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Kampf - Battle
Gruppe - Group

Kampfgruppe n. German, 1, A term referring to g
German adhoc combat formation, most commonly
used in World War II, which included tanks, infantry
and artillery, usually formed for g specific mission or
operation. A Kampfgruppe could vary in size from a
regiment to a company or platoon. They were commonly
named after the formation’s commander. 2. The Allied
equivalent was referred to a5 4 battle group, task force,
combat command or combat team,
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, I< ampfgruppe Nomiéndy is a game'of‘combined arms

actions during World War II. You take the role of a battle

group commander and under your command will be tanks,
infantry, artdlery, armoured cars, possibly aircraft and all

manner of other specialised units. With these units at your

command you must advance, engage. and defeat the enemy!

FIRST PRINCIPLES

SCALE I

Although usable with any scale of models thxs game has been
~ designed for use with 1/72nd (and 1/76th) scale vehicles and
~ 20mm infantry. This provides a good scale for gaming and
ranges of highly detailed models in resin, plastic kits, metal

and diecast of armoured vehicles, infantry and also terrain

such as buildings and trees are readily available.

Kampfgruppe is a game played on a model scale of 1:1. That
is to say that one infantry model is actually representing a
single infantryman, and likewise one tank is also one tank.
Unless you are playing with a lot of models on a large table, the
actions you are recreating will actually be quite small (when
compared to the real thing). This is not a wargame that depicts
the actions of entire brigades or divisions, more the actions of
platoons, troops and companies.

The game does not use any pre-set ground scale. The ground
cale is purely abstract, designed to provide an entertaining
game over a 6'x4' table, but preferably a bit larger. Weapons
anges are limited when compared to the real thing, bur it
be impossible to represent real life ranges (especially
for hlgh velocity guns and artillery), on the size of table most

. gamers will be using.

here is also no set timescale. You might like to imagine that

te battle you play is actually an hour or two of combat. Each

ength is elastic, so a single turn could be representing 10

‘or 20 minutes of moving and firing, or it could be contracted

to represent just 30 seconds of intense close quarters action,

‘where a lot can happen in a very short order. Ultimately, this

s not a simulation of combat but a game, and such issues are
secondary to providing entertainment for the players.

MEASURING DISTANCES -

You will be required to measure distances during a game.
Firstly, do not pre-measure any distances. It is up to the player
to estimate as best he can distances when shootmg at the

enemy and moving his units. Only measure dlstances after an‘

action has been declared

When measuring for movement, measure from
veh1cle to the front of the vehlcle (not the front to the back),

le is takmg a meandermg route (say between;

man mfantry squad has

front of thé‘

- vehicle wishes to turn around then measure

the front of the vehicle must travel to do s0 1
of the model) If it wishes to turn around again (com
done to keep a vehicle’s front armour facing the enemy)

it must again use its movement allowance to do so. Also

ot 18 not free it requlres a m@ve‘actxo

For fmng between and at vehicles, measure the dlstance from

the hull to the hull (not the barrel end). Some very long guns

can gain unrealistic extra inches this way because the model to
ground scale is skewed.

For infantry units the range o and from a unit should be /
judged on the majority, measuring to the closest target. Ifa
men within 8" of the closest ¢

and four men further than 8" away then the squad wo

as bemgm close assault range. If the spht is exactly e

the unit counts as at the closer range. If a single model from a
target unit is within range, then the rest of the target

still be engaged.

This principle also apphes to indirect fire. If a unit, ot anyp
of a unit, is within 8" of a target marker for indirect fire t
it can be affected. For vehicles this means the huH or pa
the hull is within 8" - not just a long gun barrel or a p
stowage added to the model.

LINE OF SIGHT

Sometimes you will need to use ‘line of sight’, to see

unit can see another. The best way to do this is to get down
and have a look from the model’s perspective. Players should
in the interest of a fun game, give the benefit of any doubt
the firer, but conversely should allow the target the benefit 0
a better concealment save to compensate for the fact that th
enemy has a dubious line of sight. Some terrain featu

as woods, will restrict the ‘true’ line of sight rule.

UNITS
~ ‘Unit’ is a game term used to de51gnate a model or grou
models as a single entlty for the purposes of the rules

, lAn infantry unit will be one or more models caﬂed a squad
~team in the army lists, the models of which always act together
A squad is a larger unit, often carrying other weapons al
with their standard small arms. Arteam is a smaller unit, usual
the crew of a weapon such as a machine gun or mortar. As

of the same unit, infantry models should remain within
‘of another model from the unit, formmg a chain. Be a 1‘; i




',ay‘ofydes oying nen‘cldse‘d’ armoured vehicle is
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TABLE SIZE
As a general guxde the larger the points value of yo
the larger the table you'll need to play on. A lot of mod
~ on a small table doesn’t leave any room for manoeuvring and
doesn’t look much hke a World War' battle. An overcrowd
table will result in 3 head'on clash and a war of attritio
because there is nowhere else for the units 10 go.

Here s are some basic gmdehnes for tabl - sizes, with the provl ;
that it is always worth playing on the largest t‘ bl le you can
anage in the space you have avallable '




;‘Opponent upon request

‘ PEN AND PAPER

‘Useful for makmg notes, keepi

. pendlture writing down the location of a reg1stered target3
ot drawing a sketch ap of the batdefle

shortened © D6) About 10 of these W1H be sufﬁcxe
: omenmes you might be asked to roll 2D6, this means :
o dice and add the results together. So a result ofa? a
5 would be added together for a total of 7. Sometimes
ill be quicker to roll multiple dice together than rol ing them‘ ,
dividually. - ‘ . - n only ever r ny lice once. You may :ever re

ofthe rul




- then roll
edge w'ﬂ
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SUPREME COMMANDER .

If the supreme commander is part of a battle group then
one Command and Control dice may be re-rolled. The
second dice roll must stand, even if it is less than the
first roll. In all cases only a single dice is re-rolled. So, if
3D6 are rolled, one dice may be chosen to be re—roﬂed
(usually the 1owest)

Exampl , v

Ina Company»wzed game my battle group has six command
units, including a supreme commander. I roll 2D6 and score
7 (a 5 and a 2). I have a supreme commander so I elect to
reroll the 2 and this time get a 4. My dice roll total is now 9.
Adding my six command wnits to this means [ can activate 15 |
units this turn.

