










































enemy platoon does not count as Gone To
Ground for the remainder of the turn.

A team attempting to reveal an enemy team
does not count as having shot, but cannot move
further or assault this turn.

AMBUSHES
One of the vital roles of reconnaissance troops
is scouting enemy ambushes before they are
sprung.

Teams may not be revealed from ambush within
8”/20cm of an enemy recce team that did not
move At the Double last turn.

DISENGAGE!
When fired upon, recce troops may attempt to
use their speed and training to evade before any
serious damage is done.

Recce teams may attempt to disengage when
fired on in the enemy Shooting Step as long as
they did not move At the Double, shoot, or
assault in their previous turn.

If the recce troops wish to disengage, they must
declare their intention to do so at the point an
enemy platoon fires, but before any dice are
rolled. Then each team shooting at them fires
one shot at the recce platoon in its current
position.

The recce platoon now has a chance to get away.
Make a Skill test for the platoon to see if they
can escape before the full weight of the enemy’s
fire hits them.

• If successful, all eligible recce teams in the
platoon disengage and immediately moves
up to its normal movement away from the
enemy teams shooting at it.

• If unsuccessful, the recce platoon remains
in its original position and the firing teams
may fire their remaining shots.

All remaining shots from the weapons fired and
any shots from other weapons the team is firing,
are fired at the platoon in its new position. If
the whole recce platoon managed to get out of
range or line of sight of the enemy, the remaining
shots automatically miss.

Reconnaissance troops (recce for short) are a
commander's eyes and ears. They push out in
front of an advancing army to discover where
the enemy is planning to stand and fight, and
find gaps where they can be bypassed without
engaging them. In defence, recce troops keep
the enemy from learning your plans and
dispositions while gathering information about
when and where any attack will come.

COMMAND DISTANCE
Only the most independent troops displaying
the highest levels of initiative are selected as
reconnaissance troops.

Recce platoons increase their Command
Distance allowing them to operate in more
dispersed formations than regular troops. See
page 44 of the Flames Of War rulebook for
more on command distances and their effects.

Experience Command Distance
Conscript 4”/10cm
Trained 6”/15cm
Veteran 8”/20cm

CAUTIOUS MOVEMENT
Recce troops are trained to make the best use
of any concealment, even when on the move.

Recce teams are considered to be Gone To
Ground in the opponent’s following turn if they
are Concealed and did not move At the Double,
shoot, or assault in their own turn.

Infantry recce teams that do not move At the
Double, shoot, or assault in their own turn are
considered concealed, and therefore Gone To
Ground.

EYES AND EARS
Reconnaissance troops are trained in careful
observation and notice the smallest tell-tail signs
of enemy troops.

A recce team that does not move may attempt
to reveal an enemy platoon that is Gone To
Ground and within 16”/40cm. Instead of
shooting, roll a Skill test for the recce team at
the start of the Shooting step. If it passes, the

RECONNAISSANCE RULES

These Reconnaissance rules replace those given on page 62 of the Flames Of War rulebook.
Any force built from this Intelligence Handbook must use these rules. Any other force may
either use these rules or the ones in the rulebook at the player’s discretion. Whichever the
player chooses, they must use the same set of rules for their entire force.



Disengaging does not prevent a team from being
considered Gone To Ground under the Cautious
Movement rule. Teams cannot move At the
Double when disengaging.

ROF 1 Weapons
Weapons that only fire one shot (either because
they have ROF 1 or because they moved), do
not fire before the recce platoon attempts to
escape. They must wait and fire at the recce
teams in their final positions. If the whole recce
platoon manage to get out of range or line of
sight, all of the firing weapon’s shots
automatically miss.

Break Off
Recce troops are trained to collect information,
not to engage in prolonged firefights. If enemy
fire is too strong, a reconnaissance platoon will
break off and attempt a different approach.

If any recce team fails an armor, infantry, gun,
or transport save (even if the team that failed
the save is unharmed), the platoon must take a
Motivation test at the end of the opponent’s
Shooting step.

• If successful, the recce platoon elects to
stand and fight it out.

• If unsuccessful, any recce teams that have
not already disengaged must move up to its
normal movement away from the enemy
teams shooting at it.

