assault goes
ahead.

THE 1” GAP RULE AND ASSAULTS

When an infantry unit assauits an enemy unitthe usual 1" gap
e that prevents enemies moving within 1" does not apply.
Models are allowed to move within 1 of enemy as they
assault, hut are not allowed to pass within 17 of one enemy
unit to assault a different enemy unit that is further away.

ALL OR NOTHING!

Once an assault begins troops from both sides fight for their
lives, hoiding nothing hack, even wounded troopers doing
what they can to overcome the enemy. After moving into
contact as described above, both units therefore immediately

Keep the red flag flying — the Russian war machine storms forward

remove all of their pin markers, as adrenalin kicks in and the
savage struggle for survival hegins.

FIGHT FIRST ROUND
OF CLOSE QUARTERS

To explain things clearly we will refer to the unit making the
assault as the attackers and the target unit as the defenders. The
fighting is resolved as follows. Note that we are only concerned
with attacks against other infantry and artillery crews for the
moment. The rules for close quarter fighting against vehicles are
a little different and are explained on page 88.

ATTACKERS ROLL TO DAMAGE

The attackers make ane assault attack per man {keep in mind
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that some weapons and speciat
rules confer additional attacks).
As there is no taking cover from
a grenade blast, bayonet thrust
or point-hiank shot, all close
quarter attacks against other
infantry or artillery crews hit
automatically. Roll to infligt
damage in the same way as for
shooting, including inflicting
exceptional damage on rolls of 6 followed by a 6 as explained
on p4l.

DEFENDERS TAKE CASUALTIES

This is done exactly as for shooting damage. The defender
picks which models fall casualty, unless the attackers have
scored exceptional damage in exactly the same way as for
shooting.

DEFENDERS ROLL TO DAMAGE

Any of the defenders that are still standing after the attacker's
onslaught can fight back, hitting their enemies autematically
and relling to damage as hefore.

ATTACKERS TAKE CASUALTIES

This is just the same as described above for the defenders.

LOSER IS DESTROYED
The side that has caused the most casualties in the round of
close guarters combat is the winner. The losing unit is
destroyed and removed. Any survivors are assumed to he
taken prisoner, running for their fives, hiding or playing possum
and are treated as having fallen casualty,

If ong side is wiped out to a man during the combat itself, it
is the loser and the other side wins regardless of the number
of casualties suffered — winners must be alive!

FIGHTING AGROSS AN 0BSTACLE

if the defenders are sheltering directly behind an obstacle,
such as a wall or hedgerow, then no account is made of the
ohstacle when measuring the range of the assauit move.
Simply measure to the target unit as if the obstacle were not
there. Assuming the assaulting unit can reach the target, it is

maoved into contact with the obstacle and the two units fight
across it.

When fighting across an obstacle the attackers’ normal
advantage of going firstis cancelled by the defenders’ shelter,
This means that instead of the attackers fighting first, both
sides fight simultaneously. Calculate the combat with all the
models fram both sides fighting at the same time, and then
remove casualties from both sides. Yo avoid confusion ore
player wiil probably have to resolve his fighting first, but
regardless of how many enemy fall casualty all the models in
the opposing unit will fight including casuaities.

RESOLVE DRAWS

i neither side causes more casualties than the ather the result
is a draw. Immediately fight another round of close quarters
combat. Following a drawn combat subsequent fighting is
worked out simultaneously as described for fights across
chstacles,

If the resultis a draw again continue fighting until one side
loses or is completely wiped out. infantry assaults are always
decisive resuiting in the complete destruction of at least one
side.

WINNERS REGRUOUP

After the losers are removed, the winners are allowed a
special ‘regroup’ mave. This special move does not require an
order, does not affect any order the unit already has, and does
not prevent the unit receiving an order that turn if it has not
aiready done so. This is a special out-of-sequence move that
allows victorious units to regain their formation and arrange
themselves into a less exposed paositian. If they have defeated
an enemy sheltering behind an abstacle it aliows them to
mave over the ohstacle, for example.

A unit making a regroup move rolls a D6 and can move up
to that number of inches. Although regrouping units are
moving they cannot be shot at hy enemy in ambush whist they
do so. This is because the regroup move takes place during
the fighting and may include rounding up prisoners, so0 we
consider both sides to be intermingled throughout the fighting
including during the regroup move.
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Afthough the actual military

arganisations of the combatant nations

differed in detail, officers, support

weapons, radio operators, forward

ohservers, and medical staff generally

formed part of a plataon, company or in

some cases hattalion headquarters (HQ).

These HQ units would often be scattered

amangst the fighting units where they

could be most effective. in the Bolt

Action game we shall allow these units to be incorporated as
part of a force without worrying unduly about exactly how
they fit into the army's structure. Once deployed for battle
such units all form part of the same overall command,

HQ UNITS

HQ units are infantry units comprising one or more modeis.
Regardless of its size, each HQ unit adds an order die to your
force just like any other unit.

OFFICERS

The most common and possibly the most useful type of HQ
units are officers. Dfficer units consist of an officer model
together with a number of other men. Officers are vital when it
comesto getting troops moving under fire. To represent this an
officer model adds a morale bonus to all friendly units within
6", including to the officer unit itseif,

The morale bonus conferred by an officer depends upon his
rank - the more senior the officer the higher his bonus. 0f
course, we accept that linking effectiveness to rank is merely
a convenience for purposes of our game. In reality there were
many junior officers who were excellent and inspiring leaders
and any number of senior officers who were anything hut! We
have fisted the ranks according to British/US usage, and
obviously the same honusas apply to their equivalents in other
armies.

Second Lieutenant

| First Lieutenant "0

Captain
| “Major. .

The greatest bonus we need take account of is +4.
Therefore the highest rank we have made use of is major, but
models of higher-ranking officers can certainly be fielded as
part of an army with the same honus as a major, should players
wish. Bear in mind that the highest moraie value is always 19,
regardless of any bonuses that apply.

Aforce caninclude multiple officers of the same or different
ranks, but a unit can only henefit from the morale bonus of ane
officer at a time. This will always be the highest value
available.

MEDICS

A medic team consists of a field medic and can include
assistants such as orderlies and stretcher-bearers. The fieid
medic is trained to deal rapidiy and efficiently with battlefield
injuries, These invaluable men can save lives and even put a
man straight back into action if his injuries are slight. If an
infantry or artillery unit, including the medic team itself, has a
medic model within 6" roll a die every time the unit suffers a
casuaity from small-arms fire. On a 6, that casualty is ignored.
Note that a medic cannot be used in cases of exceptional
damage {p41), against casualties inflicted by heavy Weapons
{p45), or against damage suffered in close guarter comhat
{p5a).

FORWARD ARTILLERY OBSERVER

An artillery abserver unit consists of an artillery officer modef
and can inciude a second model as assistant radio operator.
Artillery officers were often attached as liaison at company
leve! to coordinate the fire of artiflery batteries behind the
frontline. This was done in varicus ways, ranging from the use
of radio or field telephones o runners.

Once per game, when the Forward Artillery Observer unit
receives a fire order, the observer can contact his battery,
calling in either an artillery barrage or a smoke barrage. To
represent this you will need a token of some kind - 2 cofoured
chit for example. Place the token anywhere within sight of the
artifiery observer. This token represents the aiming point for
the artillery battery he has contacted.

Once the token has been placed on the
battiefield, at the start of each following turn,
before drawing any order dice, roll a D§ and
consult the appropriate chart overleaf, either
the Artiliery Barrage or the Smoke Barrage
chart:
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Miscalculation

| Delay’ i

203

4,50r5 Fire for effect

Either the ohserver or the artillery battery has made a terrible mistake in the heat of battle. The enemy can move the
token up to 24" in any direction and then immediately resolve an artiliery barrage as described for result 4-6 below.

. The battery is probably busy L;lf_ft_f]:éﬁpi‘n'.?_é,;’ fire m}f:ssfo:hjb another part of the
'} scan move the token up o 12", Roll again at the beginning of the next turn.

The area around the aiming point is plastered with heavy shelis, blasting the enemy to smithereens. Roll a die for
each unit, irrend and enemy, within DB+6"of the aiming point. On a result of 1-5, the unit is not hit directly but takes
D3 pin markers from shock and biind terror. On 3 resuit of § the unit is hit by heavy howitzer — it takes 3D6 hits with a
penetration value of 4+ and DB pin markers (L.e. as for a heavy howitzer hit). Vehicles are hit on their top armour and
other units are allowed to take a down action to reduce the damage. Note that the target must deciare it is going
down before rolling to determine the number of hits suffered.

hattle. The player making the harrage

Miscalculation

Doy

| urn,

Smoke screen deployed.

Either the observer or the artillery battery has made a terrible mistake in the heat of battle. The enemy can move the
token up to 24" in any direction and then immediately resolve a smoke barrage as described in result 4-6 below.

L :The baﬁg'ry;fs.'préb'é_ply. b_u,sy:;ﬁ}h:‘ﬁ Iéf':'b'_the(ﬁfe_ mission in__aﬁ_éfhéf_ ,&?B_h‘._(}f the battle, N othing ha npe hs - :
. tokenin place. The player.makin the harrage can move the ttq%;en_u_p to.12". Roll again at the heginning of the next .

The area around the aiming point is filled with smoke shells, creating a fluttering smoke screen that billows in the
wind and hides the movement of troops. To represent the smoke some cotton wool, kapok or similar material is
required. Make a circle of smoke 6”in radius centred upon the aiming point. Visibility through a smoke screen is
reduced to a maximum of 2°. If a shooter's fine of fire to a target passes through more than 2 of smoke then the shot
i3 blocked and the target is considered impossible to see. if a shooter's line of fire passes through less than 2 of
smoke then it can see the target, but suffers g —1 penalty to hit for shooting at a target in “soft’ cover. i

leave the, - ¢

Whenever there is smoke on the table roil a die at the start of
each turn. On the roll of a 1 all the smaoke is dispersed by the
wind and is remeved. On the rofi of a 2 all the smoke on the
table drifts D6" in the same randomly determined direction. On
aroli of a 3 or more the smoke stays where it is.

FORWARD AIR OBSERVER

An air observer unit consists of an air force liaison officer and
can include a second madel as assistant radio operator. These
airforce officers are attached to ground forces so that air strikes
can be effectively coordinated against enemy held positions. In
the game they function in a simifar way {0 artillery observers,

hut instead of calling down an artillery harrage they can
summon an air strike.

Once per game, when the Forward Air Observer unit
receives a firg order, the observer can call in aircraft to attack
the enemy. Nominate an enemy unit anywheare within sight of
the observer as the target for the air strike,

Once a target has besn chosen an
aircraft can potentially appear at the
beginning of any following turn. At the
start of the next turn, before drawing
any order dice, roll a D8 and consult the
chart opposite.
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. i Roaokie pilot.
~an move the : This inexperienced airman must have trouble with target recognition. The opposing player can choose ong of your

it -6 below, z units as the new target for the air strike. He places the aircraft marker as descubed for a Here it comes! result and
i ) resolves the attack against your unlt
e barrage | @ or3. " n o Theskies are empty. '
- s ; RN Possibly because of interdiction by enemy fighters, or simply for lack of availability, no plane is sighted. Nothmg
“happens. If he wishes the player can change the nominated target to any other enemy unit within 3|ght of the Alr
‘Observer, Roll again at the beginning of the next turn. :
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1,50r6 Here it cames!
With a roar, the aircraft begins its attack run. Follow the sequence overieaf to resolve the air strike,

= || RANDOMISING DIRECTION

The easiest way to establish a random direction is to use & Warlord order die. Each face of the die has an arrow symbol clearly marked —roli the
dice and the arrow will indicate a random direction. Any kind of die that has numbers rather than ‘pips’ can be used in a similar fashion to give a
randem direction by drawing a ling threugh the top of the number rolied. Some players use a D10 in a similar way, a5 its sides are "arrow shaped’
and will therefore always point in a direction when rolled. Another method is to use a 012 (a die with 12 sides) and to nominate a direction as 12
o'clock — this will give you a random direction according to a clock face: 1 o'clock, 2 o'clock, and so on.
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Achtung, Jabos! A German 88 takes on Allied air supremacy

The target unit and every unit (from either side} within 12"
of the target unit is potentially pinned simply because the
aircraft has been spotted. Roll D3-1 for each ¢nit and add the
indicated number of pin markers.

Once any pinning has heen worked out, place a suitable
token 18" away fram the intended targetto represent the point
where the aircraft opens fire or deploys its payload. Whilst any
suitable coloured chit will suffice to mark the spot, many
players will doubtless wish to employ a model aircraft in this
role. This certainly looks more threatening!

Once the aircraft model or token has been positioned
resolve shooting from flak units. If either side has any flak

units then work out if the aircraft has taken damage during
its attack run as described for Fak opposite. Note that it is
possible for flak units from either side to inflict damage on
attacking aircraft — as troops would often mistake friendly
aircraft for enemy.

Once damage from flak has been worked out, and assuming
the plane has not heen shot down or forced to abort its
mission, roll a D6 to determine the type of attack against the
target unit,
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Flghter-bamber : ; : o : : SRR B

The target takes two aridmonal ;Jm markers and ZDB h;ts wlth a‘ +2 penetratmn value -Heduce the number: of hits by
.1 forevery hitthe plane. hastaken from flak Armou ed targets are hit on the top armour-‘ nf ntry ar can
1 idown to ha]ve the h|ts taken in the same way as from HE shells: (see p53} RSe

4,50r8

FLAK

All enemies with the flak special rule that are not currently
dowar automatically fire at the attacking aircraft if the token or
modal lies within their firing arc and range. Flak units fire
regardiess of whether they have already taken an action or
not that turn, Flak fire does not require an action and takes
place outside of the normal turn sequence. The usual line of
sight rules are ignored when firing at aircraft because the
target is plainly visible in the sky. Measure the range between
the shooter and target ignoring everything in between. Rolls to
hit aircraft are always at a -2 penalty because they are fast
moving targets and inherently difficult to hit.

Friendly fiak units that are not currently down must test to
held their fire against attacking aircraft if they are in arc and
range of the marked position. Roil a D6 for each flak unit. To
successfuity hold their fire inexperienced units mustroll a 5 or
B, reqular units a 4, 5 or 6, and veteran units a 3, 4, 5 or 6. Units
that do not manage to held their fire will shoot atthe incoming
aircraft as if it were an enemy.

Any flak units that are in ambush lose their ambush status
if they shoot at aircraft, in which case their order die is flipped
to down. Any units that are hidden as described in the scenario
section lese their hidden status if they shoot at aireraft {see
p117)

Do not rell to damage the aircraft if itis hit, instead tally
up the number of hits scored in total. Once all flak units have
fired, if the plane has suffered § or more hits in total it has
been shot down or damaged and forced to abort the attack.
The aircraft marker or model is removed. Otherwise proceed
with the ground attack, with the number of hits suffered
from flak affecting the result of the attack as already noted.

Strafing fighter
The target takes one additional pin marker and 3D6 hits with a +1 penetration value. Reduce the number of hits by 1
for every hit the plane has suffered from flak. Armoured targets are hit on the top armour. infantry and artillery can
go downto halve the hlts taken inthe same way as from HE s 1e||s (see p53)

Ground-attack aircraft

This is either a dive-bomber or a fighter-bomber equipped with rockets or heavy automatic cannons to attack
armoured targets. The target takes three additional pin markers and 306 hits with a +4 penetration value. Reduce
the number of hits by 1 for every hitthe plane has taken from flak. Armoured targets are hit on the top armour.
Infantry and artillery can go downto halve the hits taken in the same way as from HE shells {see p53).
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Many units share special rules as
indicated in the Army Lists in this hook
and the Bolt Action supplements. Further
specific rules are included in the entries
of individual units where appropriate.
Note that not all of the rules listed here
apply to units in the Army Lists of this
book, but they are included so that players
can get an idea of which rules might be
appropriate for other forces. For example, the fanatic rule for
Japanese island garrison troopers, tough fighters for
Ghurkhas, and so on.

TOUGH FIGHTERS

Some troops excel at close quarter fighting, whether because
of special selection or training, like commando units, or due to
cultural disposition as in the case of Ghurkhas and other
colonial troops. Each model in a unit with this specialrule has
two attacks in close quarter combat against infantry and
artillery, regardless of what weapens are carried,

FANATICS

Fanatics are unwilling to give in and will die fighting rather
than flee or surrender. When a fanatic unit loses half of its
numbers from enemy fire it does not take a morale check, and
it continues to fight as normal so long as it includes at least
two men. Should the unit be reduced to ene man he must make
the check as normat,

When a fanatic unit is defeated in close quarter fighting,
the fight counts as a draw instead and another reund is
immediately fought. Continue fighting until the fanatic unit
wins, is completely wiped out or is defeated and left with a
single mode! in which case it is destroyed.

SHIRKERS

Not afi those herded te the front and handed a rifle are wiiling
participants. Some troops might be conscripted mifitia from
occupied territories, or they might be criminals or captives —

German Fallschirmjdgers — elite troops, armed to the teeth!

reluctant or inept fighters iooking to dasert at the first
opportunity. Shirkers must always take an order test when
given an order, even where they are not pinned, and always
count pinned markers as doubie - i.e. one pin marker is a ~2
penalty, two is —4 and so on.

GREEN

Raw troops are usually rated as inexperienced with & morale
value of 8 - but we shall also make sllowance for troops who,
whilst tnexperienced, may be extremely confident or even
foolhardy. Green troops might run at the first shot fired - or
they might surprise the enemy by proving remarkably fierce or
resistant. Either way they are unpredictable. Green units arg
inexperienced and given a morale rating of 8. The first time the
unit suffers a casualty roll a die. On a roil of a 1 the unit suffers
an additional D6 pin markers and goes dowi —if it has already
taken its action this turn flip the order die to down, if not then
place an arder die from the dice pot to show the unit is down.
There is no further effect. On arall 0f 2, 3 or 4 the unit fights on
as you would expect - no further account is made of the fact
itis green. On a 5 or § the unit is immediately up rated to
regular with a morale value of 9 for the rest of the hattle.

TANK HUNTERS

Tank hunter units are equipped with specialised close quarter
anti-tank weaponry, This includes anti-tank grenades -
possibly launched from a rifle - sticky bombs, gammaon hombs,
satchel charges, lunge bombs, Malotov cocktails and the like.
if & tank hunter unit wins an assault and scores damage
against an armoured vehicle, the effect is resolved on the
Damage Result table as for a nermal anti-tank penetration
rather than as for superficial damage. See p90 for an
explanation of how assaults against armoured vehicles are
resolved.

SNIPERS
A sniper team includes a marksman with a high-power
telescopic sight and can also include an observer or loader.
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UNIT SPECIAL RULES

When a sniper shoots

using & fire ar ambush order

the following special rules apply. If a sniper
shoots in any ather situation the shot is counted as an
ordinary rifie shot.

Rifie range is increased to 36" and the sniper adds +1 1o his
die roll to hit the target. The sniper is a crack shot equipped
with a superior weapon and can pick off targets atlong range.

The sniper can aim at any individual mode! that he can see
in the target unit, and if the target is hit and killed that specific
model is removed as a casualty in the same way as for
pxceptional damage.

When rolling to hit, a sniper ignores ail dice penalties for
the target’s cover. If shaoting at artiflery a sniper ignores the
gun shieldrule.

CAVALRY

Cavalry are generally treated as units of infantry except whese
noted below. Cavalry can dismount and fight on foot as
infantry, from which point none of these rules apply. To
facilitate this, players will need mounted and foot versions of
cavalry models.

A cavalry unit moves at 9" at an advance and 18" ata run
with the same movement rules and restrictions for infantry,
except that we do not allow cavalry to enter buildings,

Cavalry units cannot react to enemy fire by going down.
However, they can react by making an immediate escape
move directly away from the troops shaoting at them in the
same way as a recce vehicle. See the Vehicie rules p95.

A cavalry unit

can dismount as part

of any advance move.

Once dismounted riders

move and fight as infantry.
Troops cannot remeunt once dismounted.

Cavalry units can carry infantry small arms, but the only
weapon that can be fired whilst mounted is a pistol or a
carhine in which case it is treated as & pistol. Note that
carbines are treated as rifies when used by troops on foot. All
sther weaponry can only be fired if dismaunted.

Cavalry units fight at close quarters with three attacks per
model regardless of weaponry. This makes a mounted charge
quite a practical proposition if the riders are able to weather
their enemy’s reaction shooting. Following combat, cavalry
are allowed to roll an extra die when they make their regroup
move — 206" rather then D8

MOTORBIKES

Motorhikes were primarily used by dispatch riders and the
like, aithough during the early pari of the war German
reconnaissance units aiso made use of matorhikes or hikes
and side cars. As with troops mounted on horses we'll treat
these as a variant of infantry units.

Motorhikes are generally treated as units of infantry
except where noted helow. Bikers can dismount and fight
on foot as infantry, from which point none of these rules
apnly. Te facilitate this, players will need mounted and foat
versions of biker models.
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A motorbike unit moves
at12" at an advance and 24"
at a run with the same
movement rules and
restrictions for wheeled
vehicles, except that bikes
are allowed to make any
number of turns as they
mave.

Motorbike units cannot
reactto enemy fire by going down. However, they can react by
making an immediate escape mave directly away from the
troops shooting at them in the same way as other recce
vehicles. See the Vehicle rules for more about recce vehicles
on p9h.

A motorbike unit can dismount as part of any advance
move. Once dismeunted riders move and fight as infaniry.
Troops cannot remount once dismounted.

Bike riders can carry infantry small arms but cannot shoot
whilst moving. Sidecar riders can shoot when making an

advance as with other infantry, All other weaponry can only he
fired when stationary, i.e. with a fire action, in which case we
assume riders momentarily halt or get off their machines to
shoot.

Bikes are not allowed to make an assault, and if assaulted
they can make an immediate escape move as for other recce
vehicles, If attacked at close guarters they are struck in the
same way as soft-skin vehicles — i.e. they cannot be hit if
making a run action, a 6 is needed to hit if they are making &
an advance action, and otherwise a 4, b or 6 is required fo
score a hit. Damage is resclved as appropriate for their troop
quality — inexperienced, reguiar or veteran. Motorbikes fight
back as infantry. Each man fights — both riders and sidecar
passengers. We imagine any bike riders unlucky enough to he
fighting at close quarters will abandon their machines to fight
and then remount should they survive. Should they win the
combat they can regroup 2D6" rather then D6” in the same
way as horsemen.




BOLT ACTION

The biggest artillery pieces sit far behind the lines and their
murderous fire is called upon from many miles away. However,
smaller field guns and anti-tank guns operate closely with the
infantry and will sometimes be called upon to fire directly at
fargets over open sights. Both field artillery and anti-tank guns
are useful against armoured vehicles, and larger anti-tank
guns are also capahle of firing a high-explosive shot, which
makes them effective against infantry,

Up to this point we have tatked primarily about the rules for
infantry. This section introduces a new kind of unit: the
artiflery. For the most part an artillery unit consists of a gun
and its crew or some similar weapon such as a rocket-
launcher or multi-barrelled launcher such as the German
Nebelwerfer. When we talk of artillery pieces as ‘guns’ in the
game rules itis assumed this includes all such weapons.

ARTILLERY UNITS

An artillery unit consists of two elements - the gun model and
its crew. The crew are arranged within 17 of the gun so that
the gun and crew together form a single unit.

ARTILLERY & MEASURING
DISTANCES

When firing at an artiflery unit, measure the distance to the
crew or gun model, whichever is closer to the firer, I
measuring to the gun model, always use the carriage and
ignore the barrel of the gun.

ARTILLERY & SIGHT

When an artillery piece shoots directly at a target ‘over open
sights” the line of fire is worked from the point of view of the
gun by sighting along its harrel.

When an artillery piece employs indirect fire to shoot over
intervening troaps or terrain, sight and range are worked out
from any of the crew models. Weapons that fire
indirectly can also be provided with spotters as
indicated in the Army Lists and described
on pl18.

ARTILLERY &
MOVEMENT

Some artillery pieces are so large that as far as
our game is concerned they are completely immobiie,

for example coastal defence guns. Such weapons do notform
a regular part of our game although they could feature in a
scenario that was devised to incorparate them.

Most of the guns described here and in the various Army
Lists represent mobhile guns mounted on whesied carriages
to allow their crew to manhandle them arcund the battlefield.
Even so, they are still very heavy and cumbersome —
especially the larger pieces — and therefore orders of
advance and run are treated differantly fram infantry units,
as follows:

ADVANCE

This order allows the gun to be rotated in place to face any
direction. The gun cannot be brought to bear in this way and
fired in the same turn.

RUN

Pushing an artillery piece around is extremely hard work. This
order allows any wheeled light or medium gun and crew to
move up to 67 in any direction. Heavier guns, and all guns that
lack & wheeled carriage, can only be moved by means of &
tow, As with any run order, the gun cannot be fired in the same
twrn as it moves.

if artitfery crews are reduced to one man then the unit
cannot be issued a run order. This effectively stops all guns
moving without the assistance of a towing vehicle.

Note that some guns, notably flak guns, are designed to be
fired from a cruciform or similar stable platform and thersfore
do not have an integral wheeled carriage. In such cases the
gun would most likely be attached to a separate carriage for
transportation. Guns that do not have wheels cannot be moved
arcurd by their crew and therefore cannot be issued a run
order regardless of their size or type.

The famous French 75
- 7bmm Canon de 75
modeéle 1897
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TOWING GUNS

Some vehicles can tow artillery around the battlefield. The gun
carriage is hooked either directly 1o the towing vehicle or via
a limber, and the gun's crew rides in or on the vehicle. The
rutes for mounting/dismounting infantry units on p93-94 are
also used for limkering and unlimbering guns. i you have &
suitable towed modei piace the gun in position at the rear of
the towing vehicle. Towed guns cannot be shot at, only the tow
itself, so ignore towed artillery pieces when working cut range
and line of fire.

An artillery unit always takes all of the space available on
a transport, which will therefore not be able to carry any other
troops until the artillery unit unlimbers.

Some artiflery pieces are too heavy or simply not made to be
towed around by the kind of vehicles designed to transport
infantry in battiefield conditions. The Army List entries for
transport and towing vehicies specify the types of artillery that
can be towed. For example, a small vehicle such asa jeep could
be only able to transport a light anti-tank gun, whilst higger
vehicles are able to transport medium artillery units, and so on.

A Waffen-85 10.5cm LeFH 18/40
howitzer prepares to fire
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ARTILLERY

ARTILLERY & SHOOTING

I requires the entire efforts of the gun’s crew to operate it -
srewmen serving a gun cannot also shaot with other weapons
they might have.

LINE OF SIGHT

When firing a gun imagine you are fooking through the sights
of the gunner firing it. Try to look as closely as possible along
the barrel of the gun itself,

ARC OF FIRE

(Guns mounted on a carriage have a restricted field of fire. All
(uns can fire only against targets to their front 90° arc as
indicated by the direction the gun is pointing in.

{UN SHIELDS

Many guns are equipped with an armoured gun shield to provide
protection to the crew. If a gun is equipped with a gun shieid, the
die roll an anemy requires to score damage from the frantarc of
the gun as described above of the gun is increased to 6+
regardiess of the quality of the crew. This die roll is modified by
the penetration value of the weapon in the usual way.

DAMAGE GN ARTILLERY UNITS
The effect of damage on artillery units is handled differently
for small-arms fire and heavy weapons fire.

French gunners repel the invaders’ armoured thrust

Small-arms fire cannot damage the gun itself. Casualties are
always taken from amengst the crew even where exceptional
damage is caused.

Heavy weapons fire is also resolved against the crew in the
same way as for small-arms fire; however, in this case
exceptional damage indicates that the gun's firer is killed and
the gun itseli is also destroyed. The shot has disabled the gun
or possibly caused its ammunition to explode.

If the gun is destroyed the entire unit is destroyed and its
order die is removed from the dice cup. However, surviving
crewmembers may be redeployed to other guns as noted
helow,

ifa gun's crew are alikilied the gun itself is abandoned and
an order die is placed besides the gun to shaw this. The dig is
not returned to the dice pot at the end of the turn, but remains
where it is to indicate the gun is abandonad. Abandoned guns
can he re-crewed during the game as noted below. 1f not re-
crewed by the end of the game abandoned guns are treated
as destroyed.

There is no need to keep the usual 17 distance from
abandoned guns, nor are they considered to be friendly or
gnemy units —they are treated as if they were wrecks or parts
of the terrain. If an enemy unit moves within 1" of an
abandoned gunitis either captured or disabted and is removed
as destroyed.
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ARTILLERY & CLUSE QUARTERS

Artilfery units cen never assault other units. Enemy infantry
and armoured vehicies can assault artillery units as already
described. Guns can react by sheoting against assaulting
enemies exactly like other units.

In close quarter fighting, a gun’s crew fight in the same way
as infantry units and the gun model itself is ignored. Gun crew
do not derive any benefit from a gun shield in ¢lose quarter
fighting. If defeated both crew and gun are automatically
destroyed.

RE-CREWING GUNS

Crew can be moved from one gun to another within 12" either
to reinforce an existing crew or to man an abandoned gun.

Crewmen are allowed to make a dash of up to 12" distance
from one gun to another when their gun is given an order,
regardiess of what that order is, Aithough no specific arderis
required the move is treated as a run and can trigger fire from
enemy units on ambush, Crewmen cannot transfer between
guns that are more than 12" apart. Crew transferring from one
gun to another cannot serve either gun that turn, If crew
transfer to an gbandoned gun that currently has no crew, the
gun’s order dice is flipped to down once the new crew have
moved into position.

If a gun is destroyed surviving crew are able to re-craw
other guns within 12" so fong as they can be given an order
that turn, The only actien the crew can take is to move to
aneother gun as described. If they have already taken their
action that turn, if their order test is failed, or if there are no
other guns within 12", then any crew models whose gun has
been destroyed are removed as casualties. Remember that
the artillery unit counts as destroyed once the gun itself is
destroyed, so the order die representing it is removed from the
dice pot once any surviving crew have had their chance to
move to another gun.

FIRING
SMOKE

All howitzers and
mortars can fire
smoke shells
using indirect
fire. When firing
smoke, a fixed
peint on the
battlefield s
nominated as the target - this couid be a pointin the middle of
an enemy unit, a model, or any point on the battlefield itself. A
6 is required to score a hit, and where both firer and target
remain stationary this increases by +1 per turn in the usual
way for indirect fire (see n53).

Smoke screens are represented by a cotton woel, kapok or
similar material. if the shell lands on target make a circie of
smoke centred upen the aiming point. The diameter of the
circle depends on the size of shell as follows.

Light mortar q
Medium mortar/light howitzer - S o S
Heavy mortar/medium howitzer 5"

HeavyhoWitzer S

if the shell does not land on target — as is most likely — the
opposing player can relocate the landing point anywhere he
wishes within 6" of the original target position, but is not
allowed to overlap smake with existing smoke unless this is
ynavoidabie in which case he must endeavourte do so only in
so far as it cannot he avoided.

Visibility through a smoke screenis reduced te a maximum
of 2. If a shooter's line of sight to the target passes through
more than 2" of smoke then the shot s blocked and the target
is considered impossible to see. If a shooter’s line of sight
passes through less than 2" of smoke then it can see the
target, but the target counts as behind 'soft’ cover so the
shooter suffers a ~1 penalty when rolling to hit,

Whenever there is smoke on the table roll a dice at the start
of eachturn. Onthe roll of a 1 all the smoke is dispersed by the
wind and is removed. On the roll of a 2 all the smoke on the
table drifts D&” in the same randomly determined direction. On
a roll of & 3 or more the smoke stays where it is. See pb4 for
rutes about smoke and randomising drift.
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The tank was first used to its full capability during World War
It and formed an important strength of the arinies of all the
major combatants. Tanks are fast moving, heavily armed and
almast impervious to regular infantry arms. As well as these
powerful fighting machines all manner of vehicles were
emploved during the fighting, including trucks, jeeps and
armoured carriers.

British Sherman V

This section deals with a different type of unit - vehicles -
including jeeps, trucks, armoured cars, assauit guns, and
tanks. Before looking at the role of vehicles in depth, we shall
briefly discuss how the various rules already given differ in
respect to vehicles. in ail other respects the rules for vehicles
and infantry are the same.

VEHICLE DESGRIPTIONS

Diffarent vehicles have different damage ratings, carry
different kinds of weapons and may have specific abilities
refating to the kind of vehicie — for exampie trucks and
armoured carriers can transport troops, tractors and some
other vehicles cantow guns, and sc on. These specific details
are covered by the vehicle descriptions given in the Army Lists
gither in this book, or in the various Belt Action supplements
describing each army in depth and including information an
many more vehicles.

VEHICLE UNITS

Vehicle units always consist of a single model: a tank, a
half-track carrier, a truck, a jeep and so on. All vehicle units
have crew sufficient to operate them, although it is
reasonable to simply assume these are present where
necessary. We do not take separate account of the crew:

once their vehicle is destroyed they are considered to be
out of action as well.

VERICLES & MEASURING
DISTANCES

Vehicle models do not normally have a base so mostdistances
are measured to and/or fram the huif of the model itself. When
shooting with the vehicle's armament measure
from the muzzle of the weapon fired. Note that
this does confer a minor advantage to tanks and
tank destroyers armed with especially long
barrelled guns — a fair reflection of reality!

VEHICLES & SIGHT

For general purposes what a vehicle can see s
determined from the position of its ¢rew or, in
the case of a tank or similar vehicle where the
crew are concealed, from the commander’s
cupola atop the turret, or wherever the usual
vision slits or periscopes are positioned on the
hull,

When shooting with vehicle-mounted
armament the line of fire is worked out by
sighting as closely as possible aleng the barrel of the weapon
fired.

Although players often like to model their armecured
vehicles with the commanders and other crew exposed — as
this makas for a very attractive feature — we do not penalise
crews that would normally be safe and secure inside their
tank, armoured car, and so forth. We will assume that crews
withdraw Into their vehicies and close any hatches as they go
into combat. So, in the case of such vehicles ignore any
exposed crew models when it comes to working out what can
be seen — they retreat inside their tank or cther armoured
vehicle.

VEHICLES & ORDERS

With the exception of the down order as noted helow, vehicles
are given orders in the same way as infantry. Exactly how the
different orders apply to vehicles is covered below, hut the basic
procedure is the same as already described for infantry units.
A vehicle cannot be given & down order because it
obviously cant "get down’ in the way that an infantryman
can. A vehicle is nect allowed to go down as a reaction when
shot at. Instead, we reserve the down face of the order die
to indicate a vehicle that is halted and unabie to maka any
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further action that turn for whatever reason; perhaps it has
heen immobhilised by enemy fire, or maybe it has been
brought to a temporary halt in some way. This is all that the
dfown arder represents in the case of a vehicle. A vehicle
that is marked with a down order die does not receive any of
the benefits otherwise described for infantry units that have
gone down.

Vehicles thatfail an order are marked as down to show that
they are halted that
turp. If they have pin
markers they must
first move away from
enemy to their front
hefore going down as
noted betow.

VERICLES &
PINNING

Fully enclased
armoured vehicles,
such as  most
armoured cars and
tanks, can only be
pinned by hits from
heavy weapons.
Small-arms  fire
cannot pin enclosed
armourad vehicles,
which simply ignore any hits from rifles, pistols, submachine
guns, light machine guns, medium machine guns and other
small arms.

Open-tepped armoured vehicies such as carriers, some
armoured cars, many tank destroyers and most mobile artillery
are pinned by hits from small arms in the same way as soft-
skins and infantry.

A pinned vehicle is treated somewhat differently to a
pinned artillery or infantry unit. A pinned vehicle must stifl take
an order test to attempt an action, but if this is failed and if the
vehicle has visible enemy to its front arc it must make a basic
rate reverse move away fromthe enemy if able 1o do so before
going down (front arcs are expiained on p83). This represents
the vehicle reversing away from danger and then comingto a
halt. if a vehicle is unable to comply because there are friends
or some impassable obstruction blecking its path, or if it
reaches the table edge, then it moves as far as # can and goes
down. If unable to mave because it is immobilised it just goes
down. If there are no visible enemy to its front arc then the
vehicle goes downwhere itis.