DESTROYED COMMAND UNITS

A command unit always counts towards the Command and
Control total whether it is currently on the table or not (it
is assumed that it will be in communication with forward

units and issuing instructions regardless of where it is). But,

if a command unit is destroyed or withdraws or, for whatever

reason is no longer part of the game, then it no longer counts

towards the Command and Control roll. It is worth keeping a
separate note of the number of command units you have (your
battle group roster includes a place for this) and reducing it as
you need to. V

ACTIVATION

~ Once the Command and Control roll has been made, a
commander can start activating his units. To activate a unit he
simply declares which unit he is activating. A commander can
activate any unit he likes, except for units which are suppressed
(see later) or units which are still in reserve (ie, not yet on the

table).

Suppressed units can never be activated. A unit which has

been suppressed but later loses its suppression marker becomes

available for activation again in the next turn. Each unit can

only be activated once in a player’s turn.

Keep a record of how many activations a player has made, 50
that he doesn’t exceed his Command and Control total. It is .
best if your opponent does this whilst you are taking your turn.
He can simply keep track with tick marks on a scrap of paper,

or by using dice and turning them so the total shown is the
amount of actwatlons left.

Units are activated one at a time. Once activated a unit may k
take two actions, both these actions are resolved before movmigi

onto the next umt to be actlvated

‘ ; British Army
. Sherman Command tank

. .

FAST ACTIVATIONS

Speed of play can be increased if both players allow
their opponent to use ‘fast activations’. This means
that rather than being a stickler for one unit taking two
actions, followed by another unit taking two actions,
the players take multiple actions together. If several
units are all going to take the same actions (often two
_moves), then rather than do each in turn, it is perfectly
acceptable for a player simply to say ‘these four units all
take two moves’, and move them all at the same time.
The activation count is still reduced by four.

 Likewise, a more free and easy approach to activations
can see several units move, and then return to them later
to complete their fire actions. So long as the targets are
preselected so that there is no advantage gained this
is also fine. With experience players will find that in
friendly games, activations and two actions can be run
through at speed by allowing this more flexiblé approach.

SUPPRESSION REMOVAL
At the end of a player’s turn, after all his units have been
activated, a commander may remove suppression markers from
his own units. To do this he must first take counters from the

 battle group morale cup. This represents the general effect of

enemy fire on his battle group’s morale and co-ordination. For
each morale counter taken roll a D6. So for one counter roll
a D6, for two counters roll 2D6 and so forth. The total of the
dice roll is the number of suppression markers that can be
removed from units of the commander’s choice. Commanders
are at liberty to take no counters (and remove no suppression)

or take as many counters as they like, there is no maximum
- limit.

ENEMY MORALE CHECK

At the end of a player’s turn he should ask to see if his actions
- ‘have caused the enemy battle group to exceed their battle
 oroup morale total. The opponent should not reveal his total,

orjly if his battle group is capable of continuing to fight or not.
f not, the game ends. If he can continue, then he now starts




kmg

cover and dodgmg through the enemy’s return ﬁré Tanks

grind forwards, Weapons blaze . curtam of suppressmg fire as

wn about them,

whilst antlrtank guns wait in ambush concealed hedgerows
before sending h1gh velocity shells screaming at their targe
Kampfgruppe Normandy represents all th1s bat i

i Command and Control
imand and control dice for thls turn

; first action
2b. Resdlve the.u econd action

3. Activate second unit and declare two Actlons for 1t.
3a. Resolve the ¢ unit’s first acnon , .
3b. Resolve the kumts second actlon "

4. Repeat'st‘:kigke: 3 ~ ,
Repeat stage 3 until the n mber of units actlvated equals '
the command and ¢ contr

Temove suppressi
D6 suppression mar]
Suppression marke

his turn, starting atstep [

- COMMAND AND CONTRO

chaos and confusmn of battle

. utndula'ting ro:und, with'many moré pla‘cé

VIBW There WIH also be a lot of smoke dust and




EXAMPLE OF A TURN

lam playmg a company—sued game with my British battle group. It has four command units, including a supreme commander.

1 COMMAND AND CONTROL ,

First 1 roll for Command and Control using 2D6+4.
Rolling a 4 and a 1 my dice total is 5. Using my supreme
commander option I re-roll the 1, this time scoting a 4. The

dice total is now 8. Addmg the 4 for my command units "
the total is 12. I have 12 actrvatrons thrs turn, which I use

as follows:

2 ACTIVATIONS

ACTIVATION 1 ,
I choose a Sherman Firefly tank and declare to move,

then move agam.f These two moves are both resolved.

ACTIVATION 2

I choose another Sherman tank and declare to move and
direct anti-tank fire against an enemy Panzer IV. I move
the tank into position and then resolve the anti-tank
shot (it misses!).

suppressing fire - indirect, then suppressing fire - indirect ‘
again and shells the FAO's target marker twice, As it is a
battery of three guns this takes three activations.

ACTIVATION 10

~ The second 25 pdrs fires twice.

ACTIVATION 11
The third 25 pdr fires twice, concluding the ‘fire of

effect’ bombardment. All the above six shots were

resolved together for speed.

ACTIVATION 12
An infantry platoon command squad requests an

_ artillery fire mission from my 3" mortar team.

Note: I have no more activations this turn with which

to fire for effect, but in my next turn I can still activate
, r . the 3'mortar team to engage the target marker that the
ACTIVATION 3 ~ platoon command squad has placed.
An infantry squads declares suppressing fire agamst n
enemy machme gun team, then moves. k 3 SUPPRESSION REMOVAL

 Having completed all of my activations [ currently have
ACTIVATION 4 . ‘ four suppressed units on the table, so I choose to take
A medium machine gun team declares suppressing fire one morale counter and roll a D6 to remove suppression |
against an enemy anti-tank gun, then suppressing fire markers. I roll a 2 and remove a marker from a Sherman
again at an infantry unit. Both shots are then resolved. tank and a marker from my scouting armoured car.

ACTIVATION 5
An M35 half track towing a 6pdr anti-tank gun declares it
will move then deploy. The M5 moves forward then the
gun is unlimbered.

ACTIVATION 6
The just deployed 6 pdr anti-tank gun declares covering
fire. This is the only action it can take.