Reorganisation
Recce teams that disengage or break off need
to reorganise themselves after their abrupt retreat
and may not shoot in their next turn, nor may
they move closer to any enemy within their line
of sight.

Disengaging From Artillery Bombardments
Skilled reconnaissance troops do not wait around
for an artillery bombardment to fall, but
disengage as the first ranging shots are landing.

Recce troops may disengage when an observer
attempts to range in on them. An observer may

only make one ranging attempt before the recce
platoon takes its Skill test to disengage. If the
platoon does disengage, the observer may make
their second and third ranging attempts on the
platoon in its new position. Observers attempting
to range in mortars re-roll their first failed
ranging roll before the recce platoon attempts
to disengage.

If a platoon fails a save under an artillery
bombardment, it must take a Motivation test or
break off as it would for normal shooting.

Disengaging From Air Attacks
Air attacks happen so fast that, like any unit,
the recce platoon’s best hope is simply to take
cover, hoping to survive the attack and continue
once the aircraft have gone.

Recce platoons may not disengage from aircraft
attacks, and do not break off after the attack.

Only Disengage Once
A recce platoon may only attempt to disengage
or be forced to break off once in any Shooting
step. If the recce platoon is fired on by multiple
enemy platoons, it may choose which platoon
it will attempt to disengage from.

RECONNAISSANCE
DEPLOYMENT

Well before the start of any battle the recce
troops start working their way forward searching
out the enemy.

After all deployment, but before the game
begins, you may move any recce teams deployed
on the table up to their normal movement in
any direction.  This movement may not be At
the Double, and may not take the recce teams
within 16”/40cm of enemy teams.

If both sides have recce troops, the defender
makes their reconnaissance deployment before
the attacker.

With a clatter of tracks, a boxy little tank forces
its way into the vineyard. Lieutenant Grossman
approaches as the commander emerges from
his turret.

‘We have a small problem we'd like some help
with,’ Grossman remarks casually. He cocks
a thumb at the farm house, just visible beyond
the vineyard. ‘The locals like us, but they have
some nasty neighbours.’

The sergeant grins. ‘No problem, sir,’ he says.
‘If you wouldn't mind stepping back aways?’
The Stuart's turret traverses, then pauses. With
a crack, the 37mm fires. Roof tiles rain down
across the vineyard.

‘That should sort out your bad neighbour
problem,’ the sergeant says with a grin.
Grossman watches the blazing farm house
glumly. ‘Looks like we're bivouacking outside
again tonight,’ he says with a sigh.

... Anzio, 1944 ...















































































MOBILE DEFENCE
A commander never has enough troops to cover
the entire front. They will often have to maintain
a mobile reserve, ready to move quickly and
concentrate at the point they are needed most.

Ideally, the reserve will contain very mobile
platoons to make a decisive counterpunch, but,
the front line must be strong enough to hold
until the mobile reserve arrives.  Attaching self-
propelled anti-tank guns or tanks to the forward
companies gives them needed support, but
weakens the reserve’s counterpunch.

In a mission employing the Mobile Defence
special rule, the defender may deploy any one
platoon on table with all of its vehicles.

FLANK ATTACK
In mobile warfare, a skilled commander will
send part of their force around the enemy
defences to attack them in their vulnerable flank
or rear. While flank attacks can be devastating,
they can also be unpredictable. The flank
marching troops can easily be delayed by
unexpected obstacles on their route.

The attacking player must hold at least one
platoon off table for the flank march, and may
hold up to half of their platoons off table.

The Flank Attack special rule operates in the
same way as the Reserves special rule on page
157 of the Flames Of War rulebook, with the
following differences:

BREAKTHROUGH MISSION SPECIAL RULES

The defending player may deploy any or all of
their remaining platoons on the table, but they
occupy static positions and fight without their
vehicles. These platoons may only deploy their
Infantry and Gun teams. All Tank and Transport
teams in these platoons are sent to the rear
before the game begins and take no part in the
battle.

Any other platoons that wish to use their tanks
and transport must be held in the mobile reserve.

The Mobile Defence special rule is similar to
the Reserves special rule on page 157 of the
Flames of War rulebook, except that the troops
in the mobile reserve arrive in either of the
defender’s deployment areas.

