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 PROLOGUE 
A light machine gun has part of your squad pinned down. 
Two of your men are wounded and screaming for help 
while one of your guys is hunkered down behind that wall 
and isn’t moving anytime soon. All hell’s breaking loose 
and everyone is looking to you for the answer. Right about 
now you’re wondering what the heck you’ve gotten 
yourself into. 

Welcome to the world of NUTS! 
******************************************* 

INTRODUCTION 
NUTS! - Final Version is a set of man-to-man combat rules 
that can be played with any figures you may already have. 
Play it as a RPG or as a wargame; it’s both. 

Games are usually finished in two hours or less, hence the 
company name. Before we go into detail about the game 
let's explain the cornerstone of all THW, the Reaction 
System. 

Traditional games use a turn sequence known as “IGO, 
UGO”. This means that I move my figures, fire, we do 
some melee and maybe you do a morale test or two. 

THW uses what is called the Reaction System. In this 
system your side activates and you move part of your 
force. That triggers a reaction from parts of my force. I 
immediately react and this may cause you to react in kind. 
Here’s an example of both systems using one figure on 
each side. 

IGO UGO 
Our figures start on opposite sides of a building and are 
out of sight of each other. 

 It’s my turn and I move first.  
 I move my figure around the corner and see your 

figure. 
 I shoot at your figure. 
 You either get hit or not. 
 If you get hit I see how bad the damage is. 
 If you don’t get hit maybe you take a morale test 

or maybe you don't.    
 Now it’s your turn. 
 If you stay where you are you shoot at me. 
 You either hit me or not. 
 If you get a hit you see how bad the damage is. 
 If you don’t get a hit maybe I take a morale test or 

maybe I don’t.   
 Now it’s my turn again. 

The big thing is I get to move and shoot at you and you 
can’t do anything about it.   

Now let’s put that in real life context. Private Smith and 
Private Manfred are on opposite sides of a building. 
Private Smith walks around the corner and Private 
Manfred sees him, yet does nothing about it. Instead he 
stands his ground and lets Private Smith shoot at him. A bit 
strange, don’t you think? 

THW REACTION SYSTEM 
Now let's go through the same scenario using the Reaction 
System. Our figures start on opposite sides of a building 
and are out of sight of each other. 

 I activate and move first.  
 I move my figure around the corner and your 

figure can see me. 
 We take an In Sight Reaction Test. 
 Maybe you go first and shoot at me. 
 Or maybe you duck for cover. 
 Or maybe I go first. 
 If you do shoot at me either you hit me or you 

miss. 
 If you hit me you see how bad the damage is. 
 But if you miss me I take a Received Fire 

Reaction Test. 
 Maybe I shoot you. 
 Maybe I duck back for cover. 
 Or maybe I run away. 
 We continue to fire back and forth until either one 

of us gets hit, runs out of ammo, ducks back 
behind cover, or runs away. 

 When all my actions and all reactions that they 
have caused are finished, it’s your turn. 

The big thing is you immediately get to react to what I do, 
during my turn, just like in real life.  

Now let’s put that in real life context. Private Smith and 
Private Manfred are on opposite sides of a building. 
Private Smith walks around the corner and Private 
Manfred sees him and Manfred fires first but misses. Smith 
fires back and Manfred dives for cover. Private Smith 
cannot see Manfred so stops firing. Better? 
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TABLES 
If this is your first go with THW you may have heard that 
it has a “lot of tables”. It does and here’s why. 

Instead of randomly drawing a card or having you “make 
the best decision for the enemy”, we use the Non-Player, 
PEF Movement and Resolution Tables. We use these 
tables to make the Non-Player Enemy, when playing solo 
and same side, behave in a realistic manner.  

But the fact of the matter is, once you’re playing the game 
you’ll usually be using only three tables 95% of the time. 
After a few turns you’ll have them memorized and will 
rarely refer to the rules. It’s that simple.  

What about the rest of the tables? They are used when 
gathering your force and some, only to design your games. 

WORD OF ADVICE 
Be sure to read the rules one section at a time and do the 
review and easy exercises in the Stop boxes. We’ve broken 
the rules down into smaller pieces to make it easier to 
learn. If you have a question about the rules just keep 
reading as the answer will be coming along shortly. 

But if you can’t find the answer just check out the THW 
Forum, linked below for answers to questions and free 
downloads. 

http://site.twohourwargames.com/forum/index.php 

You can expect a response within 24 hours. 

 

YOUR ROLE 
Your role is up to you. Here are some suggestions: 

 You can play as a Squad Leader with a full squad. 
 You can play as a Squad Leader with less than a 

full squad. 
 You can play as a Fighting Vehicle Platoon 

Leader with three to five vehicles. 
 You can play with only one Fighting Vehicle. 
 You can play large games with multiple squads 

and vehicles. 

The bottom line is you can play it any way you like 
because it’s your game. 

 

 

 

 

 

NEEDED TO PLAY 
You will need a few things to play NUTS! - Final Version. 
They are: 

 Six-sided dice, also known as d6. It is best to have 
at least six of these and the more you have, the 
quicker games will play. 

 One ruler or measuring device, ideally one per 
player.  

 Any combination of metal, plastic or paper 
figures in a consistent scale of your choice. 

 Something to represent buildings and other terrain 
features. 

 A 3'x3' flat surface but you can play with a larger 
one if desired.   

 

THE DICE 
During the game you will be required to roll dice in a 
variety of ways. They are: 

 Passing Dice. 
 Counting Successes. 
 Possibilities. 
 Reading and Adding the Dice.  

PASSING DICE 
This way to use the dice is to roll a number of d6 and 
compare each die score individually to the Target Number. 
The Target Number can be Reputation (page 6), 
Investment Level (page 64) or something entirely different.          

 If the d6 score is equal or less than the Target 
Number, the d6 has passed.   

 If the score is higher than the Target Number, the 
d6 has not passed.  

 You can only pass 2, 1, or 0d6 regardless of the 
number you actually roll. 

Example – Sgt Spellman (Rep 4) comes under fire and 
must take a Crisis Test. The Target Number for the test is 
his Reputation (4). He rolls 2d6 and scores a 1 and a 5. As 
the 1 is equal or lower than the Rep of 4, 1d6 has been 
passed. Looking on the Crisis Table under the Pass 1d6 
column we see that Spellman must immediately Snap Fire. 
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COUNTING SUCCESSES 
Another way to use the dice is by rolling them and 
counting successes.  

 A score of 1, 2, or 3 is a success. 
 A score of 4, 5, or 6 is a failure. 

 
Example: The Paratrooper enters melee and rolls 4d6.  He 
scores a 1, 3, 3, and 4. He has scored three successes (1, 3, 
and 3).    

POSSIBILITIES 
When you see numbers in parenthesis, such as (1-2), this 
means there is a chance of that event happening , based on 
a 1d6 roll. 

Example – The Machine Gunner may also have a grenade 
(1). This means that on a result of 1, when rolling 1d6, the 
Machine Gunner has a grenade. 

READING AND ADDING THE DICE 
And sometimes you simply read the result as rolled. When 
rolling 2d6 you add the scores together to get a total.   

Example – On the Terrain Generator Table (page 60) I 
roll 2d6, scoring a 3 and a 6, for a total of 9.  

HOW MANY D6  
How many d6 do you roll? This is found by looking in the 
upper left-hand corner of each table. There will usually be 
a number, 1 or 2, telling you how many d6 to roll.  

In some cases there may be a word like Rep or Target. 
That means 1d6 for each point of that word.  

Example – A German soldier (Rep 4) must roll an In Sight 
Test. Looking on the In Sight Test (page 20) we see the 
word Rep in the upper left corner so I toss 4d6.  

Later he must take a Crisis Reaction Test versus his Rep. 
There is a 2 in the upper left-hand corner so I roll 2d6. 

 

FIGURES AND TERRAIN 
We have written the rules with 28mm figures in mind. Adjust the 
distances as desired if playing with other scales. 

Literally hundreds of figures can be used with NUTS! - 
Final Version. There aren’t any official figures so play 
with whatever you already have.    

You can choose from metal figures, plastic figures, or even 
paper figures. Sizes range from 6mm to 54mm and 
everything in between. The best part is that you can use 
any of them and still play NUTS! - Final Version. If you 
don’t already have figures, you can find them in gaming 
stores, at conventions, or online.  

Finding terrain can be handled the same way or you can 
build it from scratch. Some very nice paper terrain is 
available online that will work just fine. I use eBay as one 
source for terrain; it is also a good way to find painted 
figures. 

Perhaps the best form of guidance will come from joining 
the THW Forum and asking your questions there.  

http://site.twohourwargames.com/forum/index.php 

BASING FIGURES 
Each figure represents one man or vehicle and crew. The 
easiest way to base your figures for NUTS! - Final Version 
is one figure on a round or square base as either style will 
work.  

Crew served weapons and vehicles may not need to be 
based and if they are use the smallest base necessary.    

DEFINING FACING  
Charging or shooting to the rear of an enemy depends upon 
the physical location of the attacker. To qualify as a rear 
attack the attacker must begin and end its movement 
behind the front facing of the target.  

 The front facing is defined as 180 degrees to the 
front of the figure.   

 The rear facing is defined as 180 degrees to the 
back of the figure.   

The following illustration defines the front and rear 
facings. 
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TABLES 
Wherever possible all the tables that you will usually use 
during the game have been grouped together in the back of 
the book on the Quick Reference Sheets also called the 
QRS. When reading a section it is recommended that you 
review the table in question.  

NUTS! - Final Version games can be as simple or as 
detailed as you like. For those that want a quick pickup 
game, just use the basic Reaction Tables. If you want a 
realistic campaign use all the tables that are provided. 
NUTS! - Final Version is like a toolbox.  You may not 
need all the tools but they are there if you do! 

 

STOP! 
NUTS! is played with six-sided dice called d6.  

You can play in any scale, with figures or counters. You 
can play with as many or as few figures as desired. 

Passing is when you roll a d6 and compare it to a Target 
Number like Rep. Score equal or less and you have passed; 
score greater than the Target Number and you have not. 
You can pass 2d6, 1d6 or 0d6. 

A success is a score of 1, 2 or 3. 

Possibilities are the numbers in parenthesis next to an 
event. Scoring that number means the event has happened. 

 

INFANTRY  
Note that the words figure and character are interchangeable. 

In this first section you will be introduced to the Infantry 
rules. You will learn how to move, fire, melee and take 
Reaction Tests. Learning the rules is easy. Just use the 
Stop boxes, regardless of your previous gaming 
experience.  

The game is made to play a squad or platoon per player. 
In NUTS! - Final Version you can easily handle a squad to 
start but as you become more familiar with the game 
mechanics, running a platoon will be easy.   

The first thing you need to know is how your figures are 
defined. What makes them special? 

DEFINING THE FIGURES 
NUTS! - Final Version is played with individual figures 
that are defined in the following ways. 

 Is it a Star or a Grunt? 
 What is its Reputation? 
 Does it have any Attributes? 
 What type of Weapon does it have? 

STARS AND GRUNTS 
There are two types of figures, called Stars and Grunts. 

STARS 
This figure represents you, the player. We suggest your 
Star begin with a Reputation of 5. 

