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The roar of tank engines fades in the distance as the
- enemy continues up the hill past our hide position. The

Obersturmfiihrer strides over to my tank, that intent look
_ on hisface, the look that means we will be painting more
kil rings on the barrel of the 88 tonight. It’s a look I have

seen many times on the face of Obersturmfiihrer Michael

Wittmann in the battles we fought together when I was
~ his gunner in Russia. It is good that we fight together

once again in the same tank. Promotions have a way of
'~ separating a team, but today it is like old times.

“Do you still remember how to shoot Bobby?” Michael
asks me as he climbs onto the deck, “Looks like I'll be

- joining you.” Silently I slip into the gunner’s seat without
answering, leaving the commander’s position to the
Obersturmfiihrer.

The intercom crackles to life in my ear, “Well boys, ready
to go?”

- “Jawohl Herr Obersturmfiibrer,” my crew chorus as one.

* “Gur. Wessel, Hanrusch, and the others will destroy the

* Britischers on the hill. We will head for the town and stop
any others from interfering. We do this for our beloved
Fatherland, driver schnell”

The Maybach engine growls over the clatter of the tracks
as we leave the hide position. Within minutes of our
moving the three British tanks on the road are nothing

~more than smoking wrecks, there crews dead or running

g | . ] ;

. for the trees on either side of the road. The large 88 shells
;' ‘tearing huge holes through the Brizisher armour like its
mere tin.

«

Gut, now lets finish of the rest of the stragglers and take

the town,” Wittmann orders. The engine revs loudly,

tracks squealing as we turn onto the road, our speed

increasing as I pour machine—gun fire into the remaining

vehicles until, one by one, they burn. Thick black smoke

twirls in the wake of our Tiger as it we clatter down the

wide road into town.

‘The tank rings like a bell under the peppering of small

arms fire from the nearby buildings as the shells bounce

off its thick hide. Part of me nervously awaits the louder

bang of something larger. A small adjustment to the
g g larg j

i = : 4
traverse wheel while our Tiger moves forward before T
pull the trigger. Blinded by the flash and resulting cloud

#|

of dust, T peer intently through the scope, seeing the |

black oily smoke billowing from the now burning British &
Cromwell tank. Suddenly the rear of the turret rings with -
the hit that puts my nerves on edge. My ears reverberat-
ing with the concussion...serious that one.

Michael’s voice crackles over the intercom system, firm

and lacking emotion. “Driver turn right, four o'clock. =
g g

Bobby, Sherman, big gun, 150 meters.”

The great beast swings to the right as I furiously hold
down the turret traverse wheel, the driver gunning the
engine in order to help the ponderous turret swing.

Another loud clang, and I vow to thank the workmen
that toiled over this vehicle, building it to such high

e
standards of workmanship. I see a British Panzer with

an exceptionally long gun coming into view, that long

gun pointing towards us. [ press the trigger once again,

S~
waiting anxiously for the concussion that will tell me if

we live or die this time...

I release a breath I didnt know that I held as I see the

curl of smoke. Another kill ring on the already crowded :

barrel, I think to myself.




_"“3 4 the road to Caen could bc taken the entire German flank
I » g =

‘The Battle of Villers-Bocage began as a race, one that started
with neither side understanding what the other side was
doing. It was a race dictated by terrain and circumstances.

When the Allies landed in Normandy on D-Day, 6 June,
1944, the city of Caen was one of the major objectives. If the
Germans held the city, they could bring troops into battle
quickly and supply their troops using roads running behind
their lines. If the British held the city, German positions
north of the Odon River would become untenable. With
Caen in their hands, the British would be in open country,
out of Normandy and threatening a breakout to Paris.

Unfortunately, the British did not take Caen on D-Day, nor
in the following days. The Germans rushed 21. Panzerdivision
(21* Armoured Division), 2. §S-Panzerdivision (12% SS
Armoured Division), and then the Pamzer Lebr Division
through Caen gradually extending their line eastwards, just
fast enough to keep the British from breaking through.

However, further west the US 1** Infantry Division drove back
352. Infanteriedivision (352™ Infantry Division), opening a
hole berween itand Panzer Lehr. The British seized the chance.
On 12 June, they launched Operation Perch, throwing the
famous ‘Desert Rats’, their 7™ Armoured Division, into the
hole with orders to race around the German flank and cut

them off.
From Bayeux, where they had been fighting, the roads led

south to Tilly-sur-Seulles and Villers-Bocage. From there
they led east to Caen. Tilly-sur-Seulles was firmly held by
Panzger Lehr, so Villers-Bocage was the route to take. There
the road ran along high ground with the Odon River to
the south, providing a natural flank. If Villers-Bocage and

T d lel x_a ) u.ld.

...,4.‘

With a roar of engines, the Desert Rats’ tank§ moved forward,

making excellent progress against an unseen enemy. The first
units of the Desert Rats, A Squadron, the 4™

Brigade, reached Villers-Bocage at 0830hrs, 13 June.
euphoria of the crews was tinged with a feeling of uneas
Where is the enemy? When would they strike?

Calling a short halt, Lord Cranley joined his A Squadroa-_'

on Point 213 and summoned all platoon commanders up

for orders for the next phase of the battle. With their leaders: o
gone the complacent infantry and tankers began to brew tea

for breakfast.

Deeper, though basic, military tenets had been ignored—

e, ) o~
there was no reconnaissance. A Company’s scout platoon

had sunk crossing the channel and the Stuart light tanks of "

CLY had been pulled back due to their lack of firepower, but

nothing had been done to replace them. This was a mlstak&*r
they would pay for dearly.

-

The Germans well understood the predicament on thei .
flank, but they lacked the forces do anything about it. The

first available reinforcement, 2. Kompanie, 101. schwere SS=

Panzerabteilung (101% SS Heavy Tank Battalion), was sentto

fill the gap and reached the outskirts of Villers-Bocage on the
evening of 12 June.

e

Watching the British drive past his hide at a range of just

250 metres the next morning, the company commander,
Obersturmfiihrer Michael Wittmann, ordered four of his
Tiger tanks to tackle the British tanks on Point 213, while

he took the remaining Tiger back to Villers-Bocage to deal
with the infantry.

Ax 900h1§ the ﬁrsi‘c)‘?losmn ocked the British colun
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101 SCHWERE SS-PANZERABTEILUNG

“dis diy dis

51 Ostubaf von Westernhagen

1. KOMPANIE
KOMPANIEGRUPPE

53 Hstuf Mabius

1. ZuG

1 Ostuf Philipsen
2. ZUG

o Ustuf Stamm

3. ZuG

e dls ~ ally &l

;2 Ustuf Hahn

._1ger! No other word caused more angst in the hearts of
Allied soldiers and stiffened the spine of German soldiers.
A nemy infantry panicked at the word, and their tankers
simply ran away. Such were the capabilities of this fearsome
tank that soon every German Panzer became a Tiger. To kill
one in combat would be a feat of valour worthy of a medal.
‘The Tiger was the most feared German tank of the war—its
reputation for death and destruction proven in every attack.
This havoc was wrought by a tank, the production of which
never totalled more than 1,354 and one that most soldiers
would never see.

The German armaments industry created and nurtured
this beast of warfare from its very inception. A technologi-
“cal marvel, the Tiger was capable of destroying any tank in
the world with its 88mm gun. Its armour was capable of
stopping a shot from any known tank gun. The workers that
“made it were the best in the industry. Hand picked, they
lovely crafted each tank as if it were a masterpiece of art.

What the German armaments industry produced the
German military command then took and massed in special
formations: Thus was born the schwere Panzerabteilung. The
best panzer crews of the army rode to battle in the belly of
a Tiger tank—men of vast experience and know how. The
result was a formation of unstoppable tanks, and soldiers
that knew how to use them. This would create the mystique
of the Tiger, a reputation that men on the other side of the
trench learned to fear.

- ""Ihq S8 staff decided that the Tiger tank was such a formi-
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2. KOMPANIE
KOMPANIEGRUPPE

Ty

i OSTUF WITTMANN

1. ZUG

g1 Ostuf Wessel

2. ZuG

T e iy e

g8 Ustuf Hantusch

3. ZUG

Ty ey e &

54 OJk Belbe

Armoured Corps of two or three Panzer Divisions) needed
an independent Tiger bactalion. In July of 1943, 101. schwere
SS-Panzerabteilung (101" Heavy SS Tank Battalion) was the
first such battalion to be formed as part of 7 SS-Panzerkorps.

Orders

the battalion

soon put

on |~
the long drive to

the front. Moving

at night to avoid the Allied
Jabo
prowled the skies, crossing
the despite
blown bridges, the battal-

ion continued its relentless

fighter-bombers that

Seine River

drive forward. i

It took until 12 June before
the first elements of the
battalion pulled into their
between Caen
For
days afterwards the bat-
talion’s Tiger tanks strag-
gled in as they completed
the gruelling road marﬁ
Despite  being  short
handed the battalion im-
mediately foughe its mdsg..'_
famous battle.

positions
and Villers-Bocage.
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Schwere Panzevabteilung - Heavy Tank Battalion Ostubaf - Obersturmbannfiibrer - Lt. Colonel

Kompanie - Company Erkeundungszug - Scout Platoon Hstuf - Hauptsturmfiilyrer - Captain

Kompaniegruppe - Company HQ Flakzug - Flak Platoon Ostuf - Obersturmfiilyrer - 1" Lieutenant
Pionierzug - Pioneer platoon Ustuf - Untersturmfiibrer - 2°* Li

Zug - Platoon
4. KOMPANIE

3. KOMPANIE
KOMPANIEGRUPPE AUFKLARUNGSZUG
e

£h Hscha Benno Poetschlalt

5 Ostuf Raasch
1. ZUG ERKUNDUNGSZUG
iy gy iy vy why phy

4 Ustuf Giinther ‘% ﬂ hﬂ ti¢ Ustuf Rolf Henniges
- FLAKZUG
auliy sy sl

2. ZUG
T G e e (o Uscha Kare Ficherr
g1 Ustuf Gorgens
PIONIERZUG
3.7ZuG vie SN VAN SR ol ol el
55 OJk Walter Brauer
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Born on 22 April 1914 in Bavaria, Michael Wittmann
became perhaps the best recognised, even legendary, tank ace
of World War II. His military career started in 1934 when
he joined the army as an infantry soldier. This early training
sparked Wittmann’s interest in tanks.

In 1936 at the end of his enlistment, he joined the Allgemeine-
SS and began his career in the SS-Verfiigungstruppe, the
military branch of the SS. When the war began, Wittmann
was still in training as an armoured car commander. After
only a short combat stint in Poland commanding an
armoured car with just a 2cm, he found himself transferred
to a Sturmgeschiitz assault gun with a 7.5cm gun. While his
~ performance in the subsequent Balkan campaign was good,
it would be in Russia that his talents became obvious.

In his first summer in Russia, Wittmann was awarded the
Iron Cross Second Class, soon followed by the Iron Cross
First Class. In the spring of 1943, he joined the Liebstandarte
SS Adolf Hitler Division’s 13% Panzer Company as a Tiger
tank commander. By 1944, he had the Knights Cross with

Oak Leaves for his gallant service in combat.

Villers-Bocage would be his heyday. In a single day he
stopped, almost single-handedly, an entire British Armoured
Division and saved the flank of the Panzer Lehr Division
from being trapped and destroyed, earning the Swords for
his Knights Cross in the process.

He died a soldier’s death on 8 August at Gaumesnil, south of
Caen, leading his Tiger tanks into battle one last time.

ITTMANN IN FLAMES OF WAR

Like all SS soldiers, O ersmrmﬁz/);’er Michael Wittmann
puts the Fatherland before his personal ambitions. He is not
afraid to die for his country.

Having many battles behind him and serving in the most
arduous conditions imaginable he knows how to fight and

live. Already his tally of kill rings covers the barrel of his

Obersturmfiihrer Michael Wittmann is a Warrior and a
Company Command Tank team rated as Fearless Veteran.

Wittmann can join any SC}Jwere SS-Panzerkompanie and
replaces the Company Command Tiger I E rank team for
+100 points. Wittmann takes over the Company Command
Tiger tank as his own rank.

As Wﬂmann is a Warrior, he does not roll for Tiger Ace skills.

Hero of the Fatherland e
Germany’s greatest heroes. Every boy knows his exploits and
~wants to emulate them

If Wittmann is Destroyed du;’zng a game the morale of the
entire German people takes a heavy blow, despite any other
gains, and the German player loses one Victory Point and their
opponent gains one Vzctory Pozm‘ ar the end of the batt/e

SPECIAL RULES =
OBERSTURMFUHRER MICHAEL WITTMANN

Ambush!: Michael Wittmann was a man on the go, always

manoeuvring to a position of advantage before striking the

enemy. His favourite tactic was to strike from the flanks,
here the enemy least expected it.

thmﬂnn may be deployed wusing t/7€ Ambu:/ﬂ special
rule on page 196 of the rulebook in addition to any other

platoons that would normally be deployed in Ambush. ‘
Wittmann may deploy in Ambush even in missions that do
not normally use the Ambush special rule.

STURMMANN GUNTHER JONAS RADlO

For the Commander!: Wittmann’s ability to get the most
out of the men in his command was extraordinary. They
would follow him anywhere. It is up to Sturmmann Jonas,
the radio operator, to keep Wittmann in touch with his
entire command.

Wittmann and any platoon led by him always Pﬂﬁp"“
Motivation Tests on a rol/ 0f2+

UNTERSCHARFUHRER WALTER MULLER DRIVER

Grind them Under: Unterscharfiibrer Miiller always keeps
the tank moving while assaulting infantry, grinding them
under the tanks tracks as he gocs.

Any team t})ﬂf ﬂ&mults ‘Vzn‘mann must re-rol] the mccesg‘id S/ez[[ ,
Test to hit for any hit allocated to his tank in an assault combar.
If they pass this test they get past the tracks and the tank must

make an Armour Save as normal. If the re-roll failed, than the
zzxjau/tzng troop: have not hit the tank and the bit is ignored. A

UNTERSCHARFUHRER BALTHASAR WOLL GUNNER

Every Shot Counts!: Unterscharfiibrer Bobby Woll always
set his sight for 800 meters and left it there. He felt it only
slowed him down to re-calibrate the distance every time he
shot. He simply overshot or undershot the reticule depending
on the distance he felt the enemy was at. While the experts of
tank gunnery chastised him for his methods, he only rarely
missed, making Wittmann appreciate h1m even more.

Wittmann’s Tiger tank may re-roll any f;zz[m’ roll 7?) sz:
when it shoots. !

STURMMANN GUNTER BOLDT - LOADER

Rapid Firel: Sturmmann Boldt is the gun’s loader. As fast
as Bobby can acquire targets Giinter can load the gun. This

combination keeps their Tiger firing faster than any other in
the company.

The 8.8cm tank gun of Wittmann’s nger mnk /ms ROF3

. when stationary and ROF 2 when moving.




- Wittmann's Wild Ride recreates the epic attack by  This makes the scenario an ideal introduction to Flam:
O&emmrmﬁibrzr Michael Wittmann and his lone Tiger tank ~ War. The new player takes the role of Wittmann and
-against A Company of the 1* Battalion, The Rifle Brigade on  the rules and tactics as they attempt to destroy the tr:
the road from Villers-Bocage to Point 213. British force. Be warned though, it is not as easy as i |

. . . after all Wittmann was an ace. You may need severa
Unlike most Flames Of War battles, this scenario is rather ’

one-sided. The British forces have no officers at all and can , ‘
do little but stand where they are and fight. It is Wittmann  The game plays quickly, making it ideal for demonstr
who dictates the pace of the battle as he advances along the  or as a club challenge with players taking turns and ¢
road towards Villers-Bocage. swapping roles to see how far they can get. ‘

to achieve the same degree of success that he did!

TERRAIN ;
The road between Villers-Bocage and Point 213 is bordered by high Bocage hedgerows. For the purposes of this scenario they
are Impassable terrain and cannot be seen through. All teams must remain on the road, which is wide enough for Wittmann
to pass the British vehicles. The road is paved, making it impossible for the British to entrench in the short time available.

The Wlitﬁl&hn’s‘Wﬂd' Rid scenatio uses fhé Tea Time, andk ‘ BEG[NN}NG THE B ATT[_E '

The Commander is Away,,ép'ecial rules on page 10.

1 'All:British‘vehi:clcs start the game Bailed ‘Qut
British platoons start the game Pinned Down in acc

YOUR ORDERS ' with the Tea Time special rule on page 8.
WITTMANN 2. Under The Commander is Away spe‘ciél rule, the B

have no officers, so will not move during the game, e

You must atrack and destroy the British column, or at the .
" : in assaults.

very least advance quickly to its end. Anything else dooms ‘ ;

you to failure and results in the encirclement of the Panzer 3. The German player takes the first turn. He counts :
Lehr and 12 SS Divisions. " , he moved in his first Movement Step, even if he did
- ' Wittmann drives onto the battlefield. ‘

A; COMPANY, 1" THE RIFLE BRIGADE .
You must destroy Wittmann’s Tiger and keep the road open ENDING THE BATTLE

to A Squadron 4 CLY so that the advance to Caen may  The battle ends after both players have had 10 turns.
resume. ; ‘
. : ~ DECIDING WHO WON ‘
PREPAR[N G FOR BATTLE : - The British player wins if they can destroy Wittman
1. Set up the table as shown above, Tt is set upona?2/60cm keeping the way open to the forces on Point 213.

b)‘{a6’(;/18‘0cm table, each sq\iare is 12°/30cm on a side. The German player wins if they can e ntirely d

. The British player now sets up their force as shown. The  British force, saving the German flank.
' ~ IF the game makes it to the end of turn 10 the
man player places Wittmann’s Tiger tank on the  draw. The British still hold Ville
n the map abo . ‘ ,




GERMAN 2. KOMPANIE 101. SCHWERE SS-PANZERABTEILUNG

KOMPANIEFUHRER ’

ders are to hold the hill and the town of Villers-

., but the British have got there first. If he cannot im-

‘ iy dislodge them then the entire eastern flank of the
andﬁfcnces in Normandy will be in jeopardy.

taining radio silence is critical to ensure surprise for
int rattack—the British will be listening for German
Wlttmann sends a runner back to von

OBERSTURMFUHRER MICHAEL WITTMANN

Westernhagen at battalion and calls over his tank command-
ers. Four Tiger tanks will deal with the British on Point 213,
while he alone will counterattack towards Villers-Bocage. He
will take the more difficult job as he has many times before,
always leading from the front and setting the example for
his men. With his own tank broken down on the march,
Wittmann takes over tank 212 for the battle.

Wittmann is not concerned with the odds—he has surprise
on his side. It will be tricky, but he is sure of victory.

BRITISH 7™ ARMOURED DIVISION

A COMPANY 15T BN, THE RIFLE BRIGADE

1 (Motor) Platoon
2 (Motor) Platoon
3 (Motor) Platoon

14 (Anti-tank) Platoon

4 Troop, A Squadron, 4™ County of London Yeomanry

Recce Troop, 4™ County of London Yeomanry

. Motor Platoon (without Command team and its half-track)

Motor Platoon (without Command team and its half-track)

~ but without Command team and its Troop Carrier)

" MOTOR COMPANY (RELUCTANT VETERAN)

Motor Platoon (without Command team and its half-track)

Anti-tank Platoon (with two 6 pdr guns with Loyd Carriers,

Armoured Platoon (with two Cromwell IV and one Firefly
VC tank, but without the Command Cromwell IV tank)

Recce Patrol (with three Stuart V tanks none of which is a

Command team)

The British force in this mission has no Company HQ and no platoon leaders (see The Commander is Away special rule *
below). The organisation of the British force is covered on pages 53 to 57

ns of many battles fought in the dry heat of the desert,

men slap each other on the back. They are A Company
the 1% Battalion, The Rifle Brigade under the command
ajor ] Wright. They are a force to be reckoned w

1as seen combat and proven its mettle time after ime.

ey know there is nothing that they cannot deal with

Just ahead is one of the troops of A Squadron, 4® County

~ of London Yeomanty under the command of Major P M R

Scott. Their tanks should keep the enemy at bay. Now its.
1 the breakfast they missed with an early start, beating
y to the punch. Itd be a laugh to see Rommels face when

he ﬁnds himself out-flanked and trapped‘ '

SCENARIO SPECIAL RULES

HF.*COMMANDER IS AWAY

A Squadron, 4 CLY has arrived at Point 213. With his
regsiment making good time and poised to strike towards
en, Lord Cranley has called an Orders (‘O’) Group on
oint 213, summoning all of his officers to explain the plan
for the next stage of the advance.