When a platoon arrives, the player places the
platoon Command Team on either long table
edge within 16”/40cm of the corner of their
deployment area. During the defender’s
Movement step the entire platoon moves on
from that point.

• The player does not start rolling for the flank
march to arrive until turn three, in which
they roll one die. This increases by one die
per turn, so on turn four they roll two dice,
and on turn five they roll three.

• Flank marching units arrive at the location
shown on the mission map.

Form Up Off-table
A flank march through unknown terrain is
fraught with trouble. Poor maps or difficult
going can easily delay the flanking force, making
their arrival unpredictable. If the situation is
critical they will charge into the battle as they
arrive. However, if time permits the local
commander will form up the flank marching
troops at a safe distance from the battlefield
before launching a concentrated strike.

Each time the attacking player successfully rolls
for the arrival of a flank marching platoon, they
can either hold the new platoon off-table to
form up, or bring it onto the table immediately.
Platoons that are forming up may be brought
on at the start of any turn, even if no further
platoons have arrived from the flank march.
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Static troops use mobile reserves to out manoeuvre and counterpunch enemy attacks



Breakthrough missions use
the Flank Attack, Prepared
Positions ,  and Mobile
Defence  special rules.

Note: the Ambush special
rules are not used in this
mission.

Breakthrough missions echo
the mobile battles in Tunisia
as both sides sought to cut
the enemy supply lines.

YOUR ORDERS
Attacker
The enemy do not have suf-
ficient strength to cover the
entire front, leaving gaps through which you can
send a small flanking force to help you break
through their defences to seize an objective.

Defender
Your force is too small to hold everywhere so
you have concentrated at the vital points. The
enemy is attacking. Your reconnaissance troops
report a strong force moving around your flank.
You must prevent the enemy from taking the
objectives. Mobile reserves are on the way.

PREPARING FOR BATTLE
1. Mark the centre of the table so that the table
quarters are obvious to both players.

2. The player with an Infantry Company will
defend against a player with a Motorised Infantry
Company or a Tank company, and a player with
a Motorised Infantry Company will defend
against a Tank Company. In all other cases,
both players roll a die and the highest scoring
player chooses to attack or defend.

3. The defending player chooses two diagonally
opposite table quarters to deploy in. The attacker
then chooses one of the remaining table quarters
as their deployment area.

5. The attacker places two objectives in the
remaining table quarter.  They must be at least
8”/20cm from the table centre lines and edges.

6. The defender deploys any or all of their
platoons in their table quarters. All remaining
platoons are held off table as a mobile reserve.

7. The attacker must hold one platoon
and may hold up to half of their force
off table as a flank attack. The rest of
the force deploys in their table quarter,
more than 8”/20cm from any enemy
teams and more than 16”/40cm from
all visible enemy teams.

8. The defender now places their Company
Command team in their deployment area or in
mobile reserve arriving as another platoon, then
the attacker places their Company Command
team in their deployment area.

BEGINNING THE BATTLE
1. The attacking player has the first turn.

ENDING THE BATTLE
The battle continues for a minimum of 6 turns,
the battle ends when either:

• the attacking player starts any turn from turn
6 holding either objective, or

• the defending player starts any turn from
turn 6 with no enemy teams within 16”/40cm
of the objectives.

DECIDING WHO WON
The attacker wins if they hold either objective
at the end of the game. They have broken
through and are deep behind the enemy line.

If you are playing to a time limit and the attacker
fails to take an objective, the defender wins.
The breakthrough has been cut off and the front
lines held.

Use the Victory Points table below to look up
your victory points based on the number of
platoons that the winner lost during the battle.

Attacker deploys here

Defender deploys here

Attacker’s flank attack arrives here

Defender deploys here

Attacker places
two objectives

hereDefender’s
reserves come

on here
24”/60cm

BREAKTHROUGH

Defender’s
reserves come

on here

16”/40cm

16”/40cm

No mans land

Victory Points
Winner’s Result Winner’s Loser’s
Losses Points Points

0 platoons Stunning victory 6 1

1 platoon Major victory 5 2

2 or more platoons Minor victory 4 3











RECON MISSION SPECIAL RULES

IWM TAP12692

DEEP RECON
The objective in the Reconnaissance mission
is to slip through the enemy reconnaissance
screen and observe the enemy dispositions. Of
course, your recon troops won’t see much if
the enemy knows where they are, so it’s
important to remain undetected.