GRUNTS 
These are the figures that do not represent a player. They 
may be friends or foes and will come and go as the game 
progresses. Grunts are controlled by the game mechanics. 

WHY USE STARS? 
One question that may be asked is why do we use Stars in 
THW? It's to give the player, personal control of his 
character.  

All Grunts are controlled by the Reaction Tests. They will 
behave according to their quality and training but more 
importantly will respond to the situations that you put them 
in. Grunts will behave in a realistic manner that balances a 
desire to stay alive with the desire to do their job. 

But Stars? That's you. You will see that you have much 
more freedom, as in real life, to do what you want, as well 
as some distinct advantages that separate you from the 
Grunts.   

STAR ADVANTAGES    
As a Star in NUTS! - Final Version you have four 
important advantages. These are: 

 Star Power. 
 Larger Than Life. 
 Cheating Death. 
 Free Will. 



NUTS! – FINAL VERSION 

© 2014 ED TEIXEIRA – TWO HOUR WARGAMES 5/31/2014 

5 

STAR POWER 
Usually reserved for Stars but sometimes found in some 
Grunts, Star Power is the ability of a character to ignore 
normally disabling damage. Here’s how we do it: 

 Stars start each Mission with 1d6 of Star Power 
for each point of Rep. So a Rep 5 Star starts with 
5d6 Star Power. 

 Whenever a Star takes damage it rolls its current 
Star Power d6. Read each d6 as rolled. 

 Any result of 1, 2, or 3 reduces the damage by one 
level. 

 Any result of 4 or 5 means the damage stays and 
the d6 is retained for future use. 

 Any result of 6 means the damage stays but the d6 
is removed from the character’s Star Power for 
the rest of the Mission.   

Damage is reduced in the following ways: 

 An Obviously Dead result becomes an Out of the 
Fight result. 

 An Out of the Fight result becomes result 
becomes a Carry On result but the character is 
still knocked prone.  

It is possible to reduce damage by multiple levels if you 
roll several results of 1, 2, or 3.  

 

Example:  A Star with a Rep of 5 is hit by LMG fire. He 
takes one Out of the Fight and one Obviously Dead result. 
The player rolls one d6 per point of the Star’s Rep or 5d6 
in this case.   

 The results are 2, 2, 4, 5, and 6.   
 One “2” reduces the Obviously Dead result to an Out 

of the Fight result. 
 The other “2” reduces the Out of the Fight result to a 

knocked prone but Carry On result. 
 The 4 and 5 have no effect but are retained. 
  The 6 has no effect but is discarded for the remainder 

of the Mission.  

However, this won’t do the Star much good since he is still 
Out of the Fight. Time to try another Star Advantage.  

LARGER THAN LIFE (LTL) 
NUTS! - Final Version can be used to capture the 
cinematic flavor of modern action movies where the Star is 
a larger than life character. Here’s how we do it: 

 Stars cannot be killed by anyone with a Rep lower 
than the Star.  

 The worst result a Star could receive would be 
Out of the Fight. 

Example- Corporal Hotchkiss (Rep 5) is shot by a German 
soldier (Rep 4). The soldier scores an Obviously Dead 
result. Hotchkiss uses his Star Power but to no avail.  He 
then declares he is using his Larger Than Life advantage 
and is Out of the Fight instead. 

Note that Larger Than Life is applied after Star Power is 
used. 

CHEATING DEATH 
Another Star Advantage is Cheating Death. Here’s how we 
do it: 

 A Star can be killed by anyone with an equal or 
higher Reputation.  

 When this occurs, the Star may declare that he is 
cheating death. He is immediately removed from 
the table and whisked to safety.  

 When a player chooses to cheat death his Rep is 
immediately reduced by one level. 

 
Example - Hotchkiss (Rep 5) is shot by a German soldier 
(Rep 5). The soldier scores an Obviously Dead result. 
Hotchkiss uses his Star Power but to no avail.  He then 
declares he his Cheating Death and is whisked from the 
table to safety. He is still alive but is now reduced to Rep 
4. 

Note that Cheating Death is applied after Star Power is 
used. 

FREE WILL 
The last Star Advantage is Free Will. Here’s how we do it: 

 Stars will take Reaction Tests just like Grunts. 
 Instead of rolling any d6 the Star can choose to 

pass 2, 1 or 0d6. 
 This only applies when taking the Crisis and 

Recover from Hunker Down Test, not the 
Recover from Damage Test. 

 

Example - Sergeant Riker (Rep 5) is shot at by the enemy. 
He is a Star so can choose his reaction on the Crisis Test. 
He chooses to pass 2d6 and returns fire.  

Later Sergeant Riker is hit by fire and must take the 
Recover Test. He cannot choose his reaction so rolls 2d6.  
He passes 1d6 so is Out of the Fight. He can now use his 
Star Power (page 5). 
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REPUTATION
Reputation orRep represents a combination of training,
experience, morale and motivation. Rep is an expression of
a figure’s overall fighting quality. Both Stars and Grunts
use Rep.

NW3! — Finat Version deats with squads. Not ah‘r of the
characters in the sauaa’ neeaI have the some Rep but they
can ifyou choose to. In addition, the Leader couht have a
tower, higher or some Rep as the squad members.

There are three possible starting levels ofReputation:

I REP 5 - These are veterans ofnumerous
successful missions. Combat experienced officers,
NCO’s, and elite troops would have a Rep of 5.

I REP4 — These are reliable soldiers of some
experience or trained and motivated troops. These
troops make up the bulk of most armies.

I REP 3 -These are fighters ofunknown quality who
have seen little or no action. Newly trained troops
going into combat for the first few times would
have a Rep of 3.

Remember, Stars always start with a Rep ofj.

A TTRIBUTES
Attributes are used to further define your characters. Using
them will really make your characters unique but ifyou
desire a more vanilla game, simply delete them.

STARS
Stars receive two Attributes. Roll for the first one and
choose the second.

GRIHVTS
Grunts only get one Attribute, rolled randomly.

RANDOMATTRIBores

WEAPONS
Most figures are assumed to have a ranged weapon
whether rifle, submachine gun, etc. Fiat-“ere are
encouraged to count thefigure to be armed with the
weapons it has.

Weapons are covered in more detail in the appropriate
sections entitled Ranged Weapons (page 23) and Melee
(page 30).

Stars can choose one Attribute, but like Grunts, they will
roll for one Attribute. Here’s how we do it:

I Roll ldfi, read the result and go to the appropriate
Attribute Table.

I Roll ld6, read the result and go down the left-
hand column to the appropriate row. This is the
Attribute that the character has.

TABLE 1

A TIME-TE

l Agile: Does not count the Fast Moving shooting
penalty.

2 Athlete: Counts a +1d6 when taking the Fast Move
Test, counting all three.

3 Butt Phryer: Character has an own so can toss a
grenade 8" instead of 6".

Exannlte — I hat-re three infantrvfigures. One is an NCG
with a suhniachine gun and the other two have bait action
rifles.

YEAH, BUT WHERE '3 THE. . .

4 Born Leader: When taking a Crisis Test any
friendly character within 4" and LDS to the Born
Leader will react as it does, regardless ofwhat their
reaction would have normally been.

[J'I Brawler: Counts a +1d6 when in melee.

In 1%! — FinatT Version we have grouped weapons into
broad categories. Ifyou don’t see a weapon listed in
NW3! - Fina! Version, use the stats for a weapon in the
category that it best fits.

6 (Human When testing to Fast Move and fails with
doubles will move halfthe dice total and fall prone,
Carry On. He can get up when neat active.

@1014 ED TEIKEIILA— TWO HIDUR WAREAHES Sfllflfllll
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A TTRIIBI-‘TE

Con-writ: Treats a result ofDuck Back as Hunker
Down.
Crock Shot: Will roll 2d6 instead of ldfi when using
a bolt-action rifle. colmting the best score. Iffiring
from a prone position he receives a. third d6.

TABLE 5

..—1 TIMBITE

1 Shirker: Is always considered to he ontgnnned when
fired on.

2 Sickiy: Has the Slow Attribute and counts Rep at one
less when taking the After the Battle Recovery Test.

Dumbuss: Counts Rep one point lower for activation
pm'poses.

3 Stout: Only counts ldfi when taking the Fast Move
Test.

Fust: Normal move is now 10" and allowed to use
3d6 when taking the Fast Move Test counting all
three.

4 Slow to React: Counts a -ld6 when taking the In
Sight Test.

Greedy: Enmty structures. corpses. or out-tiring that
otters possibility of loot will delay him for M6 turns.
A Leader can cut this short by moving to within 1".

5 Steuitlw: Opponents will always count a -1dfi penalty
when taking an In Sight Test versus this character.

6 Show Eyes: Counts a +1d6 when taking the In Sight
Test.

Hunt us Nuiis: Once during each Mssion the
character will treat its first Obviously Dead result as
a knocked Down Carry On instead.

IlsBLE 3
A TTREBI-‘TE

TABLE 6

A TIRE[If

1 Stone Cold: ‘Will roll ldfi extra when taking the
Crisis Test. Never counts as outgnnned.

2 Tank Killer: Counts Rep at one higher when taking
the Close Assoutt Test.

3 Tough: Once during each Iviission the character will
treat the first Hunker Down result as a Duck Back
result.

4 Unlucky: Anytime a friend within 3" ofthe character
is hit by ranged weapon fire there is a chance (1 - 2)
that the unlucky character will sufier the result
instead.

5 Wussy: Will only roll only 1d6 when trying to
Recover fi'om Hunker Down.

6 Choice: Character may choose any Attribute it
desires.

1 Initiutive: Counts one Rep higher for Activation
purposes when operating alone.

2 Knifeniun: Adds ld6 when in melee but only if
using a hand-held bayonet or knife. Also can toss the
blade up to 4“ as if shooting.

3 Lucky: This character can re-roll ony result once per
Ivlission.

4 Murksuiuu: Counts Rep at one level higher when
firing.

5 Ncur Sighted: Counts Rep at one less when
shooting.

6 Nenles ofiS‘teei: Treat Duck Back as ifCarry On and
never outglmned. Counts a. +1 d6 when taking the
Charge into Melee Test.

TABLE 4
A TTRIBI-TE

Exonipte — Geigeont Homes is o Stor. I choose the Born
LeoderAtn'ionte onci rotifor the second. iscore o 4' ono' o
5. Bornes nos the Resilient Ato'ionte.

Pfc. Jones is o Grunt. Imust rotlfor iris Attribute ond
score o 2 and 3. Pfi'. Jones is o Dnntboss.

1 No Attribute: No Attribute is gained.
2 Poser: Can never score higher than pass ldfi when

taking a Crisis Test.
3 Quick Reflexes: Counts a +1 d6 bonus when taking

the In Sight Test.
4 Roger: Counts a +1 d6 when in melee. Roll +ld6

when taking the Charge into Melee Test.
5 Resilient: Once during each I'ission the character

will treat it’s first Out of the Fight result as a
knocked down Carry On result instead.

6 Rout: Counts a -ld6 when in melee.

”fl 2014 ED TEIKEIRA— TWO HOUR WAREAMES SBIt'Blll‘l
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STOP! 
Your personal figure is a Star and should start at Rep 5. All 
the other figures are Grunts. Stars have four Star 
Advantages.  