VEHICLES AND OFFICERS

Dfficers can potentially ride in vehicles, in which case their
command honus applies to the officer unit itself, any other
units carried in the same vehicle, and the vehicle. The normat
6" range for the command bonus does not apply if the officer
is in a vehicle. He must get out of the vehicle ta benefit from
his 6" command range. See Officers p62.

German Panther Ausf G

VEHICLES & MOVEMENT

Vehicles are faster than men on foot over most types of terrain,
but they are considerably less manoeuvrable. Grders of
advance and run affect vehicles differently from infantry, and
even tracked vehicles differently from wheeled ones. The
differences are explained below.

ADVANCE

This order represents the vehicle advancing at a cautious
speed, stopping or slowing down now and then to take a shot
against the enemy. This is the basic or standard movemeant
rate for vehicies on the batilefield.

Tracked vehicles move straight forward up to 9”. At any point
during this move {before moving, after, or at any point between)
the vehicie can make a single pivot around its centre of up to
90° to face in a different direction.
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British Churchill under fire

Wheeled vehicles are the same as above but it moves up to
12" and can make up to twao 90° pivots at any point during its
move. These two pivots can be combined in a single pivet of
up to 180°.

Half-Tracked vehicles move at the same speed as tracked
vehicles but with the same manoeuvrability as wheeled
vehicles. A half-track moves straight forward up to 8" and can
make up to two 90° pivots at any point during its move. These
two pivots can be combined in a single pivot of up to 186°.

RUN

Whilst vehicles ¢annot literally ‘run’ we use this order to
represent a move at fuill speed’. The vehicle drives as fast as
it possibly can giving up all idea of firing.

Tracked vehicles move straight forward more than 9” and up
to 18", The vehicle may not make any changes of direction.

Wheeled vehiclesis the same as above but it moves more than

12" and up to 24", and can make a singfe 96° pivot at any point
during its move.

Half-Tracked vehicles move at the same speed as tracked
vehicles but with the same manoeuvrability as wheeled
vehicles. A half-track moves straight forward more than 9”
and up to 18" and can make a single 90° pivot at any point
during its move,

REVERSE MOVES
Avehicte can reverse straight backwards only at up to half its
standard advance rate uniess it is a recce vehicle,

A recce vehicle can reverse at its full advance rate in most
instances and can manoeuvre as if driving forward i.e. a
wheeled vehicle or half-track can make two 90° pivots or and a
tracked vehicle can make a single 90° pivot. As indicated in the
vehicle descriptions, soma recce vehicles can reverse at their
runrate if they are especiaily smalf and manoeuvrable or ifthey
have dual direction steering - as did some German armoured
cars. These exceptions are indicated in the Army Lists.
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VEHICLES

Open Ground GK 0K 0K 0K
RoughGaing | NeRun et e e

Qbstacle No Run No No oK*
Bunldmg DK S ND“ NU NO(‘} o

Road 0K 0K %2 x2

. o

grif};:dhe unit can move through the terrain without hindrance - this is the default or normal rate for all kinds of troops over open

0K* —-The unit can cross this kind of terrain without hindrance unless it has been designated as an anti-tank ohstacie, or
impassable bocage, or the equivalent, in which case it is impassahle to all types of vehicle.

No Run — The unit cannot cross or move within this kind of terrain if undertaking a run action, but can cross or move over with an
advance action.

No — The unit cannot enter or move within this kind of terrain at all,

No* — The unit cannot enter or move within this kind of terrain, except that it can be deployed within the terrain at the start of the
game. in this case it cannot move once deployed. This represents situations where guns are ‘dug in' to positions prior to the battle
as discussed in the section on Artillery.

No {1} - The unit cannot enter or move within this kind of terrain, except that heavy and super-heavy tanks may move through and
demolish some buildings in some situations. See the rules for buildings on p99.

x2 — The unit’s move rate is doubled if it moves entirely along a road or track. This enables vehicles to move rapidly elong roads

where the opportunity permits.

TERRAIN

The effect of terrain on movement, including vehicles, has
already heen described on p27, but for ease of reference, the
Terrain Chart is repeated above.

VEHICLE MOUNTED WEAPONS

Most vehicles carry some sort of armamenteven ifitisonly a
single machine gun. Tanks and other armoured fighting
vehicles often have & main weapon mounted in a turret and
additionat machine guns as well. On the whole, weapons

mounted in vehicles are treated in the same way as already

described in the Shooting section, with the foliowing

exceptions and additions.

FIXED AND TEAM WEAPONS

We assume that vehicles have sufficient crew to employ
whatever weapons they carry. The special rules that apply to
infantry operated team weapons and artillery are ignored.
The special rules that apply to infantry operated fixed
weapons are also ignored when firing vehicle-mounted
weapons (see pa0). The following rules apply to vehicle-
mounted weapons instead,

VEHICLE FACING AND FIRE ARCS

Weapons mounted on & vehicle are likely to have only a
restricted field of fire. All weapons meounted on & vehicle will
be able to fire in certain specific arcs, as described in the
vehicle's entry in the appropriate force list.

To determine these fields of fire, you will need to imagine
fines bisecting the corners of your vehicle to create four
90-degree arcs, as shown in the diagram overleaf,

As you can see we divide a vehicles potentiat of fire into
four: the front, the rear, and the two side arcs (left and right).

Soviet T-34/76
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Casement- or Hull-mounted weapons. The vehicle description
indicates the arcs covered by any hull-meunted weapons the
vehicle has. Vehicles that have guns mountad directly to the
huil or a casement built on top of the hull will normally have a
forward facing fire arc, for example the main gun on a
Jagdpanther or Jagdtiger, or the machine gun mounted onto
the front glacis of most tanks such as the Sherman, Panzer 1V,
Panther and sc on.

Turret-mounted weapons. Weapons mounted on turrets can
usually fire all around (Le. into any arc). Some turret-mounted
weapons have restricted arcs because of the design or
position of the turret, and these cases are indicated in the
description for the vehicle. It is not strictly necessary that
model turrets are able to rotate, as many players prefer o glue
tusrets firmly in place to prevent accidental damage. Just take
it as read that turrets are able to rotate, and he prepared o
compensate for this when measuring shots and working out
line of sight,

Pintle-mounted weapons. Some vehicles carry ene or more
machine guns on a swivelling type of mount. These pintle-

mounted weapons were commoniy fitted to soft-skins such as
jeeps and trucks, as well as to armoured carriers. They were
also fitted on top of tank turrets for defence against low-level
air attack: however, they were inevitably used against ground
targets when the opportunity arose. Depending on where they
are mounied, a pintle-mounted gun can cover anywhere from
a single arc to 360 degrees as noted in the vehicle’s description,
Pintle-mounted machine guns can be fired against aircraft and
therefore have the Flak special rule (see p67),

Co-axial weapons. A co-axial weapon is usually a medium
machine gun mounted alongside a tank’s main gun and has the
same arc of fire. Ce-axial machine guns wers used as defence
against infantry and were operated by the tank's gunnear. A
co-axial can be fired instead of the vehicle's main weapon, but
not at the same time — the player must choose either to fire the
main gun or its co-axial MMG.

MULTIPLE TARGETS

When a vehicle shoots it can fire with all the weapons it carries
and which it is otherwise permitted to use. Each weapon can
shoot at a target that lies within its range and arc of fire. Where
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German Panzers at the battle of Totensonntag, by Peter Dennis © Osprey Publishing Ltd. Taken from Command 5: Erwin Rommeal,

more than one weapon can be broughttoc bear in the same arc,
cach can shoot at the same or different targets as the player
wishes.

SHOOTING AT VERICLES

TARGET REAGTION

When shooting againstvehicles, proceed as already described
in the Shoating section. [n most cases the Target Reacts step
does not apply, as vehicles are not permitted to go down.
However, note that vehicles that have the spectal recce rule
are allowed to react hy making an escape move before the
shot is worked out as explained on p95.

ROLL TO HIT AND DAMAGE

This has already been covered in the main rules section for
shooting and works the same way. The vehicle section of the
damage table is repeated below for ease of reference. Note
that the descriptive terms are used purely as a convenient

way of defining the damage value of the vehicle. A vehicle
defined in this way as a light 'tank’ could equally well be a tank
destroyer, such as a Hetzer, 8 motor gun carriage based on a
fight tank chassis, or even a light tank converted to use as a
recce vehicle as were some turretiess MBs, for example.

All soft-skinned vehicles

Armoured car/carrier T+

Light taﬁk : L g ::_E 8+ AR
Medium tank 9+

Super-heavy tank 11+
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ROLL TO DAMAGE - SOFT-SKINNED TARGETS

When shooting against soft-skinned vehicles, any hit that
results in damage destroys the vehicle outright, This is exactly
the same as a hit on an infaptry medel. Either the crew have
been kilted or the vehicle itself has been disabled, set alight or
Blown to smithergens,

ROLL TG DAMAGE ~ ARMOURED TARGETS

Because armoured targets have a damage value of 7+ or
greater itis impossible for them to be damaged by small-arms
fire. Hits from small-arms fire are ignared, they cannat damage
the vehicle and hits do not pin. Note that open-topped
armoured targets are an exception to this general rule as
described under Open-topped Vehicles p98.

When sheoting against armoured vehicles with a heavy
weapon the foflowing penetration modifiers apply in addition
to the weapon's own medifier as shown on the weapons
charts (p45l. Remember, these additional modifiers do not
apply to smail-arms fire or to fire against seft-skinned vehicles,
but only to shots from heavy weapons against armoured
fargets.

Vehicle's side or top armour

- Vehicle's reararmour =

Long range

Vehicle's side armour. The sides of armoured vehicles are
less thickly armoured than the front and therefore sasiar
targets. !f the shooter is positioned within the side arc of the
target vehicle, the weapon's penetration: value is increased
by +1,

Vehicle's top armour. Some weapon strikes, most obviously

mortar fire, always hit the thinner top armour of armoured

vehicles regardless of the pesition of the shooter. These
instances are
specified within the
rules where
necessary. When
striking a target’s top
armour, the weapon's
penetration value s
increased hy +1.

US Wilys jeep

Vehicte's rear armour. The rear armour of tanks and other
armoured vehicles is thin compared to the front. This
vulrerability s compounded by the presence of engines, fuel
tanks and ammo stores — any of which can make a hit to the
rear devastating. If the shooter is positioned within the rear
arc of the target vehicle, the weapon's penetration value is
increased hy +2.

Long range. Anti-tank guns have an optimum range heyond
which they lese kinetic energy and become less effective. If
the target is heyond half the maximum range of the weapon,
its penetration value is reduced by 1.

PINNING
Soft-skinned vehicles and open-toppad vehicles of all kinds
that are hit but not damaged are pinned in the same way as
infantry. Place a pin markar on the target. Note that some
armoured vehicies have open turrets or are otherwise open-
topped, as in the case of tank destroyers such as the American
M10 and British Archer, as well as self-propelled artillery such
as the German Wespe and Hummel, It is best to keep these
vulnerable vehicles out of range of small-arms fire where
possibie,

Enclosed armoured targets can only be pinned by hits from
heavy weapons fire. A hit from a heavy weapon will pin an
armotred target regardiess of whether it causes damage or not.

DAMAGE RESULTS

Not all shots that damage an armoured target will destroy it.
An anti-tank shell that penetrates the hull of a tank might
wreak havoc inside and kill the entire crew, but a shot couid
equally resultin only superficial damage to a vehicle’s wheals,
engine or other mechanical components. It is even possible
that a shell might pass right through a target momentarily
stunning or panicking is crew.

To represent this an armoured target is not immediately
removed when it is damaged like an infantryman or a soft-
skinned vehicle. Instead, for each hit that has scored damage
roll a D6 and consultthe Damage Results table opposite to see
what happens.

If the die roil to damage has scored the exact minimum
neaded after all modifiers are taken into account, then the shot
can only cause superficial damage. In this case deduct—3 from
the damage resuit dice roli before consulting the tahle. Fer
example, if the roll needed to damage a tank was 5 or more and
the die came up a 5 then the shooter has caused only superficial
damage and the -3 penalty is applied to the result. As you will
see superficial damage carnot knock a vehicle out, but it can
still cause fires or panic the crew forcing them to abandon it.
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1orless Crew Stunned. The crew is stunned or momentarify overcome by smoke or shock.
Add one additional pin marker to the vehicle. Place a dewn order die on the vehicle or change its current order die
to dewn to show that it is halted and cannot take a further action that turn,

: "'Immobmsea' Part of the velnc.fe 5. rracks or wheels ars, b!own apart' e
~Add one addmena% nin marker-to the vehlcle The vehlcie cannot: meve forthe rest of the garne Place ]
1 _marker ortoken by the vehicle to show th ..fthe vehlcle has already taken anaction thlS turn fhp the ordef die'to
- downto indicate it- has been brought to a haltIf a further 1mmob|hsed resu!t is suffered the crew ‘abandon the -
--_veiuc]e and itis cansu:lered knocked out {see below) SR

3 On Fire. The hit ignites either the vehicle's fuel or ammunition. The crew are driven into a b/md panic, fearing to be
trapped in a burning wreck.

Add one additional pin marker and then make a morale check for the vehicle. If the testis passed the fire has been
put out or fizzles out of its own accord. Place a down order die on the vehicle or change its current order die to
down to show that it is halted and cannot take a further action that turn. If the test is failed, the crew abandon the
vehicle and it is considered knocked out (see hetow).

:'Knooked Dut The vehrcle is n’estroyed and becomes a Wreck
Mark ‘the VEhiC]S in‘some fashion to’ indicate itis wrecked = a blackeﬂed cotten i)ali and/or an upssde down turret
Cwork’ quxte well.‘Some’ players like to use. mncie s of wrecked veh:cles instead Eitherway, wrecks of- armou;ed
“vehicles count as |mpassableterram If piayers prefer notto botherwnh wrecks destroyed vehmles canhe
“removed altogether,'perhaps blown apart. by.an internal explosion leaving only scattered debris. -

SL;perfzc:aI Damage - Roli D6-3
Full Damage — Roli D6

Massive Damage — Roll two results (see below)
Open-topped hit by indirect fire - Add +1

MASSIVE DAMAGE

if an anti-tank qun penetrates an armoured target by a total of
3 or greater than the minimum score required, then the player
rolls twice on the Damage Results chart and both results
apply. For example, where 9 or more is required to penetrate
an enemy medium tank, any total of 12
or more would result in
massive damage. The player
rolis two dice and applies

hoth results from the

Damage Results chart.

OPEN-TOPPED HIT BY
INDIRECT FiRE

Some armoured vehicles
have open fighting
compartments and we
describe them as open-
fopped (see p98L An
explosive shell landing in
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British
light tank

an open-topped vehicle is more likely to
damage the vehicle or kill its crew. To
represent this, if an open-topped
armoured vehicle is hit by indirect HE
fire add +1 to the result roll. Note that
shots landing on the upper surface of
an armoured vehicle always add +% to
the penetration value as well. This
means that open-topped armoured
vehicles suffer a double penalty +1 both
to the penetration value of the shot and
+1 10 the damage result dice.

TANKS ASSAULTING INFANTRY AND
ARTILLERY

Vehicles must normally stay more than 1 from enemy units, as
perthe general 1" gap rule. However, a tank driven directly at
a formation of enemy infantry or artillery is capable of
gverrunning or scattering it. The sight of a rapidly approaching
tank is enough to test the courage of even the most hattle-
hardened troops.

ASSAULT MOVE

Only tanks are allowed to make an assault move to close
guarters (see p57). Note that by tanks we also mean to include
assault guns, tank destrayers and other armoured vehicies of
a similar kind — all of which have a damage rating of 8+ or
greater. Cars, trucks and other soft-skinnad vehicles, and even
armoured cars and carriers with a damage rating of 7+, are not
allowed to make an assault move.

To assault an enemy infantry or artillery unit, a tank must be
ordered to move at full speed {i.e. run) and must be able to
strike the target by driving straight forward without
manoeuvring. Because a run order is required the tank cannot
shoot and must move at least half of its maximum permitted
move. Note that this move can take it heyond the target in
some cases as described below.

TARGET REAGCTS

If the tank begins its assault move
more than 6" away, the target can
react by firing with any weapons
capable of inflicting damage andfor
pins. This is worked out in the same
way as described for reactive
shooting against infantry assautts. If
the tank is not destroyed or
immebhilised as a result, move the

Tetrarch

’ | tank forward until it touches the
target unit. Then work out the assault
as described below. Once this is
done compiete the tank’s remaining
movement if necessary. If the tank |
would otherwise end its move on top
of the' enemy infantry it has assaulted,
move the infantry models aside by -
whatever minimum distance is °
necessary to get out of the way. '

If further enemy infantry or
artillery units lie in the path of the
tank then these are also assaulted. In such cases assaults are
worked out one at a time, starting with the first unit hit, then
the next, and so forth, Move the tank as far as the first unit and
work out the assault. If this is successful the tank can continue
its move and assault the next unit, and so on up to its full run
move. Any further units assaulted in this way can react with
opportunity fire if the tank is more than 6" away at the point
reached during the preceding assault. Where two or more
gnemy units lie closely together in a vehicle's path it is up to
the player whese troops they are which to resolve first,

CLOSE (UARTERS

A tank’s assault is worked out differently from close guarter
combat between infantry units. Take a morale check for the
target infantry or artillery unit. If the check is failed, the
assaulted unit surrenders or scatters and is considered
destroyed.

If the morale check is passed, the soldiers hold their nerve
and allow the behemath to pass through their ranks. The tank
makes its remaining move and may end up either within the
unit's formation, heyond it, or may conceivably drive into and
assault a further unit as already noted above. Where infantry
models that have heen assaulted would otherwise end up
beneath or within 1" of a tank model thay are moved aside hy
the minimum distance. Infantry that have been passed over
must keep more than 1" from the enemy tank and must
maintain their cwn formation
where possihle,

An artiliery piece that is
assauited by a tank is
automatically destroyed
whether its morale check is
passed ar not, but any surviving
crew may be able to re-crew
other weapons within 127 as
noted in the Artillery rules (see

French R34 light infantry tank p78)
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TANKS ASSAULTING
OTHER VERICLES

Although it was not unknown for tanks to literatly ram
enemy tanks cut of desperation, such incidents were
rare and certainly did not amount to anything like a
viable comhat strategy! However, we shall make
allowance for tanks assaulting vehicles as foliows.

A tank is allowed to make an assault against a vehicle of
any kind as described above for assaults against infantry and
artillery. The vehicle that is being assaulied can react by
shooting at the approaching enemy in the usual manner. If a
tank wishes to assault another tank, rather than a soft-skin,
armoured car, or similar vehicle, it must make its order test
with a =3 modifier. [t must make this order test even if it is not
pinned and no order test would ctherwise be required. Note
that this is the same as for infantry attempting tc assault an
armoured vehicle, although in the case of tanks they do not
fear assaulting armoured cars/catriers — see Tank Fearbelow.
If the assaulting tank drives home its attack move the modeis
into contact and work out the result as follows. Roll a D6 for
each vehicle. If either vehicle is an armoured vehicle add its
damage value (i.e 7, 8, 9 etc).

The highest scoring vehicle is the winner. The lowest
scoring vehicle is the loser. If hoth scare equally then hath are
losers.

Patton’s boys roll through the bocage

Losers are destraoyed outright if they are soft-skins. If the
loser is an armoured vehicle roll on the armoured vehicle
damage chartto determine damage. If the loser has an armour
damage value that is greater than his opponent, then roll for
superficial damage only. E.g. if the loser is a heavy tank and
his apponent is a Eght tank the resultis superficial damage.

Winners take no damage if they have a damage vaiue
greater than that of the loser. For example a heavy tank takes
no damage if it rams a light tank and wins the assault, if
winners have a damage value equal to, or lower than, the loser
then they also suffer superficial damage.

Once this has beenworked out, any surviving vehicles come
to an immediata halt. Show this by turning each vehicle’s arder
die to down or place a down order die next to it if it hasn't yet
taken an acticn this turn. Finally, each surviving vehicle,
whether making the assault or being assaulted, suffers one
further pin marker in addition to any already taken either from
reaction fire or from a damage result during the assault.
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INFANTRY ASSAULTING VERICLES

Infantry units can assault vehicles in some situations. Troops
making an assault against a vehicle are assumed to he using
hand grenades and may have access to hand-held anti-tank
weapons in some cases. This works in a comparable way fo
other assaults with the following exceptions.

T00 FAST TD ATTACK

If a vehicle is making a run action it is moving at high speed
and cannot be assaulted by infantry. However, a vehicle that
has made a run action and subsequently been immokhilised or
otherwise brought to a halt that turn ean be assaulted, and in
these cases its order die will have already been flipped to
down to show this.

TANK FEAR

Aninfantry unitthatis net equipped with anti-tank weapons as
noted below must take and pass an arder test when attempting
1o assault any kind of fully enclosed armoured vehicie. This
test is required even if the unit is not pinned and would not
normally need to pass an order test to take its action. A-3 fank
fear modifier is always applied when testing in this way. For
example, a reqular unit wishing to assault a tank will need to
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jrass an order test at a Morale value of 9-3=6.

Note that this test is not required if the vehicle is open-
lopped, such as a Hanomag armoured carrier, an M10 tank
destroyer, or an SU-76 self-propelled gun. The test is also not
reguired if the assaulting unit is equipped with the following
anti-tank weaponry: anti-tank rifies, flamethrower, bazooka,
PIAT, panzerschreck, panzerfaust or anti-tank grenades or the
equivalent, Note that anti-tank grenades are not considered
as separate weapons, but troops designated as tank hunters
carry them as explained on p70.

REACTION

Vehicles can fire their weapons at infantry who begin their
assault from more than 6" away and within the weapen’s firing
arc in the usual fashion. Recce vehicies can react by making
an escape move as described on p8s.

GLOSE QUARTERS

Once the vehicle has made any reaction fire, and assuming the
infantry have not been destroyed as a resuit, work out the
assault as follows. Hits against vehicles are not scored
automatically. If the vehicle is immobilised, if it has been brought
10 a halt and therefore has a down order placed nextto it, or if it

Token resistance — a fone Stug cannot halt the American advance

has yetto take an action and therefore has no order, in all these
cases each attack from the infantry will score a hiton a dice roll
of & 4, 5 or 8. if the vehicle is making an advance action the
assaulting troops must roll Bs to score hits because it is still
moving at a pace that makes it difficult to attack.

Regardless of the number of hits scored, make a single rofl
to damage the vehicle. Roll a D6 and add the number of hits
scored to the result to determine if the vehicle is damaged. £.9.
a score of 7+ is required ta damage an armoured carrier, so if
4 hits were inflicted & dice roll of 3 or more weuld be needed
to cause damage.

If the vehicle is a soft skin, or if it is an open-topped
armoured vehicle, then itis destroyed automatically if damage
is scared.

if the vehicle is a fully enclosed armoured vehicle and it
suffers damage, then roll on the Damage Result tahle as for
shooting. The superficial damage result applies where the
score to damage is equal to the minimum score required (i.e.
the same as for shooting damage). i addition, the superficial
damage resuit also applies if the assaulting unit otherwise
carries no anti-tank weapons as indicated above.

If the vehicle survives once close guarter combat has been
worked sut the assault is over. The assauiting infantry must




BOLT ACTION

make & regroup move as described for an infantry versus
infantry combat.

TRANSPORT VEHICLES

If a vehicle's primary purpose is to carry troops it is referred to
as a transport. Transports include vehicles such as trucks and
jeeps as well as armoured carriers. if a vehicle is a transport
this will be clearly indicated as part of the vehicle's description
ir the Army Lists. Various extra rules apply to fransparts.

TRANSPORTS AND ORDERS

Transports and any unit they carry are, of course, two separate
units and must be given two separate orders. The rulas for
issuing orders to troops aboard transports are given below.

ROLE OF TRANSPORTS
Therole of transport vehicles is to carry troops, and once they
have arrived in the combat zone their job is done. Some
transports are equipped with fire-support weapons such as
machine guns, but even so they are not assault vehicles, and
their crews would not expect to find themseives face-to-face
with enemy.

To represent this all empty transports that end their turn
closer to an enemy unit of any kind than te a friendly unit aside
from other empty transports are automatically removed fram

VEHICLE CREW

Once a vehicle has been destroyed we would normatly assume
the crew have either fallen casvalty or have escaped and
abandoned the locale with all haste. However, it is possible to
envisage & scenario in which we wish to know for certain
whether a crewman has either escaped or been kitled, and so
we allow for crew to try and escepe with the following rule.
Regardiess of whether crew escape successfully or not the
vehicle unit is destroyed and the order die representing it is
removed from the dice cup.

When a vehicle is destroyed roll a D3 to determine how many
crewmen make it out alive, Place the appropriate number of
models around the wrecked vehicte. Mow roll 206 and move the
crewmen the indicated number of inches back towards their
own fines, ideally towards a friendly unit or nearby cover. Move
the crew as a single unit.

Escaping crew can be targeted by any enemy units in the normal
way. They can also he shot at by ambushing troops. Ambushes
are normally only triggered by run or advance actions, but
artillery crews transferiing between guns and escaping vehicle
crews can also trigger ambushes.

If any crew are still alive at the end of the turn then they escape
and are removed from the battiefield. Note that crew fiecing a
destroyed vehicle do not remain from turn to turn — they get the
restof the turn to try and escape whilst their enemy get the rest
of the furn to try and stop them!?

A Churchill runs into a \Waffen-88 ambush

T i
s M\ﬁ‘ﬂ‘k‘dﬂ‘%’%“&’»&?‘ﬂ?}‘wzﬁfm




assume
ped and
ssible to
- certain
1, and so
ing rule,
- not the
ting it is

W many
imher of
nove the
rds their
er. Move

e normal
mbushes
ons, hut
g vehicle

/ escape
fleeing a
y get the
tthe rest

VEHICLES

the battie and count as destroyed. We assume their crews
ahandon them or else they are driven rapidly away from the
action and do not return.

Weapons mounted on transport vehicles can only e fired if
ihe vehicle is carrying a unit whose members act as weapon
crew. If the vehicle has no passengers it cannotfire its weapons.

MOUNTING A TRANSPORT

Transport vehicles can carry infantry units up to a specified
maximum number of men. A single vehicle can transport any
number of entire units so long as the total number of models
ahoard does not exceed the vehicle's carrying capacity. A unit
cannot be divided between two or more transports.

Infantry units can be placed in a transport vehicle at the
beginning of the game, or they can board a transport during
the battle.

Infantry units are only allowed to get into a vehicle that is
stationary. Troops cannot board a vehicie that has been
ordered to advance or run. Similarly, a vehicle thatis boarded
during the turn cannot subsequently be ordered to advance or
run. However, we o aifow troops to board vehicles that have
already moved if they have subsequently halted for whatever
reason, and such vehicles will be marked with a down order
to show this.

To hoard a transport, a unit must be given a run order and all

The poor bloody infantry — Tommy at war

of its models must move as close as possibie to the vehicle. i
they can all move to within 17 the unit has successfully climbed
aboard. If only some can move close enough then the unit
cannot board thatturn. This keeps things manageable, and units
unabie to hoard immediately should be able to do go easily inthe
following turn assuming the vehicle does not move.

UNITS ABOARD TRANSPORTS

Once a unit is aboard a transport, its models are temporarily
removed from the table and put aside, taking care to make it
clear which models are in the vehicle. You must still give
orders to units carried in this way, but the only order permitted
is down if you want the unit to remain on the transport, or
advance or run if you want them to dismount. Units carried
aboard transports cannot be given any other arders and are
therefore unable to shoot.

Units carried aboard a transport vehicle cannet be targeted
directly by the enemy. They can however suffer damage and
pin markers if the vehicle itseif is fired upon. Any time a vehicle
takes pin markers, each unitit carries suffers the same penalty.
If a transport vehicle is destroyed, units on beard suffer D6 hits
and must immediately dismount and go/remain down,

DISMOUNTING FROM TRANSPORTS

Disembarking from a vehicle is easier than getting on hoard,
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On to Berlin! Soviet T34s and their riders.

and troops can do this even if the transport is moving slowly.
Units can dismount from a vehicie that is either stationary or
which makes an advance action that turn. Troops can dismount
either before or after the vehicle itself takes its action.

If a vehicle makes a run action, any units it carries cannot
dismount that turn except where they are forced to do so if the
vehicle is assaulted, immobilised or destroyed, as noted
below,

A unit dismeunting from a vehicle must be ordered to
advance or run. Make the action as normal, measuring the
unit's move from the vehicle. Although a unit can use a run
action fo dismount from a vehicie, it is not allowed to use this
move to make an assault upon an enemy in the same turn.

if a vehicle is immabilised by enemy fire any troops on
board must dismount immediately regardless of any orders
already given to either the vehicle or its occupants. Troops
forced to dismount in this way are placed within a hasic 6"
move of their transport and then go/remain down,

If & transport vehicle is assaulted by gnemy infantry, any
troops on board will automatically dismount and fight close
combat with the enemy. In this situation dismounting troops can
do nothing else; they cannot also react by sheoting at the
assaulting unit, for example. The vehicle itself can react by
shooting as normal, assuming the target lies within the firing arc
of its weapons and starts the assault more than 6” away. Units
must dismount if thelr vehicle is assaulted regardless of any
orders afready given to the vehicle or its occupants. The
resulting close quarter combat is fought between the assaulting
unit and one unit disembarking from the vehicle. Should the
dismounting unit be destroyed then the transport risks being
destroyed atthe end of tha turn, as it will most likely be ar empty
transport that is closer to enemy than to friends.

If & transport vehicle is destroyed then units on board take
D6 hits and automatically dismount and gofremain down as
described for immobilised transports.
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VEHIGLE SPECIAL RULES

The following special rules apply to a variety of vehicles as
indicated in the Army Lists and inthe Bolt Action supplements.
More specific rules for individual vehicles are included in the
vehicle descriptions in the Army Lists,

GCOMMAND VEHICLE

Command vehicles are equipped with two-way radios that
enable them to direct squadrons of tanks, tank destroyers and
other armoured vehicles into battle. The command vehicle
adds a morale honus of +1 to itself and to any other friendly
armoured vehicle within 12"

TURRET REAR-MOUNTED MACHINE GUN

Seme tanks have a machine gun mounted to specifically caver
the back of their turret. When firing, first select a target for the
tank main gun {or co-axial machine gun) and resolve it.
Whichever arc the main gun has engaged an enemy, the rear-

mounted machine gun can only shoot into the opposite arc.
So, if the main gun fires forwards the rear-mounted gun must
shoot behind, if the main gun fires to the right guarter the rear-
mounied gun must shoat to the left quarter, and so on.

stow
Some heavily armoured vehicles, like early war British infantry
tanks, were designed to
simply keep pace with
accompanying infantry.
A wvehicle that is
designated as slow has
a hasic move rate of 6"
when advancing and 12”
at a run {double move).

RECCE

This special rule applies

US armoured jeep
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to scout cars and light armoured vehicles
operating in a scouting, recon or recce role
{short for reconnaissance). Recce vehicles
would advance shead of a formation to probe
out the enemy’s defences — as such they are
super-alert to the enemy presence and prepared to
avoid trouble,

Recce vehicles are allowed to react to an enemy shaoting or
assaulting them by making an escape move. The player can
choose to do this whether the vehicle has already taken an
action that turn or not. No order is required to make an escape
move. When the enemy declares he will shoot at or assauit the
vehicle the piayer can declare that he will try and escape. The
crew have spotted the enemy in the nick of time and quickiy
slam the vehicle into reverse. The vehicle is allowed to make a
reverse move. Recce vehicles can always reverse at basic

move rate tc try and

escape, and can

manoeuvre as if they were

moving farward. This is because the

commander and crew are likely to be

operating with hatches cpen so they see all

around them, and aiso because most recce vehicles are

smafl and manoeuvrabie to enable them to aveid trouble guickly.

Some recce vehicles are aliowed 0 make a run rate

escape move instead if the player prefers. This move must be

directly backwards without manoeuvre. These are vehicles

that are especially smail and agile or which have duai-

direction steering - i.e. they have a driving position facing
both ways, These vehicles are indicated in the Army Lists.

Once the vehicle has made its escape move it comes to a

haft and its order die is flipped to down, ar a down order is
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US reconnaissance patrol, by Peter Dennis © Osprey Publishing Ltd. Taken from Elite 156: Werld War || Combat Reconnaissance

Tactics,

placed next to it if it has yet to take an action that turn. The
enemy’s shot or assault is then resolved as nermal assuming
the enemy can still see or reach the target. If the target has
meved out of range or sight then the shot automatically misses
or the assauit fails.

Recce vehicles will also spot hidden enemy at fonger
ranges than other vehicles — as noted in the rules for hidden
units - see Hidden Set-up p117.

AMPHIBIOUS
Amphihious vehicles are either designed to float or fitted with

floatation devices that enable them fo do so. An amphibious
vehicle can move direcily forward only over otherwise
inpassable deep water at half speed by means of an advance
action, i.e. a vehicle that would normally advance at 12" can
move over water at§”. A vehicle cannot make any other action
whilst moving aver water, cannot reverse, cannot turn, and wilt
ignore all rules that otherwise obliga it to reverse or go down. A
vehicle that is immobilised whilst in the water is sunk or
abandoned and is therefore destroyed together with any
gccupants, Note that vehicles can shoot whilst afloat, but if
equipped with floatation screens will not be able to do so with
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Normandy log jam — a British column stuck in the boeage

any huil-mounted weapons (as specified in the relevant Bolt
Action suppiements).

OPEN-TOPPED
Some armoured vehicles are apen-tepped — meaning they
have open turrets or open fighting compartments as cpposed
to fully enclosed vehicles such as tanks. Typical apen-topped
armoured vehicles include half-tracks, most self-propelled
artiflery pieces, many tank destroyers and some armoured
cars. Open-topped armoured vehicles are more viinerable to
HE fire than equivalent fully enclosed vehicles, and are
susceptible to close quarter attack by enemy infantry tossing
grenades inside an exposed cab. Rules governing open-
topped armoured vehicles are included throughout the rules
and are repeated here for ease of reference.

Open-topped armoured vehicles are pinned by hits from
small arms in the same way as soft-skins and infantry.

if assaulted by infantry open-topped armoured vehicles are
destroyed automatically if the vehicle is damagad, in the same
was as for soft-skins.

If hit by indirect fire then add +1 to the damage result roll to
represent the effect of a shot falling into an open-topped
vehicle. Nate that all hits upon the upper surface of armoured
vehicles count +1 penetration regardless of whether the target
is open or not — so open-topped armoured vehicles suffer a
double penalty: +1
penetration and +1
damage result.

British jeep
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Built-up areas afford plenty of cover for infantry fo shefter
within and set ambushes. Buildings can become strong
points in any defence, whifst even the most heavily armoiured
tank can fall prey te infantry using short-ranged anti-tank
weapons from concealed positions.

The rules we have already described for difficult terrain (p27)
wiil serve to represent ruinous buildings and rubhle. The
following rules cover buildings that are substantially intact, as
well as defensive structures such as blockhouses and
pillboxes. These kinds of structures pose an interesting
conundruym to the wargamer. Do we want our building modeis
to be hoilow, with roofs and floors that can be removed, so as
to aliow us to place modets inside? Or are we going to have
solid buildings that serve to set the scene, but which can only
be occupied in a nominal way?

Players can agree that models cannot enter buildings at all
if they prefer. Perhagps the buildings are burning as a result of

orefiminary shelling or hombardment. However, although
aractical, this is not a very satisfactory solution, as we would
fike to picture our soldiers shooting from windows and dashing
from door to door.