Without a Company Command. team, the British force
cannot pass a Company Morale Check if it is required to
make one. The entire British force will be Destroyed at the
start of any British turn in which four or more of their
platoons are Destroyed.

Without Platoon Command teams, the British platoons
cannot move except to Launch an Assault or Counterattack
(using the Carry On Sergeant special rule on page 171 of
the rulebook) or Break Off or Consolidate after an assault.

Despite having no Platoon Command teams, the British
platoons can still make any Motivation tests that they are
required to make, as usual.

The British force has no Compﬂny Command or C N
Command, teams, nor any Platoon Command teams.

TEA TIME

When the ‘O’ Group was called, all of the ofﬁcers of
A Company of The Rifle Brigade set off in their half-tracks
to attend. :

Meanwhile, the men settled down to make the brealkfast thf:}; ‘
had missed with an early start. Gathering around small fires
the men begm a brew up. It’s time for tea.

Al/ British vehicles start the game Bailed Out aml all
British platoons start the game Pinned Down.

Remember, platoons can Rally from being Pinned Down
and Remount their vebicles without a Command, team, so
this penalty is only temporary.




VILLERS- BOCAGE CAMPAIGN

Wittmann’s Wild Ride can be played as part of a campaign
with the other two scenarios in this book. The winner of the
final Villers-Bocage scenario wins the campaign. However,
your chances of winning that battle will be greatly enhanced
or reduced by your performance in this battle and in the
Battle for Point 213 scenario on page 15.

[f you decide to combine the scenarios into a campaign, then
whoever wins this scenario will have extra forces available for
the Battle for Point 213 scenario.

OTHER PLACES, OTHER TIMES

As it happened, the British 7% Armoured Division made the
dash to Villers-Bocage. What would have happened if it had

been the US 2™ Armored Division instead?

You could refight the scenario with US Armored Rifle
Platoons in place of the British Motor Platoons, a US Anti-
tank Platoon in place of the British one, a Tank Platoon
instead of an Armoured Platoon,-and a Light Tank Platoon
in place of the Recce Patrol. Assume that the officers are
on Point 213 receiving orders and the soldiers are making
breakfast, so the special rules still apply.

Another similar battle took place on the Eastern Front
when Otto Carius, another Tiger ace found a Soviet tank
force settling down for the night after breaking through the

German lines. w1

You could refight the scenario with a Tank Rider Company
lining the road while their officers go forward for their
orders. They could have a pair of guns from a Heavy And-

~ - . L2
tank Company and some T-34 tanks supporting them. e




A force based around a Schwere SS-Panzerkompanie must
contain:

e 1 Company HQ, and
e 2 or 3 Schwere SS-Panzer Platoons

Weapons platoons available to a Schwere SS-Panzer-
kompanie can be

0 to 1 SS-Pioneer Platoon,

0 to 1 SS-Anti-aircraft Gun Platoon,

0 to 1 Motorized SS-Scout Platoon, and
0 to 1 Armoured SS-Scout Platoon.

- Support platoons available to a Schwere SS-Panzer-
. kompanie are:

_ + 0to 1 Panzer Platoon p. 2L
¢ 0to 1 Gepanzerte Panzergrenadier Platoon (p. 26), and
. * 0 to 1 Rocket Launcher Platoon (p. 37).

HEADQUARTERS
Company HQ with

OPTIONS

* Add a second Tiger 1 E for +240 points
¢ Add a Bergepanther recovery vehicle for +15 points

If you do not replace your Company Command Tiger I E
tank with Obersturmfiibrer Wittmann, then your Company :
Command Tiger I E tank always has rwo Tiger Ace skills
(see page 168 of the rulebook) as if it rolled a 6 on its first
roll. Any further 6 allows you to pick the skill.

. SCHWERE S§ ‘
. . SCHWERE S ‘

(TANK COMPANY)

You may field one Support Platoon for every Schwere g
Panzer Platoon you are fielding.

MOTIVATION AND SKILL

The Tiger tank crews of the SS heavy tank battalions have
years of experience and are fanatical in their duty to the
Fatherland. A Schwere SS-Panzerkompanie is rated as
Fearless Veteran.

ALLIES

SS units are Allies to any other German company and vice
versa and so follow the Allies rules on page 183 of the rule
book. All of your support platoons are from Panzer Lehr
and are Allies to your Schwere SS-Panzerkompanie. Your
Company and 2iC Command teams cannot join them.

Company Command Tiger 1E 2iC
COMPANY HQ

UNTERSTURMFUHRER

PANZER PLATOON

UNTERSTURMFUHRER

PANZER PLATOON

EB® UNTERSTURMFUHRER
: !

| — ez

| UNTERSTURMFUHRER

sl aan

UNTERSCHARFUHRER N8

i

Tiger 1E

\
Tiger 1E

—

Command Tiger 1E

e

Tiger 1E




PLATOON
HQ Section with:

* Replace all Maultier trucks with Sd Kfz 251/7
(Pioneer) half-tracks for +20 points per half-track.

With two different organisations at their disposal, the
pioneers are a unique formation. They move forward clearing
obstacles for the Tigers under fire with their armoured section
while the unarmoured section reinforces bridges and clears
gaps in obstacles in less dangerous locations.

0 TO‘1 SS-A:NT]-A[RC‘I*:T GUN PLA_.TOON

PLATOON

Tiger tanks are large and slow, making them particularly
vulnerable to enemy air attacks. The anti-aircraft platoon
provides a counter to enemy aircraft. With quadruple-
mounted guns giving a very high rate of fire, they will easily
shoot down any enemy Jabo (Jagdbomber or fighter bomber)
that dares to attack your fearsome Tigers.

Keep them close behind your Tigers so that their guns can
cover your tanks, despite their limited range.

¥ UNTERSTURMFUHRER
UNTERSTURMFUHRER

it e

Command Pioneer  Schwimmwagen
MG team

HQ SECTION

UNTERSCHARFUHRER

tiH oSN ||| tirh oA

Pioneer MG  Opel Maultier Pioneer MG  Opel Maultier
team team

PIONEER SQUAD PIONEER SQUAD
UNTERSCHARFUHRER

UNTERSCHARFUHRER

Pioneer MG  Opel Maultier
team

PIONEER SQUAD

Command Sd Kfz 7/1 (Quad 2cm)
half-track

Sd Kfz 7/1 (Quad 2cm)
half-track

Sd Kfz 7/1 (Quad 2cm)
half-track

ANTI-AIRCRAFT
SECTION




PLATOON
- HQ Section with:

OPTION

e Replace the Command MG team with a Command
Panzerfaust SMG team for +10 points.

The motorised scout platoon advances ahead of the main
body to find enemy troops, locate possible ambushes and
generally harass the enemy while the Tigers advance.

Use them on one axis to keep enemy troops in place while
the Tigers attack in mass on another axis, always threatening
the enemy with several avenues of approach into his sector.

In defence they can be set up dug-in on one critical area

while the Tigers advance from another direction.

The Motorised SS-Scout Platoon is a Reconnaissance Platoon.

PLATOON
HQ Section with:

OPTION

* Replace the Command MG team with a Command
Panzerfaust SMG team for +10 points.

‘The armoured scout platoon provides the Tigers with the
primary anti-infantry force of the battalion. They are there

. to support the tanks in close terrain, and keep them from
being overrun by enemy infantry.

| Typically they are employed in small groups to keep watch on
- covered approaches and provide security for the Tigers. This
platoon is great at taking out enemy infantry formations.

1

4

{

|

|

!

|

1

l With armoured half-tracks to get your infantry across the
| battlefield quickly and safely, the armoured scout platoon

%L " can support your Tigers in any type of terrain.

|

Even after incurring losses that other infantry would falter
I from, the SS soldiers of the scout platoon will stay in the
battle with fanatical determination.

The Armoured SS-Scout Platoon may use the Mounted

B ‘ \ Assault special rule.

' UNTERSTURMFUHRER
UNTERSTURMFUHRER

Command
MG team

Schwimmwagen

HQ SECTION

UNTERSCHARFUHRER

MG team

s
t

UNTERSCHARFUHRER

1 SCOUT SQUAD

, SCOUT SQUAD

Schwimmwagen team with MG
SCOUT SQUAD

thtr

MG team

g
w

Schwimmwagen team with MG
SCOUT SQUAD

UNTERSCHARFUHRER

MG team Schwimmwagen team with MG
SCOUT SQUAD

UNTERSTURMFUHRER

1 ol

Command
MG team

HQ SECTION

Sd Kfz 251/1C
half-track

QUNTERSCHARFOIRER
it il

MG team Sd Kfz 251/1C
half-track

SCOUT SQUAD

MG team Sd Kfz 251/1C

half-track

tith oulimp

MG team Sd Kfz 251/1C
half-track

T i

MG team Sd Kfz 251/1C

half-track
SCOUT SQUAD

it ol

MG team Sd Kfz 251/1C
half-track

it el

MG team Sd Kfz 251/1C
half-track

UNTERSCHARFUHRER &

;
[1Hh4) oullm ||

SCOUT SQUAD .

e ARNOURED 55 SCOUT PLATOON. s

SCOUT SQUAD i




THE BRITISH

Moving quickly outof the town of Villers-Bocage, A Squadron
4 CLY, veterans of the famous Eighth Army, advance down
the road towards Caen. In the desert, you can see the enemy
from a distance. Here the troops scan the surrounding
hedges for any sign of the enemy, yet nothing meets their
gaze. Finally, after days of ambushes and frustration, it’s back
to the best days of the desert—fast free-wheeling advances.

They have encountered no enemy all day. Villagers flock to
wave at the column of troops as they pass, giving the march a
festive air. ‘Perhaps the road is open all the way to Caen’, the
desert veterans reason, an easy victory within their grasp.

Despite the general cheer, Major Scott, commanding the
squadron, is feeling pushed and claustrophobic in the dense
terrain. The advance is moving too fast. The recce troop sits
in the middle of the column rather than scouting out the
flanks and securing the route of march. Yesterday’s ambush
proved that the Stuarts don’t have the firepower for the job.

The decision to preserve the strength of the recce troop is one
that will haunt the Major as events unfold.

The column pauses at the top of the hill providing a view of
the entire plain almost all the way to the coast. From the top,
the city of Caen is visible in the distance. The heavy bocage
breaks up some of the view, but it is spectacular none the
less. Lieutenant Colonel Lord Cranley, the regimental com-
mander, calls his officers forward to give them the next course
of action. But that action will be decided for them. In the
bocage another man has already begun to act in the decisive
manner that has covered his gun barrel with kill rings.

THE GERMANS

Michael Wittmann, a veteran of four vears of almost
constant combat, watches as the British column roars by his
well-hidden tanks. With so much at stake, and his order

clearly defining his role, he decides to act immediately. A ;
simple plan of action emerges. 0

=

‘

His once mighty company of 14 Tiger | E heavy tanks is now
reduced to a mere five as the rest straggle in from the long
march. Yet Wittmann knows, even in such small numbers, a
Tiger in the hands of his elite crews is more than a match for
anyone. He orders four of his five tanks to take Point 213.
He will take the fifth tank alone on the most dangerous part:
of the job, preventing British reinforcements from getting
to the hill until his men get the job done. With the enem
tanks on the hill destroyed, together they can move to clear

the town as well.

‘The four mighty Tiger tanks run along a small dirt track
parallel to the main paved road the British travel on. They
must take the hill and secure it against all enemy atracks.
Each tank crew knows its duty to the Fatherland, each ready
to sacrifice all if they must.

Two of the tanks are commanded by platoon leaders, untried

in armoured combat. The other two Tigers are crewed by A
veterans, ready and able to do battle. Hardened steel creeps
forward, ready to take out the awaiting British on the hill.

The tanks move closer along the small track. There, hidden

in the bocage, sits the British advance guard, the officers in
conference, the tank crews unprepared. The game of cat a

mouse among the hedgerows begins. 5

.,ﬂ'
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GERMAN 101. SCHWERE SS-PANZERABTEILUNG

_ Obersturmfiihrer Wittmann had only five tanks to stop the British at Villers-Bocage. He sent four (211, 221, 223, and 234)
to Point 213 and took his own tank back to Villers-Bocage to stop reinforcements arriving.

TIGER 211

Tiger 211 was commanded by Obersturmfiibrer Jiirgen
Wessel, a veteran of infantry combat on the East Front, but
with no tank combart experience.

TIGER 234

Unterscharfiibrer Herbert Steif was another hardened combat
veteran of the Eastern Front. Steif had served in Tiger tanks
with Wittmann earlier in the year.

Pkl 4
b
b b

TIGER 221

Untersturmfiibhrer, George Hantusch in tank 221 led 2. Zug.
After combat in Russia in 1941, Hantusch studied mechani-
-l engineering at the SS automotive school before becoming
~ a Tiger commander.

2. KOMPANIE 101. s SS-PZABT

1. Zug. Tiger 211, Obersturmfiibrer Jirgen Wessel
Tiger 234, Unterscharfiihrer Herbert Steif

2. Zug. Tiger 221, Untersturmfiihrer George Hantusch
Tiger 223, Obersturmfiibrer Jurgen Brandt

The German force in this mission has no Company HQ.

[ AL L

T o i S —

TIGER 223

Oberscharfiirher Jurgen Brandt was a hardened combat
veteran who joined the Tiger battalion to lead the recon-
naissance platoon. Instead he found himself in a Tiger tank,
going on to rack up an impressive 57 kills.

SCHWERE SS-PANZERKOMPANIE (FEARLESS VETERAN)

Command Tiger 1 E tank
Tiger 1 E tank

Command Tiger 1 E tank
Tiger 1 E tank
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BRITISH 4™ COUNTY OF LONDON YEOMANRY

Thc 4"* Counry of London Imperlal Yeomanry (ngs

= Colonials) has a proud but fairly recent past. Originally
 formed in November of 1901 at Charing Cross, London, its

 members came from throughout the British Empire. Each
~ squadron was drawn from overseas residents from one area.

- A Squadron was ‘British Asian’, B Squadron was ‘British
‘American’ or Canadian, C Squadron was Australasian, and
- D Squadron was “British African’ or South African. [n 1902
-an E Squadron was added comprised of New Zealanders.

The regiment was renamed in 1905 as The King’s Colonials,
Imperial Yeomanry. While the name stuck, in 1909, each

. of the separate ‘colony’ squadrons was discontinued and the
- squadrons were homogenised. Then in 1910 the name was
changed a final time to King Edward’s Horse or The King’s
Overseas Dominions Regiment. After being transferred to

~ Special Reserve in 1913, the regiment was revived for the
- First World War. There they fought at Mons, Loos, Ypres,
: _'Cambrai, and Irtaly, before being disbanded in 1924.

TR S Y RS P A R S e —

A SQUADRON 4 CLY

Lieutenant Colonel Lord Cranley

HQ Troop, Major Peter Scott

1 Troop, A Squadron

2 Troop, A Squadron
3 Troop, A Squadron
4 Troop, A Squadron
‘O’ group, A Company, 1* Battalion, The Rifle Brigade

A T T

W1th the situation on thc Contment hcatmg up once"
again in the mid 1930’%, the army was expanded and, on
27 September 1939, the 4™ County of London Yeomanry
(Sharpshooters) (4 CLY) were formed as a duplicate of the
3" County of London Yeomanry (Sharpshooters) (3 CLY)

Their first battles were fought in the Western Desert with the
7% Armoured Division in Operation Crusader at the end of
1941. They continued to fight with the Desert Rats through
the rest of the Desert War and into Italy before returning to
Britain at the end of 1943. s

There the Sharpshooters were issued fast Cromwell tanks,
replacing the Sherman tanks they left in Italy. They landed
in Normandy on D+1. After heavy losses at Villers-Bocage
and in Operations Goodwood and Spring, they left the
7% Armoured Division and merged with 3 CLY on 1 August,
1944 to form the 3%/4" County of London Yeomanry
(Sharpshooters).

ARMOURED SQUADRON (RELUCTANT VETERAN)

Higher Command Daimler Dingo scout car

Company HQ (with two Cromwell IV tanks and two CS
Cromwell IV tanks)

Armoured Platoon (with three Cromwell TV tanks and one

Firefly VC tank) E

Armoured Platoon (as 1 Troop)
Armoured Platoon (as 1 Troop)

One Independent Command Cromwell IV tank

Four Independent Command MG teams with an M5 half-
track each E
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* You must take Point

BATTLE FOR POINT 213

© With its commanding views of the surrounding terrain, the

l'ugh ground is critical. By taking Point 213 you will be able
o observe the ground all around, thereby dominating the
oad all the way to Caen.

Point 213 scenario uses the Random
eployment, Mobile Battle, and Tea Time special rules.

YOUR ORDERS

GERMAN

L 8S-Panzerkorps the opportunity to counterattack the Allied
thrust, sending them reeling back from whence they came.

BRITISH

With you in possession of the hilltop, the enemy will have

to withdraw, offering your division the chance to begin the
pursuit of the enemy.

" PREPARING FOR BATTLE

1. Set up the table as shown on page 19. The table is a

4/120cm by 4'/120cm square. Mark the table centre.

2. The British player places the objective on the table no
fugther than 127/30cm from the table centre.

3, The British player now deploys their entire company
on the table within 167/40cm of the centre of the rable.

1 {._ All Independent and Platoon Command teams must be

deployed within 4”/10cm of Lord Cranley.

. The German player rolls for each of their platoons deploy-
ing them in the table corner indicated by the dice using the
Random Deployment rules. Ona 5 or 6 the platoon may be
deployed on any corner. The Tiger tanks are set up next to or
on the road at that corner on the edge of the table.

213. By holding this you give the rest of

BEGINNING THE BATTLE
The British player starts the game Bailed Out and Pinned

Down as per the Tea Time special rule.

2. The

moving as per the Mobile Battle special rule.

German player takes the first turn and counts as

ENDING THE BATTLE

The battle ends:

¢  When the Germans take the objective,

* At the end of turn 12, or

*  When no German Tiger tanks remain on the table.

DECIDING WHO WON

The German player wins if they rake the objective thereby
breaking the British hold on Point 213 and frecing up the
road for the advance to Villers-Bocage.

The British win if they can hold the objective thereby
maintaining a jumping off point for the continued drive to
Caen.

SPECIAL RULES

TEA TIME

The British column having stopped for an ‘O’ Group has
decided to have tea. The movement thus far has been un-
eventful and the men are hungry. Gathering around the small

fires the men begin to have a cup of tea and some food.

All British vebicles start the game Bailed Out and all
British platoons start the game Pinned Down.

In addition, all /H(/'(‘[)(’H(/’(‘JH and Platoon Command teams
must deploy within 4°/10cm of Lovd Cranley as they gather

to receive U)'ff‘(‘:",\',

VILLERS-BOCAGE CAMPAIGN

I you decide to play the Battle for Point 213 scenario as part
of a campaign with the other two scenarios in this book, the
outcome of Wittmann’s Wild Ride on page 9 will change
this scenario in the following ways:

» [f the German player won Wittmann's Wild Ride, their
force this scenario is increased by a full strength Armoured
SS Scout Platoon that will arrive using the Delayed Reserve

scenario special rule on page 200 of the rulebook.

s Ifthe British Player won Wittmann’s Wild Ride, then they

‘may bring all the remaining forces on as reinforcements in this

scenario. These reinforcements enter the table at e any turn
after the turn in which Wittmann was destroyed in this game.