Star Power can reduce damage. 

What is the difference between Cheating Death and Larger 
Than Life? 

Free Will lets you choose to pass 2d6, 1d6 or 0d6 on your 
Crisis Tests and Recover Tests, but not for Damage. 

Stars can choose one Attribute but must roll for the second. 
Grunts only have one Attribute and must be rolled for. 

 

THE LISTS 
This section will provide you with the Army Lists that are 
used in NUTS! This covers the time frame starting roughly 
in January 1944 with the Russian or Red Army advancing 
into Poland and continuing through the German Battle of 
the Bulge offensive, which technically ended on January 
16th of ’45. 

There are many more supplements, source books, and 
campaign books already published that will work with this 
version of NUTS! They range from the War in the Pacific 
to the Normandy Landings. If you’re interested, take a 
look here: 

http://www.twohourwargames.com/ww2.html 

The following Army Lists are provided: 

 Americans 
 British 
 German 
 Russian 

This will only cover the infantry forces and the weapons 
they used. Vehicles are covered by their own Vehicle Lists 
found on page 37. 

USING THE LISTS 
Here’s how to use the lists. 

Decide which army you want to use and go to that list. 

Example - I want to play British. 

Choose which unit type you want to play. 

 
 
 

Example - On the British list I have five choices and decide 
to use the Paratroops list. 

Then go to the appropriate column and go down the list 
one row at a time. This will tell you all you need to know 
about your unit. If desired you can choose to use less than 
the maximum number of figures for your squad. 

 
Example – I only have six figures so decide to play with an 
undersized Section.  

UNIT ORGANIZATION - PLATOON  
Here's the information about your platoon or the parent 
unit that your squad belongs to. Going down the left-hand 
column and across to the appropriate unit we provide the 
following information:  

# OF SQUADS OR SECTIONS (NOT HQ)  
This tells you the number of squads, or sections, that are in 
your platoon. This number does not include a 
Headquarters or HQ squad/section that is usually attached.   

# MEN PER SQUAD  
This is the number of men in the squad when it is at full 
strength. This is often referred to as paper strength. This is 
also the maximum size of the squad regardless of the result 
of dice generation.    

DICE GENERATION  
This tells you how to generate the actual number of men 
that are in the squad as opposed to its paper strength. 
Here’s how we do it: 

 The number represents the minimum number of 
soldiers in the squad. 

 Roll 1d6, read the result as rolled and add that 
many soldiers to the squad. 

 
Example - My Paratroops have 7 +1d6 soldiers in their 
section. I roll 1d6 and score a 6. That gives a total of 13 
but the maximum is 10, so I can only have 10.     

WHO’S WHO IN THE SQUAD 
Regardless of size, the squad/section starts with the 
following soldiers. Here’s how we do it: 

 The first men in the squad are always the NCO, 
the Jr. NCO, and the LMG* gunner.  

 The next man would be the LMG assistant.  
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 The next man in the squad will carry a Rifle 
Grenade Launcher.  

 When all of the specialists, as listed above, are 
accounted for, the remaining men will be ordinary 
riflemen.  

 
Example - A squad of eight men would consist of the five 
specialists and three ordinary riflemen.  

Squads would always keep their LMG and other special 
weapons intact in the squad as long as there were men to 
man them. 

*A US Army LMG infantryman carries a BAR instead of a LMG 
unless the unit is Airborne.  They used a M1919A4 and later 
M1919A6 LMG in the squad and didn’t have a BAR at this time. 

INDIVIDUAL REP 
Soldiers in your squad may or may not have the same Rep. 
If you want to make all of them the same Rep, go right 
ahead. Here’s how we do it: 

  Rolling 1d6 per soldier, reading the result as 
rolled determines his Rep.  

NCO  
This tells you what weapon the NCO or non-commissioned 
officer is armed with.     

JR. NCO  
This tells you what the Junior NCO is armed with.     

LMG  
This tells you how many Light Machine Guns and gunners 
there are in the squad.     

# MEN W/G-LAUNCHER ATTACHMENT  
This tells you how many grenade launcher attachments 
there are in the squad or in some cases other special 
weapons.    

# RIFLEMEN  
This tells you the maximum number of ordinary riflemen 
there are in the squad. Remember that regardless of what is 
rolled, the total number of soldiers in the squad cannot 
exceed the maximum number. 

 

FYI - LOADING REINFORCEMENTS 
Here’s a little tip that will save you time in the long run. 
When you roll up your squads or have some time to kill, 
do a number of squads for your force and for your 
enemies.  

So if you’re playing Russians, roll up the number of men 
in the squad and their Reps. Save it and do some more. Do 
the same for the Germans.  

I put the results on a 3x5 index card, one for each squad. 
Then I do the same for vehicles; type and crew Reps. 
You’ll see that it’s easy to do and can be done while 
watching television. 

Then when I roll Reinforcements (page 69) during the 
game, I draw a card and continue to play. Any pre-
planning you can do before the game will insure that the 
game plays smoothly with minimal stoppage or referring 
back to the rules. 
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AMERICAN

of 3 rifle
Men per Squad 12
'

Generation T + ldfi
' '

l - 2 =

3—5:
6 = 5
SA Rifle ' SA Carbine or SMG

NCD ' Jr. NCD WISA Rifle &GL 2 3.: SA Car. or SMG
1 BAR l LMG or 1 BAR

Men vw'SA Rifle 8r. G-Launcher above 1
of Riflemen 7 SA Rifle 8 SA Rifle 7 SA Rifle

* man is driver.

SELL-EL ARMS Iii-TEE IiRGET 121.3314 CT

Large Caliber Pistol 12 2 2 AIRBORNE DROP OPTIONALBrae
- Here’s a rule you can use to simulate the difficulties re-grouping

ge Callber SEC}
24 3 2 afler an airborne landing. Here’s 110W we do it:

SA Medium Cahber 24
Carbine 2 1 I Roll ldo for each figure. This tells you which section
SA Rifle 43150 (I) 2 3 of the table the figure has landed.

BA Rifle 48i'60 {1) 1 3 I Group all the figures in the same section into one
group.

_.ombat
Sh“ E 12 2 2 I Allow the figln'es to make one normal move as

(1} Range is 60" when used with a sniper scope. -desnred.
313124CHEF Git-T325" Risa}: 21mg};r I Afler movement is finished roll to generate PEFs as

normal (page 65).
LMG (Other) 48 4 3

AR 48 3 3
W6 M19 1 7 48 5 3

G .50 cal. MEI-[B 60 4 SFAPRZ

SEEMS-[DES r5} JIGRE RL’E'GE IiRGET LEE-1CT

iRifle launched Grenades 20 5“ ZIAPR 2
IGannnon Grenade “1 4 5” amps. 3
(I) Pores only.

Eli-ETI— I—LTH “TL-LPG}? RLTGE I413GE1'" LEE-1CT

t azooka 103D“) 1 ZJ'ZAPR T
(I) 1fl " versus vehicle and 30 " versus buildings

'fl' 2014 ED TEIKEIRA — TWO HUUR WAREAMES 53 1.33014
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BRITISH

of Sections not 3
Men per Section 8
' Generation 4 + 1116

' ' l -2 = 3
3 — 5 = 4

6 = 5
BARifle

l a Jr. NCO BARifle
BA Rifle

1 1 1
Men “FIG-launcher fl 0 2 ' Rifles
of Riflenlen 7 BA Rifle 5 BA Rifle 6 BA Rifle 7 BA Rifle 5 BA Rifle

(I) Commando Simpon Section of} .5 + Ido' men; same Rep as Commando; NOD SMG, Jr. NCO BA Rifle; LMG Team, ISniperRA Rifle with
Sniper Scope, 6 BA Rifle.

SELEL AR‘IIS Ri‘r'GE 111RGET RUE-1CT

I ediunl Caliber Pistol 12 1 1
edimn Caliber SMG 24 3 1

BA Rifle 433350“ 1 3
(1) Range is 60" when used with a sniper scope.

11124631317 GE-TWTS' RLTGE I—‘lRGET LEE-4.CT

| MG (Other) 48 4 3
| I GViekers 48 5 3
Il-[MG (us. MEI-[3) so 4 SIAPRZ

GREENE-LDES’ if? JIGRE RLN'GE I4RGET EUR-1 CT

Grenade 6 5” 2
nnnon Grenade {1) 4 5" ZIAPR 3

(I) Paras only.

AfiTI— Kali-TR“ WEAPONS Rr—L-TGE IJRGET L1IR4 CT

I'IAT 10:30 to l ZJ'APR T
(I) 10 " range versus vehicles. 30" range versus braidmgs.

'fl' 2014 ED TEDEEIRA— TWO HUURWW5 SHUEUI-‘I
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GERMANS

3
It]

5+1d6
1-3: 3
4-5: 4

e=Rep5
SMGi'SGM
SMGlSG44

a
H

Merl WIS-Launcher l
of Riflemeri 6 BA Rifle 5 SGM

NCD

7+1d6
_2=

_5=

1
3 5

6 = Rep 6
smexrmuseee
SMGlFGfilZlSGLM

‘3'
H

l
6 BA Rifle 4 BA Rifle

(I) — One nflernan may have a SA Rifle instead ofa BA Rifle. (2) — HNCU daesn 't have a FGJE then Riflenien may have up ta 2.
(3) — Grenadiers rna_].II have WM. Rall DIE—1' far ll affidP-IM.

Caliber Pistol 12l24
Caliber SMG 24

Rifle or Carbine 4850
Rifle 43m '1'“

Gewhr 41 or 43 2 3
Rifle (F642) 43m) 2e" 3
Rifle (SIG-44) 430.4 ‘1‘" 23* 2

(l) Mauser — Range af}! " when used with a detachable steel:

(2) Range is 60" when used with a sniper scape.

(3) Range 1fl"fidl auto. May have a sniper scape and when used
as a sniper nfle have 43 " range.

(it) Range 24 ”full auto. May have a sniper scape and when used
as a sniper nfle have 43 " range.
* Target 3 @plies only when weapon used anfidl auta.

Eli—1 CHEF GIE‘ES' RLYGE IHGET LEE—1CT

| MG messing“) 48 5m 3
|MJVIG (water eneled) 48 5 3

IMMG
48 e 3

(MG-343142 H15)" Barrel)
(l) MIG—34 ’s and 4.? ’s served as light, medium, and vehicle
niaunted MG ‘Is. MG—i’tl is Target 5. MIR—42 is Target 6.

GRENADES‘ Lfi' JIORE RLTGE I—‘lRGET EUR-l CT

[Rifle rennehed Grenades 20 5” ZlAPR 2
Panzerbusche GL 30 5“ ZlAPR 2

23:30) 60 re mares“
Panzerschreck 158001“ 1 ZlAPRQ
Panzerfaust 30 3 l ElAPR. T
Panzerfaust 60 6 l ZlAPR. 9
Panzerfflust 100 10 l ZlAPR 9
TossedAT Grenade 2 1" ZlAPR. 5
(l) 15 ” range versus vehicles. 30" range versus buildings.

(2) Up ta 30"; atherlrviseAPR l.