ENTERING BUILDINGS

Criy infantry units are permitted to enter buildings during the
game. In order to enter a building, an infantry unit must be
ordered to run, all the models in the unit must get to within 17
of the building, and at least one model must reach &n opening
such as a door or window. The entire unit is then removed
from the table. Note that this is comparable to the precedure
for a unit mounting into a transport vehicle.

If a building has mare than one floor, units will enter on the
ground floor. For the sake of simplicity, we'll assume that most
buildings are large enough for a singie unit to occupy each
floor. This would be about correct for a house, smai office

German Heer burst into a courtyard
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SUILDINGS

Failschirmjdger fighting from house to house. ..

buitding, or similar structure. Figors that are occupied by
onemy troops cannot be moved into except by means of an
assault as described later.

Nate that infantry and artillery units can be setup inside a
huilding at the start of the game if the building is at least
partially inside their side’s set-up zone. Artillery units setup in
this way wilt be unahle to move for the duration of the game.

LEAVING BUILDINGS

The rute for leaving a building is comparable to dismounting
from a transpart vehicle and is worked out in & similar way.
The unit must be on the ground floor and must be ordered to
advance or run. Make the move as normal, measuring the
unit’s move from any opening on the ground floor,

A unit is allowed to make an assault move from within a
huilding, either against an enemy on another floor, into an
adjoining huilding where they are connected, or by feaping out
from the building and attacking enemy outside. An enemy whe
is outside a building can react by firing at the assaulting unitin
the usual way, but calculates fire cnce the assaulting troops
have left the building, i.e. without the henefit of cover. Enemies
on a different fioor of the same buiiding er in an adjoining
building cannot react by firing in this way - see the rules for
assaulting buildings on p104.

ORDERS T0 TROOPS
INSIDE BUILDINGS

Units inside buildings must be given orders in the usual way.
An advance order can be used to either leave the huilding, to
move from one fioor to another iloar, or to move into an
adjoining building and in all cases to sheot as well, asis usual
for advance arders.

A run order can be used to either leave the buiiding, to
move up or down two floars, to move up to two adjoining
buitdings, or to make an assault inta an adjoining floor or
building. A running unit cannot also shoot — as is the usual
rule.

LARGE BUILDINGS

Sometimes players may want to represent & larger building: a
railway station, a factory or workshap, a scheol, town hall or
other substantial public building of some kind. In these cases
itis hestto treat a large huilding as a number of roughly house-
sized adjoining buildings all connected together, It is
impossible to cover every kind of eventuality - but it is best
that house-sized portions are no higger than about 8" by 87,
and preferable about 6” x 6", as this allows infantry to move
through at a reasonable pace. These can be thought of as
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The ubiguitous British VVickers machine gun keeps Jerry's head down

individual building ‘sections’. If a single huilding section has
dimensions greater than a standard infantry move, running
troops are not allowed to move through two sections at once,
as that would obvicusly enable them to move unfeasibly
guickly.

The rules given here assume buildings and building
sections of about house size, so when considering larger
buildings hear in mind that they are treated as multiple
connected buildings and not just one.

SHOOTING FROM BUILDINGS

Units inside buildings may shoet from any visible opening
including windows and doors. Measure range and calculate
line of sight fram these openings. We assume that up to two
men can fire out of any domestic sized window or door. A unit
in a building can divide its fire against different targets on
different sides of a building, but all fire from each side of a
building must be aimed atthe same target.

FIXED WEAPONS
Inthe case of fixed weapons that have a limited arc of fire, the

player must specify the opening where they are deployed;
usually this will be a window or door, They will fire only out of
the designated opening untit the unit makes an advanceor run
action, when they can he redeployed to another opening if
desired,

PLUNGING FIRE

If troops that occupy an upper floor fire against an armoured
target within 12°, any heavy weapons hits scored will strike the
target's top armour and therefore score the extra +1 penetration
honus. Note that this doesnt apply twice to mortars or howitzers
shoating indirect as they aiready receive this bonus.

SHOOTING AT BUILDINGS

Units armed with small arms can shoat at enemy inside
buildings if they have a line of fire to any opening on the floor
occupied by the target. Range is measured to visible openings.

Aside from flamethrowers, heavy weapons don't need to
see an opening to shoot, but just need to be able to draw 4 line
of fire to any wail of tha carresponding floor - big shells go
through most walls.
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Burp them out! A Waffen-88 flamethrower in action. ..

Roll to hit the target as normal. Units inside buildings count
as behind hard cover (-2 to hit) and can react by going down
in the usual way when shot at.

EXTRA PROTECTION

Aside fram HE fire as noted helow, & damage roll of B+ is
always needad to score damage against an enemy infantry or
artillery unit in a building, regardless of the quality of the unit.
The die roll is modified by the penetration value of the weapon
as normal. Note that this is the same as for artillery equipped
with gun shields.

SHOOTING HE WEAPONS AGAINST BUILDINGS

1 a weapon fires an indiract HE round and scores a hit againsta
unit inside a huilding, this means the shell has managed to find -
or make — an opening. Roll a die. Onthe roll of a 4,5 or 6 the shell
explodes immediately hitting any target on the roof and/or the
uppermost floor of the building. Onthe rolt of %, 2 or 3the sheil has
nlummeted straight through the tapmost floor, so roll again to see
i it explodes on the floor below. Qn a rolf of 4, 5 or & the shell
explodes on the {logr below, and will hit any target on that floor.
Once again, on a roll of 1,2, or 3 the shell plummets down to tha

next level. Keep on rolling in this way until the shell expiodes or
reaches the ground fioor, where it will expiode automaticaily,

HE shots fired over open sights — Le. directly at the target
— can be aimed at any viable target in the same way as already
described for other weapons.

If an HE shell strikes troops that are either inside & building
or on roofteps, damage is scored as if the target were in the
open. The extra protection rule given above does not apply.
Even the crews of guns fitted with a gun shield are hit as if in
the open - the gun shield having no effect.

In addition, if a weapon with HE value of 206 or greater hits
a unit inside a building, the explosion might bring the entire
house down abaut their heads. In this case, roll to determine
how many hits are inflicted as usual. If the total number of hits
scared is twelve or more then the building is blown to rubble
and aif infantry and artifiery units inside it are destroyed.
Remove the building and replace it with a ruinous eguivalent
or an area of rubble ard debris.

FLAMETHROWERS AGAINST BUILDINGS
A flamethrower can only be used against troops inside
buildings where there is a window, open doar, or seme cther
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gap to shoot through. Flamethrowers score hits automatically
without making any 'to hit' roll and are therefore devastating
when used against troops within buildings.

The extra protection rule described above doss not apply to
flamethrowers. As with HE shots, troops are hitasif in the open,
and gun crews derive no protection from their gun shield.

If a flamethrower is used against troops in g building then
the building catches fire on D6 reil of a 4, 5 or 6 and is
considered impassable from then on. Any surviving infantry
units inside a burning building will immediately abandon it in
the same way as units disembarking from a vehicie that has
been immobilised or destroyed {see p93-94). Artillery units
inside a burning buiding are automatically destroyed.

ASSAULTING BUILDINGS

Infantry units outside a building can assault enemy units
occupying the ground floor of a huilding. Measure the move to
any opening on the ground fioor. Resoive the assault sequence
as normal, except that the assaulting models are moved into
contact with the building, with at least ene model in contact
with an opening. The rest is exactly the same as an assault
across a defended obstacle, with the combat fought
simultaneously by both sides. See pB0.

Infantry units inside a building can assault units on a
different floor immediately above or beiow, or on the same
floar of an adjoining connected building section. This is always
considered to be a surprise charge (Le. from within 8”) so no
reaction shooting is allowed. Otherwise it is worked out the
same way as described above.

TANKS ASSAULTING BUILDINGS

A heavy or super-heavy fank can attempt to drive into a
wooden or brick-built building in the same way as already
described for ramming other tanks. This is treated as an
assault and the building has a total damage value that is
established randomly when the assauilt is made as follows,

Wooden building 206
Brick building 3D6

Tanks are not allowed to attempt to assault fortifications
such as pillboxes, blockhouses, tank traps, bunkers or any
other structures that are equally solid or substantial. See
Bunkers helow. Note that the damage values given for
buildings are meant to refiect fairly substantial buildings — itis
not intended that a tank should be troubled by a garden shed,
kennel or sentry hox,

A heavy tank would therefore roll its damage value {10+) +
a D6 (D6+10) whilst a super-heavy tank would roll {114} + a D6
(DB+11). The opposing player rolis for the building.

[f the building scores higher resolve damage against the
tank as described for a vehicle ram. if the buiiding is a wooden
shack only superficial damage can be caused. The tank model
is placed in fronf of the building having failed to demotish it

If building and tank score egually then resolve superficial
damage against the vehicle as for a vehicle ram and the
building is destroyed as described below.

If the tank scores highest the building collapses in the same
way as described for an HE shell. The building is destroyed
and the model representing it replaced with an area of rubble.
The tank is placed within the rubbled area and comes to & halt.
Show this by turning the vehicle's order die to down.

Finally, any tank that survives driving into a building takes &
further pin markerin the same way as tanks surviving a collision.

ARTILLERY IN BUILDINGS

Artillery units cannot enter buildings during a hattle, hut can be
placed in buildings during deployment. We assume their position
has been prepared in advance. if so, the player must pick an
apening far the gun to fire from. This cannot be changed during
the game. An artillery unit placed in this manner cannot move
and cannot therefore be ordered to run or advance during the
game —its position and its arc of fire are both fixed.

BUNKERS

The following rules cover hunkers, pillooxes and all ather
reinforced buildings specifically designed to protect soidiers
from enemy fire. Bunkers follow the rules given for buildings
with these exceptions:

Bunkers can only be accessed through doors and not
through firing slits. Similarly, modeis can only fire from/towards
firing slits and not through doors or through solid walls.

It's extremely difficult to hit troops inside bunkers through the
narrow slits in the reinforced walls; therefore when shooting
againstthem, the cover madifier, which normallyis ~2 isincreased
to a whopping ~4. This makes flamethrowers the perfect tools
against bunkers because hits are automatic (see p51}

Indirect fire weapons (at least those of the calibre we cover
in our games) are useless against bunkers with thick
reinfarced concrete roofs designed to be shellproof. Indirect
fire weapons cannot shoot with any effect against bunkers or
their gccupants.

Tanks cannot assauit bunkers no matter how heavy
they are!
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PLAYING A GAME OF BOLT ACTION

THE GAMING TABLE

equisition

, the rules The more space you have to fight your battle the better, whether

are heing you have a dedicated tabletop for gaming, whether you press

nat mean the kitchen or dining table into service, or aven if you are forced

, only that to make do with the floor or patio. Ideally, the gaming surface

ing which should be at least four feet wide and six feet long, but if you are
obligad to use a smaller area dont worry. If you really have only
asmall space — say thres feet wide or less —then we'd suggest
either reducing all distances by a proportion, or deploying the
opposing sides from the table edges as described for a

make up a Maximum Aftrition game {see p110). Either way, it is usual to

gquisition play from the opposing long edges — each player sitting behind

ten points, his own table edge facing his opponent.

ed points.

er the cost

sorry if it is PREPARING THE BATTLEFEELQ

e sure the It is entirely up to the players what kind of a scene they wish

2. See pl121 to represent on the battlefield. For example, the battlefield
could be a densely packed urban area, an open rural
landscape, a mix of marshes and woodlands, or a rolling sand
desert bereft of cover. On the whole a better game will be had
where there is a good guantity of terrain on the table, with
hedgerows, wreckage or trenches for troops to shelter behind,

hilis and escarpments to conceal the movement of vehicles;
and woodiands, houses, or tumbled ruins where troops can lie
inambush. If you don't have much terrain to block line of sight
and reduce movement, the poor old infantry will find
themseives cut down by long-ranged weapons and rapidly
moving tanks. Of course, if the tabletop is very crowded it may
become virtually impassable for armoured vehicles. Clearly a
good mix is what is needed. We would suggest the battlefield
includes atleast four sizeable terrain pieces such as buildings,
thick woods or a rocky escarpment, large enough to biock line
of sight over most of the table, In addition, we recommend the
battlefield inciudes other, lower terrain features to provide
pienty of cover for infantry, for example hedges, dry-stane
walls, sparse woodland and individual trees, craters, areas of
rubble, wreckage and similar

rough ground,

When the plavers
set up the scene
of battle it is
important to

try and make sure no great advantage is conferred to either
side. Many will take their inspiration from actuai hattle sites,
or perhaps from war movies or TV, when recreating scenes
and landscapes on the tabletop.

THE BATTLE SCENARIOS

Once the players have prepared their armies and set up the
terrain, the next thing to do is decide what kind of battle is to
be fought. This is the story behind the battle, the events that
have brought our oppesing forces into conflict, Perhaps one
side is trying to break out from a pincer movement that
threatens to cut off and surround it, maybe one side is
attempting a reconnaissance in force to expose enemy
positions, and maybhe both sides are racing towards somea
common objective that they will fight over, This backstory to
the game is the seenario, and players are at liberty to invent
scenarios for themseives, or to adapt historical encounters,
or to use any of the scenarios described below. These
scenarios have been worked out to provide a fair hut varied
challenge to hoth sides, and they don't require any particular
scenery or tahle set-up — they can be played with any forces
or terrain,

Players can simply pick a scenario to play, or roll a die at
the start of the game and consuit the chart as follows.

1 Envelopment

Point Defence

Top Secret

oo B W TN
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=g
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SCENARIO 1: ENVELOPMENT

An enemy pocket of resistance is fo he engaged and pinned
in place by a portion of your force, while the rest will make
their way araund the enemy position to surround them and
isolate them from their supply chain.

SET-UP
Both piayers rolt a die. The highest scorer decides whether to
bethe attacker or the defender.

The defender picks a side of the table and sets up at least
half of his units in his set-up area {see opposite). These units
can use the hidden set-up rules (see Hidden Set-up p117).
Units that are not set up to start with are ieft in reserve (ses
Reserves p119).

The Red Devils take position

The attacker's units are not set up on
the table at the start of the game. The
attacker must nominate at least half of
his force to form his first wave. This can
be his entire army if he wishes. Any
units not included in the first wave are
leftinreserve.

08.JECTIVE

The attacker must try to move as many of his units as he caninto
the defender's set-up zone or off the opposing side’s table edge.
The defender must try and stop him. Note that in this scenario,
attacking units are aliowed to deliberately move off the table
from the defender’s tahle edge to reach their objectiva.
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PLAYING A GAME OF BOLY ACTION

PREPARATORY BOMBARDMENT

The attackar rolls a die: an a 2+, a preparatory bombhardment
strikes the enemy positions {see Preparatory Bombardment
p118). On a resuit of 1, the barrage fails to materialise, but you
have your orders and the attack must go ahead as planned.

FIRST TURN

The battle begins. During turn 1, the attacker must move his
entire first wave onto the table. These units can enter the table
fram any point on the attacker's tahle edge, and must be given
either a run or advance order. Note that no order test is
reguired to move units onto the table as part of the first wave.

GAME BURATION

Keep & count of how many turns have elapsed as the game is
played. Atthe end of turn §, roll a die. On a resuitof 1, 2or 3 the
game ends, on a roli of 4, § or B play one further tusn.

VICTORY!

At the end of the game calculate which side has won by
adding up victory points as follows. If one side scores at least
2 more victory points than the other then that side has won a
clear victory. Otherwise the result is deemed too close to call
and honours are shared —a draw!

The attacker scores 1 victory point for every enemy unit
destroyed. He aiso scores 2 victory points for each of his own
units that is inside the defender’s set-up area {even if only
partially), and 3 victory points for each of his own units that
has moved off the enemy table edge hefore the end of the
game.

The defender scores 2 victory points for every enemy unit
destroyed.
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Vorwérts! Aggressive Waffen-SS counterattack

SCENARIO 2: MAXIMUM ATTRITION

Your orders are brutally simple — locate and engage the
enemy forces, and inflict maximum damage.

SET-UP

Both players rell a die. The highest scarer picks a table side.
No units are set up on the table atthe start of the game. Both

sides must neminate at least half of their force to form their first

wave. This can be the entire army if desired. Any units not

included in the firstwave are leftin reserve (see Reserves p119).

0B.JECTIVE
The ohjective is simple — both sides must attempt to destroy
the other whilst preserving their own forces.

FIRST TURN

The battle begins. During turn 1 both players must bring their
first wave ontp the table. These units can enter the table from
any point on their side’s tahle edge, and must be given eithar
a run or advance order. Note that no order test is required to
move units onto the table as part of the first wave.

GAME DURATICON i

Keep a count of how many turns have elapsed as the game is
ptayed. Atthe end of turn 6, roll a die. On a result of 1, 2 or 3the
game ends, on a roll of 4, 5 or 6 play one further turn.

VICTORY!
At the end of the game calculate which side has won by
adding up victory points as follows. If one side scores atleast
2 mare victory peints than the other then that side has won a
clear victory. Otherwise the result is deemed too close to call
and honours are shared — a draw!

Players score 1 victory point for every enemy unit
destroyed.
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SCENARIO 3: POINT DEFENGE

The enemy positions are strategically vital for the continuation
of the campaign and must be seized at all costs.

SET-UP

Both players roll a die. The highest scorer decidas wheather to
be the attacker or the defender The defender picks a side of
the tahle and sets up atleast half of his units in his set-up area
(see opposite). These units can use the hidden set-up rules
(see Hidden Set-up p117}. Units that are not set-up to start with
are left in reserve (see Raserves p119),

As he sets up his force, the defender must nominate three
separate ohjectives in his set-up zone. All ohjectives must be
at least 8" from the defender's table edge. in addition, ali the
objectives must be at least 24" from each ather. These
objectives could be tactically important positions such as a

building or hilltop, or supplies such as an ammo dump or fuel
reserve, or maybe a command post, a vehicle repair shop, or
an emplacement for long-range artillery cr rocket launchers.
Objectives can be simple markers or tokens if the players
prefer, or can be represented by scenic pieces along the lines
described. The important thing is that beth players clearly
identify the three chjectives hefore the hattle hegins.

The attacker’s units are not set up on the table at the starl
of the game. The attacker must nominate at least half of his
force to form his first wave. This can he his entire army if he
wishes. Any units not included in the first wave are left in
reserve.

0BJECTIVE
The attacker must try and capture the three objeciives — the
defender must try and step him.

Chindits emerge from the Burmese jungle. .
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PREPARATORY 30MBARDMENT

The attacker rolls a die: on a 2+, a preparatory hombardment
strikes the enemy positions (see Preparatory Bombardment
p118} On a result of 1, the barrage fails to materialise, but you
have your orders and the attack must go ahead as planned.

FIRST TURN

The battle begins. During turn 1, the attacker must move his
first wave onto the table. These units can enter the table from
any point on the attacker's table edge, and must be given
either a run or advance order. Note that no order test is
required to move units onto the table as part of the first wave.

GAME DURATION

Keep a count of how many turns have elapsed as the game is
played. Atthe end of turn 6, roll a die. On aresultof 1, 2 or 3 the
game ends, on a roil of 4, 5 or 6 play one further turn.

VICTORY!
At the end of the game calculate which side has won as
follows.

if the attacker holds two or three obiectives the attacker
wins. If the attacker holds one objective the game is a draw. If
the attacker holds no objectives then the defender wins.

All objectives are held by the defender at the start of the
game regardless of where his tfroops are positioned. If an
objective changes hands during the game then it remains
under the contrel of that side until it is taken back.

To capture an objective there must be a model from one of
your infantry ar artillery units within 3 of the objective at the
end of the turn, and there must be no enemy infantry or field
artillery models within 3" of it.
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SCENARIO 4: HOLD UNTIL RELIEVED

Your force has been sent an a very dangerous mission to
captire a key strategic ohjective. Your

men have reached the immediate vicinity

of the abjective during the night and at

first light you'll attempt to seize the

position. You will then dig in for the

inevitable counter-attacks and hold until

relieved.

SET-UP

The objective could be 3 bridge, an ammo or fuel dump, an
airstrip, a command bunker, a V2 launch site, or anything
comparable. First set up the objective in the centre of the
table. [deally, this sheuld be no larger than 12" x 12", You can
piace the objective up to 12" to the left or right of the exact
centre of the table, but make sure thatitis equidistant from the
opposing players’ starting edges.

Both players rol! a die. The highest scorer decides whether
to be the attacker or the defender.

The defender picks a side of the table and sets up one
mfantry squad and one other unit {this unit can be anything
with a damage value of 7+ or less) within 6” of the objective.
Then he nominates half of the remaining units {rounding down)
to form his first wave. Any units not included in the first wave
are leftin reserve {see Reserves p119)

The attacker can then set up any and all of his infantry
anywhere on the table so long as they are more than 18" from
the objective or either enemy unit that is already deployed.

A Tatrarch airlanding tank supports the fierce Polish airborne

These units can use the hidden set-up riles {see Hidden
Set-up pT17}, All other units are left in reserve (see Reserves |
p119). :

0BJECTIVE
The aim is to control the ohjective at the end of the game. To -
do so there must be a mode! from one of your infantry or
artiffery units within 3” of the objective and there must be no
enemy infantry or artiliery models within 3* of the objective.

FIRST TURN

The battle begins. During turn 1 the defender must hring his
first wave anto the table. These units can enter the table from
any point on the deferder’s table edge, and must he given
either a run or advance order. Note that no order tast is
required to move units onto the table as part of the first wave.

GAME DURATIGN

Keep & count of how many turns have elapsed as the game
is played. At the end of turn 6, roll a die. On a result of 1, 2
or 3 the game ends, on a roli of 4, 5 or § play one further
turn,

VICTORY{

If ore side controls the ohiective at the end of the game it is
the winner. If neither side can claim control of the objective
the game is a draw.
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SCENARIO 5: TOP SECRET

Enemy fighters have shot down one of our light transport
aircraft, Your men must locate the crash site and retrieve the
hriefcase of the high-ranking staff officer who was on lhoard.
This hriefcase contains secret documents and it is imperative
that you get to it before the enemy, Whatever happens, these
documents must not fall into enemy hands.

SET-UP
First set up the objective marker in the centre of the table. This
could be a wrecked light aircraft or perhaps a failen parachute,
or any suitahle officer model or simply a marker or token if
preferred. You can place the objective up to 12" to the feft or
right of the exact centre of the table, but make sure that it is
gquidistant from the opposing players’ tabie edge.

Both players rell a die. The highest scorer picks a side of
the table.

No units are setup on the tahle at the start of the game. All
units on both sides are left in reserve (see Reserves p119)

{B.JECTIVE

Both sides must seize the objective marker and carry it off
their own edge of the tahle. See helow for rules about
transporting the ohjective marker.

FIRST TURN

During turn 1, you can attempt to bring in your reserves as if it
was turn 2 as described in the rules for reserves. Play then
continues as normal.

GAME DURATICN

Keep a count of how many turns have efapsed as the game is
piayed. Atthe end of turn 6, roll a die. Gn aresult of 1,2 or 3the
game ends, on a roli of 4, 5 or § play one further turn.

VICTORY!
The side that carries the objective marker off the table before
the end of the game wins. Otherwise the result is a draw.

To seize the marker, an infantry unit must advance cr run
and end its move with at least one model touching the
objective. From the following turn the unit will carry the marker
as it moves, Always leave the marker in contact with one of
the models in the unit. If that unit moves as close as it is
permitted to a friendly infantry unit, it can immediately transfer
the marker to any of the models in the other unit.

[fthe model carrying the marker is killed, the marker can he
transferred to any other model in the unit. If the entire unit is
kiled/removed from play, the marker is left on the ground for
someane else to pick up later.

If the unit carrying the marker is destroyed in an assault,
the enemy unit that destroyed it can immediately claim the
marker and place it next to one of their medels before they
make their regroup move.
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SCENARIO 6: DEMOLITION

Our scout planes have pinpointed the enemy company HQ.
Your objective is to reach the enemy position and destroy it
witlh the explosives your men have been issued with. Strong
enemy resistance is to be expected, so you must attack in
force, but do leave a portion of your force behind in order to
defend our own artillery emplacements.

SET-UP
Both players roll a die. The highest scorer picks a side of the
tabie and places his base in his set-up zone at least 67 from
the table edge. The other player then places his base in his set
up zone atleast 6” from his table edge, in the same way,

Ideally these ‘hases’ are represented by a model command
post {tent, dug-out, command vehicle), but could be anything
that looks like a tactically impertant pasition such as a building
or hilitop, an ammunition or fue! dump, a radio or radar mast,
an artillery or missile battery, etc. A hase can simply be a
marker if you wish - nothing more than a token - it's entirely
up to the players. The impertant thing is that both players
clearly identify their bases at the start of the game.

The first player deploys half of the units in his army
{rounding down) in his deployment zone.

These units can use the hidden set-up rules (see Hidden
Set-up page 117). All other units are left in reserve (see
Reserves page 119).

Once the first player has depioyed as described his
opponent does the same with his own force.

0BJECTIVE

Both sides must destroy the enemy hase. A base is destroyed
if, at the end of any turn, any enemy unit is touching the hase
other than an empty transport vehicle. Empty transports
cannot be used to destroy a base although a transport vehicle
carrying troops can,

FIRST TURN

The battle begins. Note there is no first wave in this scenario.
All units not held in reserve are deployed at the start of the
game,

GAME DURATION

Keep a count of how many turns have elapsed as the game is
plaved. Atthe end of turn 6, rell a die. On a resultof 1,2 or 3 the
game ends, on a roll of 4, 5 or 6 play one further turn,

VICTORY!

[fone player has destroyed his opponent’s hase while his own
still stands then that player is the winner. Otherwise the game
is a draw,

The French counter-attack
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SCENARIO RULES

The following rutes are common to ali or most of the scenarios
and are gathered together here to save repeating them
throughout the scenario descriptions.

HIBDEN SEY-UP

Where indicated in the scenario, units can be hidden at the start
of the game. These units must be deployed in such a way that
they are either entirely in cover to all enemies that can see them,
or else out of sight of enemy altogether. These units are still
placed onthe table in the usual way, and must be marked in some
fashion to show that they are hidden — any distinct token or
marker will do.

Enemy are stilt allowed to target hidden units where they
normally could do so, but, because shooters cannot he certain
where the enemy are, the chances of scoring a hit are very much
reduced. If & unit is hidden then any cover penalties that wouid
normaliy apply when itis shot at are increased to —4 for soft cover
and =5 for hard cover. If shot at by indirect fire, a 6+ is required to

HIDING DURING A GAME

Ve do not normally allow troops to hide during the cowrse of a
game, but if players agree troops can he allowed to go hidden
during a game if they would otherwise qualify as outlined above
and are given a down order. Because this can slow down the
game and makes some scenarios harder for one side to win we
present it as an optional rule for experienced players rather than
as a generat rule of play.

hit even where shooter and target remain stationary from turn to
turn. In addition, hidden units can never he chosen as targets for
air strikes or artillery barrages from Forward Observers. They can
still be struck by a preparatory hombardment as noted below and
derive ro benefit from being hidden in this case.
Hidden units remain hidden until one of the following

happens:

«  The hidden unitis ordered to fire, advance or run,

«  Anenemy unit scores a hit on the hidden unit {cther

than preparasory bombardment)

117
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An enermy infantry or artillery
unit moves to {or is set up)
within 12"

An enemy recce vehicle
moves to {or is set up) within
12°

Any other enemy vehicle
moves to within 67

SETTING UP DBSERVERS AND SNIPERS

Unless players wish to agree otherwise, Spotters, Forward Air
Observers, Forward Artiliery Obsarvers, and Snipers, together
with any vehicles required to carry them, can be set up
anywhere within the player's own haif of the tahle at the start
of the game, so long as they are more than 12" from any enemy
unit that is already deployed including enemy spotters,
observers and snipers.

In an attacker/defender scenario the defender seis up his
spotters, observers and snipers first. Gtherwise the players
alternate sefting up one unit at a time - roll a dice to determine
which side places first, Any observer and sniper units can also
be set up hidden as noted above.

PREPARATORY BOMBARDMENT

When about to attack enemy defensive positions, it makes
sense to ‘soften them up’ first with a bombardment from
heavy artiflery, rocket batteries or bombers. Such a
bombardment often caused relatively few casualties 1o

well dug-in troops, but it certainly
encouraged the enemy to keep their
heads down, unnerving them and
sapping their fighting spirit.

The scenario played specifies
when a preparatory bombardment is
atlowed. To see how effective the
hombardmentis, rell a die for each unit

in the enemy set-up zone at the start of the game and consult
the chart below. Targets that are in bunkers or comparable
fortifications deduct—1 from the die roli, and cannot therefore
score worse than a 5 or suffer more than 2 pin markers.
Howaever, note that hidden units derive no benefit from heing
hidden when working cut preparatory bombardments.

That's miles away! No effect

- That was close! The unit takes 1 pin marker . E

I can't take it any more! The unit takes 2 pin
markers

- Incoming! The unit takes 2 pin markersand 1
automatic hit with a +3 penetration value. This -
counts as indirect fire, always striking the top
armour of armoured vehicles with the resultant
consequences . STy
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RESERVES

Reserves are troops that are neither
deployed ontothe table at the start of the
game nor held back to form a first wave.
Reserve units cannot do anything in the
first turn of the battle {except during the
Top Secret scenaric as noted).

Even though reserves cannot do anything in the first turn,
they must still be given orders, as their order dice will be
included in the dice cup. The only order they can be given in
turn 1 is down to show that the reserves are awaiting a
command. Even vehicies are given a down order when in
reserve, indicating that they are immobhile that turn,

From turn 2 onwards {turn 1 in the Top Secret scenaric) any
units in reserve can be ordered on to the table with an advance
or run order. Note thattroops are not aflowed to make an assault
when they enger the tabie at a run - treops are only allowed to
make an assault if they are already on the tzble at the start of
their move. A player is not ohiiged to move troops from reserve:
a unit can be left in reserve by giving it a down order.

When units move from reserve onto the table they always
require an order check with a -1 penalty. So, a veteran unit
with morale of 10 will require a 2D6 roll of 9 or less to pass its
srder check and move on to the table. Because an order test
is required to move from reserve it is not completely certain
when these units will arrive. If a unit fails to enter the battle
hefore the end of the game it counts as destroyed — missing in
action.

(nfantry or artillery units that are in reserve can he mounted
in transport vehicles or tows, The piayer should indicate this
is the case during set-up.

Outflanking manoeuvre

A player can send any of his reserves on an
putflanking manceuvre either to his left or right,
During set-up the player must indicate to his
gpponent any reserve units that are attempting an
outfianking manceuvre. The player secretly writes
down which of his outflanking units is going left and
which is going right. He can send all of his units one
way or the other, or he can divide them if preferred, it
is entirely up to the player. The player must reveal his
written instructions only when the first outflanking
force arrives on the table. Meanwhile, the other
player will be aware that the enemy is moving round
his flanks, but cannot be certain where they have
been directed.

Units attempting an outflanking manoeuvre must

be given down orders on turns 1 and 2, These units are, of
course, manceuvring beyond the confines of the tabletop, and
the down order merely serves to indicate they are as yet
unahle to enter the batilefieid.

From turn 3 cnwards, outflanking units can he ordered onto
the tabletop with an advance or run order in the same way as
other reserves. An order test with a ~1 penaity will be required
as already described. Units outflanking on the left hand side
can enter from the left hand table edge, those entering from
the right hand sice can enter from the righthand table edge. If
moving onto the table in turn 3, outflanking units can enter
along a side edge but not more than 24" from the player's own
edge. So, if the tabletop is four feet wide they will be abie to
enter up 1o half way across. If entering in a subsequent turn,
add a further 12" per additional turn, so up to 36" from the
player’s edge in turn 4, 48”in turn 5, and so on for hattlefields
of greater width.

CALCULATING VICTORY 3Y ATTRITION

The system described for working out which side has won is
practical to apply and serves perfectly well for most kinds of
game. However, there wil! be occasions when players want to
calculate scores in a more precise manner. Aftrition aliow usto
calculate a player's exact score and will prove useful where
games are played as part of a tournament or formal competition.

Instead of being warth only 1 or 2 points irrespective of
their requisition points value, in the attrition system units have
a value equal to the number of victory points specified by the
scenario multiplied by their requisition peints value, For more
about requisition points see p124.

For exampie, if a unit teaves the battlefield from the enemy
table edge in an envelopment scenario it is worth 3 victory
paints. If such a unit cost 100 requisition points, it would be
waorth {3x100) 300 attrition. If the same unit were destroyed in

Soviet 45mm model 1937
anti-tank gun
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a maximum attrition scenario, it would be worth 1 victery point
and therefore (1x100) 100 atirition,

in a game where victary is determined by taking or hoiding
objectives, first work out which side has won, drawn or lost
the scenario as described. The attrition value of a destroyed
enemy unit equals its requisition points multiplied by two in the
case of the winning side. Losers and drawing sides just score
the requisition points. If the scenario is lost, the maximum
attrition value that can be scored is 10 less than that of the
winner. For example, if the winner scores 460 attrition the
loser's total score is capped at 450

For example, in a demalition scenario the side that destroys
the enemy base whilst preserving its own base intact is the
winner — in this case the winner scores attrition equal to the
requisition value of enemy units destroyed multiplied by two,
An enemy unit with a requisition value of 75 paints would
therefore be worth (2 x 75) 150 attrition.

Regardless of how attrition is calculated, to win an outright
victory one side must score at least 200 attrition more than the
enemy. If neither sides scores at least 200 attrition mere than
the other the resuit is not decisive and the battie is a draw
even though one side may have scored more attrition than the
cther.

This vaiue for outright victory assumes you are playing with
standard forces of 1,000 requisition points as noted earlier. If
you play with considerably larger or smaller forces, itis a goed
idea to increase or decrease this value in proportion with the
size of the forces - keeping the attrition required for outright
victory at 20 per cent of the forces' requisition value.
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This section includes army lists for the forces of Britain and
Commonwealth, Germany, the Soviet Unien and the United
States of America.

Each list includes entries for a variety of infantry, artillery
and vehicle units. Gaming values, armament details and any
individual rules needed during play are included as part of
each entry. Each unit is given a basic cost in reguisition
points tegether with further costs for additional equipment
and other options.

The lists given here do not pretend to be exhaustive or fo
cover every theatre of the war, every kind of vehicle and
every weapon — rather they are hasic lists that cover the
essential formations and weapons of each of the armies
concerned. A series of separate Bolf Action supplements
provides detailed and definitive army lists that supersede
these lists and extend the armies covered into different
theatres of the war and specific campaigns. The lists given
here are generalised to a degree, and are based upon armies
of the later part of the war — 1944 and 1945. This allows for a
good variety of equipment and tanks. That does not mean that
we cannat fight actions between the Vichy and Free French
in the Middie East in 1941 — for example — but limited space
ehviously prevents us covering every campaign in detail in
this book. Our intention is to offer hoth printed supplements
for the major combatant nations, and appropriate online
support for minor contribiutfors and specialised theatres.

GUIDELINES TO FORCE SELECTION

Many players will have a good idea of how the real formations
represented hy our armies were organised. Others may be
less familiar with the structure of World War Il armies and the

British MkVic light tank

way in which they fought. The description given is obviousty a
fairly broad-brush summary, and different armies varied
considerahly in practice as might he readily imagined.
However, it will serve to give an idea about how to go about
putting together a wargames army for the tabletop battlefield.

SOUAD (NCO)

Broadly speaking the smallest infantry unit was the squad, or
section, comprising arcund ten men commanded by a non-
commissioned officer (NCO) such as a sergeant or corparal. A
squad could be split into smaller groups or fire-teams, often
comprising one group based around a fight machine gun, and
another based around rifle-armed troops. Squads were often
under-strength due to casualties. In our lists infantry squads
can usually be fielded at between five and twelve men,
allowing a player to deploy them as smaller five-man teams,
under-strength squads or squads at full strength.