So, if Wittmann was destroyed on turn 6, all remaining British

forces can arrive in the Battle for Point 213 game from its
wurn 7. Of course, the arriving platoons have no Command
teams, so a platoon can only arrive if an Independent team

is at o to command it. If there is no Independent team for

a platoon, the platoon will wait off the table, only arriving

when an Independent team is at o ready to take command

at the start of the British player’s turn.

e If Wittmann's Wild Ride was a draw, then there is no
change to this scenario.

DIFFERENT CHOICES
Historically, Wittmann ordered all four of his Tiger tanks to
fight at Point 213, leaving him to fight alone.

You could find out what would have happened if he had
taken an additional Tiger tank with him instead. Add an
extra Tiger tank to support Wittmann in the Wittmann’s
Wild Ride scenario to represent this option. If you do this
then fight the Batde for Point 213, with one fewer Tiger
tank.




I’omt 213'is the top ofa gemlyuslopmg
hill. The slope is so gentle that the hill
" had no effect on the battle.

BOCAGE HEDGEROWS

All hedgerows on the table are Bocage
hedgerows. ‘These are raller than
a tank, Very Difficult Going, and
provide Bulletproof Cover to troops
sheltering behind them. Teams must
start adjacent to a Bocage hedgerow to
Cross it.

The main road (shown in grey) is a
major thoroughfare. Wide and paved,
it offers vehicles more room to pass
than most other roads in the area.

Teams on the small side tracks (shown
in brown) are considered to be adjacent
to the hedgerows on both sides of
the road. The track is so narrow that
vehicles may neither pass nor turn on
them.

The full Bocage rules are provided in
more detail in the D-Day book or at our

web page, www.FlamesOfWar.com.

~ OTHER PLACES, OTHER TIMES _

As vuth W;ttmanns Wild Ride you can try thm scenario w1th
other forces to sec what would have happened had someone
other than the British 7** Armoured Division made the dash
to Villers-Bocage.

You could refight the scenario with a US Tank Company
from the 2™ Armored Division. Replace the Armoured
Squadron with a Tank Company equipped entirely with
M4A1 Sherman tanks armed with 75mm guns. The inde-
pendent infantry teams are all Rifle teams mounted in M3
half-tracks. The soldiers are making breakfast, so the Tea

Time special rule sdll applies.

One of Otto Canuss battles on the Eastern Pront mvelve‘
him and his company facing a Soviet tank force settling
down for the night in a village in the middle of a forest.

You could refight the scenario with a couple of Tank
Companies equipped with T-34 tanks (a few armed wi
85mm guns) and a Guards Heavy Tank Company with [§-2
heavy tanks lining the village’s only road while cheir ofﬁcer
gather to get their orders. :
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130. PANZERREGIMENT
(8x Panther tanks)

1/6 BATTALION
(13x Panther, 6 x Flakpanzer 38(t) tanks)
1. Kompanie (17x Panther tanks)
2. Kompanie (17x Panther tanks)
3. Kompanie (17x Panther tanks)
4. Kompanie (17x Panther tanks)

11/130 BATTALION
(11x Panzer IV, 6 x Flakpanzer 38(t) tanks)
5. Kompanie (22x Panzer IV tanks)
6. Kompanie (22x Panzer IV tanks)
7. Kompanie (22x Panzer IV tanks)
8. Kompanie (22x Panzer IV tanks)

901. PANZERGRENADIERREGIMENT
(8x 251/1, 6x 251/16 half-tracks, 3x 7.5cm PaK40 guns)
9. Kompanie (12x 10/5 2cm AA half-tracks)
10. Kompanie (6x Grille self-propelled guns, 5x 251/1 half-tracks)
11. Kompanie (22x 251/7 half-tracks)

1/901 BATTALION
(2x Sd Kfz 251/1 half-tracks)

1. Kompanie (18x MG’s, 3x HMG's,
15x 251/1, 2x 251/2, 2x 251/9 half-tracks)
2. Kompanie (18x MG’s, 3x HMG’,
15x 251/1, 2x 251/2, 2x 251/9 half-tracks)
3. Kompanie (18x MG, 3x HMGs,

251/1, 2x 251/2, 2x 251/9 half-tracks)
4. Kompanie ( 3x 7.5cm Pak40 guns,
4x 12cm sGW43 mortars, 6x 251/9,

7x 251/7, 13x 251/1 half-tracks)

I1/901 BATTALION
(2x Sd Kfz 251/1 half-eracks)

5. Kompanie (18x MG’s, 3x HMG5,
15x 251/1, 2x 251/2, 2x 251/9 half-tracks)
6. Kompanie (18x MG's, 3x HMG,
15x 251/1, 2x 251/2, 2x 251/9 half-tracks)
7. Kompanie (18x MG’s, 3x HMG,
15x 251.’1 2x 251/2, 2x 251/9 half-tracks)
8. Kompanie ( 3x 7.5cm Pak40 guns,
4x 12cm sGW43 mortars, 6x 251/9,
7x 251/7, 13x 251/1 half-tracks)

am

316. FUNKLENKKOMPANIE
(10x StuG 111 assault guns, 3x Tiger I E tanks,
36x Borgward BIV demolition carriers)

Divisional Strength: 14,699 soldiers, 2 tank battalions, 6 infantry 3

bartalions, 201 tanks, 31 assault guns, 617 half-tracks, 12 flame- |
thrower half-tracks, 45 armoured cars, 66 self-propelled guns, 22 |

artillery pieces, 18 heavy anti-aircraft guns, 33 self-propelled anti- |
aircraft guns, 33 anti-tank guns, 12 heavy machine-guns, 16 heavy |

mortars, 28 self-propelled medium mortars.

i
Panzer Lebr Division (Armoured Demonstration Division,
nounced pant-serr lairr di-vis-yon) was created in 1943

to validate the proposed force structure for the new 1944-

yle Panzer divisions. For the first time the Germans fielded
Janzer division where every infantry battalion was fully

" equipped with armoured half-tracks and most other combat

elements were equipped with armoured vehicles too. It
proved impossible to equip the rest of the army this lavishly,
leaving Panzer Lehr as the best equipped German division.

Leadership is critical to any unit, and for a demonstration

“unit only the best will do. Generallentnant Fritz Bayerlein,

- Generalfeldmarschall Rommel's former Chief of Staft from
8 his days in the Afrikakorps, provided the division with expert

: 3
Syis

leadership. Bayerlein’s skill was matched by the rest of the
division, formed from the various Lehr batralions already in
" existence. Almost all of the men had seen some combart and

b many had received decorations for bravery. Panzer Lebr was

thus an elite unit from the day it was formed.

In June 1944, Panzer Lehr moved to the Chartres-Le Mans-

‘Orléans area. When the Allies landed in Normandy on
6 June 1944, Panzer Lehr was among the first divisions
sent to the front for the planned counterattack. However,

the Panther Battalion (actually I/6. Panzerabteilung from
Panzerdivision, as the Lebhr Panther Barttalion was sdill

] Qrming) had boarded trains for the Eastern Front just befor

| Panzerregiment - Armoured Regiment
| Panzergrenadierregiment - Armoured Infantry Regiment

. Panzerartillerieregiment - Armoured Artillery Regiment
| Panzerpionierabteilung - Armoured Pioneer Battalion

Hmzemuﬂzhl ungsabredurzg - Armoured Reconnaissance Battalion

NORMANDY

After the early morning invasion and subsequent alert to
move, Panzer Lehr headed straight towards the beaches. On
8 June the spearheads of the division were in acrion against
the Allies in Normandy. Initially the division was expected to
drive the Allies into the sea together with 21. Panzerdivision
and 12. Hitlerjugend SS-Panzerdivision. Under heavy pressure
from the advancing British forces, they

were forced over to the defence.

Over the next few days, the Panzer Lehr
Division and the British 7 Armoured
Division squared offagainst one another—the
British attacking and the Germans counter-
attacking. Villages and hamlets changed
hands repeatedly. Slowly the

British pushed the Germans

back paying dearly in

infantry for every

advance.
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902. PANZERGRENADIERREGIMENT
(8x 251/1, 6x 251/16 half-tracks, 3x 7.5cm PaK40 guns)
10. Kompanie (6x Grille self-propelled guns, 5x 251/1 half-tracks)
11. Kompanie (22x 251/7 half-tracks)

/902 BATTALION
(2x Sd Kfz 251/1 half-tracks)

1. Kompanie (18x MG’s, 3x HMGs,
15x 251/1, 2% 251/2, 2x 251/9 half-tracks)
2. Kompanie (18x MG’s, 3x HMG's,
15x 251/1, 2x 251/2, 2x 251/9 half-tracks)
3. Kompanie (18x MG’s, 3x HMGs,
15x 251/1, 2x 251/2, 2x 251/9 half-tracks)
4, Kompanie ( 3x 7.5cm Pak40 guns,
4x 12cm sGW43 mortars, 6x 251/9,
7x 25117, 13x 251/1 half-tracks)

311. FLAKABTEILUNG
(18x 8.8cm FlaK36 guns,
9% 7/2 3.7cm half-tracks)

VILLERS-BOCAGE

On 12 June 1944, the 7" Armoured Divisi
stalemate, slipping around the flank of P
a gap opened by the US 1* Infantry Divis

village astride the main supply

route to Pan
ously, push

their starting positions. Panzer
Leby still held their sector of
the line.

sermans counterattacked vigor-
ritish back into a pocket. With the help
ision, they then pushed the British back to

11/902 BATTALION
(2x Sd Kfz 251/1 half-tracks)

5. Kompanie (18x MG’s, 3x HMG’s,
15x 251/1, 2x 251/2, 2x 251/9 half-tracks)
6. Kompanie (18x MG’s, 3x HMG's,
15x 25111, 2x 251/2, 2x 251/9 half-tracks)
7. Kompanie (18x MG’s, 3x HMG’s,
15x251/1, 2x 251/2, 2% 251/9 half-tracks)
8. Kompanie ( 3x 7.5cm Pak40 guns,
4x 12em sGW43 mortars, 6x 251/9,
7x 251/7, 13x 251/1 half-tracks)

130. PANZERJAGERABTEILUNG
(31x Jagdpanzer IV tank-hunters,
12x 7.5cm Pak40 guns)

1/130 BATTALION
(12x Wespe, 6x Hummel self-propelled guns)

11/130 BATTALION
(12x 10.5cm leFH 18 field howitzers)

1T11/130 BATTALION
(6x 15.2cm KH433/1 (1), 4 x 10cm K18 guns)

130. PANZERAUFKLARUNGS
ABTEILUNG

(6x 233 armoured cars)
1. Kompanie (24x 234/2 armoured cars)

2, Kompanie (9x 250, 16x 250/9 half-tracks)
3. Kompanie (31x 250, 3x 250/8 half-tracks)
4. Kompanie (31x 250, 3x 250/8 half-tracks)
5. Kompanie (4x 12cm sGW43 mortars,
3x 7.5cm PaK40 guns, 8x 251/1,
6x 251/9, 7x 251/7 half-tracks)

AGAINST THE AMERICANS

~through  rest and refit. C

n. The next day

T}u division manz
the American defences, but feﬂ back as the
counterattacked. Panzer Leb

when Operation Cobra o

n broke the  On 26 June Panzer Lebr was pulled out of the front lin
On 10 ]ul_.‘ they were thrown back ir
against the Ameri

n the le Désert area near’
to penetrate several kilo

across its fron
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(TANK COMPANY)

A force based around a Panzerkompanie must contain:

e 1 Company HQ, and

e 2 to 4 Panzer Platoons.

Weapons Platoons available to a Panzerkompanie are:

e 0 to 1 Pioneer Platoon,

e 0 to 1 Motorized Scout Platoon, and

e 0to 1 Armoured Anti-Aircraft Gun Platoon.

Support Platoons for a Panzerkompanie can be:

e 0 to 1 Schwere SS-Panzer Platoon (p. 12), or Radio-
control Tank Platoon (p.35),
0 to 1 Gepanzerte Panzergrenadier Platoon (p. 26),

p. 5l) or Aufklirungs

Panzerpionier Platoon

Platoon (p. 33),
0 to 1 Armoured Car Patrol (p. 34),

HEADQUARTERS
Company HQ with:

OPTION

e Add an Sd Kfz 9 (18t) recovery half track for
+5 points, or a Bergepanther recovery vehicle for
+15 points.

- You must field at least one Panzer Platoon entirely equipped -
with the same model of tank as the Company HQ.

0 to 1 Rocket Launcher Battery (p. 37),

0 to 1 Armoured Artillery Battery (p. 38), or Motorised
Artillery Battery (p. 39), and

0 to 1 Heavy Anti-aircraft Gun Platoon (p. 40), or
Anti-aircraft Gun Platoon (p. 40).

You may have one support platoon attached to your
company for each Panzer Platoon you are fielding.

MOTIVATION AND SKILL

Panzer Lebr is filled with veterans from every theatre of

war. After years of combat they are confident that they can
prevail with their equipment and experience over the less
experienced Allies. A Panzerkompanie from Panzer Lebr is
rated as Confident Veteran

.
o

L
L
Pt

Company 2iC Command
Command tank tank

. COMPANY HQ

B | FUTNANT :
l PANZER PLATOON . E

)




COMBAT PLATOONS

2 TO 4 PANZER PLATOONS

PLATOON
5 Panzer IVH
1380 points

4Panzer IVH
3Pazer VEH

285 points

5 Panthet A = @
4 Panther A
3 Panther A

940 poi‘r‘lts.;

750 points
560 points
Your Panzer platoons are a strong strike force. They must

use their mobility and concentrated firepower to destroy one
section of the enemy forces and advance to their objectives.

LEUTNANT

Command tank
HQ SECTION

UNTEROFFIZIER
Tank

K

Tank

UNTEROFFIZIER j
s
Tank

E

Tank

PANZER SECTION

WEAPONS PLATOONS

O TO 1 PIONEER PLATOON

PLATOON
HQ Section with:
ionee : 145 points

OPTION .
e Upgrade all Maultier half-tracks to Sd Kfz 251/7
(Pioneer) half-tracks for +20 points per half-track.

The battalion pioneer platoon’s main role is to keep the
Panzers moving by clearing minefields, roadblocks and other
obstacles for them. The platoon has considerable flexibility,

having a component mounted in armoured half-tracks for

ducted under fire, and one in unarmoured

PANZER SECTION

LEUTNANT

th

Command Pioneer

MG team

ko

Schwimmwagen

HQ SECTION

UNTEROFFIZER

it wSame

Pioneer MG  Opel Maultier
team

PIONEER SQUAD

UNTEROFFIZER

it oo

Pioneer MG  Opel Maultier
team

PIONEER SQUAD

UNTEROFFIZER

tith wowms

Pioneer MG
team

Opel Maultier

PIONEER SQUAD
NZER PIONEER PLATOON
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PLATOON
HQ Section with:

Motorzzed Scout P/dtoan; are Reconnazsmnce Platoons.

As the armour reglments eyes and ears, these troops are best

used on flanking manoeuvres to find and fix enemy troops
nd disrupt rear areas.

While attacking, this platoon is designed to move forward
ahead of your Panzer columns. They can spot and safeguard

:pbtential ambush locations of the enemy anti-tank guns,
‘thereby keeping the valuable panzers safe.

In defence they can dig in on key rterrain, defending the
‘ground but only as a last ditch stop gap. The small platoon

size leaves them vulnerable in full-scale assaults.

0TO1 ARMOURED ‘ANT‘I-AIRCRAFT GUNMPLATOON

PLATOON

The “Fléylkf/)anzer 38(t) anti-aircraft gun provides your

rmoured columns with mobile anti-aircraft support. Being
ightly armoured, the Flakpanzer is not designed to be a
ank, nor should you fight it as one. Instead, deploy them

just behind your Panzers to keep the enemy Jabo fighter-
‘bombers at bay. This will keep them safe from immediate
.~ attack by the enemy and allow them to focus on their main

task—protecting the tanks.

Command
MG team

-
. -
__

Motorcycle and
sidecar with MG

thtr

MG team

Motorcycle and

sidecar with MG

:
Atk

MG team

y B
4. T

9 Y
5 )
Y

l\/lotorcycle and

SCOUT SQUAD ‘

sidecar with MG 1
SCOUT SQUAD ‘

UNTEROFFIZIER

MG team

Motorcycle and
sidecar with MG

SCOUT SQUAD

LEUTNANT

Command Flakpanzer 38(t)
HQ SCTION

UNTEROEFFIZER

Flakpanzer 38(t)

ANTI-AIRCRAFT
SECTION

UNTEROFFIZER

ANTI-AIRCRAFT
SECTION




. Weapons

(MECHANISED COMPANY)

A force based on a Gepanzerte Panzergrenadierkompanie
must contain:

e 1 Company HQ, and

e 2 or 3 Gepanzerte Panzergrenadier Platoons.

Platoons available to a  Gepanzerte

Panzergrenadierkompanie are:

e 0o 1 Armoured Heavy Platoon,

e 0 tol Armoured Cannon Platoon,

e 0to 1 Armoured Heavy Mortar Platoon,

e 0to 1 Armoured Light Anti-tank Gun Platoon,

e 0o 1 Armoured Light Anti-aircraft Gun Platoon, and
e 0 to 1l Armoured Pioneer Platoon.

Support Platoons for a Gepanzerte Panzergrenadier-
kompanie can be:

_ e 0 to 1 Schwere SS-Panzer Platoon (p-12) Panger
‘ Platoon (p. 23), Radio-control Tank Platoon (p. 35),
Tank-hunter Platoon (p. 36), or Anti-tank Gun

Platoon (p 36)

HEADQUARTERS

OPTIONS

* Replace either or both Command SMG teams with
Command Panzerfaust SMG teams for +10 points
per team.

e Add an Anti-tank Section with one Panzerschreck
team for +40 points or two Panzerschreck teams for
+65 points.

While the powerful Panzers are glamorous, it is the

Panzergrenadier regiments that form the fighting core of
" Panzer Lehr. With 84 Panzerschreck anti-tank rocket launch-

ers in every battalion, your troops are lavishly equipped by
any standard of measurement. Their sheer number of anti-

- tank weapons will give any allied tank commander pause.

When attacking, your troops ride into battle in armoured
transports. They advance under the cover of their half-tracks’

~machine-guns before leaping out to assault the enemy ar
 point-blank range. Use their superior manoeuvrability to

strike at the point of your choosing. Concentrate your forces

into a powerful strike force, taking the enemy by storm.

When operating defensively split up your heavy platoon

_ giving heavy machine-guns to each of your Panzergrenadier
- platoons for additional anti-infantry defence. Dig them in
~ and keep your half-tracks out of sight, but nearby, so that

you can mount a counterattack against the most threatened

0 to 1 Motorised Scout Platoon (p 24)

0 to 1 Self-propelled Infantry Gun Platoon (p. 29),

0 to 1 Armoured Flame-thrower Platoon (p. 29),

e 0 to 1 Armoured Car Patrol (p. 34),

» 0 to 1 Rocket Launcher Battery (p. 37),

e 0to 1 Armoured Artillery Battery (p. 36), or Motorised
Artillery Battery (p. 39), and

e 0 to 1 Heavy Anti-aircraft Gun Platoon (p. 40), or
Anti-aircraft Gun Platoon (p. 40).

You may have up to two support platoons attached to
your company for each Panzergrenadier Platoon you are

fielding.

MOTIVATION AND SKILL

The Panzergrenadiers have been fighting and winning since
the war began. A Gepanzerte Panzergrenadierkompanie is
rated as Confident Veteran.