”fl 2014 ED TEDEEIRA— TWO HUURWW5 SHUEUIII
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RUSSIAN

of 3
Men 7
' Generation 2 + ldfi

' ' 1 - 2 = 3
3—5: 4

6 = Rep 5
SMG

NCD BA or SA Rifle
l l 0

Men w-Launcher 0 fl 0
of Riflemen 4 BA Rifle 7’ SMG 3 SMG

(I) Tank Riders ride tanks taproteet the tankfi'om enemy infantry. Stays an the tank or moves no more than one move awayfiom tank
Assigned to Heat? (IS—2) Tank and ISU (EU—122 if: 152) Companies (off vehicles) while being optional on Medium Tank Companies.

SJLiLL 421E113 Edi-TEE Iii?GE1" LEE-1(T STOP!I editnn Caliber Pistol 12 2 1
edimn Caliber SMG 24 3 1 You can play any Imit type from any Army List.

BA Rifle 48f60(1) 1 3 You will roll for the number of men in your squad but
SA Rifle "-lr50(1) 2 3 cannot exceed the maximum number. IfI rolled a “6”
(1) Range is 6 ” when teed with a sniper scape. when generating the number of soldiers for a Russian

SMG squad, how many soldiers would I have?
slit-1 CHEF Gil-TVS RLWTGE Ii}?GET L1IR4E’T

Regardless of squad size, they will always have their
I MG (Other) 48 4 3 specialists. Review what type ofspecialists there are.
IMMG (water cooled) 43 5 3 _ _ _
[l—[MG 111,111!“ 60 4 SIAPRE To generate the Rep for a soldier roll 1d6. Where is mfo

found?

GREJHDES .LTD 1HDRE RiW'GE I-LRGET LEE-1CT

AJ’TI— I—L’VK HiEL—LFUJIS‘ R—L‘VGE I—LEGET LlIR—i CT

| arge Bore AIR 4s 1 grass. 3 “J

(1) Up to 24", over 24"APR 2.

'fl' 2014 ED TEDEEIRA— TWD HUURWW5 fiflUEUI-‘I
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ORGANIZATION  
Individual figures combine to form your squad. There are 
two special rules that can affect how your squad can move. 
They are the Group and Leader rules. 

 

GROUPS 
A group differs from a squad in that groups are created and 
disbanded on an ad hoc basis, while squads are permanent 
organizational structures. While squads have a specific number 
of figures, groups can range in size from one to an unlimited 
number of figures. 

At the start of the Mission each side must divide their 
figures into squads. With one exception (1) the smallest 
group allowed is the squad.    

Grouping two or three squads together forms a platoon.  
Check the appropriate Army List for more details. 

(1) If desired the player may choose to split their squad into two 
equal groups of figures. These smaller groups are commanded by 
the NCO and the Jr. NCO. When figures are involuntarily 
separated from their squad they will always attempt to 
immediately rejoin the squad.   

FORMING AND SPLITTING GROUPS 
Groups are not permanent. You can form up or break apart 
your group into larger or smaller groups at any time during 
the turn when you are active or when forced to by reaction. 

This could be a squad splitting into two groups or grouping 
multiple squads into a platoon. 

GROUP COHESION 
A group consists of one or more figures with one being the 
group leader. To qualify as a group the following two 
requirements must be met. 

 Remain within 4" of one or more figures in the 
squad. 

 Have a Line of Sight (LOS) to one or more 
figures in the squad and/or be in LOS of one or 
more figures in the squad. 

 

 

 

 

 

 

 

 

 
In the picture above we see an 8 figure squad. All of the figures 
are within 4" of another figure and LOS. 

 
 

 
In this picture one member of the squad has been hit and is no 
longer functioning. This could be out of the fight, or obviously 
dead but as he is not in carry on status, the link between figures 
is broken. There are now two groups that will activate separately. 

All figures within a group must be from the same unit, 
unless a leader from another unit takes command of the 
figure(s).  

Example – A soldier from 1st squad finds himself alone and 
next to figures from 3rd squad. The 3rd squad leader can 
declare the figure now attached to 3rd squad until further 
notice.   

LARGE GROUPS 
You can make large groups of multiple units just as you do 
with multiple figures. The most common large group is the 
platoon. Here are some examples of how platoons form 
and break up during the turn. 

 
In the picture above we see a full platoon of three squads. Squads 
A and B are grouped together as they are within 4” and LOS and 
activate at the same time. Squad C is more than 4" from A and B 
so will activate separately.  
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In the picture above squads A and B start the turn apart in 
separate groups. Squad C then activated and moved within 4" of 
the other squads. The squads are now grouped together into a 
platoon and will activate at the same time.  If the Platoon Leader 
was with squad C it could activate squads A and B as soon as it 
came into contact. 

 

 
In the picture above the platoon from the previous example 
activates at the same time and squads A and B move away. As 
none of the squads are within 4" of each other the platoon is now 
in three groups and will activate separately. 

Remember that a group differs from a unit in that groups 
are created and disbanded on an ad hoc basis, while units 
are permanent organizational structures. 

All figures within a group must be from the same unit, 
unless a leader has joined the unit and taken command of 
the figure(s).  

Example – A soldier from 1st squad finds himself alone and 
next to figures from 3rd squad. The leader can declare the 
figure now attached to 3rd squad until further notice.  It 
takes one turn to detach figures from a unit.  

LEADERS 
Platoon Leaders, Squad Leaders and Jr. NCOs are all 
considered to be Leaders. Temporary Group Leaders are 
ordinary squad members forced into acting as Leaders. 
Leaders have the following roles. 

 The Leader allows for all figures in his group to 
activate when he does.  

 The Leader is allowed to use Leader Die to 
inspire his group when taking Reaction Tests. 

CHAIN OF COMMAND 
Groups will activate on the Rep of the group leader. Here 
are the group leaders, ranked from top to bottom. The 
highest ranked group leader is always in charge of the 
group when there is more than one Leader with the group. 

 Platoon Leader - Commands multiple squads. 
 NCO or Squad Leader - Commands a squad. 
 Junior NCO – Commands a portion of the squad 

if it has been split into two smaller groups. 
 Temporary Group Leader – Commands the group 

when no other leader of a higher rank is around.  

USING LEADER DIE 
When the Leader is part of a group he is allowed to roll a 
Leader Die to help inspire the group when taking Reaction 
Tests. Here’s how we do it: 

 The Leader Die is used when the group must take 
the Crisis or Recover From Hunker Down Tests 
(page 21). A (LDR) will be found next to these 
Reaction Tests on the QRS located in the rear of 
the book. 

 To use Leader Die throw 1d6, read the result as 
rolled and compare the result to the Rep of the 
Leader.  

 If the result is passed 1d6; add this to the number 
of d6 passed by each figure in the group.  

 If the result is passed 0d6; add this to the number 
of d6 passed by each figure in the group. 

 Leader Die is used even if the Leader does not 
need to take the test. 
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Example - Sgt. Harris (Rep 4) is the section leader of a 
British section (squad) composed of seven Rep 3 soldiers. 
Three members of the squad come under fire and they must 
take the Crisis Test. 

 I roll 2d6 for the three soldiers under fire and score a 5 
and a 3. This means that they have passed 1d6. 

 I now roll 1d6 for the Leader Die as Harris is with the 
section. I score a 4 so have passed 1d6. This is added to 
the section result so the section has passed 2d6.  

Reaction dice are rolled for the group but applied 
individually to only the figures taking the test. 

MULTIPLE LEADERS 
In situations where more than one Leader is present only 
the Leader Die of the highest rank is used.  

Example – A Platoon Leader joins a squad in his platoon. 
The squad will use his Leader Die as long as he is carrying 
on (page 22) with the squad. Once he leaves or is disabled, 
the Squad Leader will use his Leader Die. 

ASSUMING COMMAND  
When Leaders go down someone will always step up and 
replace them. Here's how we do it: 

 Whenever a half-squad loses the Leader or if the 
group becomes separated from the squad, the 
soldier with the highest Rep will assume 
command. He functions as a Temporary Group 
Leader. 

 Whenever a squad loses the Squad Leader, the 
Junior NCO takes over command of the squad. 

 Whenever a platoon loses its Platoon Leader, the 
1st Squad Leader takes over command. 

 Remember that as Leaders move up when 
assuming command, someone will step up and 
replace those leaders. 

 

 

 

 

 

 

 

 

 

STOP! 
Units are permanent organizational structures, like a squad 
or section. 

Groups are formed and disbanded as needed and can 
consist of multiple units. The smallest group is one figure. 
There is no limit on the maximum as long as they qualify 
as a group. What two requirements must be met to be part 
of a multi-figure group?   

Leader Die is used by rolling 1d6 versus the Rep of the 
Leader.  

Review how figures assume command. 

 

RULES OF WAR 
Now let’s go over the rules in the order that you will use 
them during the game. 

 

TURN SEQUENCE 
NUTS! - Final Version is played in turns, with one phase 
of activation per side. Although battles can last an 
unlimited number of turns, each turn follows a strict 
sequence. 

 Before the game begins each side chooses a d6 of 
different colors. 

Example - I choose a blue d6 and Jim Bob Joe chooses 
yellow. 

 
 At the start of the turn both dice are rolled. This is 

called rolling for Activation. 
 If the die scores are the same (doubles) re-roll 

them. If you are using the optional Random 
Events (page 72) you may have triggered one. 

 If the die scores are not doubles then read each 
die individually.  If you scored a total of “7” you 
might have generated Reinforcements (page 69).  

 Whether you did or didn’t generate 
Reinforcements, the higher score determines 
which side will activate its groups first. 

 
Example - The two dice are rolled and a Blue 5 and a 
Yellow 4 are rolled. I scored higher so I can activate my 
groups first. 
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 Only groups with a leader whose Rep is equal to 
or higher than their Activation die score can be 
activated.   

 Groups are activated from highest to lowest Reps 
with ties activating in the order the player desires. 

 
Example: A Blue 5 and a Yellow 4 were rolled. My side 
scored higher so I activate first. I can activate only groups 
that are led by a Rep 5 or higher Leader.   

 
 After the first group has completed all its actions 

and any reactions it may have caused have been 
resolved, the active side is allowed to proceed to 
its next group.  

 After all of one side’s groups have been activated 
the other side can activate one group at a time 
based on the result of his activation die roll.    

Example: A Blue 5 and a Yellow 4 were rolled. I went first 
and have finished activating all the groups I wanted to. It 
is now Jim Bob Joe’s turn. He can activate only groups 
that are led by a Rep 4 or higher Leader.   

 
 After both sides have activated all of their eligible 

groups and all reactions have taken place the turn 
is over and Activation dice are rolled again. 

This system will mean that many times lower Rep figures 
will not be able to activate. This reflects their lack of 
confidence and hesitancy to engage the enemy. It also 
stresses the importance of higher Rep Leaders! 

Now that you know the turn sequence we will explain the 
rules in the order that they will occur during the game turn. 
This may be different than traditional rules but is much 
more effective. 

Let’s start with actions. 

 

 

 

 

 

 

 

 

 

 

 

 

ACTIONS 
When a figure is active it can voluntarily do one of the 
following actions. 