PLATOON (LIEUTENANT)

A platoon was the next level of organisation. It consisted of
two to five squads, for a total of roughty twenty to fifty men. [t
was commanded by the lowsst rank of commissioned officer,
a lieutenant or the equivalent, who might be assisted by a
senior or platoon sergeant in some cases.

COMPANY (CAPTAIN)

A company is the largest level of organisation likely to be
represented in our game. It consisted of between two and
eight platoons, for a total of roughly one hundred to two
hundred men. A captain or sometimes a major would command
a company, and a senior NCQ or warrant officer such as a
company sergeant major might assist him.

INFANTRY SQUADS
The first thing to consider when assembling a force is the
infantry. It's best to begin with infantry squads and pick two to

Fallschirmjdger 10.5cm
LG40 recailless gun
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FORCE SELEGTION

five squads of roughly ten men. Three squads is a good basic
force 1o start with,

HEAVY WEAPONS SOUADS
After the infantry squads you will find a list of heavy weapons
teams including machine guns, mortars, and portghle anti-tank
waapons such as bazookas. In a real army these teams weuld
form specialised heavy weapons platoons or would be held at
#0 level. Typically there would be somsthing like three infantry
platcons to one heavy weapons platoon. [t makes good sense
to keep a simitar proportion in the game, with one martarteam,
one maching gun team, one anti-tank team,
flamethrower team, sniper team for every
three full-strength infantry squads. If you
include one each of every heavy weapon
for every three infantry squads this still is &
very high concentration of heavy weapons
compared to a real battlefield, but it makes
for a more interesting game and still
maintains a reasonahle relationship
between the number of heavy weapons and
men.

HEADQUARTERS STAFF

if three infantry squads represent a platoen,
it makes sense to have a lieutenant to
command it. 0f course, the company’s
captain might have come down to keep 4
close look atthis part of the engagement, so
e could be fielded in addition ts (or instead
of} the lieutenant if desired. He will prove
more usefu! infarger games with company-
sized forces.

Medics were normally one per platoon,
50 ohce again if one is included it will feel
about right. Forward observers were less
common, and it would be therefore best to

select no more than one for the army unless itis a very large
game, in which case a force might include one of each type.

ARTILLERY AND VEHICLES

Anti-tank guns and howitzers, as well as combat vehicles like
tanks and armgured cars, were normally assigned to support
infantry by high command when necessary, so on the levei of
our game they should he a comparably rare sight on the
battlefield. However, & game devoid of tanks and big guns
would be a dull affair, so we are prepared to accept that our
part of the hattlefield just happens to be where the opposing

Polish paratroopers
prepare their 6 pdr
anti-tank gun for action
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tanks and armour are cencentrated. We recommend using a
maximum of one tank, one other lightly armoured vehicle and
one piece of artillery for every three infantry squads in your
force.

Transport vehicles (particularly soft-skins} are a bit more
common and we'd happily include up to one such vehicle per
infantry squad in addition to any other vehicles mentioned
above.

LARGER FORCES

Games significantly larger than our standard 1,000 requisition
points would tend towards company-level actions and
therefore it would make sense to inciude muitipies based on
the proportions discussed.

FORCE SELECTIUN RULES

The following rules are a distilled version of the guidelines
discussed above. They have been formalised with & view fo
putting together armies that are reasonably well balanced in
play rather than heing strictly based on histarical formations.
Sticklers who wish to fallow the orders of battle for actual
historical engagements are entirely welcome to do so of
course; the purpose of these lists is to enable players who
wish to do so fo choose well-matched, competitive, and
entertaining forces with which to play a challenging game.

A force must comprise ane or more reinforced platoons
picked from one of the four Army Lists. Each reinforced
platoon is made up as per the table opposite.

When picking a force begin with the first reinforced piatoon
and start by fuifilling its minimum requirement of 1 lieutenant
and 2 infantry sguads. Once this is done, pick from the other
units given until the total requisition value of your units
reaches the agreed maximum value for the force or as close
as you can get.

So long as you have sufficient points remaining, you can
always stop at any stage and start again with & second
reinfarced platoon, and then a third, and so on, adding as
many platoans as your paints will allow.

Note that transports can always be included up to one
vehicle for every infantry and artillery unit in the reinforced
platoon. This enahles infantry to be mounted into carriers if

o

Lieutenant — First or Second

Infantry squads

Infantry squads
.Ca'p%ain.o_'r_Ma]or Co '
Maedic
.-Fnrw.a.rd ﬂbs.é.r\'.'er(eithér_ Artillery or Air) - - - L
Machine gun team
‘Mortar team -~ -
Sniper team
 Flamethrower team
Anti-tank team
: F_iel'd Artiliéry, Anti-aircraft or Anti-tank gun
Armoured Car
1 Tank, Tank Destroyer, Anti-aircraft vehicie or Self-
~propelled Artillery e o

Transport vehicte or tew (soft skins or armoured)
per infantry and artillery unit in the reinforced

platoon,

desired, HQ units to have jeeps or similar vehicies, and artiliery
and anti-tank guns to have prime movers.

It is perfectly possibie to spend all the points available on
one large reinforced platoon, or to buy several smaller
reinforced platoons allowing for & higher proportion of
specialised units. This is entirely up to the player, but always
keep in mind that the total value cannot exceed the maximum
total requisition points agreed for the force.

Eagle-eyed readers will notice that that Anti-aircraft guns
are included in the force selection list but are notincluded in
the army fists in this book. This is bhecause these are
specialised weapons and it was felt unnecessary to include
them in the hasic lists. However, they do appear in the varigus
Bolt Action supplements and so0 have been included in the
selection rutes.




S0LT ACTION

GERMANY

This list is based upon the troops and
equipment available to the German army
during the final vear of the war in Europe.
By this time the Germans have access to
some of the very hest tanks, tank destroyers
anid anti-tank guns of the entire war, as well
as stalwart weaponry such as the Panzer IV
and the fearsome MG42 machine gun. By
E now the hand-thrown anti-tank grenade has
g largely passed out of use except amongst
some improvised units and Luftwaffe field
units, and replaced by the dreaded
panzerfaust. Although many infantry still
carry holt-action rifles, many now have

the StG44 assault rifle.

ARMY SPECIAL RULES

INITIATIVE TRAINING
In the German army every man is trained with some
of the skills of his superiors, and encouraged fo show
initiative and decisfveness rather than just sit and wait fo
receive orders.

If an infantry squad’s NCO is killed then roll a DB. On the
score of a 1,2 or 3the NCO is removed as normal. On the rodl
of a 4, 5 or 6 one of the other troopers takes over the squad
and leads it just as effectively as before. To represent this

leave the NCO is place and remove any other model instead.
If the NCO is successfully replaced the unit does not suffer
the ysuai -1 Morale penalty for losing its NCO.

HITLER'S BUZZSAW

German-made machine guns, but in particular the lethal
MG42Z, are vastly superior fo their enemies” and rightly feared
by Allied infantrymen.

German infantry units equipped with fight and medium
machine guns fire one extra shot (4 for a LMG and 5 for a
MMG). Note that this only applies to infantry units, and not te
vehicles or vehicle crews that carry machine guns.
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THE ARMY LISTS

TYPES OF UNIT

The list is divided into categories as follows.

1 Infantry Headguarters units
Infantry squads and teams
2 Adtiilery Field artillery

Anti-tank guns

3 Vehicles Tanks
Tank destroyers
Self-propelled artillery
Anti-aircraft vehicles
Armoured cars
Transports and tows

HEADQUARTERS UNITS

Fach platoon is centred upon a core that includes a
headguarters unit in the form of a First or Second Lieutenant.
Gther HQ units can he added to the force, including highes-
ranking officers, as well as medical units and supporting
chservers.

OFFICER
German officers wers capable and often experienced leaders.
In the German army junior cfficers were trained to undertake
the role of their own immediate superiors, enabling them fo
use their intuitition to take control of situations when
necessary. An officer unit consists of the man himself and can
include up to twe other men acting as his immediate
attendants. Because of the high quality of the majority of
German officers we rate them as regular or veteran.
Cost: Second Lieutenant {Leutnant)
50pts (Regular), 65pts (Veteran}
First Lieutenant {Oberleutnant)
75pts (Regular), $0pts (Veteran)
Captain (Hauptmann}
110pts (Regular), 125pts (Veteran)
Major (Major)
150pts {Regular), 165pts (Veteran)
Team: 1 officer and up to 2 further men
Weapeons: Pistol, submachine gun, rifle, or assauit rifie as
depicted on the models

Options:
« The officer may be accompanied by up to 2 men at a cost of
+10pts per man (regular) or +13pts per man (veteran)

German big cats looking for trouble
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The Green Devils! German paratroopers advance.

MEDIC

The field medic presents the wounded soldier with his best
chance of surviving serious injury and can ensure that lightly
wounded soldiers are returned ta fighting fitness as rapidly as
possible. Junior medical staff such as stretcher-bearers can
accompany medics in the field. All medical staff are considerad
courageous as hefits their calling, and hence they are rated as
veteran. Under the Geneva Convention medics were unarmed
non-combatants - however, such niceties were seldom
observed on the Eastern Front at least,

Cost: Medic 30pts {Veteran)
Team: 1 medic andupto 2
further men

Weapons: Pistal ar none as
depicted on the mode!

Optians:

* The medic may he accompanied by up
to 2 men at a cost of +13pts per man

FORWARD 03SERVER

Forward abservers are liaison officers responsibie for
coordinating the attack of heavy artillery batteries from behind
the lines or aircraft strikes. They are likely to be accompanied

by & radio operator and other immediate attendants. We rate
these officers as regular or veteran, those of lesser ability
being unlikely to find themselves in such a position.
Cost; Artillery Forward Observer
1G0pts (regular), 115pts {veteran)
Air Force Forward Observer
75pts (Regular), 90pts (Veteran)
Team: 1 Forward Dbserver and up to 2 further men
Weapons: Pistol, submachine gun, rifle, or assault rifle as
depicted on the models
Options;
* The observer may he accompanied by up to 2 men at 2 cost of
+10pts per man (Regular) or +13pts per man (Veteran)

INFANTRY SQUADS AND TEAMS

German infantry were generally well trained, well led and
well equipped — constituting what was undoubtedly the most
effective fighting force in Europe man-for-man. The German
army was also heavily outnumbered and as the war
progressed compromises in recruitment, equipment
shortages, and failures of leadership at the highest level all
began to take their toll.
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THE ARMY LISTS

HT INFANTRY SOUAD

1t — meaning armed might —
ses the forces of the German
fy and airforce and we will
hem as a whole together with
‘branch, the Waffen-SS. Some
uftwaffe formations were
%y ground troops, such as
 field divisions and the Hermann Goring Panzer
Both paratroops and anti-aircraft units were part of
affe. German infantry were provided with the best
hine gun of the war — the rapid firing MG42 — and
1ads carried two. By the late war most German
juads couid carry a proportion of S$tG44 assault rifles
chine guns instead of rifles, Most carried panzerfaust,
some Luftwaffe field units carried hand-thrown
it the end of the war. However, the exact weaponry
iould vary greatly in practice, and so we allow a squad
il up as follows.

Regutar Infantry 50pts

ion;  1NCO and 4 men

Rifles

‘up to 5 additional men with rifles at +10pts each.
NCO and up to 1 man can have a submachine gun instead
fios for +3pts each

¥NGO and up to 2 men can have assault rifles instead of rifles
se O.f.l'eSSBFa Gpts each
Rosition,

!ther immediate attendants
O veteran, thy .

saives in such a

vard Obseryey

equlary, 115pts {vateran)

Ward Obseryer

gular), S0pts (Veteran)

>elrver andup to 2 further men
hine gun, rifie, or assa
€ Models

{0 2 man can have z light machine gun for +20pts — for each
1t machine gun included another man becomes the loader
fm 4 men can have a panzerfaust in addition to other
:fupuns for +8pts each
yanzerfaust are not taken the squad can be given anti-tank
gnades instead for +2pts per man
ult rifle 41 Rules:

31!( hunters {if anti-tank grenades taken}

UJanl'ed by upta 2 m

13015 oy e 2 COHEN-$S, FALLSCHIRMJAGER OR

eran)  IRAN INFANTRY $QUAD
if\:'affen—SS formed an elite fighting formaticn separats
the German army and not strictly part of the Wehrmacht.
iz end of the war the Waffen-SS comprised almast 600,600
il led; (3ften fighting at the forefront of an offensive, they proved
'Pe man-for-man Th ! lves dangerous adversa‘ries. Fallschirmjdgers -
numbered ang - ihe Geman for paratroopers—were elite troops who formed part
s the iy Luftwaffe. Although they took part in airborne operations

n recruit ipny
i menlt, Equipnjy carly part of the war, from mid-1944 they were reduced
P at the highest Joye

&;‘m role of ground troeps. As an efite formation they had
55 to the best equipment and made considerable use of

assault rifies in the form of the FG42 automatic rifle and later
the StG44. The German army was not without its experienced
troops, the survivers of bloodthirsty fighting on the Eastern
Frontor the veterans of Africa and ltaly. These formations can
be built up as follows.

Cost; Veteran Infantry 65pts
Composition: 1 NCO and 4 men
Weapons: Rifles

Options:

* Add up to b additional men with rifles at +13pts each

» The NEOC and up to § men can have a submachine gun instead
of rifles for +3pts each

* The NCO and up to 8 men can have assault rifles instead of riftes
for +Bpts each

* Upto 2 men can have a light machine gun for +20pts —- for each
light machine gur included another man becomes the loader

+ Upto 4 men can have a panzerfaust in addition to other
weapons for +5pts each

VOLKSSTURM, GSTTRUPPEN OR

INEXPERIENCED INFANTRY SQUAD

Even the German army could include green or unmotivated
elements — although this would have heen rare hefore the finai
months of the war. Ositruppen were units recruited from the
accupied territories of the east, often from amongst people who
had no great love of Stalin’s Russia and often welcomed the
German occupation. This included ethnic groups such as
Turkmen, Kalmyks, Armenians, Azerbaijanis and Georgians from
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The Green Devils! German paratroopers advance.

MEDIC
The field medic presents the wounded soldier with his best
chance of surviving serious injury and can ensure that ghtly
wounded soldiers are returned to fighting fitness as rapidly as
possible. Junior medical staff such as stretcher-bearers can
accompany medics in the field. All medical staff are considered
courageous as befits their cailing, and hence they are rated as
veteran, Under the Geneva Convention medics were unarmed
nen-combatants — howaver, such niceties were seldom
ohserved on the Eastern Front at least.
Cost: Medic 30pts (Veteran}

Team: 1 medic and upto 2
further men

Weapons: Pistol or none as
depictad on the model

Options:

+ The medic may be accompanied by up
to 2 men at a cost of +13pts per man

FORWARD O3SERVER

Forward observers are liaison officers responsible for
goordinating the attack of heavy artillery batteries from behind
the lines or aircraft strikes. They are likely to be accempanied

by a radio operator and other immediate attendants. YWe rate
these officers as regular or veteran, those of lesser ahility
heing unlikely 1o find themselves in such a position.
Cost: Artiltery Forward Observer
100pts {regular), 115pts {veteran)
Air Force Forward Observer
75pts (Regular}, 0pts (Veteran)

Team: 1 Forward Observer and up to 2 further men

Weapons: Pistol, submachine gun, rifle, or assault rifle as
depicted on the models

(ptions:

« The observer may he accompanied by up to 2 men at a cost of
+10pts per man {Regutar) or +13pts per man {Veteran)

INFANTRY SOQUADS AND TEAMS

German infantry were generaily well trained, well ted and
well equipped — constituting what was undoubtedly the most
effective fighting force in Europe man-for-man. The German
army was also heavily outnumbered and as the war
progressed compromises in recruitment, equipment
shortages, and failures of leadership at the highest level all
began to take their toll.
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THE ARMY LISTS

WEHRMACHT INFANTRY SQUAD
Wehrmacht — meaning armed might ~
encompasses the forces of the German
army, navy and airforce and we will
consider them as a whole together with
the fourth branch, the Waffen-SS. Some
German Luftwaffe formations were
effectively ground troops, such as
Luftwaffe field divisions and the Hermann Goring Panzer
Division. Both paratroops and anti-aircraft units were part of
the Luftwaffe. German infantry were provided with the best
light machine gun of the war - the rapid firing MG42 - and
many squads carried two. By the late war most German
infantry squads could carry a proportion of StG44 assault rifles
or submachine guns instead of rifles. Most carried panzerfaust,
although seme Luftwaffe field units carried hand-thrown
mines until the end of the war. However, the exact weapanry
carried could vary greatly in practice, and so we allow a squad
to he huilt up as follows.
Cost: Regular Infantry b0pts
Compaositien: 1 NCO and 4 men
Weapons: Rifles
Options:
o Add up to 5 additional men with rifles at +10pts each.
* The NCO and up to 1 man can have a submachine gun instead
of rifies for +3pts each
+ The NCO and up to 2 men can have assault rifies instead of rifles
for +5pts gach
« Upto 2 men can have a iight machine gun for +20pts — for each
light machine gun included another man becomes the loader
« Upto 4 men can have a panzerfaust in addition to other
weapons for +bpts each
» |f panzerfaust are not taken the squad can he given anti-tank
grenades instead for +2pts per man
Special Rules:
« Tank hunters {if anti-tank grenades taken)

WAFFEN-$$, FALLSCHIRMJAGER OR

VETERAN INFANTRY SQUAD

The Waffen-SS formed an elite fighting formation separate
from the German army and not strictly part of the Wehrmacht,
By the end of the war the Waffen-$S comprised almost 600,060
men. Often fighting at the forefront of an offensive, they proved
themselves dangerous adversaries. Falischirmjigers —
German for paratroopers —were elite troops who formed part
of the Luftwaffe. Although they took partin airborne operations
in the early part of the war, from mid-1944 they were reduced
to the role of ground troops. As an elite formation they had
access to the best equipment and made considerable use of

assault rifles in the form of the FG42 automatic rifle and later
the StG44. The German army was not without its experienced
troops, the survivars of bloodthirsty fighting on the Eastern
Front or the veterans of Africa and italy. These formations can
be built up as follows,
Cost; Veteran Infantry 65pis
Composition: 1 NCO and 4 men
Weapons: Rifles
Gptions:
+ Add up to b additional men with rifies at +13pts each
¢ The NCO and up to 6 men can have a submachine gun instead
of rifles for +3pts each
+ The NCO and up fo 9 men can have assault rifles instead of rifles
for +5pts each
+ Upto Zmen can have a light machine gun for +20pts ~ for each
light machine gun included another man becomes the loader
+ Linto 4 men can have a panzerfaust in addition to other
weapons for +5pts each

VOLKSSTURM, GSTTRUPPEN OR

INEXPERIENGED INFANTRY $QUAD

Even the German army could include green or unmotivated
elements — although this would have been rare before the final
maonths of the war. Osttruppen were units recruited from the
occupied territories of the east, often from amongst pesple who
had no great love of Stalin's Russia and often welcomed the
German occupation. This included ethnic groups such as
Turkmen, Kaimyks, Armenians, Azerbaijanis and Georgians from
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the east as well as Balts, Finns, Ukrainians, White Russians, and
Siberians. Thase units were generally kept away from the fighting
until the final years of the war, when they often surrendered en
masse rather than face Allied troops. If the Osttruppen were
unwilling the Volkssturm were a different kettle of fish; militia
recruited from amongst the old, unfit and young, many being
drawn from the ranks of the Hitler Youth. They were ill-equipped
with a variety of weaponry including crudely made Volkssturm
MP3008 submachine guns and Volkssturmgewehr rifle. Others
carried weapons captured earlier in the war or dating back to the
pravious century. Any of these squads can be built as fallows.
Cost: inexperienced Infantry 35pts
Composition: 1 NCO and 4 men
Weapons: Rifles
Options:
» Add up to 5 additional men with rifles at +7pts each
» The NCC and up to 2 men may have a submachine gun for +3pts
+ Upto 4 men can have a panzerfaust in addition to other
weapons for +5pts each
Unless Volkssturzm, up to 1 man ¢an have a light machine gun for
+20pts — for each light machine gun included another man
hecomes the loader. Volkssturm units cannot have light machine
guns
Volkssturm units can be Green at no extra points cost
Osttruppen units can be Shirkers for a reduction of 3pts per man
Unless Ostiruppen are equipped with panzerfaust, units can be
given anti-tank grenades for +2pts per man
Special Rules:
» Volkssturm units can be Green
+ (sttruppen can be Shirkers
+ Tank hunters {if anti-tank grenades taken)

VOLKS GRENADIER SQOUAD

As the Germans found it increasingly difficult to field enough
men or equipment, it was decided to create new kinds of
formation with more emphasis on light automatic weapons —in
particular the new StG44 assault rifie — partly to compensate for
lack of training and inexperience amongst recruits. Volks
Grenadiers should not be confused with Volkssturm, a desperate
militia of old men and young hoys. In theory at least the Volk
Grenadiers were formed around a core of veteran troaps and
NCOs and were cften highly motivated and patriotic fighters.
Units were often under-strength and supply preblems meant
they carried an assortment of weapons — afthough we have
chosen to present them as ideally intended — armed to the teeth
with assault rifles. Whitst many Volks Grenadier units crumbled
hefore the enemy, others fought with astonishing tenacity, and
ta reflect this we make tham green but with a further chance of
emearging as regutars or even veterans under fire.

Cost:
Composition:
Weapons:
Options:

+ Add up to 5 additional men with rifles at 7pts each

= Anyriffemen can be given an assault rifle instead at +59pts each

« Anyriflemen can be given a submachine gun instead at +3pts
per modei
Up te 1 man ¢an have a light machine gun for +20pts - for each
light machine gun included another man becomes the loader
Up to 4 men can have a panzerfaust in addition to other
weapons for +5pts each

Special Rules:

» Green - Volks Grenadier squads arg green and must test when
they first suffer a casualty as described on p4Z2. However, if
Volks Grenadiers pass their test and are uprated to regular
infantry, then rolt a further die and on a roll of a 5 or 6 they are
uprated again to veterans

inexperienced Infantry 60pts
1 NCO and 4 men
Assault rifles

MACHINE GUN TEAM
The Germans were equipped with two excellent machine guns
in the MG34 and rapid firing MG42 - known to Allied troops as
‘Mitler's Buzzsaw' hecause of its distinctive noise. Unlike other
armies the Germans used the same machine gun both as a
squad weapon and as a triped mounted support weapen, The
tripod mount provided a much more stable firing platform and
made it easier to keep up & continuous fire using a belt feed.
We therefore treat the tripod-mounted gun as a medium
machine gun, whilst the squad weapon is treated as a light
machine gun. As described in the rules for team weapons,
altheugh crew members would be lkely to carry rifles or
submachine guns we consider them to be preoccupied serving
their weapon and so do not include separate arms.
Cost: 35pts (Inexperienced), 30pts (Regular),

85pts (Veteran)
3 men
1 MMG

Team:

Weapon:

Special Rules:
» Team weapon
» Fixed
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PANZERSCHRECK ANTI-TANK TEAM

The panzerschreck was a German development of the
kazooka, firing a large calibre shaped-charge rocket projectile.
The back-blast from the weapon was sc intense early teams
wore protective capes and masks. Later a biast shield was
fitted to the weapon giving it its distinctive appearance. The
panzerschreck and disposable anti-tank panzerfaust had
repiaced the anti-tank rifle Panzerbuchse 39 by 1944

Cost: b6pts [Inexperienced), 80pts (Regqular),
104pts (Veteran)

Team: 2men

Weapons: 1 panzerschreck

Special Rules:
+ Team weapon
« Shaped charge

SNIPER TEAM
The value of the sniper was brought home during the battle of
Stalingrad where Russian snipers took such a heavy toll of
German troops. The Wehrmacht trained and equipped
marksmen to undertake a specialist role as snipers. A variety
of rifles were used for sniping, including the standard infantry
rifle and semi-automatic Gewehr 43. All were fitted with
telesconic sights and snipers were provided with specially
manufactured ammunition.

Cost: 50pts {Regular),
8bpts (Veteran)

Team: 2men

Weapons: 1rifle

Special Rules:
« Team weapon
* Sniper

FLAMETHROWER TEAM

Flamethrowers — flammenwerfer— were used throughout the war
and were often employed against buiidings or fortifications. These
were not weapons to putinto the hands of the inexperienced, so
we rate flamethrower teams as regular or better. At the very end
of the war the Germans were developing a lighter, smaller design
that carried enough fuel for a single burst — effectively a cne shot
flamethrower — the Einstossflammenwerfer. As with many of the
more unusual weapons under development at the end of the war,
hostilities ceased before this could be issued,

Cost: 50pts (Regular), 65pts (Veteran)
Team: 2men
Weapons: 1 infantry flamethrower

Special Rules:
* Flamethrower
*+ Team weapon (Flammenwerfer)

LIGHT MORTAR TEAM

The Germans had mortars — granatwerfer — in severat
calibres, the lightest of which was the 50mm infantry
mortar, This was basically a close-range support weapon
that could easily be carried and used by infantry. The
Germans also made use of captured mortars including the
Russian 50mm. As the war progressed the 50mm mortar
was replaced with a lightened version of the 80mm mortar
in the same role — this was the "Stummelwerfer” or
“Stump-Thrower”. By the period represented by this list
the 50mm had been dropped from frontline service,
atthough it could stifl be found in the hands of garrisen
troops and reservists. Either way, we treat both the 50mm
and shortened 80mm as light mortars,

Cost: 24pts {Inexperienced), 3bpts {Regular),
46pts {Veteran)

Team: 2men

Weapon: 1Hight mortar

Special Rules:
* Teamweapon
¢+ Indirect fire
+ HE(D3)

MEGIUM MORTAR TEAM

The standard German medium mortar of the war was the
80mm Granatwerfer 34. It was a very effective and accurate
weapan that could provide fong-range fire support.

Cost: 35pts {Inexperienced), 50pts (Regular},
65pts {Veteran)

Team: 3men
Weapon: 1 medium mortar
Options:

* May add Spotter for +10pts
Special Rules:

+ Team weapon

+ Fixed

+ Indirect fire

« HE{DG)

131
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HEAVY MORTAR TEAM
The heavy mortar used by the German was the 120mm calibre
Granatwerfer 42. it was a close copy of captured Russian
mortars and was developed to give the infantry an even langer
range and heavier weight of shot than the 80mm mortar.
Cost: 46pts {Inexperienced), 65pts (Regular),

84pts (Veteran)
4 men
1 heavy mortar

Team:
Weapon:
Options:

+ May add Spotter for +10pts
Special Rules:

¢ Team weapon

* Fixed

* indirectfire

= HE {2D6)

FIELD ARTILLERY

German field artillery often lagged hehind that of Germany's
enemies in terms of development and affectiveness. Many of
the larger weapons dated from the previous war, whilst fietd
guns were frequently those captured during earlier campaigns.
Outranged by bigger and heavier Russian weapons, and
substantially outgunned on hoth Eastern and Western Fronts,
the Germans soidiered on with what could be mustered.

LIGHT ARTILLERY
The Germans employed a tremendous variety of light infantry
guns, mountain guns and field guns and howitzers, which
generally had a calibre of 7amm. These guns were used for
close support and were light enough te be manhandied by
their crews. As with all team-based units artillerymen serving
their weapon are freated as unarmed — even where individual
modeis might carry small arms.
Cost: 40pts {Inexperienced), 50pts {Regular),

G0pts {Veteran)
3 men
1 light howitzer

Team:
Weapons:
Special Rules:
+ Gun shield
+ Team weapon
+ Fixed
Howitzer
HE (D6)

MEDIUM ARTILLERY

The Germans employed howitzers of 105mm calibre and larger
at divisional level. These long-ranged weapons would be
unlikely to see action in the kind of fire fights portrayed in the
Bolt Action game, unless of course they were to be caught up
in a rapid enemy advance. In these circumstances artillery
pieces would certainly give a good account of themselves.
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Cost: 60pts {Inexperienced), 75pts (Regular),
90pts (Veteran)

Team: 4 men
Weapon: 1 madium howitzer
Options:

+ May add Spotter for +10pts
Special Rules:

+ Gun shield

+ Team weapon

* Fixed

+ Howitzer

+ HE{206)

HEAVY ARTILLERY

The Germans employed a variety of heavy figld guns, mostly of
150mm calibre including the Feldhaubitze 18 or sFH 18 which
formed the standard divisional heavy artillery. The same
weapon was used in the Hummel self-propelled gun. Of
course, these were not the largest guns available to the
German armed forces, but they were the mast commen of the
heavy artillery, larger guns often being favoured for coastal
defence rather than actien in the field.

Cost: 92pts {Inexperienced), 115nts (Regular),
138pts (Veteran),

Team: 5 men

Weapon: 1 heavy howitzer

Pz IV moving through a village

Options:

» May add Spoiter for +10pts
Special Rules:

» Gun shield

» Team weapon

+ Fixed

* Howitzer

= HE {306}

ANTI-TANK GUNS

During the whole of World War |l German anti-tank gun
developments remained firmly ahead of that of the Allies, with
continuous improvements creating weapons with greates
velocities capable of punching through the thickest armaur.
This gave the Germans a significant advantage in tank warfare
even when vastly outnumbered.

PANZERBUCHSE 41

Panzerhiichse is German for anti-tank rifle but the sPzB 41
was effectively a small anti-tank gun with its own carriage and
crew. This remarkable gun was designed on the ‘squeaze
bore’ principte with the hore reducing from 28mm to 206mm,
propetling the sheil to a much higher velocity than with a
cenventional anti-tank gun. Combined with tungsten core
ammunition this gave the sPsB 41 remarkable armour
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penetration at short ranges — though performance dropped off
rapidly over distance. It was used throughout the war by a
variety of troops — even including paratroopers. By the late
war it was the anly light anti-tank gun in service — the 37mm
Pak 36 having been withdrawn as an anti-tank gun, afthough
often fitted as a support weapcon to carriers.
Cost: 40pts (Inexperienced), Bopts {Regular),

BOpts {Veteran)
2 men
Light anti-tank gun

Crew:
Weapon:
Special Rules:
¢ Team weapon
s Fixed
* Squeeze-bore - at ranges of up to 12" armour penetration is
increased by 2 to +6, at over half range armour panetration is
reduced by 2 instead of the usual 1to +2

50MM PAK 38
The Pak 38 was a good weapon in its day with a 5B0mm calibire
and tungsten core ammuniticn. During the invasion of Russia
it was one of the few German tank guns capable of piercing
the front armaur of a T34, The 50mm gun was gradually
replaced by the more powerful 75mm Pak 40 as the heavier
gun hecame available in increasing numbers through 1942 and
43. Some remained in service unti! the end and were still
effective against the majority of Allied tanks.
Cost: 80pts (Inexperienced), 75pts (Regular,

90pts (Veteran)
3men
Medium anti-tank gun.

Crew:

Weapon:

Special Rules:
+ Gun shield
+ Team weapon
+ Fixed

75MM PAK 40
The Pak 40 was the standard German anti-tank gun of the late
war period. It was an effective weapon that was capable of

German Army
7.5cm Pak 40 anti-tank gun

destroying almost any Allied tanlk. It was, however, a great
deal heavier than the Pak 38 and could only he practically
towed hy artillery tractors.
Cost: 88pts (Inexperienced), 110pts {Regular),

132pts {Veteran)
4 men
Heavy anti-tank gun

Crew:

Weapon:

Special Rules:
« Gun shield
¢ Teamweapon
+ Fixed

38MM PAK 43
The Pak £3 was the most fermidable German anti-tank gun
used in significant numbers during the war and one of the
most dreaded weapons to be found on the hattlefieid. This was
a version of the same high-velocity 88mm gun that equipped
the Tiger |l, and it was easily capable of penetrating and
destroying even the most heavily armoured Allied tanks
including such monsters as the Soviet IS-II. It was a very
heavy weapon and early versions were fixed to a stable
eruciform mount much like the Flak versian of the weapon,
However, by the late war this had been augmented by a split-
trail wheeled carriage — a version known as the 'barn door’
from the appearance of the gun’s large, flat gun shield.
Cost: 112pts [Inexperienced), 140pts (Regularl,

168nts (Veteran)
5 men
Super-heavy anti-tank gun

Crew:

Weapon:

Special Rules:
* Gun shield
+ Team weapaon
* Fixed

TANKS

By the late war the Germans had developed a bewildering

variety of tanks and tank destroyers including some of the
heaviest tanks to see action during
the whole conflict. The Panzer IV,
up-gunned and up armoured since
the heginning of hostilities, is still a
formidable weapon, whiist the
Tiger 1l and Panther can meet and
defeat any tank the Allies can pitch
against it




er, a great
practically

i-tank gun
one of the
d, This was
t equipped
rating and
lied tanks
vas a very
0 a stahle
e weapon.
| by a split-
barn door’
eld.

B

swildering
me of the
tion during
Panzer 1V,
ured since
es, is still a
nhilst the
y meet and
s can pitch

THE ARMY LISTS

LUCHS

The Luchs ~ Lynx — was the last version of the Panzer i, the
light tank with which the German had commenced haostilities.
By the final year of World War || the role of the light tank had
heen reduced to that of a reconnaissance vehicle. As such it
was a very eifective weapon that was easily capabie of
matching Allied armoured cars, The Luchs was armed with a
20mm autocannon and co-axial machine gun — plans to up-gun
with a 50mm cannon were brought 1o a halt with the end of the
war.

Cost: 92pts (Inexperienced), 115pts (Regular),
138pts (Veteran}

Weapons: One turret-mounted light autocannon with co-axial
MMG
Damage Value: 8+ (light tank)
Special Rules:

+ Recce
PANZER IV

The Panzer IV saw service throughout the war from the Polish
campaign and the battle of France through to D-Day and the
fall of Germany. its defensive armour of 50mm was adequate
~ although vulnerable to the more powerful Allied anti-tank
guns developed in the last years of the war. Its main armament
was capable of penetrating most Allied tanks at fong range.
The details included here cover the Aust F2, G, H and J
versions of this ubiquitous German tank — all armed with the
75mm Kampfwagenkanone 40 (KwK 40},

Cost: 188pts {Inexperienced), 235pts {Regular),
282pts (Veteran)
Weapons: Gne turret-mountad heavy anti-tank gun with co-

axial MMG and one forward facing hull-mounted
MMG
Damage Value: 9+ {medium tank)

PANTHER

The Panther was the best all-
round German tank of the war
and although ccnceived as a
medium tank, at 45 tons and with
frontal armour over 100 thick we
shail rate the front armour more
highly. The Panther's thick,
sloping front armour was copied
from the Russian T-34 but the
main gun was a weapon that far
excelled anything the Russians
possessed, the high velocity KwK
42 170, which was capahle of

penetrating any Allied tank in service when it was first
introduced.
Cost:
Weapons:

385pts (Regular), 426pts (Veteran)

One turret-mounted super-heavy anti-tank gun with

ca-axial MMG and forward facing hull-mounted

MMG

Damage Value: 9+ {medium tank)

Special Rules:

» The Panther's heavy frontal armour has a rating of +1 giving it

the 3 same frontal value as a heavy tank {10+)

TIGER

The Tiger is prebahly the best known of alf German tanks of

World War Il and certainly the tank most fearad by the Allies!

It was a lumbering monster of a tank and its 88mm gun was

sasHy capable of destroying even the most heavily armoured

Altied tanks of the day. By the end of the war the Tiger had

been superseded by better designs, but it stifi valiantly fought

on, and Tigers would stalk the ruins of Berlin in the last days of

the Third Reich.