HAUPTMANN

i s

Company Command 2iC Command
SMG team SMG team

olly o

Sd Kfz 251/1 half-track  Sd Kfz 251/1 half-track

'PANZERGRENADI RKOM NIE

| 777(3 Company HQ of a Gepﬂnzerte Panzergrenadier-
. kompanie may use the Mounted Assault special rule.

o




COMBAT PLATOONS

OR 3 GEPANZERTE PANZERGRENADIER PLATOONS

PLATOON
HQ Section with

OPTIONS

* Replace the Command MG team with Command
Panzerfaust SMG team for +10 points.
Replace the Sd Kfz 251/1 half-track in the HQ
Section with an Sd Kfz 251/10 (3.7cm) half-track

at no cost.

The Panzergrenadier platoons provide excellent attacking
and defensive capabilities. With plenty of machine-guns
and Pangzerschreck anti-tank rocket launchers, both enemy
infantry and tanks must think twice before attacking them.
_For even more anti-tank punch, you can issue them with
: dlsposable Pﬂnze;fau:t anti-tank launchers too.

Gepanzerte Pﬂnzergrenadzer P[atoons may use t/ae Mounted

Assault special rule.

WEAPONS PLATOONS

0 TO1 ARMOURED HEAVY PLATOON

PLATOON
HQ Section with:

_ 40 points

OPTIONS
* Add a Gun Section for ‘4-90 points
e Add a Mortar Section for +90 points

An Armoured Heavy Platoon must have a Gun or
Mortar Section if it has no Machine-gun Sections.

Armoured Heavy Platoons may make Combat Attachments
to Combat Platoons.

- The concentrated firepower of the heavy platoon gives you the
; ability to form a Schwerpunkt (focus of effort) in both attacking
- and defensive situations. With mortars to pin down the enemy,
. heavy machine-guns to cut them down if they launch a coun-
" terattack, and assault guns to deal with enemy machine-gun
- nests, you have a tool for every task.

If the terrain lacks good fields of fire, attach the heavy plat-
oon’s machine-guns and assault guns to your Panzergrenadier
~ platoons to put their firepower where you need it most.

Command
MG team

Sd Kfz 251/1
half-track

B )\ TEROFFIZER
e Mt

MG team MG team
Tank-hunter  Sd Kfz 251/1
team half-track

thit Atr

MG team MG team
Tank-hunter ~ Sd Kfz 251/1

half-track

PANZERGRENADIER
SQUAD

Tt At

MG team MG team

1t

Command
SMG team

L UNTEROFFIZER SR

Tank-hunter

| GEPANZERTE PANZERCRENADIER PLATOON J

team
PANZERGRENADIER
SQUAD
xa oy

Sd Kfz 251/1

team half-track

Sd Kfz 251/1
half-track

N
ARAN TRAN

MG42 HMG ~ MG42 HMG

Ee

FRRL FRAN

MG42 HMG ~ MG42 HMG

R

Sd Kfz 251/1 (HMG) half-track | §

Sd Kfz 251/1 (HMG) half-track

. ARMOURED H'EAVYPLATOON F
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RMOURED CANNON PLATOON

3 Gun Sections 270 points B

1 Gun Section 90 points

The Sd Kfz 251/9 (7.5cm) assault guns of the armoured

e

1_;" *__ cannon platoon give the Panzergrenadiers their own direct
t;'r' - fire support. With the same gun as the older models of StuG
F it assault guns, they target enemy mortars and machine-guns
e to clear the way for your infantry.
1
J“ Careful use of these vehicles is necessary though, due to their
a! light armour, which makes them susceptible to enemy anti-
;‘ ' tank guns.
|

= 0TO1ARMOURED HEAVY MORTAR PLATOON

;‘;; PLATOON
\;; HQ Section with:

,' & | Mortar Section 155 points 1
e

E.k OPTION

;___'E: » Add Sd Kfz 251/1 half-tracks to the platoon at no

- cost.

0 ‘The heavy mortar platoon provides Panzergrenadiers with
1 the highly accurate and responsive fire of a mortar combined
h‘_ﬁ © with a large payload of high explosive. The 12cm sGW43
o mortars are able to blast away dug in troops and guns to give
-

vour troops deadly fire support.

In defence, multiple observer teams enhance your ability to
t_' swing fire from one area to another when the enemy switches
F the thrust of their attack. The only real disadvantage over

¢ normal artillery is the lack of a staff to handle repeat mission
R requests. This limits their use to short sharp engagements
P 1 rather than prolonged fire support.

2 Gun Sections 180 points
. UNTEROFFIZIER

b GUN SECTION ‘g

LEUTNANT

B

Command Sd Kfz 251/9
(7.5cm) half-track

Sd Kfz 251/9 (7.5¢cm)
half-track

Sd Kfz 251/9 (7.5cm) half-track

B

Sd Kfz 251/9 (7.5cm) half-track

-

Sd Kfz 251/9 (7.5cm) half-track

Sd Kfz 251/9 (7.5cm) half-track

b GUN SECTION sy

ARMOURED CANNON PLATOON 8

o ' 2 Mortar Sections 270 points '

LEUTNANT

Command
SMG team

HQ SECTION

| B )\TEROFFIZER

X ]

Observer
Rifle team

i

Kiibelwagen

12cm sGW43
mortar

AXrA

12cm sGW43
mortar

' MORTAR SECTION

g,

Kiibelwagen

L1

Observer
Rifle team

AXAN

12cm sGW43
mortar

AN

12cm sGW43
mortar

MORTAR SECTION

UNTEROFFIZIER. o

1
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PLATOON
HQ Section with:

PLATOON

ground targets risky.

Wlthrthell; éuperior range and hitting power, 7.5¢m PaK40

anti-tank guns are excellent weapons against enemy tanks.

While in the defence, try to ambush enemy armoured for-
mations from concealment. If you can’t do that, dig them in
behind woods or buildings where they can cover the main
avenues of approach into your defences but where the enemy
can’t sce them until they get into the killing zone. That way
they can’t knock your guns out until you are ready to fire.

~ While in the attack, move your guns up into concealing
terrain. Push them forward into positions where they have
a good field of fire and then bring them into action both for
tank defence and to destroy machine-gun nests.

"0 TO 1 ARMOURED LIGHT ANTI-AIRCRAFT
GUN PLATOON

se the Sd Kfz 10/5 armoured anti-aircraft half-track to
defend specific units or locations from aircraft. With a good
rate of fire it excels at this role, despite its limited range.
However, it needs to be kept away from enemy fire as its
_armour is barely enough to stop a bullet.

A lack of armour makes using these half-tracks against

GHT ANTI-TANK

Command
SMG team

LEUTNANT

Sd Kfz 251/1 half-track

HQ SECTION

UNTEROFFIZER

THRANN

7.5cm PaK 40
Sd Kfz 251/1 half-track

ANTI-TANK
GUN SECTION

7.5¢cm PaK 40

0 TO 1 ARMOURED PIONEER PLATOON

The Armoured Pioneer Platoon is organised like the Panzerpionier Platoon on page 31.

UNTEROFFIZER
Sd Kfz 251/1 half-track
ANTI-TANK GUN SECTION

B ARMOURED LIGHT ANTI-TANK [§

LEUTNANT

Command Sd Kfz 10/5 (2cm)
HQ SECTION 3

UNTEROFFIZER

THRAAN

7.5¢cm PaK 40
Sd Kfz 251/1 half-track

ANTI-TANK
GUN SECTION

UNTEROFFIZER

Sd Kfz 10/5 (2cm)

ANTI-AIRCRAFT
SECTION

@ ARMOURED LIGHT ANTI-AIRCRAFT
~ GUN PLATOON _

UNTEROFFIZER

Sd Kfz 10/5 (2cm)

ANTI-AIRCRAFT
SECTION




O TO 1 SELF-PROPELLED INFANTRY
GUN PLATOON

PLATOON
HQ Section with:

In terms of hitting power, no infantry has anything better
than your Grille heavy self-propelled guns. They can and will
uproot any dug-in troops through sheer firepower. They have
the armour and the mobility to get close enough to infantry
to do this and still survive the return fire. Find your observer
a great location to view the battlefield and set him up to take
on whatever comes towards you with indirect fire.

The primary weakness of the platoon is its small number of
D i
guns and the inability to sustain bombardments over time.

LEUTNANT

it ol

Command Sd Kfz 251/1
SMG team half-track

A% g

Observer  Kiibelwagen
Rifle team

HQ SECTION

UNTEROFFIZER

Grille H (15¢m SiG)
GUN SECTION

j SELFPROPELLED INFA

UNTEROFFIZER

Grille H (15¢cm SiG)
GU SECTION

Sd Kfz 251/16 (Flamm) half-tracks may not launch assaults.

The Sd Kfz 251/16 (Flamm) mounts one flame-thrower
on each side of the body. These can both fire at the same
time, but must fire at the same enemy platoon. Each flame-
thrower can fire at any target on its side of the half-track,
from straight abead to straight behind.

Use your flame-throwers in a concentrated shock attack to
break into the enemy defences just ahead of the infancry.

Command Sd Kfz 251/16
(Flamm) half-track

Sd Kfz 251/16
(Flamm) half-track

FLAME SECTION

UNTEROFFIZIER

Sd Kfz 251/16
(Flamm) half-track

Sd Kfz 251/16
(Flamm) half-track

RS E L\ sECTION W

ARMOURED FLA

UNTEROFFIZIER

Sd Kfz 251/16
(Flamm) half-track

Sd Kfz 251/16
(Flamm) half-track

D FLAME SECTION
HROWER PLATOON
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A force based on a Panzerpionierkompanie must contain:
e 1 Company HQ, and

e 2 or 3 Panzerpionier Platoons.

There are no Weapons Platoons available to a Panzer-

pionierkompanie.

Support Platoons for a Panzerpionierkompanie can be:

e 0 to 1 Schwere SS-Panzer Platoon (p. 12), Panzer
Platoon (p. 23), Radio-control Tank Platoon (p. 2
Tank-hunter Platoon (p. 36), or Anti-tank Gun
Platoon (p. 36),

e 0 to 1 Armoured Car Patrol (p. 34),

0 to 1 Rocket Launcher Battery (p. 37),

HEADQUARTERS

OPTIONS

s Replace one or both Command SMG teams with
Command Panzerfaust SMG teams for +10 points
per team.

Add a Mortar Section for +90 poin'ts;

The Company HQ of a Panzerpionierkompanie may use
the Mounted Assault special rule. i

The divisional Panzerpionierabteilung (armoured pioneer
Hattakion) has a dual sole as both 2 regular infantry batwlion
and as assault engineers leading the way in assaults against
fortified positions. They are much more focused on close-
combat than the normal infantry having flame-throwers and
demolition charges, but fewer machine-guns, mortars, and
assault guns than the Panzergrenadiers.

¢ 0to1 Armoured Artillery Battery (p. 38), or Motorised |
Artillery Battery (p. 39), and

e 0 to 1 Heavy Anti-aircraft Gun Platoon (p. 40), or
Anti-aircraft Gun Platoon (p. 40).

You may have up to two support platoons attached to your
company for each Panzerpionier Platoon you are fielding.

MOTIVATION AND SKILL

The Panzerpionier troops have been fighting and winning
since the war began. A Panzerpionierkompanie is rated as
Confident Veteran.

L s

Company Command 2iC Command
SMG team SMG team

Sd Kfz 251/1 half-track  Sd Kfz 251/1 half-track
CMPANY HQ

LEUTNANT
. PANZERPIONIER .

PLATOON
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-,J- Paerionzer}lk%&on with Sd Kfz 251/1 (Stuka) rocket launcher bzz/f—tmc/e;.

COMBAT PLATOONS

20R3 PANZERP]ONIER PLATOONS

PLATOON
HQ Section with:

OPTIONS

* Replace Command SMG team with a Command
, Panzerfaust SMG team for +10 points.

Add a Pioneer Supply Maultier half-track for
+30 points.

Add a Goliath demolition carrier to one Pioneer
MG team for +30 points.

Replace any or all Sd Kfz 251/ 7 (Pioneer) half-tracks
with Sd Kfz 251/1 (Stuka) half-tracks for +35 points
per half-track.

Replace the Sd Kfz 251/1 in the HQ Section with an
Sd Kfz 251/11 (2.8cm) for +5 points.

You may only upgrade one platoon in your company to
have Sd Kfz 251/1 (Stuka) half-tracks.

The large number of half-tracks the Panzerpionier platoons
need to carry both troops and engineering stores gives them
plenty of firepower on the move, the ability to clear obstacles
in the offensive, and place obstacles when defending. The
Panzerpionier platoon is truly an elite force on the battlefield.
Because of this you will be asked to do more with less troops
every time. Fortunately your troops have the firepower to
suppress enemy infantry with ease and the explosive charges
they need to blow apart any tank in close combat.

LEUTNANT ¥

m LEUTNANT }

it ol

Command Pioneer Sd Kfz 251/1
MG team half-track

\ L HQ SECTION
UNTEROFFIZIER UNTEROFFIZIER

it ol || 111} el

Pioneer MG  Sd Kfz 251/7 Pioneer MG Sd Kfz 251/7
team half-track team half-track

A oulY | 444 oulY

Pioneer MG Sd Kfz 251/7 Pioneer MG Sd Kfz 251/7
team half-track team half-track

PIONEER SQUAD PIONEER SQUAD

UNTEROFFIZIER

i ol it ol

Pioneer MG Sd Kfz 251/7 Pioneer MG Sd Kfz 251/7
team half-track team half-track

‘ PIONEER SQUAD

NZERPIONIER PLATOON

You may rep/ace up to one onnem MG team per sqmm"‘
with a Flame-thrower team at the start of the game before
deployment.

Panzerpionier Platoons may wuse the Mounted Assault
special rule.




A force based on an Auﬂdérungsschwadron must contain:

e 1 Company HQ, and

o 2 or 3 Aufklirungs Platoons.

Weapons Platoons available to an Aufklirungsschwadron
are:

e 0 tol Armoured Cannon Platoon,

e 0to 1 Armoured Light Anti-tank Gun Platoon,

e 0 tol Armoured Pioneer Platoon,

e 0 to6 Armoured Car Platoons, and

e 0 to 1 Heavy Armoured Car Platoon.

Support Platoons for a Aufklirungsschwadron can be:

e 0 to 1 Schwere SS-Panzer Platoon (p. 12), Panzer
Platoon (p. 23), Radio-control Tank Platoon
(p. 35), Tank-hunter Platoon (p. 36),  or

HEADQUARTERS

OPTIONS

¢ Replace one or both Command SMG teams with
Command Panzerfaust SMG teams for +10 points
per team.

Add a Mortar Section for +90 points.

The Company HQ of an Aufklirungsschwadron may use
t}]e Maunted Amzult specm/ mle

The Aufklarungsschwadron (Reconnaissance Company,
_pronounced owf-klairr-oongs shvad-rone) did not operate
as other reconnaissance forces did. Only the armoured cars
carried out reconnaissance of any sort. The rest of the battal-
ion was there to assist in getting the armoured cars through
the enemy lines, and in controlling the area of reconnaissance

through armed action.

Armoured cars do not generally engage the enemy directly
except when confronted by a weak enemy or at the point
of attack. Once the line had been penetrated they typically
operated about one day’s march ahead of the division (18
miles/30km behind the enemy lines), attacking rear-area
troops and generally causing havoc while finding enemy
troop concentrations. Anything too large is left for the non-
reconnaissance elements of the force to deal with.

In Normandy, they typically operate in a sector of the front
just like any other battalion—desperately trying to deny the

(MECHANIZED COMPANY)

Anti-tank Gun Platoon (p 36)

e 0 to 1 Rocket Launcher Battery (p. 37),

e 0to 1 Armoured Artillery Battery (p. 38), or Motorised
Artillery Battery (p. 39), and

e 0 to 1 Heavy Anti-aircraft Gun Platoon (p. 40), or
Anti-aircraft Gun Platoon (p. 40).

You may have up to twe support platoons attached to your
company for each Aufklirungs Platoon you are fielding.

MOTIVATION AND SKILL

With veterans from every major training centre in Germany
the Aufklirungsschwadron has the best and brightest as its
members. An Aufklirungsschwadron is rated as Confident

Veteran.

i

Company Command 2iC Command
SMG team SMG team

it i

Sd Kfz 250 half-track Sd Kfz 250 half-track

1t

COMPANY HQ

“PLATOON

OBERFELDWEBEL walll
. AUFKLARUNGS . I

PLATOON

attacking Allied forces the ability to get through the thinly
held forward defence line. Most of the time the battalion is
found on a flank of its division, or held in reserve to deal
with enemy penetrations of the front line with additional
tank forces attached to it to give it greater firepower.

It was the Panzeraufklirungsabteilung, holding the division’s
left flank, that tried to delay the British 7" Armoured Division
as it swung around them on their way to Villers-Bocage.




2 TO 3 AUFKLARUNGS PLATOONS

PLATOON
HQ Section with

- 325 points

OPTIONS

* Replace Command MG team with a Command
Panzerfaust SMG team for +10 points.

* Replace the Sd Kfz 250/1 half-track in the HQ
Section with a Sd Kfz 250/10 (3.7cm) half-track at

no cost.

Aufllirungs Platoons may use the Mounted Assault special

rule. '
The Aufklirungs platoons have outstanding attack and de-
fensive capabilities. With their machine-guns enemy infantry
will have trouble getting close, especially if you keep your
half-tracks handy as a mobile base of fire.

For the defence, take your infantry and dig in on key terrain
keeping your heads down until the enemy comes close.
When they do, destroy them with the large volume of fire
your troops are capable of producing.

LEUTNANT
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Command Sd Kfz 250
MG team half-track

HQ SECTION
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MG team MG team MG team MG team
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Sd Kfz 250 Sd Kfz 250 Sd Kfz 250 Sd Kfz 250
half-track half-track half-track half-track

. AUFKLARUNGS AUFKLARUNGS
SQUAD SQUAD [

UNTEROFFIZER
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MG team Sd Kfz 250 MG team Sd Kfz 250
half-track half-track

AUFKLARUNGS SQUAD
B AUFKLARUNGS PLATOON N
In attacks, stay in your half-tracks unless the enemy has .

plenty of anti-tank guns. Ride forward, then jump out to
attack the enemy from the heart of their defences.
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 The reconnaissance battalion’s heavy armoured car platoon

WEAPONS PLATOONS

TO 1 ARMOURED CANNON PLATOON

0 TO 1 ARMOURED PIONEER PLATOON

. company of cight-wheeled Sd Kfz 234/2 Puma armoured

cars armed with 5cm KwK anti-tank guns. The second

- armoured car company was equipped with lighter Sd Kfz

250/9 half-tracked armoured cars.

gives the light half-tracked armoured cars the same firepower

. support as the armoured cannon platoon gives the infantry.
" Mounted on an eight-wheeler chassis, it has the speed and
mobility to follow the armoured cars anywhere they go.

While the armoured cannon platoon is off supporting the
~assaulting Aufkldrungs platoons, the heavy armoured cars
should be operating in support of the armoured cars.

Use the heavy firepower of the Sd Kfz 233 (7.5c¢m) armoured
cars to knock out any anti-tank guns that are restricting the

~ mobility of your half-tracked armoured cars as they sweep

rmoured Cannon Platoon is organised the same as the one on page 27.

0 TO 1 ARMOURED LIGHT ANTI-TANK GUN PLATOON
The Armoured Light Anti-tank Gun Platoon is organised like the Armoured Light Anti-tank Gun Platoon on page 28.

The Armoured Pioneer Platoon is organised just like the Panzerpionier Platoon on page 31.

eir role is to clear the way for the Armoured Car Platoons which Y

even though it doesn’t carry any passengers.