 Move up to full distance.  
 Stay in place, changing the way it is faced if 

desired.  
 Charge into Melee (page 30) or attempt a Close 

Assault (page 56).  

OTHER ACTIONS 
When active, figures can do the following actions in 
addition to those previously listed and still make a normal 
move.    

 Pick up dropped weapons or other items.  
 Reload a weapon.  

FIRING 
In addition to the previous actions, figures can fire during 
the turn at the following times: 

 Once when active, if loaded. 
 Each time called upon by any Reaction or Charge 

into Melee Test, if loaded. 

 

MOVEMENT 
There are two types of movement, voluntary, when the 
figure is active, and involuntary when caused by a 
Reaction Test. 

NORMAL MOVEMENT 
Normal movement for all infantry figures is 8” unless 
specified otherwise by an Attribute (page 6).    

FAST MOVE 
If desired a figure can attempt to move at a faster speed 
than normal. Here's how we do it:  

 Declare the intent of the group to Fast Move.  
 Move each figure wanting to Fast Move their full 

normal move distance.  
 Roll 2d6 for the group and compare each die 

score individually to the Rep of each figure Fast 
Moving. 

 For each d6 passed, the figure is allowed to move 
half its normal move.  
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Example – A group of four figures want to Fast Move. I 
move them 8", their normal movement distance. I now roll 
2d6 and score a 4 and 5. Here's how the group will move. 

The Rep 5 leader passes 2d6 and can move 16”.  

The Rep 4 soldier passes 1d6 and can move 12”. 

The Rep 3 soldier passes 0d6 and can move 8”.  

GOING PRONE 
Figures can go prone at any time during their turn. Here’s 
how we do it: 

 Active figures that choose to go prone can fire 
immediately after going prone. 

 A figure forced to go prone by a reaction result 
cannot fire. 

 Going prone ends their movement.  
 To regain their feet takes half of their movement 

distance.      

INVOLUNTARY MOVEMENT  
Figures can be forced into involuntary actions and 
movement due to the results of a Reaction Test (page 18). 
The possible involuntary actions and moves are as follows. 

DUCK BACK – Figures that Duck Back are seeking cover 
and safety. Here’s how we do it: 

 Move to the nearest cover within 6”. This can be 
in any direction, even forward.   

 If no cover is available within 6” the figure will 
drop prone in place, ending its turn.  

 It may not fire until active or caused by a 
subsequent Reaction Test.  

 Figures in Duck Back cannot see or be seen by 
the cause of the test but those that go prone can. 

HUNKER DOWN – Figures that Hunker Down seek cover, 
safety and do not want to fight. Here’s how we do it: 

 Stay in cover or move to nearest cover within 6”. 
If no cover is available within 6” the figure will 
drop prone in place, ending its turn.  

 It may not function until having passed a Recover 
Test from Hunker Down. 

 If confronted by an enemy within 4” it will 
surrender.  

 Figures in Hunker Down cannot see or be seen by 
the cause of the test but those that go prone can.  

 If a second Hunker Down is scored at any time 
during the fight this becomes a Leave the 
Battlefield result. 

LEAVE THE BATTLEFIELD - Move to the nearest table edge 
at Fast Move and continue until exit the table.    

OUTGUNNED – Outgunned figures will behave as if scoring 
a Duck Back result.    

RETURN FIRE – The figure immediately returns fire at the 
cause of the test.    

SNAP FIRE - The figure immediately returns fire at the 
cause of the test but takes the Snap Firing penalty. 

 

STOP! 
Each turn starts with two opposite colored d6 being rolled. 

What happens if “7” is rolled? Doubles? 

High score activates first. Only groups with a Leader 
having a Rep equal or greater than the d6 result can 
activate. 

After a group has activated and all reactions it caused are 
resolved, the next group can activate. 

Review the actions available to each figure when active. 

Normal movement is 8” and Fast Move can be up to 16”. 
This can change if a figure has an Attribute.  

How is Duck Back different than Hunker Down? 

 

REACTION 
This section covers the heart of the THW system. It’s 
called the Reaction System. Reaction Tests reflect how a 
figure will perform when under physical, mental, or 
emotional stress during the fight.  

Reaction Tests represent immediate unthinking reactions to 
certain events. Here's a real life example. You're in the 
kitchen and grab a pot. It’s hot and you immediately let go 
of it. That's a reaction. Next you grab a towel and then grab 
the pot. That's an action.  

Figures take Reaction Tests during the game when called 
upon. Let's look closer at each Reaction Test.  
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IN SIGHT 
The In Sight Test is a Reaction Test taken differently than 
the others.  First let's explain the difference between being 
In Sight and Out of Sight. 

IN SIGHT OR OUT OF SIGHT 
Figures are always in sight or out of sight  

A figure is in sight when: 

 An enemy figure can trace a Line of Sight (page 
25) to that figure, from figure base to figure base. 
This applies even if that figure is in cover or 
concealed or both.  

A figure is out of sight when:  

 It cannot be seen because of intervening terrain.  
 It cannot be seen due to weather or light 

restrictions such as being too far away to see the 
enemy at night. 

 It cannot be seen due to any other figure in the 
way. 

TRIGGERING AN IN SIGHT TEST 
Here's how an In Sight Test is triggered: 

 Whenever a group has an opposing group enter 
into its Line of Sight or LOS, and the opposing 
group was not seen previously during this 
activation phase, the in Sight Test has been 
triggered. Note that not all figures in the group 
will qualify to take the In Sight Test. 

 

 
In the first picture the white side cannot be seen by “1” or “2”.  

 The In Sight Test is triggered as soon as any 
figure in a moving group comes into sight.  

 

 
 

In the second picture white activates and figures “A” and “B” 
move forward. “A” comes into sight of “1” triggering the In 
Sight Test. 

 Once the test is triggered the triggering group is 
allowed to move all of its figures (whether they 
triggered the In Sight or not) up to two additional 
inches. This movement could result in the figure 
going out of sight. 

 

 
The In Sight is triggered and the figures in the triggering group 
are allowed to move two additional inches, before the test is 
resolved. Figure “A” moves closer to “1” while “B” moves to 
the edge of the house so “B” can see “1”; also putting “B” into 
sight of “1”.  

TAKING THE IN SIGHT TEST 
After the triggering group has moved up to two additional 
inches all figures in sight of an enemy, or having the 
enemy in sight will take the test. Here's how we do it: 

 The Leader of each group takes the In Sight for 
the whole group. This is the highest ranking 
Leader in the group that has LOS, qualifying for 
the In Sight. If the NCO and Jr. NCO of the squad 
do not have LOS to qualify for the test, the 
highest Rep figure in those that do, qualifies as 
the Temporary Group Leader. 

 Each Leader starts with1d6 per level of their Rep.  
 Consult the In Sight Table. 
 Modify the number of d6 each Leader rolls, by 

any applicable Circumstance or Attribute.     
 There is no maximum number of d6 that can be 

rolled. 
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CRISIS TEST 
The second Reaction Test is the Crisis Test. There are two 
reasons to take the test. They are: 

 The figure is Fired On and did not get hit. 
 The figure is within 4” and LOS of a friendly 

figure being hit by fire, called Man Down. 

HOW TO TAKE A CRISIS TEST 
Here's how a Crisis Test is taken. 

 Determine what is causing the test; Fired On, Man 
Down or a combination of both. If more than one 
cause, you still take one test but apply the worst 
result. 

 Determine which figures in the group must take 
the test. Note that there will be times when some 
figures will take the test and others will not. 

 Roll 2d6 for the group taking the test. 
 Roll any applicable Leader Die whether or not the 

Leader has to take the test. 
 Determine how many d6 were passed based on 

the individual Rep of each figure taking the test. 
This may result in figures in the same group 
behaving in different ways. 

 

 
In the picture above we see a group come into sight of three 
enemy soldiers. Soldiers "A" and "B" can only see “8" while 
soldier "C" can see both "7" and "8". After taking an In Sight 
Test, soldiers “A", "B" and "C" fire at "7" and "8".  

Both are missed and they take a Crisis Test for being fired on. 
2d6 are rolled and a 5 and a 3 are scored. As the leader is within 
4" and part of the group that was fired on he is allowed to roll 
one Leader Die. He rolls a 4 and passes 1d6. Adding the pass 
1d6b result means soldier “7” passes 2d6, so returns fire while 
soldier “8”, due to a lower Rep, returns fire but counts the Snap 
Fire penalty. 

 

RECOVER TEST 
The third Reaction Test is the Recover Test. There are two 
reasons to take the test. They are: 

 The figure takes Damage from fire or melee.  
 The figure is Hunkered Down and trying to Carry 

On.   

HOW TO TAKE A RECOVER TEST 
Here's how a Recover Test is taken. 

 Determine what is causing the test; taking 
Damage or Hunker Down.   

 Roll 2d6 for the figure taking the test, not the 
group.  

 Roll any applicable Leader Die whether or not the 
Leader has to take the test if trying to recover 
from Hunker Down. 

 Determine how many d6 were passed based on 
the Rep of the figure taking the test.   

 
Example – Pvt. Smith is hit by fire and must take the 
Recover Test. He rolls 2d6 versus his Rep (4) and scores a 
3 and 4. Passing 2d6 he is knocked to the ground and is 
knocked down. He can get up when next active. 

Later he is outgunned and takes a Crisis Test. He passes 
0d6 so must Hunker Down.  The next turn he tries to 
recover and as his Leader is in the group he gets the 
benefit of Leader Die. He passes 1d6 and now becomes 
Duck Back. He can automatically Carry On next turn. 

MULTIPLE RESULTS 
There may be times when a figure qualifies for more than 
one Reaction Test and scores more than one result, 
sometimes conflicting. Here’s how we do it: 

 One set of d6 are rolled. 
 Apply the results to each cause of the test. 
 Take the worst result.  

See the Status and Actions section (page 22) for more 
details. 
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COMPLETING REACTIONS 
There may be times when a figure is carrying out a 
Reaction Test and may be forced to take another test prior 
to completion of the first. When called for the figure 
immediately takes the second Reaction Test, cannot score 
better than the first result, but can score worse. 

Example - A figure takes a Crisis Test and scores a result 
of Duck Back. The figure moves towards cover and into the 
sight of another enemy figure triggering an In Sight Test. 
The enemy fires and misses the ducking back figure before 
it has completed its move. The ducking back figure takes a 
new Crisis Test and passes 2d6 which would allow him to 
return fire. However, he cannot score better than the Duck 
Back result, so continues on towards cover.  

 

STATUS AND ACTIONS 
The Reaction Tests can change the status of a figure or 
force it to act in a certain way. Here we will explain the 
terms found on the Reaction Tests. 

CARRY ON – The figure is in good order and can act and 
react as desired. This is the best status the figure can have. 
A figure is considered to be carrying on if it is not doing 
any of the following. We have ranked them from best to 
worse. 

 Return Fire. 
 Snap Fire. 
 Outgunned 
 Duck Back. 
 Hunker Down. 
 Leave the Battlefield. 
 Out of the Fight. 
 Obviously Dead. 

 
DUCK BACK – Figure is trying to find cover. Here’s how 
we do it: 

 Move to the nearest cover within 6”. This can be 
in any direction, even forward.   