Cost: 395pts (Regular), 474pts {Veteran)

Weapons: One turret-mounted super-heavy anti-tank gun with
co-axial MMG and forward facing hull-mounted
MMG

Damage Value: 10+ (heavy tank)

TIGER i

The Tiger [ has been described as the most powerful combat
tank of the war with armour that was almost impervious to the
guns of Allied tanks and a high velocity 88mm gun that could
destroy any Allied tank with relative ease. Wherever they
were used they dominated the battlefield, but there were
never enough to stem the advancing Allied armies and in the
end the Germans were simply overwhelmed by numbers.
Cost: 555pts (Regular), 656pts (Veteran)

One turret-mounted super-heavy anti-tank gun with

Weapons:

German Tiger | aust H in winter camouflage
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co-axial MMG and forward facing bull-mounted
MG
Damage Value: 13+ {super-heavy tank}

TANK DESTROYERS

As the war progressed the Germans came to believe that
turretless tank destroyers couid be at least as effective as
tanks in many situatiens, and ~ of course - they were much
quicker and cheaper to build than tanks with their complex
turret mechanics. In fact, although excellent in an ambush
rofe, when pitched against enemy tanks in the open, tank
destroyers were at a huge disadvantage, being unable to turn
their weapon to hear heyond their immediate front, Even so,
the Jagdtiger was the heaviest and most heavily armed
armoured fighting vehicle of the war, the most potent weapen
of its kind by far.

STUG NI/

The Sturmgeschutz — assauwlt gun ~ was developed as an
infantry support weapon hased on the Panzer |il chassis. By
the later part of the war it was armed with the same long
barrefled 75mm anti-tank gun as the Panzer IV and often
deployed as a tank destrover. The Stug lil was produced in
more numhbers than any other German armoured fighting
vehicle — over 10,000 in all. Later Stugs incorporated a co-axial
machine gun and many vehicies that lacked them were
subsequently retrofitted to provide more firepower against
enemy infantry. Production of the Stug Il was severely
curtailed by Allied homhing, following which the Germans
shifted some Panzer [V production over to assault guns built
on the Panzer IV chassis. These Stug Vs were entirely

comparabie to the earlier Stugs in performance and mounted
the same gun, 50 the two types have heen includad together,
Cost: 184pts (Inexperienced), 230pts (Regular),
276pts (Veteran)

One casement-mounted forward facing heavy anti-
tank gun and remotely operated MMG with
360-degree arc of fire
Damage Value: 9+ {medium tank)
Options;

+ May add a forward facing co-axial MMG for +15pts

Weapons:

JAGDPANZER IV
The Jagdpanzer IV was developed in 1943 as a tank destroyer
kased on the Panzer IV chassis. Its frontal armour was thicker
than a Panzer iV, and with its low profile and powerful gun it
proved a successful weapon that continued to serve the
German forces until the war's end. Initial versions of the
Jagdpanzer IV were produced with the same 75mm gun as the
Panzer IV, but later versions were fitted with the mare powerful
75mm gun from the Panther,
Cost: 216pts linexperienced), 270pts {Regular),
324pts {Veteran)
One casement-mounted forward facing heavy anti-
tank gun and forward facing hull-mounted MMG
Damage Value; 9+ (medium tank)
Options:
« May replace heavy anti-tank gun with super-heavy anti-tank
gun (75mm L70) for 80pts
Special Rules:
« The Jagdpanzer's heavy frontal armour has a rating of + 1 giving
it the 3 same frontal value as a heavy tank (10+)

Weapons:

Jagdpanther tank destroyer
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JAGDPANTHER

The Jagdpanther tank destroyer was based on the Panther
chassis and combined that tank's excellent mobility with a hard-
hitting Kwk 43 88mm gun as used ir the Tiger Ii, This powerful
gun was mounted into an extended front glacis that created a
heavily-armoured casement far the crew. Jagdpanthers took
part in the fighting on both Eastern and Western Fronts and
were used during the battie of the Bulge. However, fike all
German tank destroyers its arc of fire was limited, reducing its
effectiveness when deployed in a mohile role.

Cost: 312pts {Inexperienced), 390pts (Reqular),
468nts (Veteran)
Weapens: One hudl mounted forward facing super-heavy anti-

tank gun and one forward facing huli-mounted
MMG
Damage Value: 10+ (heavy tank}

JAGDTIGER

The Jagdtiger — Hunting Tiger -~ was the heaviest and most
powerfully armed of ali German tank destroyers of World War
l. It was based upon the Tiger {l tank, but the turret was
replaced by a fixed casement with armour up to 250mm thick
and mounting a 128mm Pak 44 anti-tank gun {Pak is short for
Panzerabwehrkanone — anti-tank gun and 44 indicates the
year the weapon was designed}. Although of considerable
weight the 128mm weapon was not substantially better than
the 88mm gun of the Tiger 1 at shortrnages, but it was superior
at leng range and could knock out Allied tanks well beyond
their own effective range.

Cost: 440pts (inexperienced), 550pts (Regular),

660pts (Veteran)
One casement-mounted forward facing super-
heavy anti-tank gun and one forward facing hull-
mounted MMG
Damage Value: 11+ {supes-heavy tank}
Special Rules:

* The 128mm Pai &4 was almost as effective atlong ranges as at
short range - o it does not suffer the -1 penetration penalty
when shooting attargets at over haif range. It counts its full +7
penetration bonus at all ranges

Weapons:

MARDER
The Marder started life as a conversion of various captured
and obsolete vehicles to produce mobhile anti-tank suppost for
infantry. Early Marders were often armed with captured
Russian guns, but by the late war all used the German 7amm
Pak 40 anti-tank gun. The last Aust M version — as described
here — featured an open-topped fighting compartment on a
Panzer 38t chassis. Because of its weak superstructure and
open fighting compartment, we give it a damage value of 7+,
as an armaured carrier.
Cost: 132pts {Inexperienced), 165pts (Regular,

198pts (Veteran)
(ne forward facing heavy anti-tank gun and cne
forward facing hull-mounted MMG
Damage Value: 7+ {armoured carrier)
Special Rules:

+ Gpen-topped

Weapons:
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NASHORN
The Nashorn — rhinoceros — was built to mount the powerful
88mm KwkK43, the same weapon that would eventually he
carried by the Tiger i and Jagdpanther. It was a hasty
response to the need for mabile heavy anti-tank guns, with its
vulnerable open-topped superstructure and light construction
that enables it to bear the weight of its mighty gun. Although
soon superseded hy better designs, the Nashorn soldiered on
until the end of the war equipping heavy anti-tanlk battalions.
The Nashorn had no fixed secondary weapons but the crew-
carried an MG34 machine gun, which we allow them to make
use of if required.
Cost: 212pts {Inexperienced), 265pts (Regular),
318pts {Veteran)

One forward facing super-heavy anti-tank gun and
one crew-carried MMG with 36C-degree arc of fire
Damage Value: 8+ {light tank)
Special Rules:

+ Open-topped

* The crew can either shoot the Nashorn's main gun or the MMG,

but not both

Weapons:

ELEFANT

The Ferdinand, Eiefant — or Panzerjdger Tiger—was an ad hoc
creation that married the new high velocity 88mm KwK43 with
the rejected Porche version of the Tiger tank. It was produced
at the same time as the lightly armoured Nashorn but, where
the Nashern was constructed as lightly as possible, the Elefant
was made even heavier by the addition of a further 100mm of
frontal armour, making 200mm in all. With ali this extra weight
the Elephant was rendered unreliable, unmanceuvrable and
slow. The Elefant’s mechanical components were under such
strain that operational reliability was severely compromised,
and this is represented in the game by the special rule given
below. Production was limited to a single run of under a
hundred vehicles, alt of which were completed in 1943, Elefant

equipped units continued to fight on the Russian front and in
Italy until the end of the war.
Cost: 408pts {Inexperienced), 510pts {Regular),
612pts (Veteran)
One casement-mounted forward facing super-
heavy anti-tank gun and one forward facing hull-
mounted MMG
Damage Value: 11+ {super-heavy tank)
Special Rules:
+ Slow
« |fthe Elefant suffers one or more pin markers as a result of an
enemy attack it automatically suffers cne further pin marker in
addition, such is its extreme operational unreliahility

Weapons:

HETZER
The Hetzer — or Jagdpanzer 38t to give it its proper
designation - was a small sized and cheap alternative to the
higger tank destroyers such as the Jagdtigers and
Jagdpanther, |t carried a relatively powerful 75mm gun — a
version of that used on the Stug 1. The little vehicle's frental
armour was as good as that of most Aliied tanks although its
side armour was relatively weak. As well as the forward
facing hull-mounted main armament, the Hetzer had a
remotely operated machine gun that could be fired by the
¢crew from within the vehicle.
Cost: 188pts (Inexperienced), 225pts (Requtar),

262pts {Veteran)
One hull-mounted forward facing heavy anti-tank
gun and one remotely operated MMS with
360-degree arc of fire
Damage Value: 9+ (medium tank)
Special Rules:

» The Hetzar's weak side armour means that all shots to the side
of the vehicle count as to the rear with a +2 penetration modifier

Weapons:

SELF-PROPELLED ARTILLERY

German salf-propelled artifiery tended to be conversions of
existing vehicles, often those captured from the enemy or
otherwise ohsolete. This pragmatic appreach produced a
hotchpoteh of self-propelled artiliery that undoubtediy served
its purpose of providing mobhile fire support .

WESPE

The Wespe — German for Wasp — was an adaptation of the
Panzer I chassis to take a 165mm field gun in an open-topped
superstructure. They proved very successful and were
allocated to armoured artillery hattalions with Panzer divisions
atongside the heavier Hummel.
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German counter-attack on D-Day, by Peter Dennis © Osprey Publishing Ltd. Taken from Command 5: Erwin Rommel.

Cost; 116pts {Inexperienced), 145pts (Regular), artifery piece on a chassis that combined elements of existing
174pts {Veteran) Fanzer Hl and Panzer IV running gear. This same chassis was
Weapons: One forward facing medium howitzer and one also used for the Nashorn tank destroyer.
crew-carried MMG with 360-degree arc of fire Cost: 148pts {Inexperienced), 185pts (Regular),
Damage Value: 8+ (light tank) 222pts (Veteran)
Special Rules: Weapons: One forward facing heavy howitzer and one crew-
+ Open-tepped carried MMG with 360-degree arc of fire
« The crew can either shoot the Wespe's main gun or the MMS, Damage Value: 8+ {light tank}
Lut not both Special Rules:
+ Open-toppad
HUMMEL + The crew can either shoct the Hummel's main gun or the MMG,
The Hummel — German for Bumble Bee — carried a 150mm but not boths
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STURMHAUBITZE 42
From 1943 the Sturmgeschutz was increasingly used i an
anti-tank role, and this prompted the development of a new
infantry support version - the Sturmhaubitze 42 or StuH 42.
The new assault gun was fitted with a shortened 105mm
howitzer instead of the 75mm gun fitted to Stugs during the
early days of the war.
Cost; 162pts {Inexperienced), 190pts (Regular),

228pts (Veteran)
One casement-mounted forward facing medium
howitzer and remotely operated MMG with
360-degree arc of fire
Damage Value: 9+ {medium tank}

Weapaons:

PANZERWERFER 42
The SdKiz 4 was an grmoured version of the Mauitier design
- basically a half-track truck with an armoured body. The
SdKfz 4/1 Panzerwerfer 42 mounted a 150mm Nebelwerfer
muttiple rocket fauncher whilst the basic SdKfz 4 truck acted
as an ammunition carrier. This produced an effective mobiie
multiple rocket launcher that served with Nebeltruppen on the
Eastern and Western Fronts.
Cost: 92nts (Inexperienced), 115pts (Regular),

138nts {Veteran)
One forward facing Nebelwerfer multiple rocket
launcher (heavy mortar)
Damage Value: 7+ {armoured carrier)
Options:

*+ The multiple rocket launcher can be repiaced with one forward
facing pintle-mounted MMG covering the front arc {SdKfz 4
ammunition ¢arrier versien}. This reduces the point value hy
5hpts

Special Rules:

* Indirect fire

+ HE(2D6}

* Multiple launcher

« Open-topped

* Flak {if MMG ammunition carrier option chosen)

Weapons:

ANTI-AIRCRAFT VEHICLES

The Germans employed a great many mobhile anti-aircraft guns
and 2 {arge proportion of the German war effort was committed
to air defence. Mobile anti-aircraft weapons often made use
of existing vehicle chassis as in the case of the examples
given here,

FLAKPANZER IV

As the Germans last air superiority to the Allies their ground

forces become ever more vuinerable to attack from enemy
aircraft. The Flakpanzer {V was an attempt to provide the anti-
aircraft platoons of Panzer Divisions with an answer. There
were several versions, with different armaments mounted in
different ways. The Mobelwagen {Furniture Van — so called
because of its boxy superstructure) kad a single 37mm gun on
an open-topped platform. The Wirbelwind (Whirlwind) had an
open turret with quad-mounted 20mm guns. The Ostwind
replaced the 20mm guns with a single 37mm gun and extra
machine gun — making it equally useful against enemy troops
and light vehicles. The Kugelblitz {Ball lightning) had twin
mounted 30mm guns in a closed turret — byt the war ended
before it could he introduced.
Cost; 130pts (nexperienced), 160pts (Regular),
190pts (Veteran)
Cne platform-mounted heavy autocannon with
360-degree arc of fire and one forward facing hull-
mounted MG
Damage Value: $+ (medium tank)
Options:
* May exchange heavy autocannon for 4x light autocannon in
open turret for +80pts
*+ May exchange heavy autocannon for heavy autocannnon and
MMG in open turret for +10pts
*+ May exchange heavy autocannon for twin heavy autocannon
{30mm} in closed turret for +45pts
Special Rules:
* Open-topped vehicle — unless the twin 30mm Kugelblitz option is
taken in which case the vehicle is fully enciosed
* Flak

Weapons:

SDKFZ 7 FLAK HALF-TRACKS
The SdKfz 7 was adapted as an anti-aircraft platform to carry
20mm or 37mm: anti-aircraft guns. [t made a very effective and
mobite anti-aircraft defence vehicle,
Cost: 48pts (Inexperienced), 60pts {Regular),
72pts {Veteran)
One platform-mounted heavy autocannon (37mm
Flak 38) with 360-degree arc of fire
Damage Value: 6+ {soft-skin carrier)
Options:
*+ May add platform-mounted guadruple light autocannon (4
x20mm Kwk 38) with 360-degree arg of fire for +80pts
Special Rules;
+ Flak

ARMOURED CARS

German armoured cars are immediately recognisable bath in

Weapons:
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the six-wheeled and eight-wheeled configurations. They were
primarily designed for reconnaissance duties, but despite this
were produced with a variety of weaponry that makes them
especially valuable as support for infantry. Some half-tracks
were also converted to undertake the same roie, and these
are aiso included in this section.

SDKFZ 222 LIGHT ARMOURED CAR

The SdKfz 222 was a light armoured car used for scouting and
as a radio car {Panzerfunkwagen). It mounted a 20mn: gun
alongside an MG34 machine gun. The open turret enabted the
main gun to be used in an anti-aircraft rale. Armoured cars
formed part of the reconnaissance battalions of Panzer
divisions. They performed well on good roads but poorly in the
extreme conditions of the Russian front where their role was
often undertaken by armed half-tracks instead.

Cost: 71pts (Inexperienced}, 95pts (Regutar),
109pts (Veteran)
Weapons: One turret-mounted light autocannon and co-axial
MMG

Damage Value: 7+ {armoured car}
Special Rutes:

* Recce

+ Qpen-topped

+ Flak

SDKFZ 234 HEAVY ARMOURED CAR

The SdKiz 234 series were eight wheeled armoured cars used
for armed reconnaissance ahead of a formation's line of
advance — a rote analogous to that of light cavalry in an earlier
age. There were four main versions with differing weapons.
The 234/1 carried a 20mm gun and machine gun in an open
turret, the 234/2 — Puma - replaced this arrangement with a
fully enclosed turret bearing a KwK 30 50mm gun, the 234/3
mounted a short-barrelled KwkK 37 75mm gun in a fixed open-
topped superstructure, whilst the 234/4 mounted a long
barrelled 76mm Pak 40 into a fixed cpen-topped superstructure.

SdKfz 234/2 Puma armoured car

SdKfz 222 armoured car

All four variants are covered in the details helow with the 234/1
given as hasic type.

Cost: T1ipts {Inexperienced), 95pts (Regular),
109pts {Veteran}
Weapans: One open turret-mounted light autocannon and co-
axial MMG
Damage Value: 7+ (armoured car)
Options:

« Exchange open turret and armament for enclosed turret and
medium anti-tank gun with co-axial MMG {Puma) for +50pts

+ Exchange open turret and armament for fixed forward facing
light howitzer {short 75mm) for +15pts

« [Exchange open turret and armament for fixed forward facing
heavy anti-tank gun {fong 75mm} for +75pts

Special Rules:

+ Recce vehicle

» Front and rear drive ~ the 234 series can be driven from both
front and rear enabling it to execute a full speed run rate
reverse

» Open-topped — unless the Puma option is taken in which case
there is an enclosed turret

SDKFZ 250/9 AND 10 HALF-TRACK

The SdKfz 250 half-track was a shortened version of the
Hanomag that was used both as & troep carrier and in a
scouting ar reconnaissance role. The versicns covered here
are the 250/9 armed with a 20mm cannon in an open-topped
turret, and the 250/10 armed with a 37mm anti-tank gun.

Cost: 80pts (Inexperienced), 100pts (Regular),
120pts {Veteran}
Weapons:  One open turret-mounted light autocannon and co-
axial MMG

Damage Value: 7+ {armoured carrier}

141




30LT ACTION

Options:
« May exchange turret and armament for forward facing light
anti-tank gun (37mm Pak36 or 28mm sPzB 41} for +15pts
Special Rules:
* Open-topped
* Recce vehicle

TRANSPORTS AND TOWS

German mechanised units are called Panzer Grenadiers and
were amangst the elite of the whole army. The vehicle most
often associated with these troops is the Sdifz 251 Hanomag
armoured personal carrier. The Germans had a large range of
half-tracked vehicles as transporis and tows, and converted
aven soft-skin lorries to half-tracks to enable them to cope
with conditions on the Russian front.

SDKFZ 251 HANOMAG HALF-TRACK

The Hanomag - named after its manufacturer Hannoversche
Maschinenbau AG — was the ubiquitous German half-track
used throughout World War 1l to transport mechanised
infantry units = panzergrenadiers. The carrier versicn was
adapted to various rotes including the addition of close support
weapons such as anti-tank guns, flame throwers, anti-aircraft
guns, and even rockets. Engineering variants included bridge
tayers and teiephone line layers, whilst further examples were
built as radio cars, ambulances and command vehicles. The
German designation for the carrier SdKfz 25 was short for
special ordnance vehicle, and the standard infantry carrier
version was the 251/1 which was able to carry up to 12 infantry
in addition to its own crew. It was armed with a singte pintle-

SdKfz 251/10 halftrack

mounted MG34 machine gun, and sometimes mora. Platoon
commanders’ vehicles carried a 27mm gun (251/10},
Sometimes the anti-aircraft version (251/17) with 20mm
autocannon was used as a substitute,
Cost: 67pts (Inexperienced), 84pts (Regular),

101pts {Veteran}
One forward facing pintle-mounted MMG covering
the front arc
Damage Value: 7+ (armoured carrier)

Weapons:

Transport: Up to 12 men in basic version — up to 4 men with
gither light anti-tank gun or autocannon options
added

Tow: Light, medium or heavy anti-tank gun; light or
medium howltzer

Options:

* May add one additional rear facing pintie-mounted MMG
covering rear arc for +10pts

* May exchange MMG for one forward facing light anti-tank gun
{(37mm Pak 36) for +40pts

* May exchange MMG for one pedestal-mounted light
autocannon (Kwk 38} with 380-degree arc for +20pts

Special Rules:
» Gpen-topped
*» Flak (pintle-mounted MMGs/light autocannons)

SDKFZ 250/1 HALF-TRACK

The SdKiz 250 half-track was a shortened version of the
Hanomag huilt primarily as a recennaissance vehicie and as
transpart for forward ehservers, scouts and HQ units. Like the
Hanomag it was built in a bewildering number of variants
including cable layers, ammunition carriers, and radio cars. It
carried six men in total including driver and co-driver — and we
have allowed up to five men to be carried to enable the 250 to
transport a haif-sized squad assuming such trocps douhle up
as crew as needed.

Cost: B4pts (inexperienced), 80pts (Regular),
96pts (Vetaran)
Weapons: One forward facing pintle-mounted MMG covering

the front arc
Damage Value: 7+ {armoured carrier)

Transport: Up to 5 men
Tow: Light howitzer; light or medium anti-tank guns
Options:

* May add one additional rear facing pintie-mounted MMG
covering rear arc for +10pts
Special Rules:
* Open-topped
+ Flak (pintle-mounted MMGs)
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Panzergrenadiers debus from their halftrack

SDK¥Z 7 HALF-TRACK

The SdKfz 7 was a half-track artillery tractor used to tow heavy
guns such as the 88mm Flak and anti-tank guns and 150mm
artiltery pieca. It was not generally used as a troop carrier as
its ability to shift heavy loads made it more suitable as a tow,
hut it was capable of carrying up to 12 men in addition to its
driver.

Cost: 35pts {Inexperienced), 44pts (Regular),
53pts (Veteran)

Weapons: Necne

Damage Value: 6+ (soft-skin carrier)

Transport: Upto12men

Tow: Any anti-tank gun ar howitzer

TRUCK

The Germans made use of a great many different types of
truck, including those captured from their enemies. Perhaps
the most well known is the QOpel Blitz, although the six-wheeled

Krupp-Protze was alsc widely used and is instantly
recognisable. We shail not differentiate hetween one type of
truck and another. Trucks were sometimes armed with a
pintle-mounted machine gun, primarily for anti-aircraft
defence, and we include the option here.

Cost: 3ipts {Inexperienced), 39pts (Regular),
47pts (Veteran)
Weapons: None

Bamage Value: §+ {soft-skin)
Transport: Up o 12 men
Tow: Light howitzer; light or medium anti-tank gun
Options:
+ May have a pintle-mounted MMG with 360-degree arc of fire for
+15pts
Special Rules:
« Flak {pintie-mounted MMG if included)
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MAULTIER HALF-TRACK

Maultier trucks — German for Mule ~ were half-track versions
of trucks and could be based upon Opel Blitz, Mercedes or
German Ford truck designs. They were built when it was found
ordinary trucks couidn't negotiate the thick mud encountered
on the Eastern Front, and were simply converted from existing
trucks and obsolete track components from the Panzer |.
Trucks were sometimas armed with a pinile-mounted machine

gun, primarily for anti-aircraft defence, and we include the
opticn here,

Cost: 35pts [inexpetienced), 44pts {Regular),
53pts (Veteran)
Weapons: None

Damage Value: 8+ (soft-skin carrer)

Transport; Up to 12 men
Tow: Light kowitzer; light or medium anti-tank gun
Options:

* May have a forward facing pintie-mounted MMG covering the
front arc for +10pts
Special Rules:

* Flai {pintle-mounted MMG if included)

KUBELWAGEN

The Kubelwagen was the military version of the Valkswagen
and proved a reliabie, rugged and much-liked little workhorse
that saw action on every front. Although it lacked the four-

wheel drive of Allied jeeps this was compensated for to some
extent by its lighter construction, locking differential and good
ground clearance. 't could carry four men —three plus a driver
-~ sufficient to carry a weapons team or HQ unit,

Cost: 1Ipts (Inexparienced), 21pts {Regular},
25pts (Veteran)

Weapons; None

Bamage Valfue: 6+ (soft-skin)

Transport; Upto3men

Options:

* Can have a pintle-mounted MMG with a J60-degree asc for +15pts

SCHWIMMWAGEN

The Schwimmwagen was adapted fram the Kubelwagen to
produce a four-wheei drive amphibious vehicle. It was widely
used — and not just in an amphibious role ~fuffilling a similar
function to jeeps in the Allied armies.

Cost: 21pts {Inexperienced), 26pts (Regular),
31pts (Veteran)

Weapons: None

Damage Value: &+ (soft-skin)

Transport; Up to 3men

Tow: Light anti-tank gun

Special Rules;

+ Amphibious - can move deep water counting Slow and
therefore limitad to an advance move
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UNITED STATE

This list is based on the American forces that fought in
Western Europe from D-Day to the surrender of Germany. By
this time the US Army had already gained considerable
combat experience in Africa and ltaly. The traops wiho fought
their way onto the Normandy beaches were well prepared
and equipped, and backed up
hy a logistical system
that was second fo
none. The standard
Allied tank, the M4
Sherman, may have lacked both
the firepower and protection of its German adversaries, but
in the hands of Amnerican crews, and driven onwards by
confident generals like Patton, its shortcomings were
overcome by sheer verve and aggression. American doctrine
regarded fanks as essentially breakthrough weapons, hence
favouring a general-purpose fank gun not otherwise ideal for
taking on other tanks. That role was left to anti-tank guns and
tank destroyers such as the M10, the M18 Hellcat, and M36
Jackson. American infantry were favoured with the self-
foading M1 Garand rifle together with a plentiful supply of
ammunition, and US troops were generally lavishly equipped
and provisioned.

ARMY SPECIAL RULES

FIRE AND MANOEUVRE
The US Army tactical doctrine placed great emphasis
on firepower and mobility, and this is reflected in the
armament of the standard infantry squad with the
self-loading M1 Garand riffe and Browning automatic
rifle (BAR), which could be fired effectively by one man
on the move.

To reflect this combination of doctrine, armament and
plentiful ammunition, US infantry equipped with rifles
and BAR do not suffer the ~1 to hit penaity for
shooting and moving. This means that troops can
be given an advance arder, move, and then shoot
without suffering the usual to hit’ penalty, making
American infantry extremely effective both an the
attack and when shifting position in defence.

145
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AIR POWER

From D-Day onwards, Allied air superiority would come to
shape the fighting in Western Europe. German forces found
their supply routes under constant aerial attack, and fixed
defences became prime targets for Alfied bombers and
staffing aircraft.

An American Air Force Forward Observer can call down two
airstrikes during the game instead of one.

TYPES OF UNIT

The list is divided into categories as follows.
1 Infantry Headquarters units
Infantry squads and teams
Field artillery

Anti-tank guns

Tanks

Tank destroyers
Self-prapelied artillery
Anti-aircraft vehicles
Armoured cars

Transports and tows

2 Artillery

3 Vehicles

HEADQUARTERS UNITS

Each platoon is centred upon a core that includes a
headguarters unit in the form of a First or Second Lieutenant,
Gther HQ units can be added to the force, including higher-
ranking officers, as well as medical unite and supporting
observers.

OFFICER
Prior to the invasion of France front-line officers went through
vigarous training with their regiments both in the US and
Britain, although initially many were obviousty lacking in
combat experience. Such experience came very quickly for &l
ranks, and so we allow US officers to be inexperienced,
regular or veteran.
Cost: Second Ligutenant
35pts (Inexperienced), 50pts (Reguiar),
65pts (Veteran)
First Lieutenant
G0pts {Inexperienced), 75pts {Regular),
90pts {Veteran)
Captain
9%pts [Inexperienced), 110pts (Regulary,
126pts (Veteran)

US paratroapers edge through the Normandy bocage
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Major
135pts (Inexperienced), 150pts (Regular),
165pts (Veteran)
Team: 1 officer and up to 2 further men
Weapons: Pistol, submachine gun, or riflefcarbine as depicted
on the models
Options:

« The officer may be accompanied by up to 2 men ata cost of
+7pts {Inexperienced),+10nts per man (Regular) or +13pts per
man (Veteran)

MEDIC

The fieid medic presents the wounded soldier with his best
chance of surviving serious injury and can ensure that lightly
wounded soldiers are returned to fighting fitness as rapidly as
possible. Junior medical staff such as stretcher-bhearers can
accompany medics in the field. All medical staff are rated as
veteran. In theory medical staff were obliged to go unarmed
under the Geneva Convention, but in practice a pistol was
often carried.

Cost: Medic 30pts (Veteran)
Team: 1 medic and up to 2 further men
Weapons: Pisto! or none as depicted on the mode}

Options:
+ The medic may be accompanied by up to 2 men at a cost of
+13pts per man

Semper Fi - the US Marine Corps let rip

FORWARD 03SERVER
Forward observers are liaison officers responsible for
cocrdinating the fire of remote heavy artillery hatteries or
aircraft strikes. They are likely to be accompanied by a radio
operator and cther immediate attendants. We rate these
officers as reqular or veteran, those of lesser ability being
unlixely to find themselves in such a position. Note that the US
Ajr Force Forward Observer can call two airstrikes during the
game to represent overwhelming American air superiority.
Cost: Artillery Forward Observer
100pts {Regular), 115pts (Veteran)
Air Force Forward Observer
T6pts (Regular}, 90pts (Veteran}
Team: 1 Forward Observer and up to 2 further men
Weapons: Pistol, submachine gun, rifle/carbine, as depicted
on the modeis
Options:
+ The observer may be accompanied by up to 2 men ata cost of
+10pts per man (Regular} or +13pts per man (Veteran)

INFANTRY SQUADS AND TEAMS

The average American soldier was keen te do his bitto defend
his country and uphold its demacratic values. Vast numbers of
recruits came through hoot camp to join those already fighting,
and hard physical fraining combined with plentiful and well-
made equipment meant they usually hit the ground running.
Although sometimes lacking in individual experience, by this
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stage in the war itwould be wrong to rate any American troops
as ‘green’, with rew troops now often henefiting from the
leadership of experienced men and officers.

INFANTRY SQUAD
The American infantry squad had an authorised strength of 12
men: an NCO {usually a Staff Sergeant or Sergeant) armed with
a submachine gun, M1 Garand rifle or carhine; 10 Riflemen
carrying M1 Garand rifles; and a man armed with BAR {Browning
Automatic Rifie). This could be divided down and would often be
under strength, and we aliow the unitto be built up from 5 men
to represent this, Anti-tank weaponry took the form of rifle
grenades fired by a special grenade launcher attachment for the
Garand, which could also fire fragmentation and smoke
grenades, In reality only a portian of men would e armed with
the fauncher attachment but we allow the entire squad to count
as armed with anti-tank grenades for practical purposes.
Cost; Regudar Infantry 50pts
Comgosition: 1 NCO and 4 men
Weapons: Rifles
Options:
Add up to 7 additicnal men with rifles at +10pts each
The NCO and up to 1 man can have a submachine gun instead of
rifles for +3pts each
Up to 1 man can have a BAR automatic rifle instead of a rifle for
+5pts
The entire squad can be given anti-tank grenades for +2pts per
man
Special Rules:
* Tank hunters (if anti-tank grenades taken).

RANGERS, AIRBORNE OR VETERAN INFANTRY SQUAD
The US Airborne divisions gained a reputation for tenacity in
the face of overwhelming odds even when surrounded. The

101st Airborne saw action in muitiple battles from D-Day to
Berlin. American Rangers - comparahle to British Commandos ;
- were given the most dangerous missions, often leading the -
attack or advancing into position to secure important
objectives prior to an attack. They are armed with the same
combination of weapens as regular US infantry, though often
with a higher portion of automatic weapons and carhines. .
Rangers and airborne troops also made use of the Gammon
bomb against enemy armour.
Cost: Veteran infantry 65pts
Composition: 1 NCO and 4 men
Weapons: Riflesfcarbines
Options:
+ Add up to 7 additional men with rifles or carbines at +13pts each
* The NCG and up to 4 men can have a submachine gun instead of
rifles for +3pts each
Up to 2 men can have BAR automatic rifles instead of rifies for
+5pts each
The entire squad can be given anti-tank grenades (Gammon
bomb) instead for +2pts per man
Special Rules;
* Tank hunters {if anti-tank grenades taken)

INEXPERIENCED INFANTRY SQUAD

With the constant need to replace troops fost in action, raw
recruits sometimes outnumbered the more experienced
members of a squad or platson. Though not lacking in
confidence, the enthusiasm of these raw troops was not
always matched by their ahility in the field. Some regiments
suffered such heavy losses in early fighting that they ware
urderstendably reluctant to rejoin the fight subsequently. To
represent these raw units we rate them as inexperienced.
These units would be armed in the standard fashion as ather
US troops.
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Cost: inexperienced infantry 35pts
Composition: 1 NCC and 4 men

Weapons: Rifles

Options:

o Add up to 7 additional men with rifles at +7pts each
« The NCO and up to 1 man can have a submachine gun instead
of rifles for +3pts each
» Upto 1 man can have & BAR automatic rifle instead of a rifle for
+hpts
The entire squad can be given anti-tank grenades for +2pts per
man
Special Rules:
« Tank hunters {if anti-tank grenades taken)

.30 CAL MEDIUM MACHINE GUN TEAM

The M1919 Browning was a muiti-purpose medium machine
gun that appeared in both air and water-cooled versions. Each
infantry company included a platoon of machine guns, which
would be used to provide fire support ta individual infantry
platoons when required. The relatively large number of these
weapons available at company level means that a US army
caninclude a higher proportion of medium machine guns than
other armies. As noted below, up to three machine guns can
be included in each reinforced platoon, rather than just one.

Cost: 35pts (inexperienced), 50pts {Reguiar),
B5pts {Veteran)

Team: I men

Weapon: 1 MMG

Special Rules:
« Team weapon
* Fixed
* Extra selection — you may take up to 3.30 Cai MMGs as 1
selection in each reinforced platoon

.50 CAL HEAVY MAGHINE GUN TEAM

The M2 Browning ‘50 cal” machine gun was fitted to a wide
variety of vehicles and airplanes during World War 11, It was
often used to provide protection against enemy aircraft, but it
was effective against enemy half-tracks and armoured cars.
Although tos heavy to be fully mobile, the dual-purpose tripod
variant was a very effective defensive weapon.

Cost: 49pts {Inexperienced), 70nts {Regular),
91pts (Veteran}

Team: 4 men

Weapon: 1 HMG

Special Rules:

+ Team weapon
+ Fixed

» Flak

BAZOOKA TEAM

This recoiiless anti-tank weapen
fired a rocket-propelled grenade
with a shaped charge that could
penetrate up to 60mm of armour.
Using a Bazooka required some
courage, as it was necessary to
get close to the target to get a
clean hit. When the hazocka fired
it left a clearly visible smoke trail
giving away the bazooka's
position to return fire.

Cost: 42pts {Inexperienced), 6Gpts (Regular),
T8pts (Veteran)

Team: 2 men

Weapons: 1 bazooka

Special Rules:
* Team weapon
+ Shaped charge

SNIPER TEAM

US sniper training before World War H was non-existent. When
it became apparent that snipers were needed training beganin
earnest. Snipers could be armed with the M1 Garand but the
bolt-action Springfield was often favoured for its longer range
and accuracy — in both cases rifles carried telescopic sights.

Cost: 50pts (Regular}, 65pts (Veteran)
Team: 2 men
Weapons: 1 rifle
Special Rules:
* Team weapon
« Sniper
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FLAMETHROWER TEAM
The M2-2 and variant flamethrowers were used to clear
infantry from buildings and fortifications. It had an effective
range of only 20 metres, which meant operators had to get
dangerously close to their targets to use it. The addition of
kigher-powered flamethrowers on vehicles meant that the
need to expose flamethrower teams lessaned and eventuaily
they became obsolete,
Cost; 50pts (Regular), Bbpts {Veteran)
Team: 2 men
Weapons: 1 infantry flamethrower
Special Rules:

+ Flamethrower

* Team weapon

60MM LIGHT MORTAR
The US M2 80mm mortar was developed to provide a
lightweight alternative to the company-level fire support
offered by the 8Imm M1 mortar, As such it bridged the gap
between hand grenades or rifle-propelled grenades and the
81mm mortar. It did this joh very effectively, outdistancing the
50mm Serman mortar and firing & heavier bomb.
Cost; 24pts {Inexperienced), 35pts (Regular),
46pts (Veteran)

Team: 2 men
Weapon: 1 fight mortar
Special Riles:

» Team weapon

+ Indirect fire

* HE{D3)

81MM MEDIUM MORTAR

The 81mm M1 mortar was developed from a French design.
The 136-peund M1 was designed to be man-portable when
broken down into three components, the tube, the bipod
mount, and the round base plate, each weighing about 45
pounds. The rectangular base plate allowed for firing in any
direction. |t could be used at ranges of 200

te over 3,000 yards with the M43A1 HE

Cost: 35pts {Inexperienced), 50pts (Regular),
B5nts (Veteran)

Team: 3 men
Weapon: 1 medium mortar
Options:

« May add Spotter for +10pts
Special Rules: '

+ Team weapen

+ Fixed

* Indirect fire

* HE(D&)

TI7TMM HEAVY MORTAR
Before World War [T this 4.2 inch mortar was designed to fire
chemical rounds. Upon its entry into the war the US Army
quickly developed a HE round that could he fired to ranges in
excess of 4,000 yards. These heavy mortars functicned as
mobile artiliery and would not normally find themseives
engaged in close actions.
Cost: 46pts {Inexperienced), 65pts {Regular},
84nts (Veteran)

Team: 4 men
Weapon: 1 heavy mortar
Options:

« May add Spotter for +10pts
Special Rules:

* Team weapen

« Fixed

* Indirect fire

* HE (206)

FIELD ARTILLERY

The American army was well provided with artillery from the
lightweight 7omm pack howitzer to the larger 105mm and
155mm howitzers including the famous ‘Long Tom'. These
were towed by a variety of prime movers including heavy
trucks and artillery tractors.