LEUTNANT

Command armoured car
HQ SECTION

UNTEROFFIZIER UNTEROFFIZIER

Armoured car

ARMOURED CAR

Armoured car
ARMOURED CAR

i X MOURED CARPLAICON 8

A Command Sd Kfz 250 half-track counts as a Tank teﬂryﬂb%‘:;.

in an Armoured Car Patrol and may fire its rear AA MG

UNTEROFFIZIER UNTEROFFIZIER

Sd Kfz 233 armoured car Sd Kfz 233 armoured car
ARMOURED CAR ARMOURED CAR

) HEAVY ARMOURED CAR PLATOON. g

around the enemy flanks. Keep them safe behind the leading
armoured cars, ready to come forward when needed.

Heavy Armoured Car Platoons are not reconnaissance platoons.



BIV carriers carrying a 500kg demolition charge.

The first five Kinigstiger tanks off the assembly line were
delivered to the unit, but proved to have numerous
problems and the rest of the unit had StuG G assault guns

O TO 1 RADIO-CONTROL TANK PLA:TOON

345 points §

A Radio-control Tank Platoon equipped with Tiger | E

tanks does nor have Tiger Ace skills.

316. Funklenkkompanie (316" Radio-control Company,
pronounced foonk-lenk kom-pah-nee) was intended to be
equipped with Konigstiger super-heavy tanks with radio-
control equipment to allow them to control Borgward

UNTEROFFIZIER

and Tiger I E tanks instead. The five Konigstiger tanks were
left behind when Panzer Lehr left for the front on D-Day.
316. Funklenkkompanie fought hard during the June
fighting against the British, but lost most of their tanks in
a series of hard-fought bartles.

By 15 July 1944 the company had left Panzer Lebr and
its crews assigned to 302. Funklenkkompanie. Never again
would Panzer Lehr have a radio-control company.

LEUTNANT
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Command StuG G Borgward BIV
HQ SECTION

UNTEROFFIZIER

K

StuG G

StuG G

Borgward BIV Borgward BIV

RADIO CONTROL RADIO CONTROL
TANK SECTION R TANK SECTION B

RADIO CONTROL TANK PLATOON

KONIGSTIGER
The Konigstiger (King Tiger, pronounced ker-nishs tee-

these 70-ton super-tanks ever made. With a gun capable
of knocking out any known tank and armour that will
stop almost anything, they should have been unbeatable.
Unfortunately this pre-production batch proved so me-
chanically unreliable that Panzer Lehr requested that they
be sent back to Germany before the fighting had begun!

They remained in France waiting for transport until the
advancing US Army caught up with them at Chateaudun.
Over the days following 15 August the tanks fought by
day and fell back by night, each time losing one or two to
mechanical failure. In four days of fighting, not a single

Konigstiger was destroyed by the enemy.

The Konigstiger tank is almost invulnerable from the front.
Position it to block the route that the enemy will advance

- along, forcing them to bypass it in terrain where your
g g yp i

Panzergrenadiers can ambush them.

gerr) tanks of 316. Funklenkkompanie were the first of

You may field your Radio-control Tank Platoon with a single
Konigstiger as shown below instead of the organisation shown
above.

The Konigstiger tanks of the Radio-control Tank Platoon are
so unreliable that they must take a Skill Test every time they
attempt to move.

. If they pass the Skill Test, they can move as normal.
e If they fail the Skill Test, their transmission Jails. The

Konigstiger tank becomes Reluctant and cannot move for the
remainder of the game.

A Radio-control Tank Platoon equipped with Konigstiger
tanks does not have Tiger Ace skills and is nor equipped with
Borgward BIV demolition carriers.

B | CUTNANT D

LEUTNANT
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PLATOON

These assault guns should move to posmons that give them
-00d fields of fire to harass and destroy enemy armour. Be
areful though, they have good armour to the front, but
hinner armour to the sides, so need to keep their nose
ointing towards the enemy.

critical shortcoming is their inability to deal with infantry
y themselves. If enemy infantry advances they need to be
upported by their own infantry or be withdrawn.

In defence, place them in concealing terrain with clear lines
of fire and let them dominate the battlefield with their
~powerful guns.

0 TO 1 ANTl-TAN‘"K ’GUN PLATOON

PLATOON
HQ Section with:

‘The 7.5cm PaK 40 is an excellent anti-tank gun. Its low
ilhouette and high armour penetration give it the ability

o destroy almost any tank in existence. Bur like all guns, it
s vulnerable to artillery fire, so concealment and cover are

_ critical to keeping them alive.

These guns reinforce the Panzergrenadier battalions’ own

light anti-tank gun platoons to create deadly firetraps. With
twice as many guns, you can cither cover two avenues of
advance, or position one platoon to limit one axis of advance
and hold the other platoon in ambush to blind-side the
enemy when they attempt to avoid the first platoon.

LEUTNANT

Command Jagdpanzer [V
HQ SECTION

UNTEROFFIZIER

Jagdpanzer IV
TANK-HUNTER
SECTION
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Command
SMG team

UNTEROFFIZIER

Jagdpanzer [V

TANK-HUNTER
SECTION

UNTEROFFIZIER

Jagdpanzer IV

TANK-HUNTER
SECTION
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Kfz 15 field car

HQ SECTION -

B )\ TR OrFIZER
—FAANN

7.5cm PaK 40

Sd Kfz 11 half-track
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7.5¢cm PaK 40

Sd Kfz 11 half-track
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PLATOON
HQ section with:
2Launcher Sections 235 points

cher Section

OPTIONS
e Add Kfz 15 field car and Sd Kfz 11 half-tracks at
no cost.

Replace all three 15cm NW41 rocket launchers
and Sd Kfz 11 half-tracks in each section with four
Panzerwerfer 42 (Maultier) rocket launchers for
+115 points per Launcher Section.

Add an Anti-tank Section for +55 points.

The Germans fielded three brigades of Nebelwerfer rocket
launchers in Normandy. On the British sector, 7. Werfer
Brigade usually provided support to Panzer Lebr and the rest
of I. 88-Panzerkorps.

A rocket launcher battery gives you an inexpensive way to get
a large volume of accurate and responsive fire onto targets. Its
principle weaknesses are three fold. First, the rocket launcher
battery cannot maintain fire over time and so must range in
to repeat a bombardment. Second, the rockets create smoke
trails as they leave the tubes making them prone to counter-
battery fire. Finally, they cannot conduct direct fire, leaving
them very vulnerable to assaults.

Command
SMG team

HQ SECTION

£ e C]
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Observer  Kiibelwagen
Rifle team

Thhaas

15¢m NW41 rocket launcher

Observer  Kiibelwagen
Rifle team
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15¢cm NW41 rocket launcher

" i‘i' 'fd“;:K
15¢cm NW41 rocket launcher
=
:%;t:%‘{:ﬁs o

. -
=

s




.,‘
o b
.}

5

———— T G — — O — ——s = Mo o s S

EFEBEI BEET |

16 SEEEY B

PLATOON
HQ section with:

OPTIONS :

Replace all Wespe self-propelled guns with Hummel
self-propelled guns for +70 points per Gun Section.
Add an Sd Kfz 9 (18t) recovery half-track for

+5 points.

The Wespe self-propelled gun offers the protection of

armour for your guns and greater mobility over their mo-

_torised cousins. Even so, their employment is very similar in

that their job is to sit back and deliver a bombardment. The
15cm guns of the heavy Hummel self-propelled guns have

~an even more devastating punch. In a pinch these heavy guns

can be brought up to destroy bunkers. However, they are not
tanks and need to avoid enemy tanks at all costs.

Observer Panzer III OP tanks cannot launch assaults.

. HAUPTMANN g
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Command Staff team
SMG team
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Kfz 15 field car  Kfz 68 radio

truck
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B

Wespe Wespe

Observer Panzer Il
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Wespe Wespe




P LATOON
HQ section with:

230 oiﬁts :

~ 130 points

OPTION

e Add Kfz 15 field car, Kfz 69 radio truck, and
Sd Kfz 11 half-tracks at no cost.

The divisional artillery provides your company with heavy
fire support. The artillery needs to be placed far back so that
it can use its superior range to bring barrages on enemy troop
concentrations from relative safety. Unlike the mortars with
their limited ammunition, artillery with its superior staff and
communications equipment can sustain its bombardments
over time, inﬂicting greater casualties on enemy forces that
cannot, or will not move.

Deploy anti-aircraft guns around your artillery to keep
enemy aircraft apay. from your guns so they can fire uninter-

HAUPTMANN
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Command
SMG team

ax ol

Observer Sd Kfz 250
Rifle team half-track

\miha

10.5cm leFH18

10.5cm leFH18

Observer Sd Kfz 250
Rifle team half-track
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10. 5cheFH18




OPTION
e Model 8.8cm Flak 36 anti-aircraft guns with 8 or

more crew and increase their ROF to 3 for +10 points
per gun.

anzer Lehr had more 8.8cm anti-aircraft guns than any

~other division. With a three-gun battery you can dominate
‘entire areas of the battlefield. However, these guns are vul-
nerable to artillery fire and so should be dug in at first chance
__to preserve them until they are needed.

- When you attack, place the guns where your range will allow
_them to support the attack from that location, dig in, and
dominate the ground over which your troops attack.

‘ UNTEROFFIZIER

LEUTNANT
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Kfz 15 field car

Command SMG team
HQ SECTION

UNTEROFFIZIER |
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8.8cm FlakK36 gun

e

Sd Kfz 7 (8t) half-track

8.8cm FlaK36 gun

et

Sd Kfz 7 (8t) half-track

: ANTI-AIRCRAFT
. SECTION

ANTI-AIRCRAFT
SECTION

UNTEROFFIZIER
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8.8cm FlaK36 gun Sd Kfz 7 (8t) half-track
ANTI-AIRCRAFT SECTION

OTO 1 ANTI-AIRCRAFT GUN PLATOON

- 150 points |
Sd Kiz 7 - 100 points _
OPTION
e Upgrade to armoured half-tracks with Front, Side,

and Top armour rating of 0 for +10 points per

half-track.

_With their 3.7cm FlaK43 guns, these anti-aircraft half-tracks
~ provide hard-hitting longer range defensive fire against
enemy aircraft than the light 2cm guns in the battalions.
“They can also take out light armour and infantry in a pinch,

- but any commander who does so risks losing their guns.
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Command Sd Kfz 7/2 (3.7cm)
HQ SECTION

UNTEROFFIZER UNTEROFFIZER
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Armour k
Name Mobility Front Side Top Equipment and Notes
Weapon Range ROF  Anti-tank  Firepower

TANKS

Panzer [V H Fully-tracked Co-ax MG, Hull MG, Protected ammo, Schiirzen.
7.5em KwK40 gun 327/80cm

Panther A Fully-tracked Co-ax MG, Hull MG, Wide tracks.
7.5cm KwK42 gun 32°/80cm

Tiger I1E Fully-tracked Co-ax MG, Hull MG, Protected ammo, Slow tank, Wide tracks.
8.8cm KwK36 gun 4077100cm 2 Slow traverse.

Kénigstiger (Porsche) Fully-tracked Co-ax MG, Hull MG, Overloaded, Unreliable, Slow tank.
8.8cm KwK43 gun 40°7100cm Slow traverse.

ASSAULT GUNS
SauG G Fully-tracked Hull MG, Protected ammo, Schiirzen.
7.5cm StuK40 gun 32°/80cm Hull mounted.

INFANTRY GUNS (SP)
Sd Kfz 250/7 (8cm) Half-tracked AA MG.

8em GW34 mortar 40°/100cm Hull mounted, Portee, Smoke bombardment.
Sd Kfz 251/2 (8cm) Half-tracked AA MG.

8cm GW34 mortar 40°/100cm Hull mounted, Portee, Smoke bombardment.
Sd Kfz 251/9 (7.5cm) Half-tracked Co-ax MG.

7.5cm KwK37 gun 24°/60cm Hull mounted.
Grille (15¢m sIG) H - Fully-tracked AA MG.

15¢m sIG33 gun 16°/40cm Bunker buster, Hull mounted,

Firing bombardments 56°"/140cm
Sd Kfz 251/16 (Flamm) Half-tracked Hull MG.

Tiwo 1.4cm Flammenwerfer £/10cm 6 Side mounted, Flame-thrower.

TANK-HUNTERS

Jagdpanzer IV Fully-tracked Hull MG, Protected ammo, Schiirzen.
7.5em StuK40 gun 32°/80cm 7 ‘ Hull mounted.

ARTILLERY (SP)

Wespe Fully-tracked AA MG, Protected ammo.
10.5¢m leFH18M howitzer 24°/60cm Hull mounted, Smoke.
Firing bombardments 72°1180cm Smoke bombardment.

Hummel Fully-tracked AA MG, Protected ammo.
15cm sFHI18 howitzer 247/60cm Bunker buster, Hull mounted, Smoke.
Firing bombardments 80°71200cm Smoke bombardment.

Panzerwerfer 42 (Maultier) Half-tracked AA MG, Armoured rocket launcher.
15cm RWA42 rocket launcher 64°/160cm Smoke bombardment.

Panzer III OP Fully-tracked Hull MG.

ANTI-AIRCRAFT (SP)
Sd Kfz 10/5 (2cm) Half-tracked

2em FlaK38 gun 167/40cm 5 Anti-aircraft.
Sd Kfz 7/1 (Quad 2cm) Half-tracked

2em FlaK38 (V) gun 16°/40cm Anti-aircraft.
Sd Kfz 7/2 (3.7cm) Half-tracked

3.7cm FlaK43 gun 247/60cm Anti-aircrafs.
Flakpanzer 38(t) (2cm) Fully-tracked
- 2cm FlaK38 gun 16°/40cm Anti-aircrafs.




c Mobility
Weapon Range
ARMOURED CARS
Sd Kfz 234/2 Puma Jeep
Sem KwK39 gun 24°160cm
Sd Kfz 250/9 (2cm) Half-tracked
2em KwK38 gun 16°/40cm
Sd Kfz 233 (7.5cm) Jeep
7.5cm KwK37 gun 24°/60cm
VEHICLE MACHINE-GUNS
Vehicle MG 167/40cm

_ Weapon obility
- MG42 HMG Man-packed
- 8ecm GW34 mortar Man-packed
12cm sGW43 mortar Light
~ 7.5cm PaK40 gun Medium
8.8cm FlaK36 gun Immobile
10.5cm leFH18 howitzer Tmmobile
Firing bombardments
15cm NW41 rocket launcher Light

Pioneer teams are rated as Tank Assault 4.

23
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Armour

Front Side Top Equipment and Notes
ROF  Anti-tank  Firepower
3 0 0 Co-ax MG.
7 9 4+
1 0 0 Co-ax MG. =
= 5 5+ Self-defence anti-aircrafft.
2 0 0 Hull MG.
2 9 3+ Hull mounted.
3 2 6 ROF 1 if other weapons fire.

Range

Anti-tank

ROF Firepower

24”/60cm 6 2 6
40”/100cm - 2 6
56”/140cm - 3 3+
327/80cm 2 12 3+
40”/100cm ) 1) 3+

24”160cm i 10 2+
727/180cm - 4t

64”/160cm - 5 44

INFANTRY TEAMS ___

Movement Step.

:= ! Range ROF  Anti-tank Firepower Notes

: ‘ 16”/40cm 1 2 6

L MG team 16”/40cm 3 ) 6

; i SMG team 4”/10cm 5 1 6 Full ROF when moving.

= Tank-hunter team 87/20cm 1 11 5+ Tank Assault 5.

: 4 ~ Panzerschreck team 8”/20cm 2 11 5+ Tank Assaule 5.

= . Flame-thrower team 4”/10cm 2 - 6 Flame-thrower.

a . Staff team cannot shoot Moves as a Heavy Gun team.
- ADDITIONAL TRAINING AND EQUIPMENT

a :‘ 1 Panzerfaust 4”/10cm 1 12 5% Tank Assault 6, Cannot shoot in the Shooting Step if moved in the
<ol

-

)

.

&

ad

Notes
ROF 2 when pinned down.

Smoke bombardment.

Gun shield.

Gun shield, Heavy anti-aircraft, Turntable.
Gun shield, Smoke.

Smoke bombardment.

Smoke bombardment.




Armour
Vehicle Mobility Front Side Top Equipment and Notes
Weapon Range ROF  Anti-tank  Firepower

TRUCKS

BMW motorcycle & sidecar or

Kiibelwagen jeep Jeep Optional Passenger-fired Hull MG.
Schwimmwagen Jeep Amphibious, Passenger-fired Hull MG.
Horch Kfz 15 car Jeep

Opel Maultier Half-track

Opel Kfz 68 radio truck Wheeled

TRACTORS
SdKfz 11 (3t), or
Sd Kfz 7 (8t) half-track Half-tracked -

ARMOURED PERSONNEL CARRIERS
Sd Kfz 250 half-track Half-tracked 1
Sd Kfz 250/10 (3.7cm) Half-tracked
3.7cm PaK36 16°/40cm
Sd Kfz 251/1 half-track Half-tracked
Sd Kfz 251/1 (HMG) half-track Half-tracked
Sd Kfz 251/10 (3.7cm) half-track Half-tracked
3.7em PaK36 16°/40cm
Sd Kfz 251/11 (2.8¢m) half-track Half-tracked
2.8cm sPzB41 167/40cm
Sd Kfz 251/7 (Pioneer) half-track Half-tracked
Sd Kfz 251/1 (Stuka) half-track Half-tracked
28cm sWA40 rocket launcher 40°/100cm

RECOVERY VEHICLES
Sd Kfz 9 (18t) half-track Half-tracked Recovery vehicle.
Bergepanther recovery vehicle  Fully-tracked AA MG, Wide tracks, Recovery vehicle.

Hull MG, Passenger-fired AA MG.
Passenger-fired AA MG.

Hull mounted.

Hull MG, Passenger-fired AA MG.

Hull MG, HMG Carrier, Passenger-fired AA MG.
Passenger-fired AA MG.

Hull mounted,

Passenger-fired AA MG.

Hull mounted, No HE.

Hull MG, Passenger-fired AA MG, Assault bridge.
Hull MG, Passenger-fired AA MG.

Hull mounted, Stuka zu Fuss.
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German Fieldgrey Flat Flesh (955)
(830) Exposed flesh Commeon helmet colour:
Tunic German Grey (995)

Alternative belmet
colour:

Middlestone (882)

Variation: Add camo
over Middlestone in
irregular blotches:
Reflective Green (890)
Camo colour

German Camo Medium
Brown (821)
Camo colour

Helmets with
Splinter pattern
camouflage covers:

German Camo Medium
Beige (821)
Base colour
Reflective Green (890)

Camo colour

Black (950)
Belt, webbing

German Camo Medium
Brown (826)
Camo colour

. German Camo
Medium Beige (821)
SMG ammo pouches

German Field T
Flat Brown (984) erma(rés(l)f): - o
Canteen b
Gunmetal (863)
Gun metal, canteen top
Black (950)

Al colour names and codes given are for the Vallejo range Boots
of Flames Of War paints, available from the online
store and Flames Of War stockists. More comprehensive
painting and modelling guides can also be found on the

www. FlamesOfWar.com website.

~ PANZER LEHR TANKS AND EQUIPMENT

Tanks, vehicles and guns are
‘ painted in Dunke/ge[b (Dark-
_ yellow, use Middlestone 882)

- with roughly sprayed lines and
_stripes of Olvgriin (Olive-green,

Vehicle and equipment colour:

Middlestone (882)

BEErEebEREE

Add camo in irregular stripes

over base colour:

Bs

?‘ i - use Reflective Green 890) and Reflectve Gie i (80 00
.2 - Rotbraun (Red-brown, use Flat Reflective Green (890) and
a8 -~ Brown 984) camouflage. Flat Brown (984). 1
l Turrets are marked with black ' !
ﬂ { crosses on the sides and rear Beige Browa G0

Tool handles

sides along with the Company/

_Platoon/Tankidentificationnum- Gunmetal (984) o 1

Tracks, machine-guns, tool
heads, exposed meral

bers. The stylised ‘L symbol was

usually on the rear of vehicles.