ACTIVATION 7

A Bren carrier transporting my forward artillery
observer declares it will move, then deploy. It
moves behind a large building, then the FAO team
deploys directly into the building. k

' British Army Sherman Firefly
ACTIVATION 8
My FAO team requests an artillery fire mission from my .

dedicated off-table battery of dedicated 25 pdrs. Thisis 4 BATTLE GROUP MORALE CHECK

the only action it can take this turn. A target marker is = I ask my opponent if my firing this turn has forced hIS
positioned as the spotter round. ~battle group to withdraw. It hasn’t, so he will fight on. My
' turn now ends and his begins.

ACTIVATION 9 , ‘
Firing for effect my dedicated off-table battery of three
25 pdrs responds to the FAO s request. It declares







MOVEMENT EXAMPLE

A jeep wishes to move down a road and through a gate
24" away and into a field. The intervening road is blocked
by a knocked-out Sherman tank 20" up the road.

When activated the jeep is already on the road, so it can
move 60", quadrupled to 24". This is reduced by D6 for the
Sherman obstacle. The roll results in a 5. So the jeep can
move a total of 19" this action. This is not far enough to
get the jeep past the obstacle, so it is moved 20" up to the
Sherman and then halts.

On the jeep’s next move action it has to roll for the
obstacle again. It rolls a 1, so it can move 23". It reaches
the gate after 4", leaving 19" for CIOSS-COUNTry movement,
This is quartered for moving off road, leaving 4.75" (call
it 5") of movement into the field.




DEPLOY ACTIONS

A deploy action allows an infantry unit to disembark from

a transport vehicle, to exit a building, to embark onto a
transport vehicle or move into a building. Deploy is also used
to unlimber or limber a gun to its towing vehicle.

For infantry exiting or entering a vehicle, the deployment
action must be taken by the transport vehicle, not the infantry
squad. Once deployed the squad are free to be activated and
take two actions as normal.

For infantry entering or exiting a building, the action must be
taken by the squad itself. To enter a building the majority of
the unit must be within 3” when the deploy action is taken.
An infantry unit leaving a transport vehicle or a building is
placed anywhere within 3” of the model, including in another
building.

For limbering or unlimbering a gun, the action must be taken
by the towing vehicle.

A gun wishing to unlimber from a towing vehicle is placed
‘anywhere within 3" of the towing vehicle, facing any direction.
The gun remains free to be activated. Likewise, a gun can be
limbered onto a towing vehicle if the gun is within 3" of the
tow when it uses the deploy action.

DEPLOYING INTO OCCUPIED BUILDINGS

A unit cannot deploy into a building that is occupied by an
enemy unit which is not suppressed. In this case the enemy are
holding the building and will be fighting to hold it. No-one
is foolhardy enough to make the rush over open ground to
doors, windows, etc, that are well defended.

A unit may deploy into a building which only has suppressed
_ enemies in it. In this case the units are now in very close
proximity, or more likely intermingled, and confused close
~ range combat will be occurring. All units inside a building are

‘in hard cover for concealment, even if an enemy unit is also
_ inside the same building.

TRANSPORT VEHICLES

Transport vehicles are those that carry or tow other units,
such as an armoured halftrack carrying an infantry squad or
a truck towing an anti-tank gun. The Equipment Data section
gives details of how many models a transport unit can carry
as passengers. Who these passengers are is entirely up to the
owning player. Sometimes it will be obvious, other times it
will require the owning player to make a note of exactly which
units are in which vehicles.

Transport vehicles can be used to transport any other units

they like, but they can never exceed their transport capacity.

TANK RIDERS
- Through the Second World War it was not uncommon for
infantry to hitch a lift upon tanks (or other armoured vehicles)

as tank riders. A tank is assumed to be able to carry up to
maximum of 12 models. Do not try to balance all 12 mods
upon the tank, instead leave two or three models just behin:
the tank to show that there are tank riders onboard and
remove the others from the table until they deploy.

Tank riders can be engaged by enemy fire and count as if in the
open for concealment saves. They are observed as for the tank
they are riding. If a tank is hit by antitank or high explosive

fire whilst it has tank riders onboard then each unit being

carried takes a Light 3 HE hit and the units are immediately
moved off the tank, within 3" and are marked as suppressed
- infantry will not remain onboard a tank if it is under fire.

. Tank riders get on and off a tank by using the deploy action,

exactly as for other transport vehicles.

SPECIAL RULE: SOFT- SKIN
WITHDRAWAL

British Army Bedford QLT R

It is not generally the role of soft-skinned vehicles to
get involved in the fighting at the front. They are not
designed to take enemy fire and are easily destroyed.
Because of their vulnerability they have a special rule |
unique to soft-skinned vehicles. If a softskinned vehicle
is activated it may take both its actions to make a special
‘softskin withdrawal’ move. This sees the driver finding
the best route to escape the enemy and find safety. Simply
remove the soft-skinned vehicle from play - it has sped
off at top speed, found cover and takes no further part |
in the game. Do not measure distances for movement,
etc, just take the model off and assume it has found the
quickest route to safety. No morale is lost for this move,

This rule allows softskins to move on the table normally |
whilst transporting passengers or towing guns, but
to quickly get away after their job is complete. Rather |
than staying on the table and risking getting destroyed
(and costing morale) a soft-skinned vehicle can escape
without requiring many valuable activations to get them
to safety, saving precious activations you’ll need to ﬁght '
the enemy! '










2 .SUPPRESSION EFFECTS

I S 18 1116 Challce that y()ll flle WIH SE€riously worry the ta ge wel ()llg] to ]Ilake them Seek cover, hut kEI d()WIl and Stay d()Wn.
CI’OSS referenCng YOUI Ine type Wlth the target ty pe belOW w IH glVe yOu the D6 IOH Ileeded to Suppress the taIget'

Alircraft
Small Arms Infantry/Deployed gun Soft-Skin vehicle  Open-topped Armour Enclose;i +Armour ’ ircr.
mall Arm: 1 ‘ = ’ k
At Close Assault (0-8”) 2+ ;: - ;
At Short Range (8-16”) 3+ u 2 ’
At Effective Range (16-24”) 4+ . . . ;
At Long Range (24”+) 5

or greater

High Explosive Shell
Light o
Medium 4+
Heavy ot
Very Heavy 2t
Fail - No effect.
Pass - Target unit must take a Concealment save.