Locating Recce Troops
If the enemy manages to positively locate one
of your recce teams, they immediately shoot to
kill. The hits they score tell your troops that
they have been spotted.

Since sneaking off the table without being
located is vital to this mission, you need to keep
track of which of your recce teams have been
hit. You can do this by either writing a roster
of your recce troops and crossing them off as
they are hit, or placing a counter beside teams
as they are hit.

Table Width Points

4’/120cm 500
5’/150cm 600
6’/180cm 700
7’/210cm 800
8’/240cm 900
9’/270cm 1000
10’/300cm 1100
12’/360cm 1300

• A recce platoon exiting with at least half of
the remaining teams having never been hit
by the enemy earns 2 victory points.

• A recce platoon exiting with more than half
of its teams hit earns 1 victory point.

In addition, if your Company Commander is a
recce team, you gain victory points for exiting
them off the table.
• A recce Company Command team exiting

without being hit earns 2 victory points.

• A recce Company Command team exiting
after being hit earns 1 victory point.

To gain victory points a recce platoon must not
have moved At the Double when it left the table.

There is a total pool of seven victory points
available in a game (including the victory points
awarded for playing the game). Once the players
have gained seven victory points between them,
recce platoons exiting gain no more points. The
last platoon exiting the table may not gain the
full victory points if there are not enough left
in the pool.

Teams and Platoons that exit the table to gain
victory points do still count as being on the
table for Company Morale Checks. Teams that
exit the table like this do not count as destroyed.

If a force fails a Company Morale Check, all
remaining recce platoons in the enemy force
count as exiting the table earning the appropriate
victory points.

SKIRMISH FORCES
Reconnaissance battles are fought between
small groups ranging far ahead of the main
force. The recce troops are spread out looking
for gaps in the enemy recce screen, so the
amount of troops present depends on the area
being fought over.

A force playing a Skirmish Forces battle may
be up to 100 points plus 100 points per 12”/30cm
of table frontage.

Victory Points
Each player gains one victory point for playing
the game.

Any of your recce platoons that exit the table
via the enemy table edge during any of your
own Movement steps gains you further victory
points.

• A recce platoon exiting without any teams
ever being hit by the enemy earns 3 victory
points.

Armored recon troops scout a ruined town on foot.



Reconnaissance missions use
the Skirmish Forces ,
Ambush and Deep Recon
special rules.

Reconnaissance missions
recreate the engagements
between opposing recon-
naissance troops attempting
to learn of the enemy
dispositions while screening
their own.

YOUR ORDERS

Attacker
Your forces are approaching
the enemy positions. It is vital that your
reconnaissance force locate the main enemy
positions while preventing the enemy from
determining the direction of your attack.

Defender
The enemy are preparing for a major attack.
You must identify the axis of their main thrust.
Equally important, you must keep the enemy
from pinpointing your defences.

PREPARING FOR BATTLE
1. Both players roll a die. The higher scoring
player chooses one of the long table edges to
attack from. The other player defends from the
opposite edge.

2. Each player may elect to hold up to half of
their platoons in ambush.

3. Both players roll another die. Starting with
the lower scoring player, the players take turns
placing platoons in their own half of the table.
The platoons must be at least 12”/30cm from
the centre line of table.

4. Both players now place their Company
Command teams in their deployment areas,
starting with the defending player.

5. Both players’ recce platoons now make their
Reconnaissance Deployment moves.

BEGINNING THE BATTLE
1. Both players roll a die. The player finishing
their deployment first adds +1 to their roll. The
highest scoring player has first turn. In the event
of a tie, roll again.

ENDING THE BATTLE
Under the Deep Recon special rules, both players
gain Victory Points for inserting reconnaissance
platoon behind enemy lines. The battle continues
until the players have shared the seven Victory
points between them or can no-longer score
more victory points.

DECIDING WHO WON
A player ending the game with four or more
victory points wins the game. Their
reconnaissance forces have screened their own
force while learning more about the enemy’s
intentions and dispositions.

Attacker deploys here

Defender deploys here

No mans land

12”/30cm

12”/30cm

RECONNAISSANCE
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A recon platoon seeks out the enemy in a flooded town.
