After his Tiger tank was damaged during his solo attack
~on Villers-Bocage, Obersturmfiihrer Wittmann retired with
- his crew on foot. Realizing the gravity of the situation,
+ Wittmann headed directly to the headquarrers of the Panzer
Lebr Division where General[eurnanquritz Bayerlein was THE TIGERS ATTACK
scrounging together a force of Panzer IV tanks to take on  After conferring with Wittmann and Ritgen, Obersturmfiibi
this threat to his rear. Mobius leads his eight remaining Tiger tanks fro
1. Kompanie, 101. schwere SS-Panzerabteilung toware
Villers-Bocage supported by some of his own infantry. Ritge
takes the tanks of Panzer Lehr off to the flank. The Germat
advance quickly, but in a fragmented manner, with sma
groups of tanks moving along streets of the town centre an
the railway station area,

the roads towards the town. The battle is about to begm

Wittmann immediately headed back to Point 213 in a
Schwimmwagen amphibious jeep to brief the gathering

torces of 101. schwere SS-Panzerabteilung. Meanwhile a

g Kampferuppe of fifteen Panzer IV tanks and a small group
'g‘- of infantry under the command of Major Helmur Ritgen

advanced towards Villers-Bocage. Their mission was to

 scal off the exits from the town to the west and south. The  In the close confines of the streets Tiger, Panzer IV, Cromwe

th%* - Kampfgruppe soon came under fire from hidden anti-tank  and Firefly tanks all stalk one another in a furious gas

5 | ‘guns and began to skirt the defences, moving southeast.  of cat and mouse. The longer-ranged guns of the Germa

Near Point 213 chey linked up with the SS Tiger tanks. Panzer IV and Tiger tanks are largely negated by the close-
fighting, giving the agile British Cromwell tanks a chane

THE BRITISH DIG IN The light 6 pdr anti-tank guns engage the heavy Tiger ¢
After running Wittmann out of Villers-Bocage, the British  from the sides and rear as they pass. At this very close ran

: begin organising an actempt by B and C Squadrons 4 CLY  even their small 57mm round, with a bit of luck, can per

-t rescue A Squadron trapped on Point 213. But long before  etrate a Tiger. One by one the large cats are damaged a ¢

- they are ready, A Squadron sends its last frantic message  abandoned, left behind until recovery crews can retries
and then all contact is lost. With the fall of Point 213, the  them.

[ o oe mooves toVillers Booage. British infantry move about in the buildings, waiting

While the armour secks a way forward, the infantry of  the chance to ambush tanks wich their dreaded (or is thz
1/7* Battalion of The Queen’s Royal Regiment prepares to  dreadful) PIAT anti-tank projectors. The tranquil Frenéh‘
hold Villers-Bocage against the inevitable counterattack.  town of Villers-Bocage becomes a k1H1ng field of great steel
”lhc ral]way yard is secured by A Corngany, while B and C behemoths E,ven the dreade'

uasdmg the main

covering the




T

After finishing off the British ranks on Point 213,
~ Obersturmfiibrer Rolf Mobius led an ad-hoc group of eight
~ Tigers and supporting troops from the 101. schwere SS-
* Punzerabreilung down towards Villers-Bocage. Obersturm-

fiihrer Wittmann had bought them valuable time with
is actions. While the true strength and intentions of the

British forces in Villers-Bocage are unknown, they must be

dislodged from the town to free the main supply route for

the Panzer Lehr Division.

4 ¥ The division was well aware of the problem on their flank. All

" morning the armoured cars had been watching. Even before
- Obersturmfiihrer Wittmann arrived at the headquarters of
Panzer Lebr, troops were moving to deal with the threat.

Bue with all of their Panzergrenadiers committed against the
" British 50% Division to their front, the only force available is

2 few Panzer IV H tanks and a small band of infantry.

5. KOMPANIE, 130. PANZERREGIMENT
Kompaniegruppe

1. Zug, 5. Kompanie

2. Zug, 5. Kompanie

3. Zug, 5. Kompanie

11/130. Aufklirungszug

1. KOMPANIE, 101. s SS-PZABT
Obersturmfithrer Mébius

1. Zug, 1. Kompanie
2. Zug, 1. Kompanie
Aufllirungszug

PANZER LEHR DIVISION

Major  Helmut  Ritgen,  deputy commander  of
II. Panzerabteilung, collected every available tank and headed
south to seal off the east and west exits out of Villers-Bocage.
Running into a screen of heavy anti-tank guns, he quickly
realised that the British wete there in force. Ritgen ordered
his tanks to break off and concentrate for a thrust into the
centre of Villers-Bocage to evict the British.

Major Ritgen meets briefly with Obersturmfiihrer Mobius to
plan their joint attack. The plan is simple. Both companies
will send a small force south to the railway station area to
clear the British forces there. Meanwhile, the main battle-
group will thrust straight for the town centre using speed
and shock to compensate for their lack of infantry and throw
the British forces out of the town.

The battle for the town of Villers-Bocage has begun. Only
time and your skill will determine the victor.

PANZERKOMPANIE (CONFIDENT VETERAN)
Company HQ (two Panzer IV H tanks)

Panzer Platoon (three Panzer IV H tanks)
Panzer Platoon (three Panzer IV H tanks)
Panzer Platoon (three Panzer IV H tanks)

Motorised Scout Platoon (at full strength, HQ is not
equipped with Panzerfaust)

SCHWERE SS-PANZERKOMPANIE (FEARLESS VETERAN)
Company HQ (one Tiger I E tank)

Schwere SS-Panzer Platoon (two Tiger I E tanks)
Schwere SS-Panzer Platoon (two Tiger I E tanks)

Armoured SS Scout Platoon (at full scrength, HQ is not
equipped with Panzerfaust)




BRITISH 7™ ARMOURED DIVISION

With 1 long list of battle honours, The Queens Roy'al
~ Regiment was a source of pride for those that served in its
- ranks. For the 1/7% Battalion, yet another honour would be
added for their part in the fight for Villers-Bocage.

The 1/7* Battalion, The Queen’s Royal Regiment, following
- the advancing 4™ County of London Yeomanry, set about
securing Villers-Bocage. At the same time tanks of 4 CLY
attempted o link up with A Squadron on Point 213. Each
. attempt was rebuffed by the intervening enemy forces.

In a final ace of desperation, Lieutenant Cotron of 4 Troop,
B Squadron was sent to find a route around Villers-Bocage.
4 Troop slowly made its way down narrow winding roads
anxiously seeking a way through. The rail line to the south-
. east blocks their way and forces them north, back inro
‘ - Villers-Bocage.

et e S L i i

B Company HQ

10 Platoon, B Company
11 Platoon, B Company
12 Platoon, B Company
5 (Anti-tank) Platoon

Battery B , 5™ Royal Horse Artillery Regiment

i 1 B SQUADRON, 4™ CLY
E‘A E 4 B Squadron HQ
;ﬁf ‘& 1 Troop, B Squadron

7 ;E..:‘ 2 Troop, B Squadron

L B e e o
¢ o B
[r!

&

~4 Troop, B Squadror

B COMPANY 1/7“' QUEEN S

3 Troop, B Squadron

In the meantlme, L1eutenant Colonel Desmond Gordon,‘v :
commanding 1/7 Queen’s, positioned his troops. A
Company took responsibility for the railway station in the
south with C Squadron, 4 CLY. B and C Companies set up'
with the anti-tank platoon in the solid buildings of the town
centre, supported by B Squadron. D Company was placed in
reserve holding the western part of the town against German
attempts to outflank them.

As the advancing of Germans push into the town from'the
cast, Lieutenant Cotton returns to the centre of the town,
taking up ambush positions with the infantry. The British
are ready and waiting.

For the next six hours the battle rages as the two forces clash
in the narrow streets and buildings of the town.

SRS VRS e SO

RlFLE COMPANY (RELUCTANT VETERANS)
Company HQ (at Full Scrength)

Rifle Platoon (at Full Scrength)
Rifle Platoon (at Full Strength)
Rifle Platoon (at Full Strength)

Anti-tank Platoon, (with four 6 pdr guns and
Sergeant Tom Stanley)

Field Battery, Royal Artillery (with four Sexton self-pro-
pelled guns, OP Sherman tank)

ARMOURED SQUADRON (RELUCTANT VETERANS)

Company HQ (with two Cromwell IV tanks and
two Cromwell VI CS tanks)

Armoured Platoon (with three Cromwell IV tanks and

one Firefly VC tank)

Armoured Platoon (as 1 Troop)

Armoured Platoon (as 1 Troop)

Armoured Platoon (as 1 Troop)




THE BATTLE FOR VILLERS BOCAGE

he town of Vlllers Bocage sits upon a major road hub Hlls
L hub conmains one of the only north-south roads in the
‘area, while the east-west roads lead directly to Caen in one
irection and Avranches in the other. This road structure is
ritical to supplying the German troops engaged with the
ritish Army.

This scenario is designed to allow 2 to 4 players to have a
ame with a larger number of points than normal So ger
seether with some friends and have a blast!

"_-':‘é_-Vi'llers-Bocage scenario uses the Ambush and Mobile
attle special rules.

" YOUR ORDERS

GERMAN
 You must clear the village of Villers-Bocage in order to
_remove the threat of allied action against the rear area of
Panzer Lehr Division. This will also secure the supply lines
eing used by units in the sector. Failure is not an option.

BRITISH

* You must hold the town so that the attack may be renewed
" at a later date. Inflict as many casualties on the enemy as
possible while limiting your losses.

" PREPARING FOR BATTLE

1. Set up the terrain as shown on page 47. Place Objectives
at the indicared points. The table is 4'/120cm x 6’/180cm.

2. The British player sets up their force in area ewithin

A 36”/90cm of the table edge. 4 Troop and 5 (Anti-tank)

latoon may be held in Ambush.

~ 3. 'The German player now deploys their forces in

farco 9 within 127/30cm of the table edge.

VILLERS-BOCAGE CAMPAIGN |

Shis is the last bastle in the-Villers- Boaage Campaign
_ Whichever side wins this battle wins the campaign. The
" putcome of the Battle for Point 213 scenario has an effect on
the forces available for this battle.

If the Germans won the Barttle for Point 213, then the de-
ployment area of the British force is halved in this scenario.
‘They must deploy within 187/45cm of the table edge. The
Panzers have raced forward putting pressure on the British
forces as they enter the town.

_ [fthe British won the Battle for Point 213, then the Germans

- have lost the race and the entire Schwere SS-Panzerkompanie
is placed in Reserve instead of deploying on the table, allowing

. the British build up to continue before the Germans can
muster all of their force. The Schwere SS-Panzerkompanie
enters from the their deployment zone board edge.

BEG[NN]NG THE BATTLE

1. All reconnaissance platoons make their Reconnaissance
Deployment moves starting with the British player.

2. The German force has the first turn.

ENDING THE BATTLE

Unlike normal missions, losing one company from your force
does not end the game. The other company will continue the
bartle until it is also Destroyed.

The battle ends:
» At the start of the British turn 11, or

*  Whenever one side has both companies Destroyed.

DECIDING WHO WON

The player or group of players who controls the most objec-
tives wins. If neither player controls any objectives, or they
control one objective each, then the game is a draw with
neither side able to gain control of the town.

HISTORICAL OUTCOME

Wittmann would become famous all across Germany for |
his destruction of the British column and the stopping of
the Desert Rats. His company on Point 213 would soon |
be joined by Mibius' 1. Company and together they would
destroy A Squadron 4 CLY upon the point. Soon after- |
wards the Panzer IV tanks and 1 Company would advance
into Villers-Bocage. This time the British forces would be |
waiting. After a hard fight and three more destroyed Tigers |
the Germans would retreat. Yet as more German forces
arrived the pressure upon the defenders grew. Finally, the |
British pulled back out of Villers-Bocage, not to set foot in
the town again for many weeks.

Once égain, one could fight this battle with other forces. If
the US 27 Armored Division had made the dash to Villers-
Bocage, they would have been fighting with a Tank Company
equipped entirely with M4A1 Sherman tanks with 75mm
guns and an Armored Rifle Company supported by a weak

Armoured Field Artillery Battery.

If you decided to fight this battde on the Eastern Front, the
Soviet force could be a Tank Batalon and a Motostrelkovy
Batalon supported by a Guards Heavy Tank Company or a
Guards Heavy Assault Gun Company.

Of course, you could also ty the battle with the roles
reversed. Take an allied tank force and atrack into a mixed
German tank and infantry force. Anything is possible!




_VILLERS-BOCAGE TERRAIN ___

- ROADS
~ Being on several major road networks has given the town of
Villers-Bocage very modern and wide paved roads.

Al roads on the map are wide enough to allow vebicles to pass
with plenty of room to spare.

BOCAGE HEDGEROWS

_ All hedges depicted on the map are Bocage hedgerows. These
are taller than a tank, Very Difficult Going, and provide
Bulletproof Cover to troops sheltering behind them. Teams
~must start adjacent to a Bocage hedgerow to cross it.

The full Bocage rules are on page 40 of the D-Day campaign
‘book and on our website: www. FlamesOfWar.com.

BUILDINGS

‘The main streets of Villers-Bocage were lined with rows
terraced houses and businesses, each a separate building
its own.

Buildings depicted on the map are rows of terraced houses.
such there are no doors in the shared connecting walls to go fro
one to the next. In order to remain inside the building and me
Jrom one to the other you may breach the wall using the rul
page 223 of the Rulebook.




22 ARMOURED BRIGADE
(7x Cromwell, 4x Crusader A/A tanks)

15" ROYAL TANK REGIMENT
51 (4 Cromwell, 6x Crusader A/A,
11x Stuart tanks)

A Squadron (16x Cromwell, 4x Firefly tanks)
B Squadron (16x Cromwell, 4x Firefly tanks)
C Squadron (16x Cromwell, 4x Firefly tanks)

i 5™ ROYAL TANK REGIMENT
| (4 Cromwell, 6x Crusader A/A,
52 11x Stuart tanks)

A Squadron (16x Cromwell, 4x Firefly tanks)
B Squadron (16x Cromwell, 4x Firefly tanks)
C Squadron (16x Cromwell, 4x Firefly tanks)

131 (QUEENS) BRIGADE

4™ COUNTY OF LONDON

53 YEOMANRY
(4 Cromwell, 6x Crusader A/A,
11x Stuart tanks)
A Squadron (16x Cromwell, 4x Firefly tanks)
B Squadron (16x Cromwell, 4x Firefly tanks)
C Squadron (16x Cromwell, 4x Firefly tanks)

15T BATTALION

54 THE RIFLE BRIGADE
(12x 6 pdr guns, 8x MMG carriers)
A Company (12x M5 half-tracks,
4x White scout cars, 11x Universal carriers,
2x 37 mortars, 3x 2” mortars, 9x MG, 3x PIAT)
C Company (as A Company)
I Company (as A Company)

1/5™ BATTALION QUEEN'S

. ROYAL REGIMENT
A Company (3x 2” mortars, 9x MG, 3x PIAT)
B Company (3x 2” mortars, 9x MG, 3x PIAT)
C Company (3x 2” mortars, 9x MG, 3x PIAT)
D Company (3x 2” mortars, 9x MG, 3x PIAT)
S Company (6x 3” mortars, 6x 6 pdr guns,
13x Universal carriers)

1/6™ BATTALION QUEEN’S

| ROYAL REGIMENT

A Company (3x 2” mortars, 9x MG, 3x PIAT)

B Company (3x 2" mortars, 9x MG, 3x PIAT)

C Company (3x 2” mortars, 9x MG, 3x PIAT)

D Company (3x 2” mortars, 9x MG, 3x PIAT)
S Company (6x 3” mortars, 6x 6 pdr guns,

14 SEERY BY 1

¢ 7% Armoured Division, the Desert Rats, established a
< for themselves in the tough fight against Rommel’s
orps in Egypt, Libya, and finally Tunisia. Having
ed the Axis out of Africa they went on to serve in Sicily
caly efore being pulled off the line to get ready for
vasion of France. These veteran troops were picked by

al Montgomery because of their vast experience.

. TO BLIGHTY
Back in Britain, the division was reconstituted around the
new Cromwell fast cruiser tank, ideal for the Desert Rats
intended pursuit role. This switch was not well received by
the tankers. They were familiar with the Sherman tanks they

yeen using, now they needed to undergo new training
naintenance and gunnery. With little time to spare, they
ed to learn the capabilities of their new equipment.

The troops were glad to see their 17 pdr-armed Sherman
Firefly VC tanks, the only tank armed with a gun powerful
enough to take on the German Tiger and Panther heavy
tanks. With this tank at least they had a chance to kill a few
Panzers. With a familiar chassis to work from the crews soon
became proficient with their new tanks.

D‘DAY
n ashore at the end of D-Day onto the recently
d beaches, clements of the 7® Armoured Division
_into the French countryside under the command of
jor General ‘Bobbie’ Erskine. In less than 24 hours the
of many operauons aimed at ex andmg the beachhead

13x Universal carriers)

e e

TILLY-SUR-SEULLES

With its infantry brigade still waiting to land, 22 Armoured
Brigade was sent forward to assist the S0

follow the 50® Division and once they had opened a hole in
the line, to exploit it all the way to Villers-Bocage and then
press on to Evrecy deep in the German rear.

The next day the 50 Division attacked in the area of Tilly-
sur-Seulles, Juvigny, Hottot-les-Bagues, and la Senaudiere,
only to find the newly-arrived Panzer Lehr Division also
attacking head on into the same arca. As the forces clashed
the Desert Rats moved forward in support. Even with cheir '
support, the attack stalled well short of its intended line.

Their first experience of fighting in France was a nasty shock.
Stuck on narrow roads surrounded by tall Bocage hedgerows
and constantly sniped at by an invisible enemy they faltered.
This was so different from their previous operations in
Africa that the Desert Rats had trouble adapting. Faced with
ambushes at every corner, their advances became cautious,
not the intent higher commands had for a pursuit division.