EXAMPLE OF SUPPRESSING
BIRE = SWMATLL ARMS
A British infantry squad of eight men with a Bren light
machine gun are attempting to suppress an enemy
machine gun team of three men occupying a building,
20" away, ie, at long range.

First they roll a D6 to hit and score a 3, suppression,
Small arms firing at infantry at long range suppresses on
a4+. They roll a 4, a success! The enemy must now make
a Concealment save. The target is in hard cover in the
building so their basic save is 4+, They roll a 2. They fail

and become suppressed by the hail of bullets whizzing
past them.




EXAMPLE OF SUPPRESSING
FIRE - HIGH EXPLOSIVE
A German Panther tank is attempting fo SUppIess a
British 6 pdr anti-tank gun in a wood 34" away. It decides
to use a HE shell for the task. First it rolls for suppression
and gets a 4 - suppression effect. The suppression effect
for medium HE (the Panther’s 75mm gun is rated as
medium) against a deployed gun is 4+ The roll is a

5, success! The gun must make a Concealment save,
which for an obscured gun is 5+. They roll a 3 and the
crew become suppressed, taking cover from the shells

detonating close by.










2. ADD UP FIREPOWER

When using direct fire from small arms, add up the firing unit’s firepower using the Firepower table below. This gives you the
number of D6 you use to roll to hit.

Weapon : Firepower Maximum Range Minimum crew required
Infantig smallarms. 0 lperman | Beewe@® ... - ...
Light machine gun (LMG) 2 Effective(24") 1 man

Mediim machineoun MGy 50 0 . b3 . . lmen

Heavy machine gun (HMG) 7 Long (32")

Small autocannon (20mm) 5 (light HE) ~ Extreme(48")

Large autocannon (37mm) 6 (light HE) Extreme (48")

Multiple autocannons: 9 (@xlight HE)  Extreme (48"} =

Multiple HMGs 10 Long (32")

Tank MG (bow or co-axial) ~ 3(each)  Long(32")

Pintle-mounted MG 6 Long (32")

emetbeonee,. . i e a8y

8. ROLL, TO HIT

Roll all the firepower dice to hit. The scored required to hit is based upon the range to the target.

Range 08" 816" 16"24" 24"32" 32"40" 40"48"
Close assault Short Effective Long V.Long Extreme
ShllammNE s .
MMG gt 4+ 5+ 6+
NGARENG . a0 sy 5
Autocannon® 3+ 5+ 6+
Bametheowere 0 2 i 2 .. . .

* Autocannons when used as small arms only. Treat as anti-tank fire when engaging armoured vehicles.







EXAMPLE OF DIRECT EIRE
SMALL ARMS VS AN
INFANTRY UNIT ' .
man medium machine gun is targeting an
ﬁmaie%ritish infantry squad (including an LM}? ar;i
PIAT) that is behind a hedge, 14" away. The Britis squd a
did not fire last turn, so first the machine gunners nee :
They roll a 4, spot the Tommies an

4+ to observe them.

i i has a firepower
fire. The medium machine gun
Z?HS?%?& dice will be rolled. At 14" (short rang.e) they
need 4+ to hit. Of the five dice rolled, three are hits.

The British player must now make three Concealment

saves against the hits. The hedge is V'lSUE.il cover s;)vzhiz
Concealment save is 5+. Of the three dice one s -
made and two failed, so two models Abec.omeécz‘lsua Hed.
Checking to see if a special weapon is h1F a 1sh roBrer;
The British player must choose to lose ecither the

PIAT (he chooses the Bren IMG). Two

gun or the Morale check

i ight isn’ force a
casualties from eightisn't enough to

on the squad.

EXAMPLE OF DIRECT FIRE
- SMALI, ARMS VS A SOFT-
SKINNED VEHICLE

A British squad of six men including a Bren LMG and
PIAT are targeting a German medium truck towing
a 75mm antitank gun (and carrying its three crew as
passengers). The truck is 20" away up a road. The truck is
a vehicle in the open which hasn’t fired, so to observe it
the Tommies need a 2+. A 3 is rolled and the Brits have
spotted their target.

The squad has a firepower of 5 for the men (the PIAT
man will use his small arm), with 2 for the Bren LMG,
totalling 7. Seven dice are rolled. At effective range they
need 5s to hit. Four hits are scored. A vehicle in the open
gets no Concealment save, so four hits are taken, The
medium truck can only take two hits before it is destroyed,
s0 it is shot-up and lost. The remaining two hits pass on
to the passengers. These get a 5+ visual Concealment save
against the hits, Two dice are rolled needing 5+, but both
fail. Two of the passengers are also casualties.

Two casualties from the three crew is enough to cause
a Morale check. Rolling on the Gun table (they are
gun crew not infantry), a 2 is rolled - Abandoned. The
surviving crewman runs for his life, leaving the shotup
truck and the gun behind - an effective ambush.

Note, in this case the destroyed truck means one Morale
counter is taken, but also the gun (a second unit) is now
abandoned, so a second Morale counter must be taken.










Roll 2 D6 to

16"24"
24"32"
32![40“ o
40748"

Modifiers

EXAMPLE OF DIRECT FIRE
WITH HIGH EXPLOSIVE

A 75mm gun armed Sherman tank is engaging a German
infantry unit of six men behind a wall, 28" away with

high explosive shells.

The infantry are obscured (by the wall) and did not fire
last turn. Needing a 4+ to spot them, the tank rolls 4 6
and can see them clearly enough to fire at them.

At 28" the tank needs a basic 4+ to hit, but the target
is obscured, so this is modified to 5+. Neither the firer or
the target unit moved. He rolls a D6 to hit and gets a
5 a hit!

For damage the 75mm gun is rated as medium 4. So
rolling four dice, each 4+ will cause a hit. Two damage
points are rolled.

The infantry are in hard cover (the wall) and so make two
saves at 4+. Two dice are rolled and one is saved. One
model is removed as a casualty from the explosion. One

The abandoned wreck of an SdKfz 234/3 heavy armoured car i
nspected by British (possibly Polish) soldiers and a local. (TM)

casualty from six isn’t enough to force @ Morale check.