ToMM HOWITZER

The 75mm howitzer was used primarily by US Airborne
divisions, each with somewhere between 36 and 60 pieces,
They were used to provide close-range infantry support in

ammunition. US Airborne pack howitzer
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US Airborne fire support blazing away in Holland

most operations. Its design alowed it to be ideally suited to all
terrains and environments, being able to he puiled by jeeps or
even pack animals.

Cost: 40pts {Inexperiencead), 50pts (Regular),
§0pts (Veteran)

Team: 3 men
Weapons: 1 light howitzer
Special Rules:

* Gun shield

* Team weapon

+ Fixed

¢ Howitzer

» HE (D6)
105MM HOWITZER

The 105mm M2A1 (M101A1} howitzer was the standard light
field howitzer for the United States in Waorld War I It had a
range of aver 12,000 yards as well as heing remarkably
accurate and having a powarful punch. Like the 75mm pack
howitzer the later variant had a spiit trailer allowing it to be

used by Airborne forces.

Cost: 60pts {Inexperiencad), 75pts {Regular),
90pts (Veteran)

Team: 4 men

Weapaon: 1 medium howitzer

Options:

» May add Spotter for +10pts
Special Rules:

+ Gun shield

+ Team weapon

« Fixed

* Howitzer

« HE(2D6)

155MM HOWITZER

The 155mm M1 and M2 heavy howitzer was widely known as
the 'Long Tom'. This heavy howitzer was designed to provide
long-range artillery support. A later variant made towing the
piece a lot easier. The new split-trail carriage featured four
road wheels, each mounting two tires. The wheels could be
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lifted, allowing the gun to rest on a firing platform, This made
the gun very stable and thus more accurate.
Cost: 92pts (Inexperienced), 115pts (Regular),
138pts {Veteran)
5men
1 heavy howitzer

Team:
Weapon:
Options:

« May add Spotter for +10pts
Special Rules:

* Gun shield

« Team weapon

+ Fixed

* Howitzer

+ HE(30D6)

ANTI-TANK GUNS

By the fater war the 37mm anti-tank gun had been replaced by
the §7mm gun, a version of the British 6pdr, but 37mm weapons
continued to be employed as suppart weapons and had the

advantage that they could he towed by a jeep or light truck.

JTMIVE ANTI-TANK GUN
The 37mm Gun M3 was the first dedicated anti-tank gun
fielded by United States forces. Introduced in 194G, it became
the standard anti-tank gun of the US infantry with its small size
enabling it to be pulled by a jeep. It quickly hecame obhsolete
with the general increase in the thickness of armour on
German tanks, but even during the period under consideration
itwas still used widely in support of infantry, using HE rounds
as an anti-personnel weapon,
Cost: A0pts (inexperienced), 50nts (Reguiar),

60pts {Veteran)
2 men
Light anti-tank gun

Crew:

Weapon:

Special Rules:
¢ Gun shield
¢ Team weapon
* Fixed

152
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57MM ANTI-TANK GUN

This was the primary anti-tank gun used during the war and
was a development of the British Bpdr anti-tank gun. Initially,
only armoured piercing ammunition was issued, but following
the Normandy campaign high-explosive shells finally reached
the battlefield, US Airborne command rejected the need for
57mm guns, saying they were not fit for landing by glider.
When they were given the almost identical British 6 pounders
they soon found a place in the divisions, calling guns supplied
from both sides 57mms.

Cost: B0pts {Inexperienced), 75pts {Regular),
90pts (Veteran}
Crew: 3 men
Weapon: Medium anti-tank gun
Special Rules:
» Gun shietd
« Team weapon
* Fixed

3-INGH ANTI-TANK GUN

The 76.2mm calibre — or 3-inch — gun was develeped from an
anti-aircraft gun to provide an anti-tank weapon capable of
facing heavily armoured German tanks such as the Tiger.
American infantry regiments rejected it as too heavy and
insufficiently manoeuvrable for their needs, whilst the Tank
Cestroyer units with which it was equipped preferred the fully
mobiie M1C. In combat, the towed 3-inch gun proved less
effective than heped and this, together with its vulnerability to
enemy fire compared to the M10, led to the gradual phasing out
of the towed anti-tank guns in US Tank Destroyer units from
January 1945 onwards. The usual tow was an M3 half-track.

Cost: 88pts {Inexperienced), 110pts {Reqular,
132pts {Veteran)
Crew: b men
Weapon: Heavy anti-tank gun
Special Rules:
+ Gun shietd
« Team weapon
« Fixed

TANKS

At the start of the war America had little experience of tank
prodiuction, but considerable expertise at general
automotive mass production that would soon he turned to
war work, This ahility to produce vast quantities of arms
and munitions was to prove decisive, and nowhere more s¢
than in the field of tank manufacture. Not only was the
sheer rate of production sufficient to equip US and Allied

needs, but American built tanks invariably had excellent
gngines and reliable mechanics, which is more than can be
said for many of the tanks in service with other nations at
the time, US docirine called for tanks to be general purpose
fighting vehicles, light and fast enough to exploit a
breakthrough, and armed with & general purpose gun to
support infantry. This thinking led to the Sherman - the
principal tank of the late war — heing under-gunned
compared to German tanks which in theory the Sherman
was naver designed to confront (that role heing left to
specialised tank destroyer units).

M5 STUART

US tank battalions included three companies of M5 light tanks for
reconnaissance purposes and infantry support. With only thin
armour and a 37mm gun the M5 was now hopelessly outclassed
by German tanks, but it continued to serve until the end of the
war and was much liked for its refiability. It was also used as the
basis for numerous variants, including command tanks, turretiess
reconnaissance versions, and various gun carriages.

Cost: 108pts (Inexperienced), 135pts (Regular},
162pts {Veteran}
Weapons: One turret-mounted light anti-tank gun with co-

axial MMG and forward facing hull-mounted MMG
Damage Value: 8+ {light tank)
Options:
» May have additional pintle-mounted HMG an top of turret for
+2hpts
Special Rules:
+ Fak (pintle-mounted HMG if fitted)

Wi24 CHAFFEE
The M24 was designed to replace the M5 and provide a light
tank with & more powerful 75mm gun. As a more modern and
better-armed vehicle it was well liked by its crews although it
remained vulnerable to German anti-tank weapons.
Cost: 124pts (inexperienced), 155pis (Regular),
186pts (Veteran)
One turret-mountad medium anti-tank gun with co-
axial MMG and forward facing hull-mounted MMG
Damage Value: 8+ {light tank)
Options:
+ May have additional pintle-mounted HMG on top of turret for
+25pts
Special Rules:
* Flak {pintle-mounted HMG if fitted}
* HE—instead of causing D2 HE hits an HE shel causes D6 hits
{(76mm gun tanks}

Weapons:
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SPECIAL RULE:
CULIN HEDGEROW CUTTER

Sgt Curtis Grubb Culin Nl served with the 102nd Cavalry
Reconnaissance Squadron during World War 11, inspired by the
sight of great steel chevaux de fries (huge iron grosses left to
Ramper tanks and fanding craft) left on the beaches by the
Germans at Normandy, he had them fixed like giant knives onto
the front of Sherman tanks. Such a simple idea was quickly
copied, enabling tanks to clear farge hedges and make a path
through otherwise impenetrahle hedgerows.

Any tank so modelled may add a Culin Hedgerow Cutter atthe
cost of 10pts per model. A model so equipped may move at
advance rate through any bocage or hedgerow or comparable
obstacie that is otherwise rated impassable to vehicles. As it
does so it automatically creates a gap passable to any tracked
vehicles moving at advancerate.

M4 SHERMAN 75MM
The M4 Sherman was very reliable, easily maintained and
made in huge guantities in a number of different production
versions. It quickly became the standard tank of the US and
British armies and over 55,000 were produced. All Shermans
deployed in Normandy in June 1944 were equipped with 75mm
guns ~a general purpose weapoen developed from a field gun.
This gun facked the armour penetration of German anti-tank
guns of the same calibre, butit had an excellent high explosive
shell and even an anti-personnel canister round for close
range fire support, although this saw more use in the Pacific
Theatre. Shermans equipped with 105mm howitzers were also
available to provide close fire support and smoke, and these
are given here as an cption.
Cost: 156pts {Inexperienced),
195pts (Regular), 134pts {Veteran)
One turret-mounted medium anti-tank
gun with co-axiat MMG and forward
facing huli-mounted MMG
Damage Value: 9+ (medium tank)
Options:
» May add a pintle-meunted HMG on the turret for
+25pts
« May exchange 75mm madium anti-tank gun for
106mm medium howitzer at no extra cost
Special Rules:
+ Flak {pintle-mounted MG if fitted}
» Easily catches fire: if a roll on the vehicle damage
tahle results in the vehicle catching fire add D3
pirr markers rather than just 1 before taking a
morale test

Weapons:

+ HE —instead of causing D2 HE hits an HE shell causes D8 hits
(75mm gun tanks}

M4 SHERMAN 76MM
The need for an up-gunned Sherman was hecoming
increasingly apparent even hefore the invasion of Europe. To
this end & new 76mm anti-tank gun had been developed that
was designed to have a comparable performance to the
German Kwld0, Although the US already possessed a weapon
of this calibre — the 78mm M7 or “3-inch’ gun — this was too
heavy and cumbersome to fit into a tank turret. The new gun,
fitted into a new and larger turret, enabled US crews to
confront their adversaries on more equal terms. However,
despite this, the weapon was not universally liked — lacking
the powerfut high-explosive round of the 75mm gun.
Cost: 186pts (Inexperienced), 235pts
{Regular), 282pts (Veteran)
One turret-mounted heavy anti-tank gun with co-
axial MMG and forward facing bull-mounted MMG
Damage Value: 9+ (medium tank]
Options:

» May add a pintie-mounted HMG on the turret for 4-25pts
Special Rules:

+ Flak [pintle-mounted HMG if fitted)

« Easily catches fire: if a roll on the vehicle damage table results

in the vehicle catching fire add D3 pin markers rather than just 1
before taking a morele test

Weapons:

M4A3 SHERMAN ASSAULT TANK

A heavy version of the Sherman was a stop-gap measurg to
provide a heavily armoured assault tank that would support
the advance of infantry. [t was hased on an ordinary Sherman,

U8 Sherman M4A3 (75
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A Sherman is a Para’s hest friend

the advance of infantry. it was based on an ordinary Sherman,
but with up to 4 inches of extra armour welded to the front and
hull sides, a turret with 6 inches of armour, and a gun mantlet
7 inches thick. With a standard engine and suspension it is
hardly surprising thatthe heavy tank was considerahly slowed
down, but this was entirely in accord with its projected role.
Initiaily these tanks had the 75mm gun, but later versions
carried the 76mm gun and had improved horizontal volute
suspension (HVYSS).
Cost: 212pts {Inexperienced), 265pts (Regular),
318pts (Veteran)
Dne turret-mounted medium anti-tank gun with co-
axial MMG and forward facing hull-mounted MMG
Damage Value: {10+ heavy tank)
Options:
» May add & pintle-mounted HMG on the turret for +25pts
« May exchange 75mm medium anti-tank gun for 78mm heavy
anti-tank gun for +3%pts
Special Bules:
* Fak (pintle-mounted HMG if fitted}
» Easily catches fire: if a rol! on the vehicte damage table resuits
in the vehicie catching fire add D3 pin markers rather than just 1
before taking a morale test

Weapons:

+ HE - instead of causing D2 HE hits an HE sheli causes D8 hits
{75mm gun tanks)
+ Slow. A Sherman up-armoured to a heavy tank is siow —its
move is reduced to 67 advance and 12 run

M26 PERSHING
The M26 was a heavy tank designed to provide the US army
with something comparable in performance to German tanks, It
was armed with a powerful 90mm gun and well armoured. its
introduction was delayed whilst production concentrated on
the Sherman, and also because of persistent dissent over the
need for a tank more heavily armed than the Sherman 76mm. As
a result the M26 only entered combat at the very end of the war.
Cost: 316pts (inexperienced), 399pts (Reqular),
474pts [Veteran)

One turret-mounted super-heavy anti-tank gun with
ca-axial MMG and forward facing hull-mounted
MMG
Damage Value: 10+ {heavy tank)
Options:

« May add a pintle-maunted HMG on the turret for +25pts
Special Rules:

« Flak {pintle-mounted HMG if fitted)

Weapons:
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TANK DESTROYERS

US tactical doctrine maintained that enemy tanks should he
countered hy anti-tank guns, whether crew-served weapans
stich as the 57mm gun or weapens mounted in mohile tank
destroyers {TDs}. As a result the US army was equipped with
& number of tank destroyers armed with effective anti-tank
guns in open lightly armoured turrets. This arrangement
gnabled a larger calibre weapon to be carried than in a tank
turret, but tank destroyers were not tanks despite their
appearance, and armour protection was weak, Tank destroyer
crews relied instead upon mobility to "shoot and scoot’, often
setting up behind cover from where they could ambush enemy
tanks as they approached,

M10 TANK DESTROYER
The M10 was the mest common tank destroyer in use by the
American farces during World War [1. It was also used by the
British who equippad it with the 17pdr gun as the Achilles.
The M19 carried a 76mm (3 inch) anti-tank gun in an open
turret.
Cost; 144pts {Inexperienced), 180pts (Reguiar),
218pts {Veteran)

Weapons: One turret-mounted heavy anti-tank gun
Damage Value: 8+ {light tank}
Options:

= May add a pintie-mounted HMG for +2bpts
Special Rules:

+ Open-topped

» Flak (pintle-mounted HMG if fitted)

M18 HELLCAT

The M18 Hellcat was designed from the start to be 2 fast tank
destroyer. As a result it was smaller, lighter, and significantly
faster, but carried the same 76mm gun as the M10. Because of
its lightness and thinner armour we rate it as eguivalent to an
armoured carrier with a Damage Value of 7+, hut recognising
its extreme manoesuvrability and ability tc extricate itself from
trouhie we give itthe recce special rule.

Cost: 132pts {Inexperienced), 165pts {Regular),
197pts (Veteran}
Weapons: Gne heavy anti-tank gun in open turret

Damage Value: 7+ (armoured car/carrier)
Options:

* May add a pintle-mounted HMG for +25pts
Special Rules:
- Gpen-topped

* Fak [pintle-mounted HMG if fitted)

+ Recce

M36 JACKSON

Effective as it was, the M1G tank destroyer's main armament
was not able to penetrate the new, heavily armoured German
tanks now faced by the advancing Allied armies. The answer
lay in the development of the 80mm anti-tank gun. This was
fitted into a new larger turret, which in turn was fitted to the
standard M10 chassis to produce the M36 Jackson. Demand
for these new weapons was so great that some M36s were
produced using standard Sherman hulfs, but the majority used
the lightened hulls as shown here.

Cost: 204pts (inexperienced), 255pts {Reqular),
306pts (Veteran)
Weapaons: Gne super-heavy anti-tank gun in open turret

Damage Value: 8+ (light tank}
Options:

o May add a pintle-mounted BMG for +26pts
Special Rules:

« Open-topped

*+ Flak {pintte-mounted HMG if fitted)

SELF-PROPELLED ARTILLERY

Clese suppoert self-propelled artiiery was provided by the M7
Priest, which was armed with a 105mm howitzer. Althcugh a
few larger M12 howitzer gun carriages were available, US
doctrine was to use these for long-range fire support.

M7 PRIEST
The M7 Howitzer Motor Carriage — known by the British as the
Priest on account of its distinctive pulpit style machine gun
mount—was intended to provide front-line artiliery support for
fast-moving armoured divisions. It was a very successful
vehicle and served during the European campaign. Although
built on & Sherman bedy, with its more lightly armed
superstructure and apen cab we rate it with & defence value
of 7+,
Cost: 128pts {Inexperienced), 160pts {Regular),
192pts (Veteran)

One forward facing medium howitzer and one
pintle-mounted HMG with 360-degree arg of fire
Damage Value: 8+ {light tank
Special Rules:

* Gpentop

* Fak (pintle-mounted HMG)

Weapons:

M8 HOWITZER MOTOR CARRIAGE

The M8 Howitzer Motor Carriage was a conversion based on
the M5 light tank replacing the turret with a new open turret
mounting a 76mm howitzer, It operated in support of Sherman
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tanks in Western Europe, although it was gradually replaced
by the 105mm-armed Sherman.

Cost: 112pts (Inexperienced), 140pts (Regular),

168pts {Veteran)

Weapons: One light howitzer in open turret and one pintle-
mounted HMG on the turret with 360-degree arc of
fire

Damage Value: 8+ {light tank)

Special Rules:
+ Flak (pintle-meunted HMG}
+ Dpen-topped

M12 GUN MOTOR CARRIAGE

The Mi12 was a self-propelled artillery piece featuring the
155mm gun on an adapted M3 medium tank chassis. Fewer
than 100 of these mobhile guns were available for the fighting in
Normandy, but they were employed to great effect and
occasionally found themselves engaging the enemy with
directfire —a role for which they were never intended. As with
the M7, the damage value has been reduced te account for its
mostly lightly armoured superstructure and exposed fighting

compartment.
Cost: 160pts {Inexperienced), 200pts (Regular),
240pts (Veteran)
Weapons: One forward facing heavy howitzer and one pintle-

mounted HMG with 360-degree arc of fire
Damage Value: 8+ {light tank}
Special Rules:
* Flak {pintie-mounted HMG)
* Gpen-topped

ANTI-AIRCRAFT VEHICLES

The Allies had iess need of specialised anti-aircraft vehicles
towards the late war as Allied aircraft dominated the skies
above Europe. Vehicles intended to provide protection against
eremy aircraft were often pressed into service against ground
targets.

M16 ANTI-AIRCRAFT CARRIAGE
The Mi16 was a variant of the M3 that featured a Quad .50 HMG
or the Bofors 40mm automatic cannon. They were empioyed
across Furope but are best known for their contribution to the
fighting over the Rhine crossing at Oppenheim. As German
planes attempted to destroy the bridge over the Rhine and
deny it to the enemy, M16s kept the enemy at bay and brought
down almost a third of the oppasing aircraft.
Cost: 100pts {Inexperienced), 125pts {(Reguiar),

150pts (Veteran)

Weapons: Four turret-mounted HMGs
Damage Value: 7+ {armoured car)
Options:
» May exchange all HMGs with a Bofors 40mm light automatic
cannon for a reduction of -bbpts
Special Rules:
+ Open-topped
* Flak

ARMOURED CARS

In American service armoured cars were used exclusively for
command and reconnaissance, fulfilling a role analogous to
that of light cavalry in an earlier era. They were not really
combat vehicles and were very lightly armoured. Despite this
they were capable of holding their own against their German
equivalents, Only one armoured car was used by the
Americans in the latter part of the war in Eurcpe — the M8.
Jeeps and light trucks were often used in the reconnaissance
role, as were M5 tanks and M3 Half-tracks.

M8 GREYHOUND ARMOURED GAR

The M8 was a 6-wheel drive light armoured car used in
support of armoured columns throughout the campaign in
Western Europe. In British service it was known as the
Grevhound. Although very lightly armoured this was
compensated for by a considerable turn of speed and
generally capable performance. Its main armament of the
37mm anti-tank gun was backed up by a .30 calibre co-axial
machine gun, and later versions had a 50 calibre machine gun
fixed to the open turret.

Cost: 88pts iInexperienced), 110pts (Regular),
132pts (Veteran)
Weapons: One light anti-tank gun ard co-axial MMG in an

open tuiret
Damage Value: 7+ (armoured car)

US M8 Greyhound
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Options:
+ May add an additional pintle-mounted HMG with 360-degree fire
for +25pts
Special Rules:
* Recce
* Flak {pintle-mounted HMG if fitted)
* Open-topped

TRANSPORTS AND TOWS

The American automotive industry was ideally placed to
produce jeeps and trucks in vast guantities and a range of
sizes from the tiny jeep to massive trucks and tractors capable
of towing the largest artillery pieces. A representative section
is included here and will prove adequate for our immediate
needs.

21/, TON TRUCK

Sometimes referred to as the ‘deuce and a half’ or
‘jimmy’, the two and a half ton truck was the
standard US general purpose army cargo truck
used for haulage as well as troop transportation
and as a prime mover for howitzers and anti-tank
guns. Trucks were sometimes armed with a pintle-
mounted machine gun, primarily for anti-aircraft
defence, and we include the option here.

Cost: 31pts [Inexperienced), 39pts {Reguliar),
47ots (Veteran)
Weapons: None
Damage Value: 6+ {soft-skinned)
Transport: 1Zmen
Tow: Light, medium or heavy anti-tank gun; tight or

medium howitzer
Options:
= May have a pintie-mounted MMG for +15pts
+ May upgrade the MMG to a HMG for +10pts
Special Rules:
» Flak {pintle-mounted HMG if fitted)

US detuce-and-a-half truck

JEEP

The four-wheel drive jeep was one of the most remarkable and
useful vehicles to emerge during the war. £ was rugged and
adaptable with & powerful engine that enabled it to tow alight
arti-tank gun.

Cost: T7pts {Inexperienced), 21pts (Regular),
25pts (Veteran)
Weapons: Nane
Damage Value: 6+ (soft-skinned)
Transport: 3 men
Tow: Light anti-tank gun
Options:
+ May have a pintie-mounted MMG for +15pts, losing all transport
capacity

= May upgrade the MMG to 2 HMG for +10pts
Special Rules:
¢ Flak {pintle-mounted HMG if fitted)

US Airborne jeeps
DODGE 34 TON
itis impossible to cover the tremendous variety of smali trucks
employed by the US army, but the 3% tonner is worth menticn
as it formed the basis of many special versions, including as a
weapons carrier for machine gun teams, a command car, a
tow for the 57mm AT gun, a signais truck, and ambulance
amongst others. A lengthened version with an extra axle {the
1% tonner} also served as a weapons carrier.
Cost:  25pts {Inexperienced), 31pts (Regular),
37pts {Veteran)

Weapons: None
Damage Value:
Transport. 8 men
Tow:  Light, medium or heavy anti-tank gun; light or

medium howitzer
Options:

*  May have a pintle-mounted MMG for +15pts

«  May upgrade the MMG to a HMG for +10pts

G+ (soft-skinned}
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$pecial Rules:
 Flak {pintie-mounted HMG if fitted)

M4/M5 ARTILLERY TRACTOR

These similar, fully tracked artillery tractors were designed to
pull the 105mm and 155mm guns and similar anti-aircraft guns,
They were based on the running gear of obsolete light tanks
but were not armoured vehicles. These heavy tractors were
not used as tows for anti-tank guns, though they wouid be
perfectly capable of doing so, and so we allow for it should the
need arise.

Cost: 12pts {Inexperienced), 15pts (Regular),
18pts (Veteran)

Weapons: None
Damage Value: 6+ (soft-skinned)
Tow: Any anti-tank gun; any howitzer
Options:

* May have a pintle-mounted HMG for +25pts
Special Rules:

* Flak [pintle-mounted HMG if fitted}

M3 HALF-TRACK

The M3 and very similar "export’ M5 half-tracks were

designed as armoured personnel carriers although

they were later adapted to a variety af other roles

including weapons carrier, platforms for anti-aircraft

guns, and even a tank destroyer.

Cost: 79pts {Inexperienced), 39pts (Regular),
119pts (Veteran}

Dne pintle-mounted HMG in pulpit mount with
360-degree arc of fire
Damage Value: 7+{armoured carrier)

Weapons:

Transport: 12 men

Tow: light, medium or heavy anti-tank gun; light or
medium howitzer

Options:

+ May add up to two additional pintle-meunted MMGs (one
covering the left arc and one cavering the right arc) for +15pts
each

Special Rules:
+ Gpen-topped
* Fak (pintle-mounted HMG)

US M3 half-track
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SRITAIN AND
COMMONWEALTH

This list is based on the troops and equipment of the British

and Commonwealth forces during the war in Western

Europe from D-Day to the fall of Berlin. ln addition to

the substantial numbers of British, Canadian and other

Commonwealth forces, the army included two corps

of Palish troops equipped

identically fo other Commonwealth

units. By this stage in the war the

British army had gained

consideralile experience of modern warfare in

the Mediterranean, Italy and elsewhere, and British

troops were generally well led and tenacious. They

were backed up by effective artillery, and British

tactical doctrine emphasised the use of preparatory

hombardment together with smoke and long-range
covering fire.

ARMY SPECIAL RULES

BOMBARDMENT
British tactical doctrine called for extensive preparatory
bombardment prior to any attack,

When rolling for the effects of a Preparatory Bombardiment
instead of rolling one dis on the results chart for each enemy
unit (p118) roll two dice and choose the bestresult.

ARTILLERY SUPPORT

British forces were supported by well-
coordinated gun hatteries and were able
to call down fire to support an attack or
discourage the enemy’s advance.

British armies can include one regular
Artiliery Forward Observer for free.
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TYPES OF UNIT

The list is divided into categories as follows.

Headquarters units
Infantry squads and teams
Field artillery

Anti-tank guns

3 Vehicles Tanks

Tank destroyers
Seif-propelled artillery
Anti-aircraft vehicles
Armoured cars
Transports and tows

1 Infantry

2 Artitlery

HEADQUARTERS UNITS

Each platoon is centred upan a core thatincludes a headquarters
unit in the form of a First or Second Lieutenant. Other HQ units
can be added to the force, including higher-ranking officers, as
well as medical units and supporting observers.

OFFICER
The middle ranks of officers were almost invariably drawn from
the upper-middle classes: educated in the public schools,
instilled with the values of empire, and imbued with a sense of
confidence, duty and resolve that is difficult to conceive of
today. An officer unit consists of the man himself and can
include up to two other men acting as his immediate attendants.
Officers can be rated as Inexperienced, Regular or Veteran.
Cost: Second Lisutenant
3Epts (inexperienced), 50pts {Regular),
§5pts (Veteran)
First Lieutenant
B0pts (inexperienced), 75pts (Regular),
90pts {Veteran)
Captain
95pts (inexperienced), 110pts {Regular),
125pts (Veteran)
Major
135pts (Inexperienced), 150pts (Regular),
165pts (Veteran)

Team: 1 officer and up to 2 fusther men

Weapons: Pistol, submachine gun, or rifie as depicted on the
models

Options:

« The officer may be accompanied by up to 2 men at a cost of
+7pts (Inexperienced),+10pts per man {Regular) or +13pts per
man [Veteran)

MEDIC

The field medic presents the wounded soldier with his best
chance of surviving serious injury and can ensure that lightly
wounded soldiers are returned to fighting fitness as rapidly as
possible. Junior medicai staff such as stretcher-bearers can
accompany medics in the field. As non-combatants under the
Geneva Convention medics were not issued with weapons
but the practicaiities of war sometimes led to medical staif
carsying pistols for their personal protection.

Cost: Medic 30pts (Veteran)
Team: 1 medic and up to 2 further men
Weapons: Pistol or none as depicted on the modet

Options:
+ The medic may be accompanied by up to 2 men ata cost of
+13pts per man

FORWARD OBSERVER
Forward observers are liaison officers responsible for
coordinating the attack of heavy artiliery batteries from behind
the fines or aircraft strikes. They are likely to be accompanied by
a radio operator and other immediate attendants. We rate these
officers as Regular or Veteran, those of lesser ability being
unlikely to find themselves in such a position. Note that the British
Army can include one regular Artillery Forward Observer for free
to represent the close coordination of artillery ata factical level.
Cost: Artillery Forward Gbserver

Free/100pts (Regulas), 115pts (Veteran}

Air Force Forward Observer
75pts {Reguiar), 90pts {Veteran)

Team: 1 Forward Observer and up to 2 further men

Weapons: Pistol, submachine gun, or rifie as depicted on the
models

Options:

« The observer may he accompanied by up to 2men ata cost of
+10pts per man [Regular) or +13pts per man (Veteran)

INFANTRY SQUADS AND TEAMS

The British soldier had a massive reputation to live up to:
steadfast in the face of the enemy and forming a vitai partof a
weit-oifed fighting machine. His equipment was effective and
practical, even if the standard weapon —the Lee-Enfield .303
— had served his father in the previous war. None the fess, it
was an effective and rugged weapon. It was ideally suited to
British fire methods based on rapid, aimed single shots.

INFANTRY SECTION
A British infantry squad was referred 10 as a sectien. It
normaily consisted of ten men and was divided into a separate
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rifle group and Bren group. Each section was led by a corporal
armed with a Sten submachine gun and included a lance
corporal who was in charge of the Bren group. Al the section
members apart from the corporal carried ammunition for the
Bren — 700 rounds in 25 magazines in all. In addition, all men
carried grenades.

Cost: Regular infantry 50pts
Composition: 1 NCO and 4 men
Weapons: Rifles

Options:

» Add up to 5 additicnal soldiers at +10pts each
« The NCO and another soldier may have a submachine gun for
+3pts each
« One soidier may have a light machine gun for +20pts. Another
soldier becomes the loader
The entire squad may have anti-tank grenades for +2pts per
model
Special Rules:
» Tank hunters {if anti-tank grenades taken)

Point and shoot - a British officer directs a Firefly fowards its target

COMMANDOS, ROYAL MARINES, AIRSORNE

OR VETERAN INFANTRY SECTION

Commandos and paratroopers played a vitai role in ensuring
the fandings at Normandy went to plan. The $th Airborne
division led the way by securing vital positions ¢n the first day
of the invasion. Paratroops then carried the fight through the
Ardennes and were involved in the crossing of the Rhine into
Germany. in addition to these elite forces many of the
formations involved in the fighting in Europe were veterans of
the African and [talian campaigns — not ieast the Poles.
Although armed in the standard fashion, speciaf forces units
would often include a higher number of submachine guns and
might substitute the Bren gun for comparable weapons such as
the Vickers VGO. Any of these units can be built up as follows.

Cost: Veteran Infantry Gbpts
Composition: 1 NCO and 4 men
Weapons: Rifles

Options:

« Add up to 5 additional scldiers at +13pts each
» The NCG and up to four other soldiers may have a submaching
gun for +3pts each
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+ {ne soldier may have a light machine gun for +20pts. Ancther
soldier becomes the loader
* The entire squad may have anti-tank grenades for +2pts per model
Special Rules:
+ Tank hunters {if anti-tank grenades taken}

INEXPERIENCED INFANTRY SECTION

Conscription helped fill the ranks of the British army, and by 1944
males betweenthe ages of 18 and 51 were being conscripted to
fulfil roles throughout the armed forces. Training was always
good but many were understandably reluctant warriors, often
joining battalions that had suffered terrible losses in action. On
the whole, the western Allies were never abliged to commit
scratch farces or militia to battle, as were the Germans toward
the end of the war, so such troeps would be a rarity. We allow
an inexperienced section to be constructed as foliows.

Cost: Inexperienced infantry 35pts
Composition: 1 NCO and 4 men

Weapons: Rifles

Options:

+ Add upto 5 additional soldiers at +7pts each
¢ The NCO may have a submachine gun for +3pts
+ Cne soldier may have a light machine gun for +20pts. Another
soldier becomes the loader
+ The entire squad may have anti-tank grenades for +2pts per model
Special Rules:
s Tank hunters (if anti-tank grenades taken)

MACHINE GUN TEAM

A 303 Vickers water-cooled machine gun offered fire support
to infantry units. This was ancther weapon of World War |
vintage that soldiered on through Warld War il and beyond,
proving extremely effective at laying down continuous fire
over range. A typical team consisted of a fance corporal
gunnaer, a leader and an ammunition hearer.

Cost: 35pts (Inexperienced), 50pts (Regular},
B5pts (Veteran)

Team: 3men

Weapon: 1 MMG

Special
Rules:
* Team
weapon
* Fixed

PIAT TEAM
The PIAT launcher was the British equivalent of the American
bazooka. It had the same role as the main hand-held anti-
tank weapon amongst infantry formations. The PIAT
(Projector Infantry Anti-Tank) was developed from a spigot
mortar design and fired a shaped charge missile with an
effective range of 100 metres against armoured targets.
Cost: 28nts {Inexperienced}, 40pts (Regulay),
52pts (Veteran)

Composition: 2 men
Weapons: 1 PIAT
Special Rules:

+ Team weapon

+ Shaped charge

SNIPER TEAM

Snipers were armed with a SMLE No.4 Rifle equipped with a
Ng.32 M1 telescepic sight. They carried 50 rounds of
ammunition, 5 tracer rounds and 5 armour-piercing rounds. 2
No.36 Mills bomhs or 2 No.77 smoke grenades were also
carried along with binoculars and & camoufiage net.

Cost: 50pts [Regular), 65pts {Veteran)
Team: 2 men
Weapons: 1rifle
Special Rules:
» Team weapon
+ Sniper

Chindit section
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FLAMETHROWER TEAM Options:

The portable flamethrower available to British forces was the » May add Spotter for +19pts

Ack Pack. At a weight of 22kg the Ack Pack could be carried Special Rules:

and operated hy cne man. Fully loaded, it was capable of 10 = Team weapon it
bursts with a 2 second duration. With a range of 45 metres the + Fixed o i
Ack Pack was a truly fearsome weapon that excelled in * Indirectfire L
clearing bunkers and buildings. « HE{DS) T
Cost: S0pts (Regular}, 65pts (Veteran) 5 Vv
Team: 2men o 8
Weapons: 1 infantry flamethrower b

Special Rules:
» Flamethrower
* Team weapon

LIGHT MORTAR TEAM

British forces were armed with the 27 martar for close support I
purposes. Two men were needed to operate it. An NCO was |
responsible for carrying and firing the weapon while the other f
carried ammunition. Weighing less than 11kg and offering an i
effective range of 450 metres, these mortars were guick to v
manoeuvre and deploy as needed. C
Cost: 24pts (Inexperienced), 35pts (Regular), f
48pts (Veteran) ]
Team: 2men FIELD ARTILLERY p
Weapon: 1 light mortar (
Special Rules: British artillery was both effective and numerous, with the T
» Team weapon smaller and mid calibre weapons providing well-coordinated v
* Indirest fire close range support. The 25pdr is probably the icanic artillery C

» HE{D3) piece of the war and would serve in the British army for many :
years afterwards. Artiferymen were well trained and in many % S

MEDIUM MORTAR TEAM respects an elite force, so we treat all British gunners as

The 3" mortar was used to provide support from long range. It requiar or veteran.
weighed 60kg but had a range of up to 2500 metres dependent
upon the projectile used. The 3" mortar was operated by a  LIGHT ARTILLERY

crew of 3 and could be transporied in & universal carrier. The standard British field gun of World War |l was the 2bpdr
Cost; 35pts (inexperienced), b0pts {Regular), gun-howitzer, a versatile weapon with a calibre of 3.45inches

B5pts {Veteran} {87.6mm). This was the weapon used in overwheiming
Team: 3men numbers in Western Europe, although the 3.7-inch {34mm)
Weapon: 1 medium mortar mountain howitzer was also deployed in the Netherfands and

the Ruhr by units originally equipped for mountain fighting in
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i e

Greece. Some airborne units used a lightweight version of the
same weapon, We categorise the 25pdt as a light field gun for
our purposes, although it was really an intermediate type
capabie of providing close range suppost and longer-range
indirect fire.
Cost:
Team:
Weapons:
Special Rules:
+ Gun shield
« Team weapon
+ Fixed
» Howitzer
« HE{D6}

50pts (Regutar), 60pts {Vetgran)
3Imen
1 light howitzer

MEDIUM ARTILLERY

Medium artillery units were primarity used for counter-hattery
fire against enemy artillery and were equipped with the 4.5-
inch {114mm) or 5.5-inch (140mm) field guns. Such weapons
would be unlikely to find themselves invalved in the kind of
close fighting represented in the Bolt Action game, unless
perhaps they were to be unfortunate enough to be overrun by
a rapidly advancing enemy, or perhaps the target of a raid by
paratroops or other special forces.