OPERATION PERCH

Meanwhile, the US 1* Infantry Division pushed 352. Infant-

eriedivision back, opening a gap around the flank of Panzer

Lehr. With Operation Perch, the Desert Rats swung through

the gap, past the defensive belt, and rolled right into the rearr

area of 1. §S-Panzerkorps. On 12 June the ope

with the 8 Hussars leading the way. The next mornin

lead regiment, the 4% County of London Yeomanry, entered "
e enemy and proceeded ¢

inding countryside ‘

Tyne and Tees
Division in taking Tilly-sur-Suelles. The mission was o



1/7™ BATTALION QUEEN’S

ROYAL REGIMENT
A Company (3x 2” mortars, 9x MG, 3x PIAT)
B Company (3x 2” mortars, 9x MG, 3x PIAT)
C Company (3x 2” mortars, 9x MG, 3x PIAT)
D Company (3x 2" mortars, 9x MG, 3x PIAT)
S Company (6x 3” mortars, 6x 6 pdr guns,
13x Universal carriers)

NO. 3 COMPANY, ROYAL ,
64 NORTHUMBERLAND B
FUSILIERS

(12x MMG carriers, 4x 4.2” mortars)

74 3™ ROYAL HORSE
ARTILLERY REGIMENT
(24x 25 pdr guns)

65“" ANTI-TANK

REGIMENT

(24x M10C (17 pdr) self-propelled ouns,
24x 1/ pdr guns) '

~ DIVISIONAL ARTILLERY

15™ LIGHT AA
REGIMENT

, (36x 40mm Bofors guns,
18x 40mm (SP) Bofors self- pmpelled guns)

76 5™ ROYAL HORSE
~ ARTILLERY REGIMENT
(24x Sexton self-propelled guns)

8™ ROYAL IRISH HUSSARS

(ARMOURED RECCE REGIMENT)
% (4x Cromwell, 6x Crusader A/A, '
v 11x Stuart tanks)
A Squadron (19 Cromwell tanks)
B Squadron (19 Cromwell tanks)
~ C Squadron (19 Cromwell tanks)

Divisional Strength: 14,964 soldiers, 4 tank battalions, 4 infantry bastalions, 290 tanks, 24 se!f-fmpelled anti-tank guns, 50 universal carriers,
24 self-propelled guns, 24 artillery pieces, 54 anti-tank guns, 46 self-propelled amz—azrcmﬁ guns, 36 anti-aireraft guns, 20 heavy machine-guns,

4 heavy mortars, 24 medium mortars,

There the reglmental commander, Lord Cranley, halts b
column for an ‘O’ Group to give orders for the next stage
-~ of the advance. With their officers away, the men began

relax. This is the time that Obersturmfiihrer Witemann's

Kompanie 101. schwere SS- ~LPanzerabteilung picked rto
attack. The batde for Villers-Bocage was a high point for
he Germans with the Desert Rats eventually driven from
- chie town, ‘

OPERATIONS GOODWOOD AND BLUECOAT

On 18 July the Desert Rats were once again thrown into
_the atrack for Operation Goodwood. Almost from the start
the division was stymied in its movement forward. Traffic

jams and lack of manoeuvre space hampered its forwar
momentum and the division barely got into battle, failij
reach its objectives. Their nextattack was Operation Blue
and again the division made poor progress. On 1 Aug
General Montgomery finally had enough—over 100 ofﬁ
and men were removed from the division and a new
mander Major General G L Verney given command.
emerged from the purge was a very different division with a

bit more vim and a lot more success.
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‘SERGEANT TOM STANLEY

¢ that,” exclaimed ‘Chalky’

e turning to Corporal Smith. “Hey Smiffy, we got‘twd
‘ féat~Jerry‘Tigers comin’ righ’ at us’.

o they re ’erel” Smith called over his shoulder.
ng back to Chalky, he adds “Well me ol china, [ "ope
srks, else we've “addit. I reckon a six pounder ain’t worth

bit against 'em.”

nt Tom Stanley calls. back “Lor’ luv a duck, will you

ged over ’ere before Jerry sees ya’. Turning to the

gu ner as Chalky and Smith stroll back, he finishes “Roit my
, like wot I told ya. Let "a firs’ one pass n’ shoot "a nexd

age passes before the rest of the huge tank appears—a
etime as it rolls past the alley hiding the 6 pdr anti- -tank

ivels on the spot before rumbling down the side road

rds the rest of the platoon.

roit my son,” Stanley places his hand on Tafty’s shoulder

eteran. He isa Gun team i pdr anti-tank gun

is accompanied by a Loyd Carrier. He replaces one 6 pdr

and Loyd Carrier in an Anti-tank Gun Platoon of the
moured Division for +25 points.

PECIAL RULES

Tom, Dick, 'n ’arry: While Tom Stanley shows initiative in
the deployment of his gun, he is still j ust a sergeant.

Although Stanley is an ]ndependmt team he can deploy n
Ambush if bis Anti-tank Platoon is in Ambush. He does
ot need to be revealed at the same time as t/]e rest of the

Taffy’s response was not long i in coming. With a deafening

flash—crash—clang, the six pounder fires art the gLant TLg t

tank hitting it at pomt-blank range.

“Gordon Benret, e missed,”' cursed Chalky watching the big

88 swing towards them, barrel the size of a chimney stack.

Shoving another round in the breech, “Pull ya bleedin’ socks

up, ya berk,” to Taffy. Another flash—crash—clang!

This time smoke curls up from the engine. The turret slows.

and stops. Suddenly hatches swing open, emitting clouds
of black smoke. Black-clad forms scramble out rolhng,
coughing, down the sides of the tank, running for cover.

Within seconds the tank is enveloped in flames. Crackling as ‘

machine-gun ammunition cooks off.
“Proper job Sunshine,” Stanley claps Taffy on the shoulder;

The second Tiger tank halts, turret slowly turning, sniffing
for the foe that hunts it. It doesn’t stand a chance. Three
six pounders volley from their camouflaged positions. Shots
streaking half-a-mile-a-second rip into the giant tank.
Ripping it apart from the inside out.

“Smiffy, ya lazy git,” Stanley calls, drowned out by another
88 round exploding in the burning Tiger, “Roit, scarper lads.

Oi Smiffy, getcha bleedin’ Carrier over ’ere sharpish!”

Machinist: Stanley was a shop steward in a machine shop in

Barkmg until he Volunteered after Dunkirk. HIS shootmg is

Military Medal:i'S,er"geant Tom Staﬁley WOn’thC Militaiy"
Medal when, despite losing his entire gun crew, he single-

handedly destroyed three Jerry Panzers outside Naples.

If the enemy Destroys Stanley, they must roll a die.

* On a roll of 4+, Stanley is killed or seriously wounded
. and the team is Destroyed.
§

o Ot/aerwm, the British playe

—
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A force based around an Armoured Squadron must
contain:

s | Company HQ, and

e 2 to4 Armoured Platoons.

Weapons Platoons available to an Armoured Squadron can

be:

e 0 tol Recce Patrol.

?%

Support Platoons available for an Armoured Squadron can be:
e 0 to 1 Motor Platoon (p. 56) or Rifle Platoon (p. 59),
s 0ol ScourPaiol (p 56),

e 0 to 1 Field Platoon, Royal Engineers (p. 63),

. ‘(TANKCOMP NY)

0 to 1 Field Battery (SP), Royal Artillery (p. 64), ;
0 to 1 Anti-tank Platoon (SP), Royal Artillery (p. 65), and
0 to 1 Light Anti-aircraft Platoon (p. 65).

You may field up to one Support Platoon attached to your
company for each Armoured Platoon that you are fielding.

MOTIVATION AND SKILL

Combining years of training and combat-experienced
officers with their vast desert experience, the armoured regi-
ments of the Desert Rats are ready to meet Hitler’s Panzers.
An Armoured Squadron is rated as Reluctant Veteran.

HEADQUARTERS

PLATOON
Company HQ with:

L1EY 2 Coommell IV 160 poincs
OPTIONS

e Add Cromwell VI CS tanks for +70 points per tank.
* Add Crusader A/A tanks for +45 points per tank.
* Add Sherman ARY recovery vehicle for +10 points.

, » e slower enemy forc is sp
allows the armoured squadron to continually work around

o the weaker flanks of enemy formations, always striking

from the side rather than slogging their way up the middle.
As a commander, the best way to beat the heavily armoured
tanks of the enemy is to hi the flank i

2iC Command
Cromwell IV

Company Command
Cromwell IV

. "
-

COMPANY HQ

SUBALTERN
ARMOURED
PLATOON
SUBALTERN

ARMOURED
PLATOON




SUBALTERN

SUBALTERN
PLATOON

‘@ 3 Cromwell IV and 1 Firefly VC 325 points

Command Cromwell IV
HQ TANK

, pbwer they can easxly roﬂ over enenﬁy for- LANCE CORPORAL

7 pdr of the F1reﬂy Ve tank can take on the *
fﬂfgﬁfs - . . Cromwell IV Cromwell IV
he platoon can create a large Volume of fire | TANK

limited supply of ammunition. This fire CORPORAL

, up attacking enemy formations. With their
they can then move to the flanks and counterattack to

h off the enemy. ‘ ‘ , ‘ Firefly VC

th cases your veteran troopers will be reluctant to go
toe with the enemy panzers. While the crews may like
ew tanks, they do not have the armour of the newer

8™ ROYAL IRISH HUSSARS

The 8" Hussars were the Division’s Armoured Recce Regiment. They were organised and equipped (and mostly
operated) like a normal armoured regiment, except that they lacked any Firefly VC tanks.

You can field an 8" Hussars Armoured Recce Squadron as a normal Armoured Squadron with the following changes:

* You may have 2 to 5 Armoured Platoons.

Each Armoured Platoon consists of 3 Cromwell IV tanks for 245 points. There are no Firefly VC tanks.

SUBALTERN
PLATOON ‘

{Elasmay —i55penc B

Recce patrol offers a fully tracked and fast tank that can
ep in front of the Cromwell tanks and scout out possible CORPORAL
1bush locations along the route of march. Lightly-armed

armoured the Recce Patrol uses stealth and cunning to

to and threaten the enemy. StuartV

tanks can qulckly move to where they are | TANK 3
eded and provide armoured SupRoie () infantry or move ;
a ﬁagk and threaten the enemy’s rear.

Command Stuart V
HQ TANK

Il cases they are sreat at finding the enemy and then .
: Jc g & : Recce Patrols are Reconnaissance Platoons.

porting their position to the waiting artillery.

The 22" Armoured Brigade considered their Stuart V tanks too light for their assigned role. As they advanced 4 CLY
lost two while they conducted their assigned scouting mission. Afterwards the tanks were withdrawn from this role
and placed in the middle of the column. The regiment continued its advance without reconnaissance. After the initial
battles, the Stuart tanks were used as a training and replacement section for replacements arriving in the regiment.




A force based around a Motor Company must contain:

e 1| Company HQ, and

* 2 to 3 Motor Platoons.

Weapons Platoons available to a Motor Company can be:

*. 0to 3 Scout Patrols,
e 0t 1 Motor Machine-gun Platoon, and
e 0 to 2 Anti-tank Platoons.

Support Platoons available to a Motor Company are:

0 to 1 Armoured Platoon (p. 54),

0 to 1 Field Platoon, Royal Engineers (p. 63),

0 to 1 Field Battery (SP), Royal Artillery (p. 64),

0 to 1 Anti-tank Platoon (SP), Royal Artillery (p. 65), and
0 to 1 Light Anti-aircraft Platoon (p. 65).

You may field up to one Support Platoon attached to your
company for each Motor Platoon that you are fielding.

Although it is an Infantry Company, a Motor Company
may not take Sniper teams as they are part of an armoured
division and expected to attack in mobile operations.

MOTIVATION AND SKILL

Having served in numerous places and faraway lands
The Rifle Brigade is veteran to a man. But being veteran
sometimes also makes you realize that it is somebody else’s
turn to go first. A Motor Company is rated as Reluctant
Veteran.

HEADQUARTERS

L[] Company HQ____________30 points J
OPTION
* Add Mortar Section for +50 points.

‘advance. Their small infantry comple-

ment with plenty of anti-tank guns and machine-guns makes

e, ye 'mmovablc once dug in.

ey

Company Command  2iC Command
Rifle team Rifle team

A iy

White scout car White scout car

COMPANY HQ

SUBALTERN

l MOTOR PLATOON .

1y

i

——

CTION Y
CTION %
ECTION ;

RN

o B

~OUT PLATOON R
SCOUT PLATOON g




COMBAT PLATOONS

SUBALTERN

= SRR ﬂ

Command PIAT team  Light Mortar M5 half-track
MG team team

> HQ SECTION

PLATOON
HQ Section with:

125 points

3 Motor Squads

2 Motor Squads 100 points

platoon have Senammg ey get them into

h their organic machine-gun, mortar, and anti-

capabihtles they have a good mix of weaponry and so
fversatﬂe patt of any force.

ttacks, they need to carefully pick their targets and

ERELL

MG team

M5 half-track

TN

MG team

AR

M5 half-track

MOTOR SQUAD

MOTOR SQUAD

ack quickly when the enemy is unable to bring to bear the
mass of its weapons. Once in combat however, they will not
le to sustain themselves long and losses will seriously

e their ':ibil‘ity to win.

CORPORAL

1 .

MG team M5 half-track
MOTOR SQUAD

MOTOR PLATOON

WEAPONS PLATOONS

SERGEANT

Command Universal Carrier Universal Carrier
Universal Carrier

TO 3 SCOUT PATROLS

PLATOON
'@ 3 Universal Carriers 75 points

OPTIONS

® Arm any or all Universal Carriers with an extra hull-
mounted Machine-gun for +5 points per carrier or a

.50 cal MG for +10 points per carrier.

Replace up to one extra hull-mounted MG with a
Boys anti-tank rifle or PIAT anti-tank projector at

o Although purchased as separate platoons, all of your Scout

Patrols deploy as a single platoon ar the same time. For
example, this means thar you treat all Scout Patrols as a

single platoon when calculating the number of platoons
held in Ambush or Reserve.

Carrier patrols are designed to range far and wide across the
ront. Move this unit around flanks where it can attack and
estroy the supporting troops of the enemy main effort or

¢ them to harass and slow the enemy advance.




PLATOON
HQ Section with:

2 Macihe—gun Sections

1 Machine-gun Section

130 points
75 points

OPTION
* Add PIAT team for +15 points

Vickers HMG teams from Motor Companies are not
trained in indirect fire techniques so may not fire Artillery
Bombardments

~ Your Vickers medium machine-guns give your motor
company the ability to destroy enemy infantry at long range
“allowing you to dominate the approaches to your positions.

0 TO 2 ANTI-TANK PLATOONS

PLATOON
HQ Section with:
< 2 Anti-tank Sections
1 Anti-tank Section

120 points
70 points

‘The motor bau:ahon has twice as m

- panzers. With their hlg; rate of fire and decent penetratlon
there are few Panzer formations that can sustain the type of

damage you can dlsh out.

anti-tank platoons as

- SUBALTERN
SUBALTERN ¥

Command
Rifle team

Vickers HMG ~ MMG Carrier

=sx¥ B

Vickers HMG ~ MMG Carrier

ham MG SECTION ey

Vickers HMG ~ MMG Carrier

cary B

Vickers HIG ~ MMG Carrier

SUBALTERN
SUBALTERN

Command
Rifle team

Troop Carrier

HQ SECTION

B AN T
—al2N

6 pdr gun

B " 1Y

6 pdr gun

e

Lloyd carrier  Lloyd carrier

ANTI-TANK SECTION

IR
a2y

6 pdr gun

B P 1Y

6 pdr gun

A

Lloyd carrier Lloyd carrier

ANTI-TANK SECTION

ANTI-TANK PLATOON
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RIFLE COMPANY

(INFANTRY COMPANY)

A force based around a Rifle Company must contain:

1 Company HQ and
2 to 3 Rifle Platoons.

Weapons Platoons available to a Rifle Company can be:

L

0 to 1 Mortar Platoon,

0 to 4 Carrier Patrols,

0 to 1 Anti-tank Platoon, and
0 to 1 Pioneer Platoon.

Support Platoons available for a Rifle Company can be:

0 to 1 Armoured Platoon (p. 54),

0 to 2 Machine-gun Platoons (p. 61),

0 to 1 Heavy Mortar Platoon (p. 62),

0 to 2 Transport Sections (p. 62),

0 to 1 Field Platoon, Royal Engineers (p. 63),
0 to 2 Field Batteries, Royal Artillery (p. 64),

Anti-tank Platoon (SP), Royal Artillery (p. 65), and
e 0rto I Light Anti-aircraft Platoon (p. 65).

You may field up to two Support Platoons attached to your
company for each Rifle Platoon that you are fielding.

Although it is an Infantry Company, a Rifle Company
may not take Sniper teams as they are part of an armoured
division and expected to attack in mobile operations.

MOTIVATION AND SKILL

O

The soldiers of the Desert Rats have seen it all.
They know how to stay alive, and it doesn’t involve
unnecessary heroics. They are Reluctant Veteran.

The “Tyne and Tees’ boys of the 50" Division have
fought long enough to know how its done, but
not long enough to lose their edge. This makes

2

0 to 1 Anti-tank Platoon, Royal Artillery (p. 65) or them Confident Veteran.

50™ ‘TYNE AND TEES’ DIVISION

22 Armoured Brigade worked with fellow old desert hands from the 50" Division in the days following D-Day as they
waited for the infantry of their own 131 ‘Queens’ Brigade. During these first few battles the division may therefore use
infantry from the 50" division in support, or the 50® Infantry Division may use tanks from 7* Armoured in support.

If you choose o Rifle Company, you must choose to field it from either the 7" Armoured Division (marked @ ) or the
50" Division (marked ). The Intelligence Briefing for a Rifle Company uses symbols to indicate the points difference between
Platoons from these two divisions. Whichever division you choose for your Rifle Company, you may only select platoons marked
with your division’s symbol for your HQ, Combat, Weapons, and Rifle Company Support platoons. Divisional Support platoons
all come from the 7" Armoured Division (marked @ ) and retain the Reluctant rating and Desert Rats special rules.

When fielding an Armoured Squadron you may field a Rifle Platoon from either division as a ?upport choice.

A Motor Company may only have supporting platoons from the 7" Armoured Division.

HEADQUARTERS

COMPANY HQ

MAJOR

Y

Company Command  2iC Command
Rifle team Rifle team

HEADQUARTERS

.@ Company HQ 25 points
‘ Company HQ 30 points

OPTION : | SUBALTERN

{ . RIFLE PLATOON .

* Add Jeep or Troop Carrier for +5 points.

131 Queen’s Brigade is the 7 Armoured Division’s infantry
brigade. It’s task is to clear the way for the armoured brigade
in difficult terrain and occupy ground captured by the
armoured regiment in more open terrain. While the riflemen
vill fight hard to clear the way for the armour, unlike the

antry divisions the Queen’s Brigade is not expected to

Bl PREREBERRPEFB BERFRPERRERY

capture well-defended towns and dense woods. These
armoured division will bypass. .




COMBAT PLATOONS

SUBALTERN
SUBALTERN
PLATOON

HQ Section with: : | 4{* S 3 o, 3

, . _Command PIAT team Light Mortar
3 Rifle Squads 135 points Rifle/MG team team
HQ SECTION
2 Rifle Squads 100 points i
HQ Section with: ' CORPORAL CORPORAL

3 Rifle Squads 75 poines || FUERY -AMRR | FRA00 10000

‘ . IRl Sauds 135 points | | Rifle/MG team  Rifle/MG team | | | Rifle/MG team Rifle/MG team
RIFLE SQUAD RIFLE SQUAD

e Poor Bloody Infantry’ form ot core b any good solid SR

force. Able to defend themselves against most threats, it is | {4*’* ’(’**’*’

only when in the open they need that additional support. Rifle/MG team _Rifle/MG team
Tﬁa{nkfuﬂy that support is readily available. RIFLE SQUAD

- With offensives they can be slow to advance, however being
le to hit the dirt and present small rargets makes them very
difficult to kill. Supported by mortars and anti-tank guns
they will be able to move forward and attack the enemy Wlth

WEAPONS PLATOONS
0 TO 1 MORTAR PLATOON

PLATOON
HQ Section with:

Mortar Sectxons ‘  . 1 poi’nkts"

Y fortar Sectxonsyk . . 120 points -

, ortar Section . poi:ntsg a‘h
HQSectlonthh ' ' Observer PIAT te Observer

Rifle team Rifle team
3 Mortar Sections 225 points

= Ll an A

- . 3" Mortar 3" Mortar 3" Mortar 3" Mortar
1 Mortar Section 85 points team team team

 — e —
B - -

OPTIONS 1| 40 4 . S

MORTAR SECTION MORTAR SECTION
B AN T

ax A %

QObserver 3" Mortar 3" Mortar
Rifle team team

¢ Add PIAT teams for +15 points per team

e Add Troop and Mortar Carriers to the platoon at
no cost.

k MORTAR PLATOON
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' PLATOON

‘@ 3 Unveréal rriers ‘ - 75 oﬁts

. 3 Universal Carriers 90 points

OPTIONS

* Arm any or all Universal Carriers with an extra hull-
mounted MG for +5 points per carrier or a 50 cal
MG for +10 points per carrier.

Replace up to one extra hull-mounted MG with a
Boys anti-tank rifle or PIAT anti-tank projector at
no cost.