Below: D-Day, troops take shelter in the lee
of an MIVO Wolverine. (TM)




08"

8-16' Sh
16"24"  Effecti
24'37" 1o
32"40"

40"48"

O G0 ~1 O Ut B W

Gun Penetration value

1% the 2D6 score is

I¥ the score is a dou
fomser move.







15 an armoured |
passengers thes
D3. Remove this
unit. The surviv

and are marked as st

unit to take a mor
to see if any spe

a deployed gun. R
-1 modifier (bec:
wse of available
penetrate as nor

armour value of

sounds used to en

Owerleaf:

lbme aerials), from

W fire on D-Day. (IW

EXAMPLE OF DIRECT FIRE
ANTT - TANK
A German DPanzer IVH is attempting to engage d
Sherman Firefly from the front. The Firefly is obscured in
the edge of a wood, 19" away. The panzer’s two declared
actions are direct fire - anti-tank and move.

First the Panzer [VH must observe the Firefly, being
obscured by the woods it requires a 3+ (the Firefly didn’t
fire last turn). The Panzer IVH rolls a 4 and can see
its target. To hit at effective range it needs a basic 3+,
modified by -1 for the Firefly’s cover and another -1
because the Panzer IVH has already declared it will be
moving as a second action (to avoid the Firefly’s return
fire no doubt!). It needs a 5+ to hit. It volls a 5 - a hit!

At 19" range the Panzer IVH’s gun has a penetration
value of 10. The Firefly’s front armour is 7 Cus
referencing on the Armour Penetration table it needs 6+
to penetrate. Rolling 2D6 it scores an 8. Kaboom! The
Firefly is destroyed ~ score a kill to that panzer crew. The
destroyed wvehicle means the British player must take a
Morale counter







end> off the table then t c artlﬁery
further actlon is taken







To call fire do

fire and spot fo
type of fire is

MORTARS

These weapons
infantry at the
2bility can be u
Zedicated support
action as detaile

LIGHT MORTARS

Light mortars do not use the normal indirect fire rules,
instead they can be fired either as Suppressing fire - High
Explosive or as Direct fire - High Explosive. They must
spot for own fire. They have a maximum of long range
(24"). Light mortars have a HE rating of Light 3 and an
Armour penetration value of 1.







EXAMPLE OF INDIRECT FIRE

FROM GENERAL SUPPORT
My British forward artillery observer uses the ‘request
artillery fire mission’ to gain some general support. First
I must see if the request is successful. I use a high priority
request, which needs a 3+. I roll a 4 and pass. Next place
the target marker in the FAO’s line of sight. Now I need
to contact the guns. As general support I can choose from
Brigade, Division, Corps or Army support, with each level
requiring one radio check.

Feeling lucky I go for Corps support, requiring three checks.
I roll three dice and score 4, 6 and 1. The 1 fails and would
end my fire mission, but | use my forward signals unit to

re-roll the 1. This time I get a 3 and pass. 'm through to
the guns.

Next, I determine what type of guns these are by rolling on
the Fire Mission Request Corps table in my army list. I roll
a 5 and get a battery of 3 x 5.5" guns. For target deviation
my opponent rolls 7, whilst I roll 10. I win. The spotter
round is smack on target.

Now to fire for effect. I activate my three guns and fire both
twice for six shots in all. I roll six dice scoring: 4, 6, 2, 3, 1
and 1. The two misses are discarded. The 6 (direct

EXAMPLE OF INDIRECT FIRE
FROM DEDICATED GUNS
I activate my battle group commander and take the ‘request
artillery fire mission’ action. It is a request for fire from my
dedicated off-table 105mm howitzer battery of three.guns.
As dedicated support the battery is automatically available,

no dice rolls are required.

As the observer, the battle group commander places the
target marker within 72" and in his line of sight. Next
I noeed one radio check to speak to the guns. I roll a 3,
which passes. For target deviation my opponent rolls an 11
on 3D6 and I roll @ 9 on 2D6, so he will now move the
marker 2" in the direction shown on the Scatter dice. The
shotter Tound. is now complete, which ends the battle group

commander’s action.

Now for ‘Fire for Effect’. Next I activate the three guns
of my battery, using three activations. All the guns ta‘ke
s :Suppressing Fire — Indirect’ actions. I need six dice
(three guns both firing twice equals 6 shots). l.mll th'em all
scoring: 1, 2, 4, 4, 5 and a 6. There is one dl.v‘ect hit, four
suppression effects and one miss. The miss is discarded. The
direct hit is placed on the unit closest to the target marker

Opposite: A 5.5"

hit) is placed on the closest target (a truck with an infantry
squad still inside). The first suppression is placed on the
truck again, then the next closest unit is the infantry squad
inside. There are no other targets within 8" of the target
marker, but I still have a suppression. I place another
suppression on the truck.

For the direct hit the 5.5" gun is rated as Heavy 6, so I
roll six dice needing 3 or more, and score four hits. The
first two hits destroy the medium truck, the extra two hits
are passed on to the passengers, who get a 5+ Concealment
save. Both fail and two passengers are removed. With the
truck destroyed, the survivors are placed within 1" of the
wreck and are automatically suppressed.

I can ignore the two suppressions on the truck (it is already
destroyed) and move on to the infantry passengers inside.
They are already suppressed by the the sudden immolation
of their transport. If they wheren’t then Heavy HE
suppresses on a 3+. [ roll and pass. The infantry unit gets
a Concealment saves, and need 6+. If failed the surviving
infantry would be suppressed.

That ends the fire mission and [ remove the target marker.

(an enemy infantry squad in the open). The first suppression
marker is also placed on the closest unit, whilst the others
go on the next three closest units (a truck, a She*rmgn t(:nk
and one of my own infantry squads). All are within 8" of
the target marker and so can be affected.

Now I roll for the direct hit's damage. My 105mrT1 shell
has a HE rating of Heavy 5. I roll five dice, needing 3+
to inflict damage. I score three damages, which the'enen}y
infantry unit then make concealment saves of 6 against (m:
the open). All fail and three models are removed — Kaboom!

Medic!

Next I resolve the suppression effects. The closest unit (the
infantry) is suppressed by heavy high explosw? ona3+. Thff
next (a truck) is suppressed on a 2+, the third (a tank) is
suppressed on a 5+. My own infantry are suppress?d on a
3+. Each target attempts a concealment save against the

suppression.