Cost: 75pts {Reqular), 90pts {Veteran)
Team: 4 men

Weapon: 1 medium howiizer

Options:

o May add Spotter for +10pts
Special Rules:

« Hun shieid

» Team weapon

+ Fixed

* Howitzer
+ HE 206}

HEAVY ARTILLERY

Heavy artillery units in the British army were equipped with
the 7.2-inch howitzer (182.9mm) and the American 155mm
Long Tom. The 7.2-inch was a stopgap design produced at the
start of the war, based upon an older World War} howitzer, but
it was successful enough to remain in service throughout the
conflict. By D-Day this weapon had replaced any older designs
stitl in service. As with medium artillery pieces it is extremely
uniikely these weapons weuld be deployed anywhere near the
frontline fighting.

Cost: 115pts (Regular), 138pts {Veteran)
Team: 5 men

Weapon: 1 heavy hawitzer

Qptiens:

o May add Spotter for +10pts
Special Rules:

+ Gun shield

+ Tpam weapon

+ Fixed

+ Howitzer

» HE(3D6)

ANTI-TANK GUNS

OF 6 POUNDER

The OF 6-pdr (QF stands for quick firing) was the standard anti-
tank gun employed by British infantry formations in Western
Europe. It was an effective anti-tank weapen, and by 1944
crews carried improved ammunition including tungsten-cored

A British Airborne 6 pdr anti-tank gun
tracks its target...
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APDS shells that substantially improved the penetrating power
of the B-pdr shot. Although HE shells were available the limited
size of charge meant they were relatively ineffactive, making
the B-pdr less than ideal as a tank gun and leading to the
development of the 75mm weapon used in British tanks such
as the Cromwell and Churchill,
Cost: B0pts (inexparienced), 75pts (Regular),

90pts (Veteran)
3men
Medium anti-tank gun

Crew:

Weapon:
Special Rules:
* Gun shield
+ Teamweapon
* Fixed

(\F 17 POUNDER
The 17-pdr was developed to overcome the more heavily
armoured German tanks encountered hy the British during the
fighting in North Africa. By the time of the campaign in Western
Europe it equipped the Royal Artillery anti-tank regiments. The
17-pdr was the most formidable anti-tank gun deployed by the
western Aflies, and was capabie of penetrating over 200mm of
armour at short range using APDS shot. Its bulk and weight
meant it was far less manoeuvrable than the §-pdr, and for this
reason it never replaced the lighter weapan. As part of the
Roval Artiliery we treat gunners as regular or veteran,
Cost: 40pts {Regular), 168pts {Veteran)
Crew: 5 men
Weapons: Super-heavy anti-tank gun
Special Rules:

+ Gun shield

+ Team weapon

+ Fixed

TANKS

British tank design lagged behind that of the other main
combatants of World War 1. Engine development suffered from
much industriai production being given cver to aircraft
manufacture. This shortfall was made up with American built
tanks, which by D-Day included the M4 Sherman and M5 Stuart,
The British Cromwell tank was cemparable in performance to
the Sherman 75mm, but there were never enough. Only at the
very end of the war did & tank appear that was at least
comparable to those of the enemy, with the Comet.

M5 STUART
British armour divisions used the M8 Stuartin the same role as
their American counterparts, for armoured command and

reconnaissance ahead of the main formations, The tank was
identical t¢ that used by US forces and had the same 37mm
gun.
Cost: 108pts {Inexperienced), 135pts (Regular),
1620ts (Veteran)
One turret-mounted light anti-tank gun with co-
axial MMG and forward facing hull-mounted MMG
Damage Value: 8+ (light tank)
Options:
» May have additiona! pintle-mounted MMG on top of turret for
+10pts
« Or may have additional pintle-mounted HMG on top of turret for
+25pts
Special Rules:
+ Flak (pintle-mounted HMG if fitted)

Weapons:

CROMWELL
The Cromwell was a competent all-round tank with & high turn
of speed that made it the ideal tank for armoured
recgnnatssance regiments. Its protection was respectable
{76mm frontal armour) and its main gun was an adequate
75mm weapon with good all-round capahility that used the
same ammunition as the American 75mm equipped Sharman,
The Cromwell gradually replaced American built Sherman
tanks in British service. A variant of the design was the
Centaur, basically an early versien of the Cromwell with a
different engine, the only type used in Normandy was equipped
with a 95mm howitzer and used by the Royal Marines to
provide close-range support {CS).
Cost 156pts (Inexperienced), 195pts (Regular),
234pts (Veteran}
One turret-mounted medium anti-tank gun with co-
axial MMG and one hull-mounted MMG
Damage Value: 9+ {medium tank}
Options:
+ Substitute 75mm medium anti-tank gun for 95mm medium
howitzer to ¢reate Centaur CS, for no cost
Special Rules:
« HE - instead of causing D2 HE hits an HE sheil causes D6 hits
{75mm gun tanks)

Weapons:

CHALLENGER

The Challenger was based on the Cromwell and is broadiy
similar in appearance but had a wider and longer hody with an
extra set of road wheels. It was designed to mount a 17-pdr
gun in an overlarge turret and to provide extra anti-tank
capabifity to Cromwell units. It was not considered a great
success, and the Sherman Firefiy soon took the same roie.
Because so much room was taken up by the gun's ammunition




tank was
me 37mm

ith co-
ted MMG

et for

f turret for

1 high turn
armouied
spectable
adequate
- used the
Sherman.
Sherman
) was the
el with a
 equipped
larines to

N with co-

flium

s D6 hits

is broadly
dy with an
ita 17-pdr
- anti-tank
ed & great
same role.
mimunition

THE ARMY LISTS

Armed and ready — British armour and airborne fight side-by-side

the hull machine gun was removed.

Cost; 244pts (Inexperienced), 305pts (Reguiar),
368pts (Veteran)
Weapaons: One turret-mounted super-heavy anti-tank gun with
co-axial MMG

Damage Value: 9+ {medium tank)

SHERMAN

Altheugh the British did receive some 76mm gun-armed
Shermans (see the US iist for details of these), it is unclear if
any were used in Western Europe. The clase support 105mm
version of the Sherman was not used in Western Europe,
though some appeared in ltaly. Instead, the British used 7bmm
gun tanks supported by Fireflys armed with 17-pdrs and close
support Centaurs. Shermans were the most important tank
used by the British at the time of the Normandy campaign,
although some Sherman eguipped units were later cenverted
to Cromwells as more were produced. The Sherman was a
good all-round tank even if its anti-tank capability meant it
couldn’t realistically face German tanks one-on-one.

Cost: 156pts {Inexperienced), 195pts (Regular),

234pts (Veteran)

One turret-mounted medium anti-tank gun with co-
axial MMG and forward facing hufi-mounted MMG
Damage Value: 9+ {medium tank)
Options:

* May add & pintle-mounted HMG on the turret for +25pts
Special Rules:

* Flak (pintle-mounted HMG if fitted)

« Easily catches fire; if a roll on the vehicle damage table resuits
in the vehicie catching fire add D3 pin markers rather than just 1
before taking a morale test

» HE-instead of causing D3 HE hits an HE shell causes D6 hits
{75mm gun tanks)

Weapons:

SHERMAN FIREFLY

The Firefly was a conversion of the Sherman V - it was
designated the VC with 'C" indicating that it was armed with a
17-pdr gun. The 17-pd was a farmidable anti-tank weapon —in
part due to the large amount of propellant used - twice that of
the equivalent US 76mm gun carried by American Shermans.
However, this capability came with a price — the 17-pdr shealls
were large and to create space for ammo stowage the hull
machine gun position was deleted. The receil on the 17-pdr
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necessitated a modified turret, and the
blast of the gun was said to be fearsome
- often kicking up so much dust as to
make visibility difficult and concealment
impossible. The proportion of Firefliesin a
typical Sherman troop increased steadily,
consisting of 1 Firefly to every 3 Sherman
Vs at the time of the Normandy campaign,
and 2 Fireflies to Z Sherman Vs by 1945,
once a satisfactory HE shell had been
developed for the 17-pdr.
Cost: dots (Inexperienced),
305pts (Regular),
368pts {Veteran)
Weapons: (One turret-mounted super-
heavy anti-tank gun with
co-axial MMG

Sherman Firefly Ve
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Damage Value: 8+ {medium tank}
Options:
= May add a pintte-mounted HMG for +25pts
Special Rules:
¢ Flak (pintle-mounted HMG)
+ Easily catches fire: if a rofl on the vehicle damage table results
in the vehicle catching fire add D3 pin markers rather than just 1
hefore taking a morale test

CHURCHILL

The Churchiil was one of the heaviest Allied tanks of the war, it
was designed as an infantry tank with very heavy armour
resulting in a tank that was very slaw, However, its long track
base meant it was very manoeuvrable and could often cross
ground that was oo steep or difficult for other, lighter tanks. By
the time of the fighting in Western Europe the Churchill had
heen up-armed with the British version of the 75mm gun as also
used in the Cromwell. The Churchill was used in a supporting
rele and provided the Ailies with @ much-needed heavy tank
that could withstand many — theugh not ali — German anti-tank
weapons. As well as the basic 75mm gun tank we shall make
allowance for the CS {close support) version armed with a
95mm howitzer, and the formidable Churchill Crocodile
flamethrower tank, The Churchill was alsc used as the hasis of
a variety of engineering vehicles in the form of the Churchill
AVRE. These are numerous and are therefore covered in the full
British and Commonweaith supplementary army lists.

Cost: 212pts {Inexperienced), 265pts (Regular),
HMpts (Veteran)
Weapons: One turret-mounted medium anti-tank gun with co-

axial MMG and one huil-mounted MMG
Damage Value: 10+ (heavy tank)
Options:
* Crocodile variant — may replace the hull-mounted MMG with a
flamethrower for +40pts
+ May replace the 75mm medium anti-tank gun with a 95mm
medium howitzer at no cost
Special Rules:
+ Slow

+ HE—instead of causing D3 HE hits an HE sheli causes DG hits
{75mm gun tanks)

TANK DESTROYERS

The British used ¢onsiderable numbers of the standard M10 but
considered its gun inadequate when it came to taking on German
tanks atlong rangs. This led to the development of two specialist
tank destroyers armed with the 17-pdr: the Archer and the
Achilles. As self-propelled artillery pieces, tank destroyers were
operated by the Royal Artillery and we have rated crews as
regular or veteran in keeping with the generally good quality of
British artillerymen. Anti-tank regiments combhined tank
destroyers and towed 17-pdr guns, using the latter in static
defence, and the former as mobile anti-tank guns that could be
rapidly deployed and moved in the face of any enemy attack.

M10 WOLVERINE
The M10 carried the 76.2mm {3 inch) M7 anti-tank gun in an
open turret —it was identical to the vehicle used by US forces.
Cost; 180pts (Regular), 216pts {Veteran)
Weapons: One turret-mounted heavy anti-tank gun
Damage Value: 8+ {light tank}
Options:
* May add a pintle-mounted HMG for +2bpts
Special Rules:
* Open-topped
+ Flak {pintle-mounted RMG if fited)

M1G ACHILLES

The Achilles was a conversion of the M10 replacing the US 3"
M7 gun with the British GF 17-pdr. Counterweights were added
o the gun's barrel to balance the turret, giving the Achilles a
distinct appearance compared to the standard M10.

Cost; 255pts (Regular), 306pts (Vetaran)

Weapons: Gne turret-mounted super-heavy anti-tank gun

Damage Value: 8+ (light tank)
Options:
+ May add a pintle-mounted HMG for +25pts
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Special Rules:
+ Open-topped
* Flak {pintle-mounted HMG if fitted)

ARCHER
The Archer was a conversion of the obsclete Valentine tank
mounting a QF 17-pdr anti-tank gun in an open superstructure
facing hackwards over the vehicle’s rear. This peculiar
arrangement was turned to an advantage, as the driver
remained in place when the gun was fired, and could
immediately drive away to aveid retaliatory fire,

Cost: 296pts (Regular), 325pts (Veteran)

Weapons: One rear facing super-heavy anti-tank gun in fixed
superstructure and one crew-carried LMG with
360-degree arc of fire

Damage Value: 9+ (medium tank)

Special Rules:

* QOpen-topped
= The crew can either shoot the Archer's main gun or the LMG,
but not both

SELF-PROPELLED ARTILLERY

Self-propelled artillery was provided by the M7 Priest and the
British version, the Sexton, which had a 25-pdr gun in place of
the US 105mm weapon. In British use these weapons were
employed to provide ranged support, and they were not
normally engaged on the frontline.

M7 PRIESY
The M3 Howitzer Motor Carriage — known by the British as the
Priest on account of its distinctive pulpit style machine gun
mount - was intended to provide front-line artillery support for
fast-moving armoured divisions. [t was a very successful vehicle
and served during the European campaign. Although builton &
Sherman body, with its more lightly armed superstructure and
open cab we rate it with a defence vaiue of 8+
Cost: 128pts {Inexperienced), 160pts (Regular), 192pts (Veteran)
Weapons:  One forward facing medium howitzer and one pintle-
mounted HMG with 360-degree arc of fire

Damage Value: 8+ {light tank)
Special Rules:

» Opan-topped

+ Flak [pintle-mounted HMG)

SEXTON

Sextons were self-propelied guns huilt in Canada using the
Canadian manufacturers Sherman as a basis. They were
gquipped with the 25 pounder howitzer in an open, lightly

armoured fighting compartment. The crew-carried a Bren gun by
way of defensive armament. We give the Sexton a defensive
value of 8+ in the same way as for the Priest.
Cost: 96pts (Inexperienced), 120pts (Regular),
144pts (Veteran)
Gne forward facing light howitzer and one crew-
carried LMG with 36G-degree arc of fire
Damage Value: 8+ (light tank)
Special Rules:
+ Open-topped
= The crew can either shoot the Sexton’s main gun or the LMG,
but not both

Weapons:

ANTI-AIRCRAFT VEHICLES

The Aliies had less need of specialised anti-aircraft vehicles
towards the {ate war as Allied aircraft dominated the skies
above Europe. Vehicles intended to provide protection against
enemy aircraftwere often pressed info service against ground
fargets.

CRUSADER AA
The Crusader tank was obsolete long before the Normandy
campaign, but some vehicles were converted into flak tanks
armed with two 20mm autocannons or a single 40mm
autocannon in an open turret. With the Luftwaffe all but
grounded by overwhelming Allied air superiority the need for
such vehicles receded as the war wore on, and it is doubtful if
they saw much action. None the less we shall take precautions
and ailow for them in our armies.
Cost: 84pts (Inexperienced), 105pts (Regular),
125pts (Veteran)

Weapons: One heavy autocannon in open turret
Bamage Value: &+ {lighttank}
Options:

+ May replace the 40mm autocannon with twin 20mm light

autocannon in enciosed turret for +25pts

Special Ruies:

+ Flak

+ Cpen-topped (40mm version only}

ARMOURED CARS

SCOUT CAR

Two different designs of armoured scout car were used. The
most common was the Daimler Dingo, whiist armoured
divisions used the Humber Scout Car instead. Both were
similar: small, armoured vehicles designed purely as scout
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vehicies and armed only with a Bren light machine gin. The
Caimler was open-topped. Both vehicles were well protected
with armour up to 30mm — heavier than many larger armoured
cars — and for this reason we rate them as damage value 8+
equivalent to light tanks.
Gost: 64pts {Inexperienced), 80pts {Regular),
T6pts (Veteran)

Weapons: One forward facing LMG
Damage Value: 8+ {light tank)
Special Rules:

+ Recce

+ {pen-topped {Daimler Bingo only}

RECONNAISSANCE CAR

The Humber Light Reconnaissance Car (the Humberette),
Morris Light Reconnaissance Car, and Canadian built Otter
Light Reconnaissance Car were all simiiarly armed and
armoured reconnaissance cars. These vehicles were armed
with the otherwise obsolete Boys anti-tank rifle and a Bren
gun in a small turret.

Cost: 56pts {Inexperienced), 70pts {Regutar],
84pts (Veteran)
Weapons: One forward facing anti-tank rifle and one turreted

LMG with 360-degree arc of fire
Damage Value: 7+ {armoured car)
Special Rules:
« Recce

LIGHT ARMOURED CAR

During the fighting in Western Europe two designs of British
armoured car were employed, hoth with practically identical
armour, performance, and weaponry. These were the Humber
and Daimler. The Humber armoured car was armed with an
American 37mm gur and the Daimler had a 2pdr. Both were
used hy reconnaissance regiments and were only lightly
armoured, relying on spaed to avoid more heavily armed enemy.

Cost: 92pts {Inexperienced), 115pts (Regular},
138nts {Veteran)
Weapons: One turret-mounted light anti-tank gun with co-axiat
MMG

Damage Value: 7+ {armoured car)
Special Rules:
* Recce

GREYHOUND M8 ARMOURED CAR

The Greyhound was an American G-wheel drive fight armoured
car - gtherwise known as the M8. Although very lightly
armoured this was compensated for by a considerable turn of
speed and generally capable performance. its main armament
of the 37mm anti-tank gun was backed up by a .30 calibre co-
axial machine gun, and later versions had a .50 calibre
machine gun fixed to the open turret.

Cost: 88pts (Inexperienced), 110pts (Regular},
132pts (Veteran)
Weapons: Gne light anti-tank gun and co-axial MMG in an

open turret
Damage Value: 7+ (armoured car)
Gptions:
+ May add an additional pintle-mounted HMG with 360-degree fire
for +25pts
Special Rules:
* Recce
* Flak (pintle-mounted HMG if fitted)
+ Qpen-topped

AEC HEAVY ARMOURED CAR

The AEC armoured car combined {evels of protection normally
found on a tank with a conventional armoured car design.
Although originally armed with a 2pdr gun, AECs that fought in
Europe carried the 6pr gun and a few were given 75mm guns
instead because of its supericr performance against infantry
targets. Because of its heavy armour we rate it as damage
value 8+ equivalent to & fight tank.

Cost; 124pts {Inexperienced), 155pts {Regutar),
186pts (Vateran)
Weapons: One turret-mounted medium anti-tank gun with co-
axial MMG

Damage Value: 8+ {light tank]
Optiens:

+ Replace gun with 75mm medium anti-tank gun at +5pts
Special Rules:

« Recce

* HE-instead of causing D3 HE hits an HE sheli causes D6 hits (if
75mm tank gun fitted}
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STAGHOUND REAVY ARMOURED CAR

The Staghound was an American built heavy armoured car
that was used by British forces in Europe, though not by the
Americans themselves. It carried a 37mm gun and was heavily
armoured. Because of its heavy armour we rate it as damage
value 8+ eguivalent to a light tank.

Cost: 108pts {Inexperienced), 135pts (Regular),
162pts (Veteran)
Weapons: One turret-mounted light anti-tank gun with ¢o-
axial MMG

Damage Value: 8+ {light tank)
Special Rules:
+ Recce

TRANSPORTS AND TOWS

TRUCKS

British trucks were military adaptations of civilian trucks such
as the Bedford, CMP {Canadian Military Pattern) Austin and
Morris, They were preduced in a variety of sizes, as general-
purpose cargoe trucks, troop transports, artillery tows, and for
a variety of special purposes. We shall not differentiate
between one type oftruck and ancther. Trucks were sometimes
armed with a pintle-mounted machine gun, primarily for anti-
aircraft defence, and we include the option here.

Cost: 31pts {inexperienced), 3%pts (Regular},
47pts (Veteran)

Weapons: None

Damage Value: 6+ (soft-skin}

Transport: 12 men

Tow: Light howitzer; tight or medium anti-tank gun

Bedford truck

Options:
» May have a pintle-mounted MMG for +15pts
+ May upgrade the MMG to a HMG for +10pts
Special Rules:
« Flak {pintte-mounted HMG if fitted)

JEEP
Jeeps were used by the British much as in the American army
in the role of light transports and command vehicies. Although
capable of towing a light anti-tank gun (the US 37mm for
example} ne such weapon existed in the British arsenal at the
time.

Cost: 17pts linexperienced), 21pts (Regular),
26pts (Veteran)
Weapons: None
Damage Value: $+ (soft-skinned)
Transport: 3men
Tow: Light anti-tank gun
Options:
+ May have a pintle-mounted MMG for +15pts, losing all transport
capacity

* May upgrade the MMG tc a HMG for +10pts
Special Rules:
* Flak (pintle-mounted HMG if fitted)

M5 HALF-TRACK
The M5 half-track was the export version of the US M3 half-
frack and it was used in mechanised divisions as a troop

transporter,
Cost: 79pts {Inexperienced), 99pts (Regular),
119pts {Veteran)
Weapons: One pintle-mounted HMG in pulpit mount with

360-degree arc of fire

Damage Value: 7+ {armoured carrier)

Transport: 12 men

Tow: Light, medium or heavy anti-tank gun; light or
medium howitzer

Options:

+ May add up to two additional pintle-mounted MMGs {one
covering the left arc and one covering the right arc) for +15pts
gach

Special Rules:
+ Open-topped
+ Flak (pintle-mounted HMG}

BREN CARRIER

The Bren or more properly Universal Carrier was a fully
tracked weapons and personnel carrier. It was aften used to
transport a machine gun and its crew and its ability to turn
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rapidly made it useful in the reconnaissance role tco. It was
also used as an artillery tractor for the 8-pdr gun.
Cost: B6pts {Inexperienced), 7pts (Regular),

8dpts (Veteran)

Weapons: One forward facing LMG firing to the front arc
Damage Value: 7+ (armoured carrier}

Transport: 5 men

Tow: tight or medium anti-tank gun

Options:

+ Replace transport capacity with forward facing MMG (Vickers

MMG carrier}
Special Rules:

* {pen-topped

+ Recce

+ Turn on the spot — the universal carrier can turn on the spot
enabling it to execute a full speed run rate ‘reverse’ finishing the
move facing in direction of travel

QUAD FIELD ARTILLERY YRACTOR

The Morris Quad was a four-wheel drive field artillery tractor
developed to pull the 28pdr gun together with its crew and
ammunitien limber. It was also used to tow the larger 4.5 inch
gun and the 17-pdr anti-tank gun. Despite the appearance of

Chindit assault on Tseminyu, by Peter Dennis © Osprey Publishing Ltd. Taken from Command 17: Bilf Slim.

its slah-sided construction the Guad was not an armoured
vehicle.

Cost: 15pts {Regular), 18nts (Veteran}

Weapons: None

Damage: 6+ (soft-skin)

Tow: Any anti-tank gun; light or medium howitzer

MATADOR ARTILLERY TRACTOR
The AEC Matador was used to tow medium artifery, such as
the 4.5 and 5.5-inch field guns, and the 3.7-inch aircraft gun,

Cost; 15pts (Regular), 18pts Veteran)

Weapons: None

Damage: 6+ (soft-skin)

Tow: Any anti-tank gun; light or medium howitzer

SCAMMEL PIONEER ARTILLERY TRACTOR

The Scammel was used to pull the heavy 7.2-inch howitzer it
was a huge, powerful vehicle that was also used as a heavy
breakdown truck.

Cost: hpts (Regular), 18pts (Veteran)
Weapons: None

Damage: B+ {soft-skin}

Tow: Any anti-tank gun; any howitzer
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OVIET RU

This list is based on the froops and equipment of the Soviet
forces during the latter part of the war in North and Eastern
Europe. It covers roughly from the summer offensive of 1944
{Operation Bagration) until the surrender of Berlin in May
1945. The Soviet Red Army was the largest of alf the
combatants’ armies. By this stage in the war it had
become a formidable fighting force
that included its fair share
of elite and
experienced
troops and
commanders, as
well as imassed
formations of conscripts of the
kind that had characterised the
Soviet army in former years.
Soviet equipment was rugged
and practical, built to endure the
harsh Russian winters and the
handling of barely trained Russian
troops. It included prehably the hest all
round tank of the war: the T-34. The
Russians also possessed some of the
most effective artitlery of the war,
including long-ranged guns, and the
notorious multiple-rocket launcher
known to the Germans as ‘Stalin's
Organ’.

ARMY SPECIAL
RULES

THE GREAT PATRIOTIC WAR
Throughout the war Russian forces
endured a rate of casualties
unimaginable in the west and which
would undoubtedly have broken a
people less inured to hardship and
sacrifice.
Whenever a unit of infantry or
artillery models fails a morale
check and would otherwise be
destroyed as a conseguence, take
the test again and apply this second
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result. This re~roll applies to all infantry and artiliery units,
including HQ units that would otherwise be dastroyed if they
failed a morale check. Note that this rule only applies to
infantry and artillery, and net to tanks or ather vehicles.

QUANTITY HAS A QUALITY ALL OF ITS OWN
If you have more men than they have bullets, they will
eventually run out of ammunition.

To represent the vast manpower available within the Soviet
Unien, the Russian army gets a free eleven-man streng squad
of inexperienced infantry, with all of the possible options you
have models for.

TYPES OF UNIT

The listis divided into categories as follows.

1 Infantry Headguarters units
Infantry squads and teams
2 Artillery Field artillery
Anti-tank guns
3 Vehicles Tanks

Tank destroyers
Self-propetied artillery
Anti-aircraft vehicles
Armoured cars
Transports and tows

HEADQUARTERS UNITS

Each platoon is built upon a core thatincludes a headquarters
unit in the form of a Senior or Junior Lieutenant {the Russian
equivalents to First and Second Lieutenant), Other HG units
can be added to the force, including higher-ranking officers,
as well as medical units and supporting observers.

Soviet infantry — defenders of Mother Russia

OFFICER
An officer unit consists of the officer himself and can include
up to two other men acting as his immediate attendants,
Officers can be rated as Inexperienced, Reguiar or Veteran.
Cost: Second {Junior) Ueutenant
3apts {Inexperienced), 50pts (Regular},
65pts {Vetaran)
First {Senior) Lisutenant
B0pts {Inexperienced), 75ots (Reguiar),
90pts (Veteran)
Captain {Captain)
85pts [Inexperienced), 110pts (Regular},
125pts (Veteran)
Major {Major)
136pts (inexperienced), 190pts {Reqular},
165pts {Veteran)
1 officer and up to 2 further men
Pistol, suhmachine gun, or rifle as depicted on the
maodels

Tean:
Weapons:

Options:
*» The officer may be accompanted by up to 2 men at a cost of
+7pts {Inexperiencad),+10pts per man [Regular) or +13pts per
man (Veteran)

MEDIC

The field medic presents the wounded soldier with his best
chance of surviving serious injury and can ensure that fightly
wounded soldiers are returned to fighting fitness as rapidly as
possible. Commoniy in the RBussian army the medics were
young womean who, although not intended for front line
service, were repeatedly recorded as risking their lives to
rescue wounded comrades. The men of the Russian army had
a healthy respect for these angels of mercy.

Cost: Medic 30pts (Vezeran}

Team:; 1 medic and up to Z further men/women
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Weapons:
Options:
« The medic may be accompanied by up to 2 men at & cost of
+13pts per man

Pistol or none as depicted on the model

FORWARD O3SERVER

Forward observers are liaison officers respansibie fer
coordinating the attack of heavy artiflery or rocket batteries or
aircraft strikes. They are likely to be accompanied by a radio
operator and other immediate attendants. We rate these
officers as Regular or Veteran.

Cost: Artillery Forward Observer
100pts (Regular), 115pts (Veteran)
Air Force Forward Observer
75pts {Regutar), 80pts (Veteran}
Team: t Forward Qbserver and up to 2 further men
Weapons: Pistol, submachine gun, or rifle as depicted on the
models
Options:

« The ohserver may be accompanied by up to 2 men at a cost of
+10pts per man (Regular} or +13pts per man {Veteran}

INFANTRY SQUADS AND TEAMS

The Russian foot soldier has long heen celebrated for his
ability to endure the worst that the enemy, the Russian winter,
and his own superiors could throw at him. As in all armies
there were elite fighting formations as well as s¢ratch units
trained in only the mast basic way, but because of the sheer
size of the Russian army the latter always tended to outnumber
the former. Stifl, the Red Army of the late war was not the
disorganised and poorly led force that the Germans had so
pasily defeated in 1941 — even if its chief advantage was still
one of numbers rather than quality.

INFANTRY $QUAD

A Russian infantry squad consisted of
eleven men lad by a Sergeant or Junior
Sergeant ~ the Russian egquivalent to a
Corporal. Each squad included a light
machine gun and one of the ordinary
squad members would act as its loader
- this would usually be the DP
{Cegtyaryov Pekhatny) machine gun
with its distinctive round pan magazine. The rest of the unit
carried either boit actien or semi-automatic rifles or
submachine guns and all would carry grenades.

Cost: Requtar Infantry 50pts

Composition: 1 NCO and 4 men

Weapons: Rifies
Options:
+ Add up to § additional soldiers at +10pts each
» Any soldiers may have a submaching gun for +3pts each
« One soldier may have a light machine gun for +20pts, Another
soldier becomes the loader
« The entire squad may have anti-tank grenades for +2pts per
model
Special Rules:

» Tank hunters {if anti-tank grenades taken}

GUARD, NKVD OR VETERAN INFANTRY SUAD
in the Red Army the title of Guards was
awarded to units proven in combat and
would therefore tend to denote elite
troops. They were certainly given
priority when it came to supplies,
access to automatic weapens and
promaotion. They were also given the
toughest assignments, often resuiting in
such a rate of attrition that by the end of
the war many Guards units consisted
mostly of raw recruits. If the Soviet army was not on the whole
an elite fighting force it certainly included its fair share of
battle hardened veterans. NKVD (People’s Commissariat for
Internal Affairs) troops were chiefly used for internai security
but could potentizally fight on the frontline as they did during
the Crimean Offensive in 1944. These formations can be
constructed as follows.

Cost; Veteran Infantry 65pts
Composition: 1 NCO and 4 men
Weapons: Rifles

Options:

« Add up to 6 additional soldiers at +13pts each

¢ Any soldiers may have a submachine gun for +3pts each

+ One soldier may have a light machine gun for +20pts. Ancther
soldier becomes the loader

« {ne soldier can have a {captured) panzerfaust in addition to
ather weapons for +5pts

« The entire squad may have anti-tank grenades for +2pts per
model

Special Rules:
o Tank hunters {if anti-tark grenades taken}

INEXPERIENGED INFANTRY SQUAD

Throughout the war Soviet troops continued to suffer a rate of
casualties far exceeding anything endured by any other
combatant nation. The demand for new recruits and new
formations was therefore great, and no sooner weve men
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equipped and given the most rudimentary training than they
were often thrown into the fighting. The sheer size of the Red
Army meant that a significant proportion of its troops would be
relatively inexperienced. We allow an inexperienced section
to be constructed as follows.

Cost: Inexperienced infantry 3bpts
Composition: 1 NCO and 4 men

Weapons: Rifles

Options:

+ Add up to 6 additional soidiers at +7pts each
+ The NCO may have a submachine gun for +3pts
* One soidier may have a light machine gun for +20pts. Another
soldier becomes the loader
The entire sguad may have anti-tank grenades for +2pts per
model

+ Anyinexperienced infantry squads can be Green at no extra cost
Special Rules:

» Tank hunters (if anti-tank grenades taken)

+ Green {if Green option taken)

SHTRAFBAT INFANTRY SQUAD

The Shtrafbat were penal battalions formed from troops
accused of cowardice or desertion, or from civilian {often
political) prisoners, or from ex-prisoners of war who stood
guilty of treason having allowed themselves to be captured hy
the enemy. Although in theory an individual could redeem his
status by some act of heroism on the battiefield, in practice
this was unlikely, and service in the Shtrafbat was considered
equivalent to a death sentence. Penal troops were often used
to draw enemy fire, or to expose enemy positions by advancing
into therm, and some were empleyed as ‘tramplers’ — human
mine clearers. Penat units were not always armed ar might
carry dummy weapoens.

Cost: Inexperienced infantry 35pts
Gomposition: 1 NCO and 4 men

Weapons: Rifles

Options:

+ Add up to 6 additional unarmed men at 4pts each
+ Any unarmed men may be given rifles at +3pts each
» Shirafbat units can he Shirkers for a reduction of 3pts per man
Special Rules
¢ Shtrafhat can be Shirkers
+ Unarmed men neither shoot nor fight at close quarters — their
only value is as casualties

MACHINE GUN TEAM

The venerable Maxim 1810 model was used throughout the
war, the very same weapon that had served in the Great War.
it was a capable weapon that could be tripod-, sledge- or

wheel-mounted and was often given a useful shield to help
preserve the crew. The Maxim was slowly replaced by the
newer, lighter but equally effective SG43 model machine gun.

Cost: 35pts {Inexperienced), 50pts {Regular),
6Spts {Veteran}

Team: 3 men

Weapon: 1 MMG

Options:

« Gun shield (as per the maodel} — the gun can have a gun shieid
for +5pts
Special Rules:
+ Team weapon
+ Fixed
» Gun shield {if fitted) with the same rule as for artillery

DSHK HEAVY MACHINE GUN TEAM

The DShK 12.7mm belt-fed heavy machine gun was the
standard Russian heavy machine gun of Woerld War Il
comparable to the US .50 cal Browning. It was used on
wheeled mountings and could quickly be placed on a tall
tripod for anti-aircraft defence, Truck-mounted and multiple
versions were also employed in this rote. The DShK was also
seen during the late war on the cupolas of Soviet heavy tanks
such as the 15-2.

Cost: 49pts (Inexperienced), 70pts (Regular},
91pts Veteran)

Team: 4 men

Weapon: 1HMG

Options:

» Gun shield (as per the mode!) - the gun can have a gun shield
for +bpts
Speciai Rules:
+ Team weapon
* Fixed
* Flak
» Gun shield {if fitted) with the same ruie as for artillery

ANTI-TANK RIFLE TEAM

Whilst anti-tank riftes fell out of favour in other armies the
Russians continued to make good use of the 14.5mm PTRD
throughout the war, even going so far as to develop an semi-
autamatic version, the PTRS 41. Although capable of
penetrating the side armour of the lighter German tanks,
crews had to get extremely close to do so, and with the more
heavily armed German tanks their only chance was to hit
through a vision port or other vulnerable spot, or to snipe at
exposed crew members. In the {ater part of the war anti-tank
rifles were more often used against lighter targets such as
armoured cars and trucks.
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Cost: 21pts {Inexperienced), 30pts (Regular}, Weapon: 1 light mortar

39pts {Veteran) Special Rules:
Team: 2 men » Team weapon
Weapons: 1 anti-tank rifie + Indirect fire
Special Rules: « HE(D3)

¢ Team weapon
MEDIUM MORTAR TEAM

SNIPER TEAM The standard Russian medium mortar of the war was the 82-

The sniper became synonymous with the Russian army PM-41 — or 82mm baitation mortar 1941 moded, This served
particularly during the grim sieges of Stalingrad and Leningrad. alongside the otherwise similar 82mm 1937 model. Both were
They were available at company level and worked asteamsor  very effective and accurate weapons with a range of up to
sometimes on thelr own. They used telescopic sights on either 3,000 metres.

a bolt action Moisin-Nagant or Tokarev SVT-40 semi-automatic Cost: 35pts {Inexperienced), 50pts (Regular),
rifie, and a variety of ammunition that included tracer and 685pts {Veteran)
armoured piercing rounds. Soviet snipers were renowned for  Team: 3 men
their field craft, stealth and patience and the most successful Weapon: 1 medium mortar
snipers each accounted for hundreds of enemy — 489 heing Options:
the greatest tally recorded by a single sniper. ¢+ May add Spotter for +10pts
Cost: 50pts (Regular), 65pts {Veteran} Special Rules:
Team: 2men + Team weapon
Weapons: 1 rifle » Fixed
Special Rules: * Indirect fire

+ Team weapon + HE{D6)

« Sniper

FLAMETHROWER TEAM

The Soviets made great use of flamethrowers including static
types dug in to cover bunkers and trenches. By far the most
common were the man-packed ROKS types. The ROKS 2 was
designed with a fuel tank that looked iike an ordinary backpack
and a nozzle resembling a rifle, so as notto attractunwelcome
attention on the battlefield.