 If no cover is available within 6” the figure will 
drop prone in place, ending its turn.  

 It may not fire until active or caused by a 
subsequent Reaction Test.  

 Figures in Duck Back cannot see or be seen by 
the cause of the test but those that go prone can. 

HUNKER DOWN – Figure is trying to withdraw from the 
fight. Here’s how we do it: 

 Stay in cover or move to nearest cover within 6”. 
 If no cover is available within 6” then the figure 

will drop prone in place, ending its turn.  

 It may not function until pass a Recover Test and 
if confronted by an enemy within 4” will 
surrender. 

  Figures in Hunker Down cannot see or be seen 
by the cause of the test but those that go prone 
can.  

 If a second Hunker Down is scored at any time 
during the fight this becomes a Leave the 
Battlefield result. 

LEAVE THE BATTLEFIELD - Move to the nearest table edge 
at Fast Move and continue until exit the table.    

OBVIOUSLY DEAD – The figure has taken damage that is so 
severe it is obvious that the figure is dead. 

OUT OF THE FIGHT – The figure has taken serious damage 
and cannot continue the battle. He cannot move on his own 
and must be retrieved by others (Medics, page, 32). If 
contacted by an enemy he is considered to be captured or 
dispatched as desired. 

OUTGUNNED – Outgunned figures will behave as if scoring 
a Duck Back result.    

RETURN FIRE – The figure immediately returns fire at the 
cause of the test.    

SNAP FIRE - The figure immediately returns fire at the 
cause of the test but takes the Snap Firing penalty. 

 

STOP! 
One set of d6 are rolled for each group taking the Crisis 
Test but the results are applied to the Reps of each figure 
separately. This means that figures in the group may 
behave differently. 

Take three soldiers and place them on the table. They are a 
Rep 5 Leader, a Rep 4 soldier and a Rep 3 soldier.  All 
three are fired on. The dice are rolled and a 4 is scored for 
the Leader Die. The other d6 result in a 4 and 6. Look on 
the Infantry Crisis Test and see how the three soldiers 
react. 

How many d6 did each pass? 

The Recover Test is used when trying to Recover from 
Hunker Down and when taking Damage. The test is taken 
by rolling 2d6 versus the Rep of each figure and not for the 
group. The Leader Die is not used if testing to Recover 
from Damage. 
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RANGED WEAPONS 
There are two ways to inflict damage in NUTS! The first is 
through ranged weapons fire and the other is through 
melee (hand-to-hand combat). Trust me on this. Melee is 
considered to be a last resort. 

Each weapon is defined by type and in some cases 
weapons have been lumped into broader categories. 
Weapons are defined by four characteristics. 

TYPE – What they are  

RANGE – The range listed for every weapon is its effective 
range or the range that the firer feels he has a reasonable 
chance of hitting the target. This range is considerably 
shorter than most of the weapon’s maximum ranges. 

TARGET – The maximum number of d6 rolled when the 
weapon is fired by the character. Each d6 has the potential 
to do damage to a target and any or all dice may be applied 
to one or more figures. Also defines the arc of fire (spread) 
of the weapon.  

Example – A submachine gun with Target of 3 may fire at 
up to three targets in a three-inch swath (arc of fire). 

If the weapon fires a round that explodes, such as a hand 
grenade, the weapon will have a blast circle (page 29), 
centered on the spot it lands on.  All targets inside this 
circle will be affected by the blast.   

IMPACT – The damage a hit from the weapon can do.      

Please note that not all the participants in World War II 
are included in NUTS! As these rules focus on 1944 you 
will not see some of the other nations. These nations and 
other pieces of equipment, weapons, etc. are available in 
the form of supplements. 

LIST OF WEAPONS  
This is a generic listing for the smallarms used in WW II. 
Information on each weapon, by nationality, will be found 
on the appropriate Army List (page 8). Remember that not 
all will appear here. 

SMALL ARMS 
These are the weapons carried by the individual soldier 
and came in a variety of sizes and shapes: 

 Pistols (P).  
 Submachine guns (SMG).   
 Bolt-action Rifles and Carbines (BA).  
 Machine Pistols (MP).      
 Semi-Auto Rifles and Carbines (SA).  
 Selective Fire Rifles (SF).      

MACHINE GUNS  
These were the killing weapons of WW2. They came in a 
variety of calibers and were produced by a variety of 
nations. For simplicity we have three types:    

 Light Machine Gun (LMG) - Two man crew.   
 Medium Machine Gun (MMG) - Three man 

crew.   
 Heavy Machine Gun (HMG) - Three man crew. 

MACHINEGUN & ANTI-TANK RIFLE SET UP 
Medium and Heavy Machineguns and some Anti-Tank 
Rifles are heavy weapons that require a two man or more 
crew to move it around and keep it firing effectively.  It 
takes time to set up these weapons. To represent this, 
machineguns and Anti-Tank Rifles can move or shoot 
when active, but not both.  

CHANGING JOBS 
Any crew served weapon will have a Gunner and Loader. 
It takes one turn of Activation to switch positions. When 
doing so the gun cannot fire. 

LMG FIRE AND MOVE 
A LMG team can fire on the move. Here’s how we do it: 

 Cannot Fast Move. 
 Out of Ammo when two “ones” are rolled 

assistant cannot load while on the move. 

ANTI-TANK WEAPONS 
This category includes any weapon whose primary purpose 
was to defeat tanks. They range from Anti-Tank Rifles to 
Hand Tossed Anti-Tank Grenades and everything in 
between. 

Anti-Tank Rifles (ATR).  

 Small Bore ATR. 
 Large Bore ATR. 
 Very Large Bore ATR – Requires a two man 

crew.  

Panzerfaust, PIAT, Bazooka or similar. 

 Panzerschreck (PSK) – Requires a two man 
crew. Reloadable. May be fired once each turn 
when fully crewed, every other turn if used by 
one person. 

 Panzerfaust (PF30-60). Single shot disposible.  
 Panzerfaust (PF100-150) – Single shot 

disposible.   
 PIAT – (Projector Infantry Anti-Tank). Requires 

a two man crew.  Slow to reload, this weapon 
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may only fire every other turn when fiilly crewed

or every third turn ifoperated by one person only.

I Bazooka (BZ)

—

Requires a two man crew. May

be fired once each turn when fiilly crewed, every

other turn ifused by one person

Anti-Tank Grenades (ATG)

-

Range of4” or 20” if

launched from a rifle with a grenade launcher. Must be

readied (page 28). Thrown AT Grenades will hit a

vehicle’s top hull.

GRENADESAND MORE

This section covers hand grenades and other unique

weapons such as theflame—thrower, 'Moioiov cocktail",

and saicbei charges.

I Grenade (GR).

—

Range of 6” and has a 5“ blast

circle (page 29).

I Rifle Launched Grenades (RGL)

-

Range 20”

when launched from a rifle with a grenade

launcher.

Fame Tuuom (FT)

I Flame-throwers have a limited range of 12” and

Target Rating of a 3” wide path. As with a blast

effects circle, every figure within the 3'“ wide path

is an eligible target.

I Flame-throwers have an Impact of 5 and an APR

of 5.

I These weapons may be fired only once per turn.

There are three special circimrstances that affect flame-

throwers.

I Each time a flame-thrower is fired note the die

score rolled on the Ranged Combat to Hit Table.

Ifthe score is a “1” then the flame-thrower has

only one shot left. Any other result is ignored.

I Whenever the operator is hit by any ranged

weapons fire or is caught in any blast effect circle

roll once on the Ranged To Hit chart counting as

if a Rep 3 to see if the tank has been damaged. If

the result is a Hit then the tank will explode and

all those within a 5” blast circle will take hits as if

caught in a flame-throwers blast.

I Those attempting to pass through residual flame

left behind by a flamethrower attack must take a

Man Down Test. Ifthey score a Carry On result

they may move through the flame. Each figure

rmrst test for damage as follows:

I Roll 2d6, read the results as rolled and add

them together.

I Apply the total to the Ranged Combat Table

to see if the figure is “hit” by the flames. Roll

damage normally.

"Molotov cocktail

"

(MC)

—

Gasoline filled bottle with a

range of4”. The Molotov cocktail must be readied as a

grenade (page 38) and has an APR of 5 and Impact of 4.

Satchel (Er Demolition Charges (SC)

—

Large canvas

covered explosives used against tanks, bunkers, and

buildings. This category also includes all other similar

devices such as sticky bombs, grenade clusters, etc.

I Must be hand-tossed at a range of l” or less or

placed directly next to the target.

I Satchel charges are assumed to already be rigged

but must be readied (page 28).

ARMOH PIERCING WEAPONS

Some infantry weapons are capable ofpiercing armored

targets even ifthey were not designed for that purpose.

Those that can will have the letters APR and a number

attached to it. This is the Impact of the weapon when used

against Armor Rated targets (see page 33).

0UTGIWD RANKINGS

When firing, some weapons are perceived to have greater

firepower than others. This is called their Dutgunned

Ranking (OR).

If a figure shoots with a weapon with a higher 0R than

what the target has or if the target catmot shoot back due to

being out of anuuo or out ofrange, then the target is

outgunned. The target will take the Crisis Test but cannot

score a result better than Duck Back.

Exanmie

—

SGTBiHy bas a submacbine gun

{0R

3,}

but

is

out of ammo. He isfired on by Sfag who is usiugr a semi—

automatic rifle. SGTBin takes the Crisis Test andpasses

2(16. As be cannotfire because he is out ofammo, he must

Duck Back.

X OUTGUNNED RANKJNGS

Stars are never oulgunned.

Uf-TGf-fififfl FEE-LPGA'
I}

?E

Emma

5 Flamethrowers, Grenades, Satchel

Charges, Molotov Cocktail and all

Antitank Weapons.

4 HMG; MG; and [MG

3 BAR, W, and SMG

2 Semi-automatic rifles and carbines.

1 Other ranged weapons not listed.

0 Those that cannot return fire, out of ammo,

or out ofrange.
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TIGHT AMMO 
Ammo in NUTS! is pretty much unlimited. However, there 
still is a chance that the weapon may temporarily run out 
of ammo and must be reloaded. Here’s how we do it: 

 Anytime two or more “1”s are rolled when firing 
the weapon it is out of ammo and cannot be fired 
again until reloaded.   

 It takes one turn of activation to reload the 
weapon.   

 Figures reloading weapons may move but cannot 
exceed their normal movement. 

 The weapon is considered out of ammo after all 
d6 have been applied. 

 
Example – Ivan fires with a SMG and rolls a 1, 1, and 5. 
He scores one hit with the 5 but the two “ones” mean he is 
out of ammo.   

DEDICATED LOADERS 
Weapons with dedicated loaders who are serving the 
weapon have to have three or more "ones" rolled when 
firing to be out of ammo.  A dedicated loader cannot do 
anything except feed the machinegun. These include all 
light machineguns, medium machineguns, and heavy 
machineguns.  It specifically excludes the US BAR, all 
1940 French MMG, and all Italian and Japanese LMG, 
MMG, and HMG except the French Chatellerault M1929 
(looks like a BAR with Magazine on top)     

Example –A German LMG rolls 6d6 and scores a 1, 1, 4, 
4, 5 and 6. As the machine gun has a dedicated loader the 
weapon is not out of ammo. 