The target marker is removed, rounds complete, the artillery

stonk is over!







Fighter-Bom

EXAMPLE-ANTI - AIRCRAFT F];RE

A quad 20mm AA gun is engaging a Spitfire fighter.
First it rolls for Suppression To-Hit and gets a 3,
Suppression. Next it rolls for Suppression effect. As a

EXAMPLE-ANTI-ATRCRAFT FIRE
A 20mm autocannon on covering fire is attempting to
engage a Typhoon as it makes an attack run. First it rolls
for Suppression To-Hit, and gets a 6, a direct hit. This
attack is now treated as direct fire.

There is no need to roll for observing, so next the gun needs
to roll to hit. The 20mm autocannon has a firepower of
5, so five dice are rolled. At extreme range (the weapon’s
maximum) it needs 6s to hit. From the five dice, two
hits are rolled. Aircraft always count as a vehicle in the
open so get no Concealment save. The Typhoon takes two
points of damage. The Typhoon is a fighter-bomber so
has four hits, so the damage is recorded and the aircraft
cannot now continue this attack run. As a vehicle that
has been hit but not destroyed it is requested to take a
Morale check. A 4 is rolled, the Typhoon is OK, the pilot

20mm autocannon it counts ds light HE, so suppresses
aircraft on a 5+ As a multiple autocannon it get$ t.wo
wolls. It scores a 2 and a 6. The 6 suppresses the Spitfire,
which has no concealment save, so it is suppressed c‘lnd
forced to break away from the battlefield by the welght
o.’ fire, climbing away to safety. The Spitfire will remain

suppressed until its suppression is removed.

keeps his nerve despite the shells shredding his aircraft, he
might be back for more next turn!

Once it has be
with his turn as normal.

Covering fire is us"ed"('aé the ﬁameisu gests) to cover areas ¢ As the player initia

the battlefield against e my moves or attacks, pr¢§7€"' i ‘ eXactlywhén'the?shoy .
enemy from being able to move from cover to cover w houkt_a' ‘when it is at best é'dvantagé;:for you to fire (ie, when it is in
ever catching him in the open. . - ' ;

the open, or if an armoured vehicle pr‘e’siént's a flank or rea
shot during its move). . " ‘

When a unit takes the Covering fire action, it can take no
further actions that turn - the Covering fire action takes up

both actions for the unit.

Once a unit is on Coverin,
 Covering fire until either it fires, i
. and given different actions. Even if a unit on coveri
During your oppon nt’s turn a ‘ fire is suppressed then it remain on covering fir
interrupt at any time to take a single fir ppresse: tca ; .
be any type of firing action: suppressing fire,
or any type of direct fire. The covering unit’s firing actio

i , l&%”rihe Shéll 1
resolved immediately it is declared, using the normal rules.

' obscu{réd’ihc’




SMALL ARMS

b-ma hine guns, carbines and rifles camed by mfantry are
aﬂ called small arms. Every infantry model is automatically
k sum“d to carry small arms of some SOTt. Each small arm‘

» ‘LIGHT MACHINE GUNS

The British Bren gun and American BAR are both hghtV

~ machine guns, carried for extra firepower by a squad memberV

A squad member w1th an LMG has a firepower of 2

DIUM MACHINE GUNS

achine guns such as the American .30 cal machine gun, : .
e German MG32 and MG42 when used on a bipod mount

nd the Soviet Maxim are medium machine guns. A medium

machine gun has a flrepower of 5. A medium machine gun

equires a crew of at least two models to ﬁre Any mfantryman
an crew a medium machme gun.

Heavy machme guns are mpo | mo
American 50 cal, tripod mounted MG4Z and MG34
Brmsh Vlckers‘ They are set up for sustained automatu:
A heavy machine

FLAMETHROWER

Carried by special assault umts for cleatmg bunkers, plllboxes
buildings, flamethr ‘

y all who had o face tl em. lamethrowers have a

German Mauser Kar98K

British Enfield No.4

US M1 Garand




Both 2" and 50
platoons for close H

German Pangerfaust 60




USING AUTOCANNONS

Autocannons are versatile weapons and can be used in a

variety of ways.

¢ For Suppressing fire they count as small arms or light
HE, whichever dice roll is better.

¢ For Direct fire against infantry and softskins treat them
as small arms. Small autocannons have a firepower of 5.
Large autocannons have a firepower of 6.

* For Direct fire against armoured vehicles they are
treated as other anti-tank guns and have a penetration
value for armour piercing and high explosive shells.

* They can be used for suppressing fire against aircraft.
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Below: Sherman tanks of 13th/18th
Hussars in action near Hermanville-sur-Mer,

6 June 1944. Note, extra ammuntion crates

have been stacked nearby. (IWM)
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site Below: SS-Hauptsturmfiihrer Rolf Mébius (in the . REMOVE SUPPRESSION MARKERS
swercoat) briefs officers of 101st Heavy tank battalion. This must At the end of a turn you may remove D6 suppression markers
“e ‘on exercise’, given the Tiger tank’s exposed location and lack of from your force for each Morale counter you take. The number
ncealment from air attack. Spring 1944. (Bundesarchiv) must be stated before you take the counters or roll any dice.

~ Example: My force currently has seven suppressed units. 1
~ state I will take two Morale counters in order to remove 2D6
walue should be kept secret from your opponent as should suppression markers.
our total, but your opponent should be ble to see how . '
nany counters you have acquire . This way he erl not know
~ow many points those counters add up to, only how manyk

counters you have. . - - | :TAKE AND HOLD'’ OBJECTIVES

the total of all the Morale counters equals or is greater
vour battle group’s morale value total, then your battle
is ordered to wrthdraw The ﬁrst srde to be forced B

TAKING MORALE*COUNTERS:

* Morale counter must be taken immediately when any of the

UNIT IS DESTROYED OR WIPED OUT recked British Cromuwell
I 2oy unit is destroyed or wiped out then a counter is taken. ! k
- -1l Most scenarios require you to place ‘Take and Hold’
)i INFANTRY UNIT WITHDRAWS - Il objectives on the tabletop. These are the important
I 2 infantry unit’s morale means it must withdraw then take locations your battle group has been given o secure.
- - ' Taking them and holding them will help you win the

battle.