Cost: 50pts {Regular}, 63pts (Veteran)

Teant: 2 men

Weapons: 1infantry flamethrower HEAVY MORTAR TEAM

Special Rules: The Red Army pioneered the way for the heavy infantry mortar.
= Flamethrower Tha Germans feared them greatly, so much so that they copied
= Team weapon the Russian 120mm weapon almost identically and used it

themselves with great effect. The 120mm mortar had a range
LIGHT MORTAR TEAM of 6,000 metres. Although even hgavier mortars were

The standard light mortar used by Russian infantry during produced, these were hreech loading weapans with carriages
World War || was of 50mm calibre — this was deemed a that required towing vehicles to move, and are not really
‘company’ martar as opposed to the heavier hattalion and infantry weapons.

regimental mortars. The weapon was easily man pertable and Cost: 46pts (Inexperienced), 65pts (Regular),
could Jay down high explosive or smoke hombs at a range of 84pts (Veteran)
up to 800 metres. Team: 4 men
Cost: 24pts {Inexperienced), 35pts (Reguiarl, Weapon: 1 heavy mortar
46pts (Veteran} Options:
Team: 2men + May add Spotter for +10pts
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Special Rules; 21$-3 76.2 MM FIELD GUN
» Teamweapon The Russians produced a number of different light artillery
* Fixed guns all of the same 76.2mm {3-inch) calibre, but by the late
+ Indirect fire war the chief weapon was the ZiS-3 divisional field gun — a
« HE (2D86} good all round gun that was used both as & howitzer and
against enemy tanks. All of these weapons can be represented
as follows.
Cost: 40pts (Inexperienced), 59pts (Regular},
B0pts (Veteran)
Team: 3men
Weapons: 1 light howitzer
Special Rules:
+ Gun shield
* Team weapon
+ Fixed

FIELD ARTILLERY e

The Soviet army deployed artillery in vast numbers and a

bewiidering variety of sizes, from lightweight infantry guns to MEDIUM HOWITZER

huge divisional artillery pieces, Medium ariillery consisted of 122Zmm artilfery pieces together
with & few older 107mm guns, The 122mm A19 gun was a
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The Russian Bear takes on the German Tiger
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successful design that was alse mounted onto self-propeited
guns and the I1S-2 heavy tank. Although too slow and
cumbersome to make an effective anti-tank weapon it was
cartainly capahle of destroying heavy German tanks, which
were practically invulnerable from smaller weapons. It was
later deveioped into a tank gun.

Cost: B0pts {Inexperienced), 75pts (Reguiar),
90pts {Veteran}

Team: 4 men
Weapon: 1 medium howitzer
Options:

« May add Spotter for +10pts
Special Rules:

+ Gun shield

+ Teamweapon

* Fixed

* Howitzer

+ HE(206)

152MM HOWITZER

The 152mm ML-20 howitzer was the main heavy gun used by
the Soviet army. It was augmented by older M10 howitzers
and, towards the end of the war, by the new D1 152mm
howitzer. This last was a much more mohile weapon that
would go ot to serve in Soviet and post-Soviet armies until this
day. All these guns are capable, long-ranged weapaons that
would typically be deployed well behind the fighting zone,
having a range of over 7 miles.

Cost; 92pts {inexperienced), 115pts (Regular),
138pts (Veteran}

Team: 5 men
Weapon: 1 heavy howitzer
Options:

+ May add Spotter for +10pts
Special Rules:;

+ Gun shield

s Team weapon

* Fixed

* Howitzer

+ HE (306}

ANTI-TANK GUNS

Although the 45mmm anti-tank gun was practically ohsolete by
1945 it would remain in service until the end of the war. More
effective by far was the ZiS-2 57mm anti-tank gun that was the
standard weapon of anti-tank artillery regiments, and which were
also used by the anti-tank platoons of some infantry regiments.

M-42 ANTI-TANK GUN

The 1942 maodel 45mm anti-tank gun was a light and relatively
effective weapon, hut by the late war it stood no chance
against the front armour of German tanks like the Tiger and
Panther. It was still a useful weapon though, and easily
capahle of destroying light vehicles,

Cost: 40pts (inexperienced), 50pts {Regular),
B0pts (Veteran)
Crew: 2 men
Weapon: Light anti-tank gun
Special Rules:
* Gun shield
+ Team weapon
* Fixed

Z218-2 ANTI-TANK GUN

The 57mm ZiS-2 was deveioped before the war te give anti-
tank artillery regiments a weapon capable of taking out the
more heavily armoured tanks that were being developed at the
time. it was a rapid firing semi-automatic gun that could shoot
up to 25 rounds a minute, The ZiS-2 was not adopted initially,
possibly because the calibre was unique amongst Soviet
artillery; instead anti-tank units persisted with the old 45mm
M-42 and 76mm ZiS-3 field gun. However, by the tate war these
weapons were not capabie of facing the even heavier tanks
being deployed by the Germans, so production of the ZiS-2
was given the full go ahead. Almost ten thousand were made
before the war ended.

Cost: Bpts {Inexperienced), 75pts (Regular),
90pts (Veteran)
Crew: 3 men
Weapon: Medium anti-tank gun
Special Rules:
¢ Gun shield
» Team weapon
+ Fixed

BS~3 ANTI-TANK GUN

The model 1944 BS-3 100mm gun was a development of a
naval anti-aircraft gun primarily as an anti-tank weapon.
Although it could serve as a field gun, its smaiter sheli made it
less effective in this role than the 122mm A-19 howitzer. The
BS-3 equipped light artillery brigades within tank armies along
with the ubiguitous ZiS-3 field gun. About six hundred were
produced befare the war ended of which 185 were in service

by January 1945.

Cost: 88pts (inexperianced), 110pts {(Regular),
132pts {Veteran}

Crew: 5 men
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Weapons: Heavy anti-tank gun
Special Rules:

+ Gun shield

« Team weapon

+ Fixed

TANKS

As with all aspects of the Soviet army Russian tanks were
produced in vast guantities and the tank produced in greater
number than any other was the icanic T-34 — arguahly the best
ali round medium tank of the war. The Russians aiso used many
lend-lease vehicles, including British and American tanks. By the
late war most of these had gone apart from the WM4EAZ Sherman
- beth the 75mm and 76mm gun version were sent 10 Russia.
Players who wish to include Shermans amongst their Soviet
forces can do so using the details provided in the US army lists.

Soviet T-34/76 and tankriders

T-70 LIGHT TANK
Ry the mid-war the Russians had ceased production of light
tanks and turned over most of their manufacturing capability
o more effective vehicles. The T-70
was the last light tank produced in
any number and it remained in
service throughout the war. It was
armed with the 45mm anti-tank gun
and co-axial machine gun,

Cost; 190pts {Inexperienced),
125pts {Regularh,
180pts (Veteran)

Weapons: One turret-mounted

light anti-tank gun with
co-axial MMG
Damage Value: 8+ {light tank]

T-34/76 MEDIUM TANK

The T34 was produced in greater numbers than any other tank
of the war. It was also continually upgraded with hetter armour
and improved guns, making it a match for the German Panzer fV
and a worthy opponent of Panthers, Tigers and heavier German
tanks. By 1944 the earlier production version armed with the
76.2mm £-34 gun had been repiaced by the T-34/85 armed with
an 85mm ZiS-$-53 gun in a larger, threg-man turret. However,
the earlier tank continued in service, both fighting until the end
of the war and — in the case of the T34-85 - well heyond.

Cost: 156pts {Inexperienced), 195pts {Regular),
134pts (Veteran)
Weapons: One turret-mounted medium anti-tank gun with co-

axial MMG and forward facing hull-mounted MMG
Damage Value: 9+ (medium tank)

T-34/85 MEDIUM TANK

The T34/85 was the ultimate version of the 7-34 tank. It featured
a larger turret that was big enough to accommaodate
a third crewman. This meant that the commander
no longer had to also act as the tank’s gunner,
which greatly improved combat effectiveness. The
85mm ZiS-$-53 gun restored something of the
fighting power to the T-34, which had found itseif
increasingly out-shot by later German 1anKs.

Cost:  188pts linexperienced), 235pts {Regutar),
282pts (Veteran)

One turret-mounted heavy anti-tank
gun with co-axial MMG and forward
facing huil-mounted MMG

9+ {medium tank]

Weapons:

Damage Value:

KV-1 HEAVY TANK
The KV - Kliment Voroshilov — was a pre-wat tank that was
thickly armoured all round but also very heavy at 45 tons,
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making it both unmanoeuvrable and slow. Although production
continued until 1943 its technical limitations and unrediabitity
were a constant problem. Once German tanks hegan to be
equipped with guns that could penetrate the KV's heavy
armour its singular advantage over the T-34 was gone. None
the less, units were still equipped with the KV in the final year
of the war, aithough in diminishing numbers as attrition took its
toll upon the survivors,

Cost; 224pts (inexperienced), 280pts (Regular),
336pts (Veteran)
Weapons: One turret-mounted medium anti-tank gun with co-

axial MMG, one turret-mounted rear-facing MMG,
and one forward faging hull-mounted MMG
Damage Value: 10+ {heavy tank]
Special Rules:
+ Slow
« Armoured &l round — the KV was almost as thickly armoured at
the sides and rear as atthe front — so no modifiers apply for
penetration when shooting at the sides, rear or from ahove. All
shots count the full armour value

15-2 HEAVY TANK

The losif Stalin tank was designaed te replace the ald KV heavy
tank and was a far better designed machine with thick frontal
armour and a huge 122mm gun. This weapon was the A19 gun-
howitzer that was aiso used by the Russian artillery. As an
anti-tank weapen it was less potent than its sheer size might
suggest. For one thing itwas very slow to fire as the shelf and
charge were separate, and space within the low I1S-2 turret
was very cramped — two rounds a minute was about all that
could be managed. in its rcle as a tank gun we treat the 122mm
gun as a heavy anti-tank gun but with enhanced HE capability.
Cost: 256pts (Inexperienced), 320pts (Regular),

384pts (Veteran)

Weapons: One turret-mounted heavy anti-tank gun with co-
axial MMG, one turret-mounted rear-facing MMG,
and one forward facing hull-mounted MMG

Damage Value: 10+ (heavy tank)

Special Rules:

* HE —instead of causing D3 HE hits an HE shell causes 2D6 hits

+ Siow load — an |S-2 tank cannot be given an order unti! at least
ane other unit on the same side has already been given orders
{whether successfuily or not)

TANK DESTROYERS

The difference between a tank destroyer and self-propelled
artillery is somewhat blurred in the Soviet army because most
guns were dual purpose — such as the ZiS-3 — and were used
as assault guns {short-ranged artillery supporting an infantry
attack), self-propetied artillery {for long-ranged indirect fire}
and anti-tank guns (engaging enemy tanks with armoured
piercing shells). The following types are the closest to true
tank destroyers — which is to say dedicated to the destruction
of enemy armour with powerfui anti-tank guns.

sU-85

The SU-85 was developed as a stopgap to provide Russian
armoured units with a heavy anti-tank gun capable of
defeating heavily armoured German tanks such as the Tiger
and Panther. It was based on the SU-122 self-propelied gun,
itself a development of the T-34 tank with which it shared a
hasic hody. Once the T-34/85 started to become available
production of the SU-85 ceased and was replaced with the
even more powerfully armed SU-100.

Cost: 176pts (inexperienced), 220pts (Regular},
264pts {Veteran)
Weapons: One casement-mounted forward facing heavy anti-
tank gun

Damage Value: 9+ {medium tank}




with co-
ng MMG,
G

5 206 hits
il atleast
en orders

-propelled
ause most
vere used
in infantry
lirect fire)
armoured
st to true
estruction

e Russian
apahie of
s the Tiger
elied gun,
t shared a
available
d with the

heavy anti-

THE ARMY LISYS

$U-100
The SU-100 was ain up-gunned version of the SU-85 using the
100mm calibre DS10 gun — this weapon had a performance
somewhere between the German 88mm as used on the Tiger
{Kwk 36) and the supericr 88mm gun on the King Tiger {the Kwk
43), but it also had the advantage of a larger shell and hence
superior HE capability. [t was a formidable weapon and the
SU-10G was to continue in Soviet service after the war.
Cost: 240pts {Inexperienced), 300pts {Regular),

360pts (Veteran)
One casement-mounted forward facing super-
heavy anti-tank gun
Damage Value: 9+ (medium tank)

Weapons:

1$U-122
The ISU-122 was a development of the heavy self-propelled
howitzer the ISU-152. Both used the same body and chassis,
which was aiso shared with the new 1S-2 heavy tank.
The ISU-122 carried the A-19 gun - itself a combined
gun/howitzer — but when mounted ento the 1SU-122 it
was primarily used in the anti-tank role. We shall treat
this weapoen as a heavy anti-tank gun but with enhanced
HE capahility. The large fixed casement of the 1SU-122
affords the crew more roem to work their gun, so we
shall ngtimpose the slow reloading rule as we did for the
18-2.

Cost; 240pts (Inexperienced), 300pts (Regular),
360pts (Veteran)
Weapons: One hull mounted forward facing

heavy anti-tank gun
Damage Value: 10+ {heavy tank)
Options:
« May add a pintle-mounted HMG for +250ts
Special Rules:
= Flak (pintle-mounted HMG if fitted)
¢ HE —instead of causing O3 HE hits an HE shell causes 206 hits

SELF-PROPELLED ARTILLERY

In April of 1942 the Russians began development of three kinds
of self-propelled artillery to support their infantry. These were
to hecome the SU-76, SU-122 and SU-152 carrying light,
medium and heavy howitzers respectively, All three
ware based on existing tank chassis, and later they
would be joined hy the 1SU-152 mounting a heavy
howstzer based on the {5-2 tank chassis.

SU-76
The SU-76 was a remarkable weapon that was produced in
greater numbers than any other Soviet armoured vehicle aside
from the T-34. It was based on the lengthened chassis of the
T-70 light tank and featured a duel-purpose 76.2mm Zis-3 field
gun in an open superstructure. It was used as an assault gun,
to provide ranged support, and alsc against enemy tanks - a
real all-round vehicle.
Cost: 92pts (Inexperienced), 115pts (Regular},
138pts (Veteran)

Weapons: One forward facing light howitzer
Damage Value: 8+ {light tank}
Special Rules:

* Open-topped

« Howitzer

« HE (D6}

Soviet SU-76

su-122

The SU-122 mounted an adapted M-30 122mmm howitzer in an
armoured encasement built upon a T-34 chassis, SU-122s
were used to equip medium self-propelled artillery regiments.
From the beginning of 1944 they were gradually phased out by
the SU-152 and more heavily armoured |SU-122 and 1SU-152.

Cost: 144pts (inexperienced), 18Cpts (Regular),
216pts {Veteran}
Weapons: One forward facing medium howitzer

Damage Value: 9+ imedium tank)

Sovigt SU-122M
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Special Rules:
¢ Howitzer
+ HE (206}

§U-152 AND 1SU-152

The SU-152 was the most heavily armed of the three seif-
propelled gun types that entered service in early 1943, It was
designed as a mobile heavy howitzer. This was a role hitherto
undertaken by the KV-2 tank with a 152mm howitzer in a massive
turret. The SU-152 was based on the KV chassis but its forward
facing gun was mounted in an armoured casement. Although
designed primarily to smash fortifications and for bombardment
of enemy positions, # proved highly effective as a iong-range
tank killer thanks to the sheer power of its concussive biast.
From 1944 onwards the SU-152 was replaced by the 1SU-152
which used the chassis of the new heavy tanks — the 18-1 and
later 18-2 — but the gun remained the same as did averall
performance. Note that the |SU-152 had pintle-mounted
machine guns fitted as standard.

Cost: 208pts {Inexperienced), 260pts {Reguiar),
312pts (Veteran}
Weapons: One forward facing heavy howitzer

Damage Vaiue: 10+ (heavy tank)
Options:

= Canhave a pintle-mounted HMG with a 36C-degree arc for +25pts
Special Rules:

+ Howitzer

» HE (3D6)

*» Flak [with HMG fitted)

KATYUSHA

The multiple rocket fauncher mounted onto a truck is one of the
mast distinctive Soviet weapon of the war. The noise it made led
the German to refer to it as ‘Stalin’s Organ’ but to the Russians
themselves it was the Katyusha — ‘Little Katie'. There were
several different types mounting more or fewer rockets, those
carrying the most rockets requiring considerable longer to
reload. All Katyushas were used for long-ranged bombardment
— their mobility enabling them to move quickly after firing to
escape the effects of enemy counter-hattery five.

Cost: B4pts (inexperienced), 80pts {Regutar),
96pts {Veteran)
Weapons: One forward facing Katyusha multinle rocket

tauncher {heavy mortar}
Damage Value: 6+ (soft skin)
Special Rules:
+ Indirectfire
« HE {2D6)
+ Muitiple launcher

ANTI-AIRCRAFT VERICLES

Provision of specialised mobiie anti-aircraft vehicles in the
Soviet army was poor throughout the war and the example
given here is the American built M17 half-track. By the late
war the Soviet airforce dominated the skies in the east and
there was little need to provide ground forces with mobhile
anti-aircraft cover.

M17 ANTI-AIRCRAFT VEHICLE
The M17 used the International Harvester built M5 haif-track
as the bhasis for a powerful mobile anti-aircraft gun. It was
otherwise comparable to the M16 as used by the Americans
and featured a Quad .50 HMG. The Russians used their M17s
against low flying aircraft and also against ground targets.
Cost: 10Cpts (Inexperienced), 125pts (Reguiar),
150pts (Veteran)

Weapons: Four turret-mounted HMGs
Damage Value: 7+ {armoured car}
Special Rules:

+ Gpen-topped

* Flak

ARMOURED CARS

As with all combatant nations the Russian forces included
armoured cars that were used for scouting and sometimes as
light support for infantry — especially during street fighting
where their smail size and manceuvrahility made them
especially useful.

BA-64
The tiny BA-64 ‘Bobik’ {Bobby) became the standard Russian
light armoured car from when it first appeared in 1942 and,
despite its rather primitive appearance and thin armour, it
continued in service until the 1960s. Its chief drawback was its
sole armament of a single light machine gun in an open turret.
Cost: 48pts (inexperienced), S0pts {Reguiar),
72pts {Veteran)

Weapons: One turreted LMG with 360-degree arc
Damage Value: 7+ {armoured car}
Special Rules:

» Recce

¢ Open-topped

BA-10

The BA-16 was a pre-war design that ceased production in
1941, but examples remained in service throughout the war. It
was based on the chassis of a GAZ truck and rather unusually
carried spare wheels on its side, which also heiped the car
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THE ARMY LISTS

from grounding when crossing ditches. lt packed a 4smm gun
in a fully enclosed turret as well as two DT light machine guns.
Although classed as a heavy armoured car as 5 tons, its
armour was no thicker than 15mm atits greatest, so we rate it
with a damage value of 7+ as a light’ armoured car.
Cost: 96pts {Inexperienced), 120pts (Regular),
144pts (Veteran}

Cne turret-mounted light anti-tank gun with co-
axial LMG and one forward facing LMG
Damage Value: 7+ (armoured car)
Special Rules:

+ Recce

Weagpons:

TRANSPORTS AND TOWS

The Russians produced numerous designs of trucks of all sizes
from the GAZ staff car and 1% tonners to larger ZiS2 % and 3
tonners and heavy cargo trucks such as the YaG 5 and 8
tonners, However, the Allies supplied a tremendous number of
trucks and other scft-skins under lend-lease arrangements,
with the Americans alone supplying nearly haif a million
vehicles of ane kind or another. The rugged American trucks
were usad in all kinds of roles including as tows. British trucks
were alsc supplied in their thousands, including the Bedford
3-tonner, as were Universal or ‘Bren’ carriers which were
used for reconnaissance, as artillery fows, and machine gun
carriers. Players wishing to employ these can use the same
details as given in the British list.

TRUCK

Trucks come in all shapes and sizes and are as likely to be
American as Russian — with even a few British examples
supplied during the mid-war period. Most general purpese
military trucks come in around the 2 Y2 to 3 ton mark and would
mostly be used to transport carga or as tows for guns. The
GAZ ‘poltorka’ (a licensed Ford 1929 model) was the workhorse
of the Soviet army throughout the war.

Cost: 3ipts {Inexperienced), 39pts {Reguiar},
47pts (Veteran)

Weagpons: None

Damage Value: B+ (soft-skin}

Transport: Uptc 12 men

Tow: Light howitzer; light or medium anti-tank gun

Options:

+ May have a pintle-mounted MMG with 360-degree arc of fire for
+15pts
Special Rules:
* Flak (pintle-mounted MMG if included)

HALF-TRACK TRUCK

The Russians produced a number of half-track trucks similar
to the Serman Maultier design. These included the GAZ 1 12
ton and ZiS 2 ¥2 ton haif-tracks, which were designed in such
a way that the rear track suspension could be lifted and the
track removed, aflowing the truck to drive on its rear wheels
when required.

Cost: 35pts {Inexperienced), 44pts {Regular),
53pts (Veteran)
Weapons: None
Damage Value: 8+ (soft-skin)
Transport: Up fo 12 men
Tow: Light howitzer; light or medium anti-tank gun
Options:

+ May have a forward facing pintle-mounted MMG covering the
front arc for +10pts
Special Rules:
« Flak {pintie-mounted MMG if included)

GAZ °JEEP

The Gaz §7 Command car was inspired by the US built jeep,
which it superficially resembles. The Russians built just under
5,000 by the end of the war — but received more like ten times
as many actual jeeps, so either could be included in a Russian
army.

Cost: 17pts {Inexperienced), 2ipts (Regular),
25pts (Veteran)
Weapons: None
Damage Value: 6+ (soft-skinned)
Transport: 3men
Tow: Light anti-tank gun
Options:
+ May have a pintle-mounted MMG for +15pts, losing all transport
capacity

» May upgrade the MMG to a HMG for +10pts
Special Rules:
« Flak {pintle-mounted HMG if fitted)

Soviet Gaz 67 field car
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ARTILLERY TRACTOR
The Russians produced a bewildering variety of artilery
tractors of all shapes and sizes, including many that resembled
fully-tracked trucks with tank underpinnings and truck hodies.
Many more were quite literally tractors — adapted from
agricultural machines for military use. Tractors were often
given armoured bodies, such as the T-26 (based on the chassis
of a pre-war light tank) and 7-20 Komsomeiets with its
armaoured crew cabin and exposead benches for artillerymen,
Cost: 12pts {Inexperienced), 15pts {Regular),
18pts {Veteran}
Weapons: None
Damage Value: 8+ (soft-skinned)
Tow: Any anti-tank gun; any howitzer (Kemsomolets light
or medium howitzer}

Options:

* Field as armoured tractor with damage value of 7+ at +20pts

+ Komsomolets — must be armed with forward facing light

machine gun for +bpts

Special Rules:

+ Slow

* Open-topped {if armoured)

M5 HALF-TRACK
The Russians usad the M5 half-tracks that they received under
lend-lease arrangaments as artillery tractors rather than as
armoured persennel carriers, hut we will give them the same
game values as other M3 and M5 carriers and give players the
option. No doubt a few found their way into the hands of elite
formations at the end of the war.
Cost: 79pts (inexperienced),
99pts {Regular),
114pts {Veteran)
One pintle-mounted HMG
in puipit mount with
360-degree arc of fire
Damage Value: 7+ {armoured carrier)
Transport: 12 men
Tow: Light, medium or heavy
anti-tani gun; light or
medium howitzer

Weapons:

Options:

+ May add up to twa additional pintle-
mounted MMGs {one covering the left
arc and one covering the right arc) for
+1hpts each

Soviet Gaz 98 aerosan

Special Rules:
+ Open-topped
« Flak {pintle-mounted HMG}

AEROSAN
The Aerosan was a peculiarly Russian vehicle — a lightly built
sled pushed along by a small aeroplane engine. In military
hands they were used for scouting over areas of deep snow
and ice that were otherwise impenetrabie to ordinary
vehicles. They were alsc used to support ski-troops, towing
supplies or even men, Although restricted o snow and ice
thay are interesting vehicles, and the version shown here is
the support Aerosan with up to 10mm of armour and a Hght
machine gun,
Cost; 40pts {Inexperienced), 50pts (Regular),
80pts (Veteran)
Weapons: Cne forward facing LMG
Bamage Value: 7+ (armoured car)
Special Rules:
+ Snow - the Aerosan can only travel over snow or flatice -
which it treats as normal terrain travelling at the same speed as
a wheeled vehisle, but with the same manoeuvrability as a
tracked vehicle {1 turn per move)
* Open-topped
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APPENDIY 1t

RULES
SUMMARY

THE TURN

TURN SEQUENGE

1. Orders phase

1,

Draw an order die from the dice cup and hand it to
the appropriate player.

The player chooses one of his units and gives it an
order. Place the order die next to the unitto show that
it has received an order. Once a unit has been given
an order i cannot be given another order that turn.
if necessary, the player takes an order test to
determine i the unit follows the order.

The player executes the unit's resulting action.
Backto 1. Once all eligible units have received an order,
the orders phase ends - move to the turn end phase.

2. Turn End phase

Remove order dice for destroyed units, Return remaining order
dice to the cup, except for those units retaining an Ambush or
Down arder.

ORDERS

{ Fire Fire at full effect without meving

2 Advance Move and then fire

3 Run Meve at double speed without firing. Also
used for assaulting

4 Ambush No move/fire, but wait for opportunity fire

5 Rally No moveffire, but lose 6 pin markers

& Down No moveffire, but gain an extra -1 to be hit

FUBAR!

if an arder test roil comes up two sixes then not only is the
order not given but the player must immediately roll on the
chart below. Roli a die to find what action the unit takes.

ford

3,4 50086

Friendly Fire

The unit does not move and opens fire against
a friendly unit, mistaking it for enamy. Place a
fire order hy the unit. The oppesing player
chooses the target. The target must have an
enamy unit within 127, as proximity to enemy
is precisely what has caused the "friendly fire
incident’, If no such target is available the unit
does not fire and goes down instead.

Panic

The unit executes a run order and must move
as fast as possible away from the closest
visible enemy unit. If no enemy are visible the
unit goes down instead.

TROOP QUALITY AND MORALE

Inexperienced 8 Conscript, poor or little
training, no combat
gxperience

Regular g Normal training and scme
combat experience

Veteran 10 Special training (paras,
commandos, marines) and
extensive combat
experience

OFFICER MORALE MODIFERS

Second Lieutenant +1

First Lieutenant +2

Captain +3

Major &

MOVEMENT

infantry [ B %

Tracked vehicie Z 9” i 18"

Haif-tracked vehicle 1‘ £ L
1 Wheeled vehicle 127 ! 24"
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TERRAIN TABLE

Qpen Ground 0K 0K 0K 0K
Reugh Ground No Run No* No : No Run
Obstacle No Run No No DK* E;_
Building oK No* No No {1}
Road GK 0K =2 %2
" Key:
OK ~ The unit can move through the terrain without hindrance — this is the default or normal rate for all kinds of treops over open
ground.

OK* —The unit can cross this kind of terrain witheus hindrance unless it has been designated as an anti-tank obstacle, or
impassable bocage, or the equivalent, in which case it s impassabie to all types of vehicle,

No Run — The unit cannot cross or move within this kind of terrain if urdertaking a run acticn, but can cross or move over with an
advance action.

No —The unit cannot enter or move within this kind of terrain at ali.

No* - The unit cannot enter or move within this kind of terrain, except that it can be deployed within the terrain at the start of the
game. In this case it cannot move once deployed. This represents situations where guns are "dug in’ to positions prios to the battle
as discussed in the section on Artillery.

No {1} - The unit cannot enter or move within this kind of terrain, except that heavy and super-heavy tanks may move through and
demalish some buildings in some situations, $ee the rules for buildings on p89.

x2 - The unit’s move rate is douhled if it moves entirely along a road or track. This enables vehicles to move rapidly along roads
where the opportunity permits.

VEHICLE MANOEUVRE

Tracked 8" i 18" None
‘Halfarack | g 2 o R 1 !
Whesled | 12 | 2 20 |

REVERSE MOVES:

A vehicle can reverse straight backwards at up to half its
standard advance rate unless it is a recce vehicle. A recce
vehicle can reverse atits full advance rate and can manoeuvre
as if driving forward,




APPENDIX H
SHUOOTING DAMAGE VALUE TABLE
Once atargetis hit the minimum score indicated is required to
SHOOGTING PROCEDURE score damage {i.e. 3+ is a roll of 3, 4, 5 or 6 on a die}
1. " Declare target
2. Targetreacts
3. Measure range and openfire
4. Rollto hit Inexperienced infantry or artillery 3+
5. Rollto damage s " .
6. Target takes casualties Regular infantry or artiliery . =
7. Target checks morale Veteran infantry or artillery L
open _ : .
All soft-skinned vehicles .- = 16+
HIT MODIFIERS :
- The basic chance of hitting atargetis arollof 3,4, 50r6on &
ith an die {i.e. a roll of 3+), The following modifiers apply. Armoured car/carrier T+
) Lighttank "~ = - ' B+
Sheoting at point blank range +1 :
of the ! R T e : Medium tank 9+
s hattle Per pin marker on the firer : - T e B o _
' ' Heavy tank 10+
Long range -1
jh and - S i Super-heavy tank
Inexperienced R P R ! B
ads Fire on the move ~1
- Target s ‘down’ infantry or artillery SRR A
Target is a small unit -1
Targetisin'softgover o+l o
Target is in hard cover -2

British Crocodile on the road
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WEAPONS CHART |
i
1
Rifie 24 i wa |- L
Pistot §” 1 nfa Assault ‘
Submachine Gun {SMG) 12" 2 nfa Assault
Automatic rifle 30" 2 n/a .
Assaultrifle 24" 2 nfa Assault
Light Machine Gun (LMG) 30" 3 n/a Team ,
Medium Machine Gun {(MMG) 4 Team, Fixed |
Heavy Machine Gun (HMG) 36" 3 +1 Team, Fixed :
Light automatic cannon 48" 2 +2 Team, Fixed, HE {D2}
Medium automatic cannon 72" 2 +3 Team, Fixed, HE (D2}
Anti-tank rifle 38" 1 +2 Team
PIAT 12" ] +5 Team, Shaped Charge
Bazooka 24" 1 +5 Team, Shaped Charge
Panzerschreck 24" 1 +6 Team, Shapsd Charge
Panzerfaust 12" 1 +B One-shot, Shaped Charge
Light AT gun 48" 3 +4 Team, Fixed, HE (D2)
Medium AT gun ‘ 60" i 45 Team, Fixed, HE (D2)
- Heavy AT gun 72" 1 +6 Team, Fixed, HE (D3}
| Super-heavy AT gun Ba" 1 +7 Team, Fixed, HE {D3}
v Flamethrower (infantry) 6" D6 +2 Team, Flamethrower
Flameathrower (vehicle} 18" 206 +3 Flamathrower
Light mortar ' 12"-24" 1 HE Team, Indirect fire, HE {D3)
Medium mortar L ; 18”-60" 1 HE Team, Fixed, indirect fire, HE {D6)
Heavy mortar 18".72" 3 HE Team, Fixed, Indirect fire, HE (2D6)
Light howitzer ' {07247)-48" i HE Team, Fixed, Howitzer, HE {D6)
Medium howitzer (0/247)-60" 1 HE Team, Fixed, Howitzer, HE {2D6)
Heavy howitzer (0f247)-72" 1 HE Team, Fixed, Howitzer, HE (3D6}
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HE SHOTS
HE shells have a penetration modifier that is fixed to the HE
value, and, in some cases, can result in more "pins’ on the
target as shown an the chart below.

D2

D3 1 +1

B3] D2 +2

2D D3 +3

D6 D8 +4
SHOOTING AT VEHICLES

German Panther Aust A
Vehicle's side or top armour

Vehicle's rear armour

Long range

1orless Crew Stunned. The crew is stunned or momentarily overcome by smoke or shock. Add one additional pin marker to
the vehicle. Place a down order die on the vehicle or changs its current arder dis to down te show that it is halted
and cannot take a further action that turn,

2o lmmabfhsed Pan ofthe vehm.’e s tracks or wheels are blown apart, Add one additional pin marker to the vehicle.
s The vehicle cannot move forthe rest of the game. Place a suitable marker or ioken by the vehicle to show this. If the
“vehicle has already taken an action this turn ﬂ|p the order die to down to indicate it has been broughtto a halt. If a

further ;mmobsl%sed resuit is suffered the crew abandon the vehicte and it is considered knocked cut {see helow).

3 On Fire. The hit ignites either the vehicle’s fuel or ammunition. The crew are driven into a blind panic, fearing to he
trapped in a burning wreck, Add ong additional pin marker and then make a morale check for the vehicle. If the test
is passed the fire has been put out or fizzles out of its own accord. Place a down erder die on the vehicle or change
its current order die to down to show that it is halted and cannct take a further action that turn. If the test is failed,
the crew abandon the vehicle and it is considered knocked out {see below).

4,5o0rb Knocked Out. The vehicle is desrroyed and becomes a wreck. Mark the vehicle in some fashion to indicate itis

. wrecked — a blackened cotton ball and/or an upside-down turret wark quite well. Some players like t¢ use models of
-wrecked vehmles mstead Either way, wrecks of armoured vehicles count as impassabie terrain. If players prefer
not to bother with wrecks, destmyed vehicles can be removed altogether, perhaps blown apart by an internal
‘axplosion leaving only scattered debris.

Superficial Damage - Roll D83 Fuli Damage — Roll D6
Massive Damage — Roll two results {see betow) Open-topped hit by indirect fire — Add +1
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CLOSE QUARTERS

CLOSE QUARTERS PROCEDURE - INFANTRY VS INFANTRY

Declare target
Target reacts
Measure move distance and move assaulting models
Fight first round of close quarters
Attackers rolt to damage
Defenders take casualties
Defenders roll to damage
Attackers take casualties
. Loser surrenders and is destroyed
Resolve draws ~ further rounds of ciose quarters
Winner regroups

INFANTRY ASSAULTING VEHIGLES
infantry cannot assault & vehicle making a run action unless
subsequently immehilised or otherwise brought to a hait.

An infantry unit that is not equipped with anti-tank weapons
must take and pass an order test with a -3 modifier when
attempting to assault any kind of fully enclosed armoured
vehicle.

Vehicles can fire their weapons at infantry starting their
assault from more than 8" away and within the weapon's firing
arc in the usual fashion. Recce vehicles can react by making
an escape move as described on p35.

Vehicle advancing
E Otherwise

Vehicle run

Damage roll = number of hits scored + 06

if the vehicie is a soft-skin or open-topped it is destroyed if
damaged. If it is an enclosed armoured vehicle roll on the
Damage Results table. Infantry not armed with anti-tank
weapons can only score superficiai damage.

If the vehicle survives the assault is over and assautting
infantry regroup.