SHOOTING 
Shooting a weapon and hand-to-hand combat are distinctly 
different ways of inflicting damage. This is reflected by the 
different game mechanics used in NUTS! - Final Version.  

LINE OF SIGHT  
To shoot something you must first be able to see it. A 
straight line from the shooter to the target is called a Line 
of Sight or LOS. Here’s how we do it: 

 Line of Sight extends across the whole table and 
is blocked only by friendly figures, terrain, 
buildings and sometimes weather. 

 LOS is to the front of the figure up to a 180 
degree arc. 

 In nighttime the LOS is reduced to 12”. However, 
targets in a well-lit area will count LOS as normal 
for those firing at them.  

 LOS between figures inside woods or rough 
terrain is reduced to 12” in the daytime and 6” at 
night.  If at the edge of the woods the figure can 
see and be seen from outside the woods as 
normal. 

 LOS in inclement weather such as fog, rain or 
snow, is reduced to 12” in the daytime and 6” at 
night. 

COVER OR CONCEALMENT 
There will be times when a character will be in cover, 
concealment or both.  Cover and concealment are different.  

 Concealment makes you harder to see. 
Concealment does not stop a bullet. Concealment 
comes into play when taking the In Sight Test. 

 Cover stops a bullet from hitting parts of your 
body, so it makes it harder to be hit. Cover comes 
into play on the Ranged Combat Table.    

So how do you tell which is which? We've put together a 
short list that answers the question. Players should match 
the terrain on the table with the type that best resembles it 
on the Cover or Concealment List before the game begins.  

NUTS!
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FINAL VERSION

TIGHTAMMO

Ammo in NUTS! is pretty
much unlimited. However, there

still is a chance that the weapon may temporarily run out

of ammo and must be reloaded. Here’s how we do it:

0 Anytime two
or more “1”s are rolled when firing

the weapon it is out of ammo and cannot be fired

again until
reloaded.

o It takes one turn of activation to reload the

weapon.

0 Figures
reloading weapons may move but cannot

exceed their normal movement.

0 The weapon is considered out of ammo after all

d6 have been applied.

Example

—

Ivanfires with a SMG and rolls a I, I, and 5.

He scores one hit with the 5 but the two “ones

”

mean he is

out ofammo.

DEDICATED LOADERS

Weapons with dedicated loaders who are serving the

weapon have to have three or more "ones" rolled when

firing to be out of ammo. A dedicated loader cannot do

anything except feed the machinegun. These include all

light machineguns, medium
machineguns, and heavy

machineguns. It specifically excludes the US BAR, all

1940 French MMG, and
all Italian and Japanese LMG,

MMG,
and HMG except the French Chatellerault M1929

(looks like a BAR with
Magazine on top)

Example —A German LMG rolls 6d6 and scores a I, I, 4,

4, 5 and 6. As the machine gun has a dedicated loader the

weapon is not out ofammo.

SHooTING

Shooting a weapon and hand-to-hand combat are distinctly

different ways of
inflicting damage. This is reflected by the

different
game mechanics used in NUTS!

-

Final Version.

LINE OFSIGHT

To shoot something you must first be able to see it. A

straight
line from the shooter to the target is called a Line

of Sight
or LOS. Here’s how we do it:

0 Line of
Sight extends across the whole table and

is blocked only by friendly figures,
terrain,

buildings and sometimes weather.

0
LOS is to the front of the figure up to a 180

degree arc.

o In nighttime the
LOS is reduced to 12”. However,

targets in a well-lit area will count LOS as normal

for those
firing at them.

0 LOS between figures inside woods or rough

terrain is reduced to 12” in the daytime and 6” at

night. If at the edge of the woods the figure can

see and be seen from outside the woods as

normal.

0 LOS in inclement weather such as fog, rain or

snow, is reduced to 12” in the daytime and 6” at

night.

CoVER 0R CONCEALMENT

There will
be times when a character will be in cover,

concealment or both. Cover and concealment are different.

0 Concealment makes you harder to see.

Concealment does not stop a bullet. Concealment

comes into play when taking the In Sight Test.

0 Cover stops a bullet from hitting parts of your

body, so it makes it harder to be hit. Cover comes

into play
on the Ranged Combat Table.

So how do you tell which is which? We've put together a

short list that answers the question. Players should match

the terrain on the table with the type that best resembles it

on the Cover or Concealment List before the game begins.
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# Come on CDNCEALMNT

TARGETSELECTION

Buildings, Stationary figures inside ofbuildings are

inside in cover and concealment.

Moving figures inside buildings are

concealed.

Vehicles, Figures inside vehicles are in

Inside of concealment.

Vehicles, Figures behind vehicles are in cover.

Behind

Woods or Stationary figures inside woods or rocky

Rough areas are in cover and concealment.

Moving figures inside woods or rocky

areas are concealed.

RESOLPING FIRE

Fire continues between two figures until one is tumble to

return fire. This can happen for the following reasons.

Rim out of ammo by rolling two or more ones.

The weapon, such as a Bazooka, can only fire

once per tlu'n.

One figure has ducked back.

One figure has left the battlefield

I One figure has been hit by fire.

It is conuuon for figures to fire multiple times in one turn,

both when active and in reaction.

Figures match up one on one when targeting each other

whether firing or charging into melee. The firing side when

shooting or the charging side if going into melee

determines target allocation.

After one side has all of their figures targeted the other,

more numerous side, will randomly roll to determine who

the left over shooters will target or chargers will melee.

Figures in reaction will always target thefigures that shot

at them. When taking an activefire theplayer may choose

his targets.

APPLHNG THE TARGETDIC‘E

A figure can apply its Target Dice as desired. Here”s how

we do it:

I Before firing the shooter must declare how many

shots will go onto each target. It is possible for

one target to have multiple shots applied on it.

I Roll the dice and arrange them from the highest to

the lowest.

I Apply the dice to the targets as stated prior to

shooting with the highest do on the first target.

Esumple

—

Pfir. Charlesfires his rifle at Hans and misses.

Hans takes the Crisis Test andfires back with his SMG

and misses as well. Pfc. Charles takes the Crisis Test and

passes 2d6. Normally he should retainfire hut instead Pfc.

Charles will Duck Bach as he is outgunned. This ends the

fire hemreen the twofigures.

Example —Pvt. Hansfires his SillG at Pfc. Charles and

SGTBillv Pink. He declares tofire Ida” at thefirst target,

Charles, and the rest at Billy. Hans rolls a 3, .5 and 2. the

d6 are laid outfi'om high to low
(5, 3,

and 2). The 5 will he

applied to Charles and the rest applied to Billy.

ARC OFFIRE 0n. SWATH

Each weapon has an arc of fire or swath equal to l” for

each point of Target Rating. The first figure fired at

defines where the arc offire begins. Figures in the arc, up

to the Target Rating, can be hit.

_)

In thepicture above the shooter has a 3

"

swath, defined by the

TargetRating of}. He is allowed to shoot up to 3 targets, oneper

inch ofswath ifdesired

Remember that the swath is measured from the first target

then to the left or right. Using the swath may take an

eligible figure that is closer to the shooter, out of the

swath, even if that figure could be targeted. The swath is

most effective when firing an automatic weapon along a

line of figures from the side to side or at a column of

figures from the side.

EMPIYSPAon

Each inch ofempty space between targets will count as

one target.

Example

—

Charles and Billy are one inch apart. Hans

wins the In Sight andfires his 3M8. Thefirst round goes

on Charles, the second to the enmiy space hehveen Charles

and Billa and the last round on Billy.
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SHOOeGA WEAPON

Here's how to shoot a weapon.

I First establish a LDS between the shooter and the

target figure.

I Roll a number ofd6 depending upon the Target

Rating of the weapon. Place each d6 next to each

target figure with the highest score on the first

target and working to the lowest score.

I Next add them individually to the shooter’s

Reputation.

I Compare these totals individually to the Ranged

Combat Table. There is no need to test any

modifiers prior to rolling as the modifiers are

already built into the hit table.

TARGET RANGE]! COMBAT

(Read the result as rotted)

A result Ofnvo or more "ones

"

means out ofammo.

3 t0 7 SHOOTER MERE!)

3 SHUUIERME!) IF

I Fast Moving.

I Snap Fire.

BREET WASMERE!) IF

I In Cover.

I Prone.

I Fast Moving.

I Second or higher target.

0mm

—

HIT:

9 SHGUTER MISSED IF

I Fast Moving.

I Snap Fire.

TARGET WASJESSE!) IF

I In Cover.

I Third or higher target.

GIMME

—

HIT

10+
.3m

HHS ERGET

Exampte

—

t5"GTBit.|[1=-T Pink (Rep 5)fires his Semi—automatic

Rifle at Hans who is in cor-*er. SGTBittv rafts a 3 and 6.

Each die is added to the Rep OfSGT Bittv (:5), which

resutts in an 3
(5+3

=

3) a miss and an H
(6+3?

=

I I) a

hit.

DETERMINING DAME!GE

Each time a figure is hit the shooter s on the Ranged

Combat Damage Table. Here’s how we do it:

I Roll ldfig read the result
as

rolled and compare the

score to the Impact ofthe weapon.

1 RANGED Comar Daemon

(Taken versus Impact)

"

1" Target is viously Dead.

Impact or less but Target is knocked to the ground

not
a

“

l" and
But ofthe Fight.

Higher than Impact Target is knocked to the ground

and immediately takes the Recover

Test.

Example

—

SGTBittv Pink has hit Hans 11-‘ith his Semi—Auto

Rifle. SGTBiitv rotts hit? and scores a 4. This is higher

than the Inmact of3 so Hans is knocked tO the ground and

must take the Recover Test. Hans roits Edd 1-‘2TS'HS his Rep

Of3 andpasses me. He is hunched don-n but can Carry

On.

A(ITO-KILL Os CAPmaE

If an active figure comes into contact with an out Ofthe

fight figure he can choose to automatically dispatch the

figure or capture him. Ifcaptured the figure must be

guarded by at least one armed figure. Each armed figure

can guard up to six enemy figures.

Exampte

—

SGTBitflv Pink flCtfl-fltfiS andr runs up to the Out

OfFight Hans and chooses to capture him.

PITIFUL SHOT

Rep 3 figures and only Rep 3 figures are allowed to use the

pitifid shat rule. Here’s how we do it:

I Whenever a Rep 3 fires and rolls a "6" but still

cannot hit the target, such as when a target is in

cover, he is allowed to roll ld6 again.

I If the score is equal to or lower than his Rep (3) a

hit is scored.

I Otherwise_. treat the result as a Iiss requiring the

target to take a Crisis Test.

Erampte

—

Ivan (Rep 3)fires at a German sotdier "ho is in

CHI-’91: He scores a 6 but stiff cannot score a hit. Ivan can

use the Pitifiit Shot rate and rafts another Ida? and scores a

2 1which is under his Rep of3. The German soldier has

been hit.
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READY THE GRENADE

A figure can only throw one grenade per turn. This can be

when active or in reaction. Prior to throwing the grenade it

must be readied. Here‘s how we do it:

I The figure must be active.

It takes half of their movement to ready the

grenade.