Carrier Patrols are Reconnaissance Platoons

‘Command Universal Carrier Universal Carrier
Universal Carrier

CARRIER SECTION

Although purchased as separate platoons, all of your Carrier
Patrols deploy as a single platoon at the same time. For
example, this means that you treat all Carrier Patrols as
a single platoon when calculating the number of platoons

‘'O 1 ANTI-TANK PLATOON

PLATOON
HQ Section with:
2 Anti-tank Sections
1 Anti-tank Section 70 points
HQ Section with:

120 points

2 Anti-tank Sections 150 points

:1 Anti-tank Seétion ' ' 85 points

1 held in Ambush or Reserve.

The infantry’s carrier patrols allow them to dominate
Man’s Land with aggressive patrolling and mobile action.

SUBALTERN

Command Troop Carrier
Rifle team

HQ SECTION

Ak || s

6 pdr gun 6 pdr gun

AN || T¥maa

6 pdr gun 6 pdr gun

G AR | | A A

Lloyd carrier Lloyd carrier Lloyd carrier  Lloyd carrier

ANTI-TANK SECTION
ANTI-TANK PLATOON




PLATOON
HQ Section with: 7
S e— SR
1 Assault Squad
HQ Section with:

Assault Squads

60 points

95 points

1 Assault Squad 70 points

The battalion pxo‘n‘eer platoon is the infantry’s own engineer-

ikng force. They lay and clear minefields, fortify positions with

barbed wire and do general construction duties within the
bartalion area. If you must assault a fortified position, they
_ can kit themselves up for the role with a flame-thrower.

PLATOON
HQ Section with:

2 Machine-gun Sections
1 Machine-gun Section
HQ Section with:

145 points
80 points

2:‘,Mélchin~e—gun Sections 85 points

: 0 Machine-gun Section

100 points

OPTIONS
e Add PIAT team for +15 points.
* Add Troop and MMG Carriers to the platoon at no

cost.

SUBALTERN
SUBALTERN

1 -

Pioneer M5 half-track
Rifle team

HQ SECTION

¥4

Command Pioneer
Rifle team

SERGEANT SERGEANT

THY v || I sy

Pioneer  Jeep with trailer Pioneer  Jeep with trailer
Rifle team Rifle team

ASSAULT SQUAD ASSAULT SQUAD

You may replace up ro one Pioneer Rifle team with a Flame-
thrower team at the start of the game before deployment.

Command
Rifle team

war)

Vickers HMG

X

Vickers HMG

X

Vickers HMG
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PLATOON
HQ Sectioﬁ with:

150 pbinté .

' 1 Mortar Section 85 points

- HQ Section with:

. 2 Mortar Sections 185 points
1 Mortar Section
OPTIONS

¢ Add PIAT team for +15 points.
e Add Troop and Loyd Carriers to the platoon at no

cost.

105 points

’ As well as their medium machine-guns, the Northumberland
Eusiliers have a platoon of heavy 4.2” mortars. These combine

e advantages of both mortars and medium artillery.

0 TO 2 TRANSPORT SECTIONS

PLATOON
HQ Section with:

1 Transport Squad

No Transport Squad
HQ Section with:

15 points
10 points

20 points
- 15 ‘poi’nts -

SUBALTERN

Y an -

Command Observer FPiA
Rifle team  Rifle team

A

SUBALTERN %

M <R GEANT T
prid k&4 &

4.2" Mortar 4.2" Mortar

wd ¢ e |

: MORTAR SECTION

AN

4.2" Mortar 4.2" Mortar

MORTAR SECTION

They have the mobility and quick response of a mortar along
with a large-calibre shell delivering plenty of explosive for |

maximum destructive effect.

CORPORAL

¥4

3-ton lorry

3-ton lorry

Command
Rifle team

R, HQ SQUAD S

. - o

LANCE CORPORAL

3-ton lorry

3-ton lorry

TRANSPORT SQUAD

- ¢ TRANSPORT SECTION




DlVlSlONAL SUPPORT

MOTlVATlON AND SKILL

‘The divisional troops supporting the tanks and riflemen are all old hands who long ago ‘got their knees brown’ from the
harsh desert sun of the African desert and the volcanic grit of the Italian mountains. All Divisional Support platoons are

rated as Reluctant Veteran.

AIR SUPPORT
Aircraft Priority Air Support

Typhoon 220 points

Limited Air Support
170 points

0 TO 1 FIELD PLATOON, ROYAL ENGINEERS

PLATOON
HQ Section with:

4 Field Squads

3 Field Squads
2 Field Squads
OPTION
e Add Pioneer Supply truck for +25 points

120 points
95 points
70 points

When you deploy your force at the start of the game you
may elect to replace a Field Platoon, Royal Engineers
with a Rifle or Motor Platoon of the same or lower points
value.

Field Plaroons, Royal Engineers may not launch assaults,
nor may they counterattack if assaulted. Field Platoons,
Royal Engineers will always attempt to Brea/e Off at the

mr[zest opportunity.

Being able to replaée these troops after seeing the situation
you will be operating in gives you a chance to weight the
maln effort with the rtght klnds of soldiers. If the enemy

1Y iy

Command
Rifle team

Jeep

S

HQ SECTION

1 M

Pioneer Pioneer
Rifle team Rifle team

ny G

Pioneer 3-ton lorry
Rifle team

s FIELD SQUAD

iy "

Pioneer Pioneer
Rifle team Rifle team

oy |

Pioneer 3-ton lorry
Rifle team

FIELD SQUAD ‘

1 1

Pioneer Pioneer
Rifle team Rifle team

oy

Pioneer 3-ton lorry
Rifle team

FIELD SQUAD

LANCE SERGEANT

1 M

Pioneer Pioneer
Rifle team Rifle team

oy __

Pioneer 3-ton lorry
Rifle team

FIELD SQUAD
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PLATOON
HQ Troop with:
Two Gun troops with a total of

.@ 4 Gun Sections 280 points

One Gun troop with a total of
2 Gun Sections
1 Gun Section
OPTION
e Add 15 cwt trucks and Quad tractors at no cost.

170 points
105 points

1 FIELD BATTERY (SP), ROYAL ARTILLERY

PLATOON
HQ Troop with:
Two Gun troops with a total of

‘@ 4 Gun Sections 355 points

One Gun troop with a total of

2 Gun Sections 205 points

1 Gun Section 140 points

OPTIONS

¢ Add 15 cwt trucks at no cost.

* You must replace all 25 pdr guns with Sexton self-pro-
pelled guns at no cost.

You must replace all Observer teams and their OP car-
riers with Observer Sherman OP tanks at no cost.

S

Observer Sherman OP Tanks cannot launch assaulss.

Although a Field Battery or Field Battery (SP), Royal Artillery
isasinglz Support choice, each Gun Troop operates as a separate
platoon with its own Command team. The Command team
and Staff ream of the HQ Troop are Independent teams. If
the Command team of the HQ Troop joins a Gun Troop, it

_ becomes the Platoon Command, team.

Although they count as separate platoons for all other
purposes, a Field Battery or Field Battery (SP), Royal
Artillery deploys as a single platoon, all at the same time.
For example, both Gun Troops are treated as a single

 platoon when calculating the number of platoons held in

Ambush or Reserve.

¥4

Command Jeep
Rifle team

i
=
-
-

-
ey

s

'::"z..*:..m,.m

Command
Rifle team

r

FLEUTENANT S
— CEEYYR————————

Staff team

ay 0B

Observer OP Carrier
Rifle team

25 pdr gun

-
-

-
K.
X -
mm, a«*&%*m.g“

Command :T St o ,t‘,:‘
Rifle team

25 pdr gun

ax 0B

Observer OP Carrier
Rifle team

25 pdr gun

25 pdr gun

o .
s ~

& o
""2« e

25 pdr gun

. GUN SECTION g

GUN TROOP

FIELD BAT‘ER_Y, ROYAL ARTILLERY

4d1nates, swampmg the enemy in a eluge of shells
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y " 'E'IC towed 17 pdr gunsive you the aBﬂity to dCfﬂI‘IC{- &:[argi"-

275 points

2 Anti-tank Sections

1 Anti-tank Section 140 points

: i i Lhe 657 Anel ke Régimém, RA (Norfolk Yeorﬁ.anry) had
- four barteries, two with self-propelled 17 pdr guns and two

with towed 17 pdr guns.

The self-propelled guns operate with the motor battalion
and as a forward screen, while the towed guns operate with
the infantry brigade to give depth to the defence.

0 TO 1 ANTI-TANK PLATOON,
ROYAL ARTILLERY

PLATOON

HQ Section with:
2 Anti-tank Sections
1 Anti-tank Section

205 points
110 points

amount of ground and deny it to the enemy for movement.
Deploying the guns carefully where they can take advantage
of their long range and high hitting power is crucial.

Try to keep them out of sight until the enemy has no choice

~ but to venture into their kill zones. Don't place them too far

. forward as they are unable to move once emplaced. Use their

range to prevent them from being outflanked or assaulted by
enemy infantry.

HQ Section with:

2 Gun Sections

1 Gun Section

130 points
75 points
OPTION

* Replace all Bofors 40mm guns with Bofors 40mm
SP for +30 points per Anti-aircraft Section.

3, You can dig in the towed Bofors guns to provide anti-aircraft

- cover for a static position like an artillery battery, taking

- advantage of the gun pits to keep casualties down.

The self-propelled Botfors guns give you the ability to keep

 pace with the faster moving tanks and moror infantry of the

SUBALTERN

SUBALTERN |
. SERGEANT S

M10C 17 pdr SP

e

Command M10C 17 pdr SP

e

M10C 17 pdr SP M10C 17 pdr SP

ANTI-TANK SECTION ANTI-TANK SECTION

L ANTETANK PLATOON (SP), ROYAL ARTILLERY J§

"The self-propelled guns are best used as part of a mobile
defence. They have the ability to stage an ambush, then leaye
before the enemy can retaliate strongly. They also have the

advantage of not needing to be dug in to survive.

Command
Rifle team

' SUBALTERN ¥

SUBALTERN

¥y -

M5 half-track

HQ SECTION

R SERGEANT
TARARAN

17 pdr gun

TAEAARN

17 pdr gun

AR B

M5 half-track M5 half-track

ANTI-TANK SECTION

Command
Rifle team

T AENARN

17 pdr gun

TTAERARN

17 pdr gun

o

M5 half-track M5 half-track

ANTI-TANK SECTION

B ANTI-TANK PLATOON, ROYAL ARTILLERY |

| SUBALTERN 3
SUBALTERN

g

Jeep

HQ SECTION

SR ;G EANT
Ay, PP

40mm Bofors gun AA tractor

N

40mm Bofors gun AA tractor

I

40mm Bofors gun AA tractor
ANTI-AIRCRAFT
1 SECTION

IRCRAFT PLATOON

LIGH

B N T
Aoy PHRP

40mm Bofors gun AA tractor

Aayy G

40mm Bofors gun AA tractor

ARy G

40mm Bofors gun AA tractor
ANTI-AIRCRAFT
SECTION
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Crusader A/A

- MI10C 17 pdr SP
~ OQF 17 pdr gun

 Sherman OP

@ DESERT RATS SPECIAL RULE @

CAUTIOUS NOT STUPID

While 7* Armoured Division troops are reluctant that does not mean that they are not brave. They have simply been around the
block a few times and know the war is going to continue for a while yer. If the rounds are flying heavy and fast, it may be better
to pull back and fight again tomorrow. However, once the rounds stop then its time to advance again.

1If a platoon from the 7 Armoured Division (but not the 50 Division) was not hit in the previous enemy Shooting Step, it may
re-roll any failed attempts to Rally Pinned Down platoons or Remount Bailed Out vebicles.

ARSENAL

Mobility Front
Range ROF

Fully-tracked
24"/60cm

Fully-tracked
32/80cm

Fully-tracked
24°/60cm
48°/120cm

Fully-tracked
327/80cm

Cromwell VI CS
OQF 95mm CS howitzer
Firing bombardments

Wheeled
24°/60cm

it ully-trécked
16 /40cm

Bofors 40mm gun

Twin 20mm gun

SELF-PROPELLED ANTI-TANK GUNS
Fully-tracked 4
327/80cm 2

ELFfPROPELLED GUNS

Fully-tracked
24°/60cm
80°°/200em

Fully-tracked

RECONNAISSANCE

niverSal Carrier Half-tracked
With Boys anti-tank rifle 16"/40cm
With PIAT anti-tank projector  8”/20cm
' 167/40cm

16”/40cm
16”/40cm

Armour
Side Top
Anti-tank Firepower

TANK TEAMS

Equipment and Notes
Co-ax MG, Hull MG, Light tank.

Co-ax MG, Hull MG, Light tank, Protectcd ammo, Tow hook.
Semi-indirect fire, Smoke. k .
Co-ax MG, Hull MG, Light tank, Protected ammo, Tow hook.
Smoke.

Smoke bombardment.

Co-ax MG, Tow hook. 7

No HE, Semi-indirect fire.

Awkward layout.
Anti-aircrafi.

Fast tank, Unreliable.
Anti-aireraff.

.50 cal AA MG.
No HE, Slow traverse.

AA MG.
Hull mounted. Smoke.
Smoke bombardment.

Hull MG.

Hull MG.

Hull-mounted.
Hull-mounted.
Hull-mounted.

ROF 1 if other weapons fire.
ROF 1 if other weapons fire.




GUN TEAMS

~ Mobility Range ROF Anti-tank Firepower Notes ,
' Man-paékéd 247/60cm 6 : 2 6 ~ ROF 2 when pinne

. ohooen . .

Man-packed  407”/100cm Smoke bombardmeﬁt.

Light 487/120cm ‘ ~ Smoke bombardment.

~ Bofors 40mm gun Immobile 24”/60cm Anti-aircraft, Turntable.
OQF 6 pdr gun .  Medium 24”/60cm 10 Gun shield.

OQF 17 pdr gun Immobile 327/80cm Gun shield, No HE.

OQF 25 pdr gun Heavy 24”/60cm ~ Gun shield, Smoke, Turntable.
~ Hiring bombardments - 807/200cm Smoke bombardment.

INFANTRY TEAMS

Téam . ~ ; -tank Firepower Notes
Rifle team 167/40cm 0 6
 Rifle/MG team  167/40cm 2 6
- MG team 167/40cm 6
fﬁLight Mortar team k 167/40cm 4+ Smoke, Can fire over friendly teams.
PIAT team 8”/20cm 10 5+ Tank Assault 4. :
Flame-thrower Team ; 4”/10cm ’ , - 6 Flame-thrower

Staff team cannot shoot Moves as 2 Heavy Gun team.

ADDIT]ONAL TRA[NING AND EQUIPMENT

Pioneer teams are rated as Tank Assault 3.

TRANSPORT TEAMS

- - Armour .
Mobility =~ Front  Side . Equipment and Notes
- . e _ . '
- CMP 15 cwt or 3 ton truck Wheeled
Qﬁad rMomsAAtractor . .  Wheeled
White scout car Jeep
M5 e . Hileahed
Troop, OP, Mortar, or Loyd Camer Half-tracked
MMG G f, 7 - - Hileded ' - HMG Carrier, Passenger-fired hull
Sherman ARV Fully-tracked Recovery vehicle.

AIRCRAFT

ToHit  Anti-tank Firepower
- ‘ 5+
o . , -




PAINTING DESERT RATS

English Uniform (921) = For metal helmets
Soft hats Russian Uniform (924)
‘ Painted metal

Flat Flesh (955)
Exposed flesh

Gunmetal (863)
Tool heads

Green Grey (886)
Webbing, pouches

Alternate colour

Khaki (988)

English Uniform (921)
Tunic, Pants

Beige Brown (875)
Rifle wood, tool handles

Gunmetal (863)

Gun metal

Infantry shoulder Infantry shoulder
patch of the 131 patch of the

; k Queen’s Brigade’s 22 Armoured
Black (950) rifle companies. Brigade’s motor

Green Grey (886)
Gaiters, rifle sling

Boots comapanies.

All colour names and codes given are for the Wzlleja range of Flam s Of
War paints, available from the online store and Flames Of War stockists.

More comprehensive painting and modelling guides can also be fomm’ on t/?e
www.FlamesOfWar.com website.

DESERT RATS TANKS AND EQUIPMENT

‘The tanks, vehicles and guns of the Desert
Rats were paintéd in the official SCC15,
Olive Drab (Russian Uniform 924)

Vehicle and equipment colour: .

Russian Uniform (924)

An Allied star is always visible on the ~ ISR E I 7 » Beige Brown (890)
engine deck, turret top or vehicle bonner ~ FEEEEE w1y o Tool handles
for air recognition. Most vehicles have their o e -iay Gunmetal (984)

~ bartalion code number on the driver’ side, = = o Tracks, machine-guns, tool
front and rear. - - , heads, exposed metal
Many vehicles ‘
also carry the di-
visional marking
on the other
side, front and
rear.
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i Despitey the rkea‘,ss‘urances of ‘t}‘ieiriGenerayls, every Allied tanker knows they are totally outclassed by the Germans. It is

armour or mobility—the Allied tanks are as well-protected and far more mobile and reliable. It’s their guns that wor
Allied tankers. A recruit need only look at the size of their guns to know. Allied tanks mount guns just 10’/3m long. G
tanks have guns up to 20°’/6.25m long—and German guns match their great length with superior performance.

to fire American 75mm ammunition. While this reduces the

; OQF 75mM — CROMWELL [V

The OQF 75mm gun is a 6 pdr (57mm) gun re-chambered

penetration of the gun slightly, it more than doubles its ef-
fectiveness when firing high explosive ammunition.
Length Weight Muzzle velocity @1000m @2000m
10fc  14%lbs 2025ft/s 9 12
k b 52mm 3l

8.8cM KwK36 — Ticer | E
Based on ’the proven and highly-capable 8.8cm FlaK36 anti-

aircraft gun, the 8.8cm KwK36 gun mounted in the Tiger
tank is an immensely powerful gun. With pin-point accuracy

it can knock out British tanks at any range.

Length Weight Muzzle velocity @ 1000m @2000m
16ft 221/21bs 2580ft/s 3 3 33

4.90 ke ) ‘ '

‘VOQF 17 PoR — ‘FIREFLY Ve

British engineers squeezed the 17 pdr gun into the

the US Sherman V tank producing the Firefly VC. Despi
being an ad hoc conversion, it is the only British tanl
can penetrate a Tiger tank from the front. ‘

Length Weight Muzzle velocity @ 1000m @2000

14ft 171bs 2900ft/s 47 39

 440m  77ke  884mis 119mm

as long a8 the gun ona Cromwell tank

Length Weight Muzzle velecxty @ IOOOm

20ft 22V bs 3280&/5 65




The Allies swarmed ashore on 6 June 1944 and
e gained a foothold in France. Over the next several
g days both sides raced forces to the battlefield in

.an effort to establish their operational supremacy.
Slowly the Americans pushed back the German
" 352. Infanteriedivision while the British troops

~ fought against the veteran Panzer Lehr Division.

The race is on as the famous Desert Rats run around
he flank of the German positions and plunge deep
into the rear area of the I. SS-Panzerkorps. Only

the famous Tiger ace Obersturmfiihrer Wittmann

* and a few Tigers stand in their way after making an

all night drive to Point 213.

It is here the race will be decided in classic fashion
as the steel beasts of modern war clash in an epic

b struggle to determine a winner. The chance to take
-

N
-4 the port of Caen and rout two German Panzer

Divisions was to be decided by a few brave men.

auo-ilrﬁgjwiloalann -

9'780958" 275545
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INSIDE YOU WILL FIND:
History of the battle for Villers-Bocage.

History and complete organisation of the German
101. Schwere Panzerabteilung and the Panzer
Lehr Division.

Options to field a Schwere SS-Panzerkompanie
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