OR VEHICLE IS ABANDONED ' 1 ‘
ieployed gun or vehicle is abandoned by its crew take a TAKING OBJECTIVES k
- To take an objective, a friendly unit must move on
. ‘ k the objective. At the end of a player’s turn in which
SLTTLE GROUP HQ IS DESTROYED . he has a unit on an objective he automatically takes it.
sur battle group HQ is destroyed then take an extra counter In order to claim an objective there must be no enemy
s tepresents the confusron and 1oss of orgamsatlon that units within 8" of the objective at the time. By taking an
s wher , ~ |I objective a battle group commander forces his opponent ,
D safety rather than runn‘ingk the battle). If the force || to immediately take a Morale counter. '
der is destroyed then this extra counter is taken as
the usual counter for a destroyed unit (i, take two ~ J| HOLDING OBJECTIVES
-rs instead of one). - . Once taken an objective must be held. To occupy an
- k - ‘ objective the owner must keep a unit within 4" of the
DOME UNDER AIR ATTACK M objective marker. This can be any unit in his battle
The first time any unit in a battle group is attacked by an oroup. As long as there is a friendly unit within 4" of
wmoma take a Morale counter. This is in addition to any the objective at the end of his turn, the objective counts
_~=ens raken because of the attack’s effect. Being under the as held.
:= of air attack has a sapping effect on a battle group’s k

LOSING OBJECTIVES
k . ~ If a player loses an objective (ie, does not have a friendly
EMEMY TAKES AN OBJECTIVE . . 1l unit within 4" of an objective at the end of his turn),
¢ i~ enemy unit claims an objective then take a Morale M| either by moving his occupying unit away from the
' ' objective and not replacing it, or because the occupying
unit has been destroyed, then he has lost the objective
and he must take a Morale counter. ~







_oposite: A British carrier platoon
“wances. This may have been taken during
e autumn advance into Holland. (TM)

MECHANICAL

FATLURE |

ALTERNATIVE MORALE TABLE
Iz is not always convenient to use the battle group Morale
counters (you may have forgotten them or yi),u may not
have a potl), and some players prefer to avoid keeping :

iddly counters. If both players agree, then you can use an

- =irernative method of determining morale loss. Instead of
. zking a counter roll 2D6 on the table opposite and keep a

unning total of the morale loss on a separate piece of paper

or the back of your battle group roster).

| The advantage of this method is that it doesn’t require the
counters, but the disadvantage is that both players will know

the other’s morale loss, which removes some of the tension
ot not knowing how close your opponent is to breaking.

S
@)
(@)

. ACTION

Battle Group Morale Loss Table
Morale Loss

O 0 =1 Oy UL b W

Special result. Roll again on the table below. [}

4

1 =
Aircraft -
Special result. Roll again on the table below.

'(Special Result

Gun out of ammunition
Mechanical breakdown

_ Heroic action

T ————
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ALLIED AIR SUPREMACY - A CAUTIONARY WORD

There are a lot of misconceptions about the role Allied
airpower played in winning the Normandy campaign.
Having achieved aerial supremacy over the battle area, the
Allies made wide use of fighterbombers in close support
of their ground forces. It'has been credited with being the
decisive weapon of the campalgn, espeaally agamst the
‘invincible’ German armour.

s infancy and many different systems of control were
with limited success. These rules simphfy these

pportunity proved very difficult on a fluid batﬂefifeldl

= actual effects of rocket attacks are also commonly over

with a large white identification cross and placed in the
spen on a hillside on Salisbury Plain. Eight Typhoons, each
srmed with eight rockets, attacked the target. The effects
were somewhat revealing. Of the 64 rockets launched only
ome :;'uall hit the target, and th{s was against a static

For the British the rocket—armed Typhoon is the aircraft
ssnomymous with this victory, but a word of caution is

s W Ith artillery, hlttmg,ernergmg targets and ,,t‘argetskk,

rar=d. Immediately after the war the RAF tested its ground
zmack methods, using a captured Panther tank, marked

target, easily observed, without any ground fire or even
threat of ground fire. In action, the tank would have been

either moving or at least partially hidden and protected by ,

some form of anti-aircraft fire.

- Durmg Operation Goodwood a Normandy farmer reported k‘k

eing the same enemy halftrack (which had already been

_ abandoned) attacked 12 times in a day and it was never
~actually hit. More than likely each pilot claimed that half
- trackas a killl

The Germans themselves feared the effects of rocket attacks,

not yet having recognised the weapon’s inaccuracy. But the
 threat of attack was enough to influence German tactics.
The Germans felt their armour was under constant threat,

so did not wish to expose it to air attack during the day,
this restricted movement and meant they would rarely risk
counter attacks in open ground. Many more vehicles were
abandoned by their crew under air attack, or more likely
just the threat, than were destroyed by rocket strikes.

A telling statistic might be that there o approximately 100
confirmed kills of tanks by fighter-bombers in Normandy. |

' The allies lost about 1,600 fighterbombers durmg the

course of the campaign. The battle winning weapon it has |
been claimed to be lt was not. ' '

 EIRING AT AIRCRAFT

t can be targeted by enemy ground units just like
chicles. See Suppressing fire - anti-aircraft for details.

A_EZH::T AND SUPPRESSION

can be suppressed just like other units. If an alrcraft -
then rather than hiding in cover, think of it

away from the battleﬁeld, taking urgent evasive

o busy 3\o1dmg the accurate ground fire to take any V
msve actions itself. Mark the aircraft as suppressed. The
o0 will have to be removed before the aircraft can be

HZITS ON AIRCRAFT
If am sircraft takes a direct hit then it is treated exactly like a

~ehicle. Once an aircraft has lost all its hits it has ’

see Losing Aircraft and Morale). An aircraft

damage during its attack cannot continue that
¢ must break off. It may still make atrack runs in

LOSING AIRCRAFT AND MORALE

If an aircraft is shot down it is a damaging loss, highly visi I ’
the troops on the ground given the aircraft’s elevated positios
Instead of taking one counter take two Morale counte
instead.

AERIAL OBSERVATION AIRCRAFT
Aerial Observation aircraft are activated just like other unit
and must also take their first attack as a move. They move like
other aircraft, so can be placed anywhere on the table, facing
any direction. -

Because it must move, an observation aircraft takes a singl
action to use the Request Artillery Fire Mission action. When
spotting for artillery fire an aerial observer is treated exactly
like a forward artillery observer, except it can be moved to any
point on the table before requesting an artillery fire mission.

_Even though it has to move, an aerial observer can still use the
‘Request Artillery Fire mission action. From then on use the
l standard rules for requesting md1rect fire.




The Specral Ru]es sectron includes a number
add depth and interest to the basic game. While these
tles add an extra level of detail to the game, they will also add

,some extra book keeping - it is worth it. They are not optronal .

MOURED VEHICLES
"AND AMMUNITION

In each armoured vehicle’s data it has an ammunition rating

isted. This is the number of rounds a vehicle can carry

“onboard for its main gun (please note that this is not the actual '

number but an abstraction, as one round rolled for is actually
multiple rounds fired).

Before the game starts note on a prece of | paper (or the back .

of your battle group roster) each armoured vehicle by its

identification number (or some other identifying feature) and

what ammunition load it is carrying. A vehicle’s ammunition

load can be split between armour piercing shells (AP) and high
;plosrye shells (HE). The relevant gun data wrll tell you whrch‘ -

rounds are avadable for each gun

Durmg the game, when a round is frred reduce the total of that “
‘ e a vehicle has no more ammunition left it
e of sheﬂ until it is re—supphed (see Supply;

ition only apphes to an armoured vehrdes main

eapons. It is assumed that deployed guns have enough
mi mtron stored nearby or on therr towmg’yehrcle to 1ast1 '
v ":MESSENGER
A umt wrth the Messenger specra rule can be used

1 PPLY VEHI CLES

section mdudes 3 Supply column

ed vehicle and a supply veh cle are in contacto

:the supply vehrcle (onc actrvated) takes the

th any permrssrble eombmatron of ammunition it hkes Wrtte
en contmue as normal

y marry different models, ,
‘s, converted ammumtrou;

‘,SUPREME

If the unit with Supreme Command is present n t

group then. the player may re-roll one Command an
‘ drce at the start of each turn. The second toH result mu

A Supreme Command umt can spot for artrllery frre like a

k forward artdlery observer and can also place q target marks
. kfor an aircraft dropping bombs ‘

I ;the Supreme Commaud unit is destroyed then an extra

ale counter must be taken, this is on top of the one taken
mit bemg destroyed ie, two counters are taken (losr

'Any unit wrth the Command spe i
spotter for dedlcated mottar frre

:7:SIGNALS

edre unit can attempt to lend n
t be dose to an mfantry




RECCE

Units with the Recce sp
will be operating in front ¢
ememy, routes of adva

@t special deploym 7‘ ,
Zepending upon the sc
scenarios will detail this)

SNIPER ,

% Sniper may use suppressi
#s having firepower 1. Thi
menimum of 3 firepow
Soiper may use direc
Smipers are not affected
Smiper is destroyed do not ¢
simele Sniper does not affe

ENCGINEERS
& onit with the Engineers spe
sction to complete engineering task

“harzes or clearing minefields (se

BECOVERY ;
& umit with the Recovery s
@emion to attempt to repair d:

BRIDGING
& wnir with the Bridging sp
semion to conduct bridging of







EXAMPLE - DEMOLITIONS
cer unit moves into contact with a bunker and takes
neer action. They roll a D6, scoring d 4, adding *1 for
sineer action for d total of 5. Not enough for the work
- completed. Next activation they take two more engineer
serions. Upon rolling a dice the result is a 3, adding 3 for the
~tions now taken, the result is a 6 - still not enough!
neers are lucky enough to still be around for the next
cation. resulting in two more engineer actions. The dice roll
3 but with +5 for all the actions, the total is 8 — Kaboom!

sors are moved 5" away and the bunker is no more.

| & muncsweeper. Bulldozers ca
4 Bedees, by moving throug

BRIDGE BUILDING

wur battle group will need ¢

Smecial rule can make a bridge acro
e emsineer action. .

Bunliis 2
weth the B

bridge is an engineering task undertake
ridging special rule. ‘

m‘gc—’f BRIDGING UNITS

Whese ar= engineer units trained to
Wemulises (larger constructions across 'mafk}oy ,
mﬂ&n Zme, this is a rask that takes far longe
Lt Sridsing units must have at leas four




s provide 1
reinforced

a vehicle. Buildings can t
to attack units inside buildi
degrade or destroy their c

Each building has a nij(m, ,

by high explosive fire. Small
blast to smash buildings into r
used for their limited HE effect
ineffective at destroying buildin




NIGHT FIGHTING

vas not uncommon for battles to take place at night.
> 2 small clash of patrols in no-man’s land, to the full

offensives that begin with a surprise night attack,
¢ in the dark is always fraught with difficultly and

on is difficult at night. The maximum distance a
ittempt to observe an enemy unit is 24". If a unit

-hin 24" then continue as normal. If the unit is further

24" away then the observation attempt automatically
This also applies to observers requesting artillery fire.
count as obscured during a Night Fight.

~P0N RANGES

on can engage an enemy target at more than 24", If
greater than 24" then the shot is automatically

AIRCRAFT

Aircraft cannot operate at night. If the game is a night fight
then aircraft are not used. Treat an aircraft counter as 0
morale.

SUPPRESSION REMOVAL

In order to remove suppression during a Night Fight each
player must take an extra Morale counter in addition to
the normal counter. So in order to remove D6 suppression
markers, two counters must be taken - the first counter
has no effect. To remove 2D6 suppression markers three
counters must be taken, etc. This represents the added
confusion and lack of cohesion during night fighting,
which often peters out as units become lost or disorientated
as to where they are and where the enemy are, and who is
doing the shooting!

-
il

STONE
farm buildings, etc. The vast majority of buildings
v were brick or stone.

REINFORCED CONCRETE ‘ ‘
Purpose built defences such as bunkers and pillboxes. These
are designed to resist enemy attacks. k

Small 4 Hits
Medium 5 Hits
Large 6 Hits

Players should agree before the game starts what size each
building is. Its construction type should be obvious from
the model. For very large buildings divide them into distinct
areas, with each area counting as a separate building for
damage.
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