I Roll ldfi versus the Rep and determine if he

passes ld6 or Odo.

Consult the Ready the Grenade Table.

- Carry out the results.

1 READY Tn]: GRENADE

{Taken vs. Rep}

# I)

6

R451SED

l Grenade is readied and can immediately be

tossed.

0 Grenade is readied but cannot be tossed until

next active or in reaction.

Anti-Tank Grenades, Rifle Launched Grenades, Molotov

Cocktails and Satchel Charges will also use the Ready the

Grenade Table.

Drsasrnva THE Gnenanr:

Ifneeded, a figure can declare he is disabling the grenade,

taking it out of its readied state. This can only be done

when active.

Note that a figure hit by fire or in melee and becoming out

offirefight or obi-'ionslv dead will drop any grenade that

they are holding. Ifit has been readied it will immediately

go off on the spot occupied by the figure.

THROMGA GRENADE

Rifle Launched Grenades will use the Ranged Combat

Table. Otherwise, grenades can be flirown up to 6“ or 8”if

having the Ball Player Attribute. Here‘s how we do it:

Nominate the spot the grenade is to land.

Roll 2d6 versus the thrower’s Rep.

Consult the Throwing a Grenade Table. This table

is used instead of the Ranged Combat Table.

2 THIRD‘WING A GRENADE

(Taken vs. Rep)

aD6

R—tflSED

2 Grenade lands on the nominated spot. Center

the blast circle on the nominated spot and

check for damage.

1 I Ifthe thrower cannot see the nominated

spot, such as behind cover or

concealment, the grenade misses. The

explosion causes the target to take a

Crisis Test.

I Ifthe thrower can see the nominated

spot or the grenade is being dropped

over a wall, rolled into a doorway, or

similar, it lands on the nominated spot.

Center the blast circle on the nominated

spot and check for damage.

0 Oops! Grenade is dropped at the feet of the

thrower. Center the blast circle on the

nominated spot and check for damage. All

within the blast circle must roll their Rep or

less on ldfi to drop prone and escape

damage.

—

9 ®®@©

@ G)

In the above illustration "A

"

is active and wants to toss a

grenade. Hefirst mast ready it so rolls Idfi versus his Rep of4.

He scores a I, passing Ida" and consults the Ready the Grenade

Tobie. He now has a grenade ready to throw. He cannot see over

the wailr so mast choose to either throw the grenade hiindfy over

the wait at a nominated spot or drop it over the wolf.
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"A" decides to throw blindly and nominates a spot on the other 
side of the wall 6" away from him. He rolls 2d6 on the Throwing 
the Grenade Table and passes 1d6. As he cannot see the 
nominated spot he has missed but all the enemy figures within the 
blast circle, dotted line, must now take the Crisis Test. 

 

 
"A" decides to drop the grenade over the wall. He rolls 2d6 on 
the Throwing the Grenade Table and passes 1d6. The grenade 
lands on the nominated spot and all within the blast circle can be 
hit. This also includes "A" who will count as being in cover. I 
now roll 1d6 for each target against the Impact of the grenade.  

“WHO’S GOT THE GRENADE?” 
This rule eliminates the need for bookkeeping where 
grenades are concerned. So long as grenades are available 
to that force, whenever a figure needs to use a grenade, it is 
assumed to have one. Yes, it’s fudging but it makes the 
game move more quickly! Doesn't that allow for the whole 
squad to ready grenades? It sure does, give it a try and let 
me know how it works out for you! 

BLAST CIRCLES  
If a weapon fires a round that explodes, such as a bazooka, 
the weapon will use a blast circle instead of a swath. 
Here's how we do it: 

 Be sure you have a LOS to the target. 
 Nominate the spot where you want the round to 

land. 
 Roll on the Ranged Combat Table (page 27) as 

you would normally do. 
 If a hit is scored center the 1", 3" or 5" blast 

circle, depending upon weapon type, on the spot.   
 All targets inside this circle will be affected by the 

blast.   

ESCAPING DAMAGE 
Any figure, friend or foe, within a blast circle may be 
damaged with the following exceptions: 

 Anyone with cover between themselves and the 
nominated spot must test against the cover to see 
if it is negated. If the Impact of the weapon is 
equal or less than the Armor Rating (page 33) or 
Defensive Value of the cover (page 58) the figure 
is unharmed but must take a Crisis Test. 

 Anyone that is prone will not take any damage but 
must take a Crisis Test.    

 

STOP! 
Weapons are defined by the distance they can fire out to 
(Range), the number of d6 they roll when firing (Target) 
and the damage they can deliver (Impact). 

Those capable of damaging an armored vehicle have an 
Armor Piercing Rating (APR).  

To shoot you need a clear LOS the target. Roll 1d6 for 
each point of Target and add each to the Rep of the 
shooter. Arrange the dice from highest to lowest when 
firing. 

Take out two figures. One is a Rep 3 with a submachine 
gun the other a Rep 4 with a bolt-action rifle. Place them 
out of sight of each other. 

Roll activation and move the active figure into sight. Take 
the In Sight Test. Resolve any fire. Take any Crisis Test as 
needed. Did you remember that the bolt-action rifle is 
outgunned by the submachine gun?  

When next active have one figure ready a grenade. Carry 
out a grenade attack. 
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”A

"

decides to throw blindly and nominates a spot on the other

side ofthe wall 6

"

awayfrom him. He rolls 2d6 on the Throwing

the Grenade Table andpasses 1 d6. As he cannot see the

nominated spot he has missed but all the enemyfigures within the

blast circle, dotted line, must now take the Crisis Test.

”A

"

decides to drop the grenade over the wall. He rolls 2d6 on

the Throwing the Grenade Table andpasses 1d6. The grenade

lands on the nominated spot and all within the blast circle can be

hit. This also includes "A

"

who will count as being in cover. I

now roll 1d6for each target against the Impact ofthe grenade.

“WHo
’s

GOT
THE GRENADE?

”

This rule eliminates
the need for bookkeeping where

grenades are concerned. So long as grenades are available

to that force, whenever a figure needs to use a grenade, it is

assumed to have one. Yes, it’s fudging but it makes the

game move more quickly! Doesn't that allow for the whole

squad to ready grenades? It sure does, give it a try and let

me
know how it works out for you!

BLAST CIRCLES

If a weaponfires a round that explodes, such as a bazooka,

the weapon will use a blast circle instead of a swath.

Here's
how we do it:

0 Be sure you have a LOS to the target.

0 Nominate the spot where you want the round to

land.

0 Roll on the
Ranged Combat Table (page 27) as

you would normally do.

0 If a
hit is scored center the 1", 3" or 5" blast

circle, depending upon weapon type, on the spot.

0 All targets inside
this circle will be affected by the

blast.

ESCAPING
DAMAGE

Any figure, friend or foe,
within a blast circle may be

damaged with the following exceptions:

0
Anyone with cover between themselves and the

nominated spot must test against the cover to see

if it is
negated. If the Impact of the weapon is

equal or less than the Armor Rating (page 33) or

Defensive Value of the cover (page 58) the figure

is unharmed but must take a Crisis Test.

0 Anyone that is
prone will not take any damage but

must take a Crisis Test.

STOP!

Weapons are defined by the distance they can fire out to

(Range), the number of d6
they roll when firing (Target)

and the damage they can deliver (Impact).

Those capable of damaging an armored vehicle have an

Armor Piercing Rating (APR).

To shoot you need a clear LOS the target. Roll 1d6 for

each point of Target and add each to the Rep of the

shooter. Arrange the dice from highest to lowest when

firing.

Take out two figures. One is a Rep 3 with a submachine

gun the other a Rep 4 with a bolt-action rifle. Place them

out of sight of each other.

Roll activation and move the active figure into sight. Take

the In Sight Test. Resolve any fire. Take any Crisis Test as

needed. Did you remember that the bolt-action rifle is

outgunned by the submachine gun?

When next active have one figure ready a grenade. Carry

out a grenade attack.
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MELEE

When figures come into contact they can enter into melee

(hand-to—hand combat).

MELEE WEAPONS

There are two types ofhand to hand weapons.

- One Hand Weapon

—

Those used with one hand.

Swords or knives would be examples ofa one

hand weapon. Using a one hand weapon gives the

user
+ld6

in melee.

0 Turo .H'anatr Weapon

—

Those used with two hands.

Using a rifle: whether it has a bayonet or not, is an

example of
a

two

hand weapon. Using a two hand

weapon gives the user
+2d6

in melee.

CMGE INT0 MELEE TEST

The only way to enter melee: is via the Charge into Melee

Test. Here’s how we do it:

The test is taken by the figure and not the group.

The figure can be active or inactive.

The test can be taken
at

any
time during the active

phase of the turn.

I Chargers can declare
a

charge
at any time during

their turn. even if the target of the charge was out

of LOIS at the start of the charger‘s turn.

- The charging figure must have a clear LOS to the

target figure at the time it charges.

l The figure must be able to reach a spot 6" firm]

the actual target. Whether or not it has enough

distance to reach the target is irrelevant, it need

only be able to reach a spot 6" from the target.

Exanmte

—

A Russian saidier corrres into sight ofmu

Germans. The Germans win the In Sight and decide to

Charge the Russian. AN three rat? the Charge Into Melee

Test ariaI the Russian resutts are apptied separately to each

Gerrrrarr.

HaW To Camusrrvra MELEE

Here's how the Charge into Melee Test is taken:

0 The figure has L03 to a target and can move to 6"

from the target. even if a Fast Move is required.

I If the charger takes a Fast Move and comes up

short, it cannot melee and forfeits any active fire.

Move the charger to 6" 13mm the target.

Each figln'e starts with Edfi.

Go to the Charge into Melee Table.

Modify the number ofd6 by any applicable

Attribute or Circumstance.

I Roll the modified number of do versus the Rep of

each involved figure.

I If charged by more than one figure, the target

applies their results
against

all of the figures

separately. This may mean the target could fire at

each charger but only if armed with a weapon

with adequate Target.

0 Determine how many do each figure has passed.

Consult the Charge into Melee Table.

Go down the left hand column to the number of

d6 more that were passed.

- Go across to the column based upon whether the

Charger or Target passed more do.

II Immediately carry out the results.

2 CHARGE INTo MELEE

(Taken mus Rep)

.-'—l. TTRIBI-TE JIUDEER

Nerves of Steel

+ldfi

'

. .e

+ld6

CIRCI21153 ELTC‘E JIGDEIER

Target in cover

+ldfi

Target charged to flank -1d6

Target charged to rear -Ed6

#1315 CHiRGER

PA

SEER

Pass more d6 Target may not fire. Targetr fires.

than

opponent Charger moves into Charger moves into

melee. No Reaction melee. No Reaction

Tests taken. Tests taken.

Pass same Target Snap Fires. Target Snap Fires.

number d6

as opponent Charger moves into Charger moves into

melee. No Reaction melee. No Reaction

Tests taken. Tests taken.
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MELEE COMBAT

Any the Charge into Melee Test is resolved the charger is

moved into contact with the target. Now it's time to melee.

Go to the Melee Combat Table.

Each figure starts with ldfi for
each point

of Rep.

Add or subtract d6 based on any applicable

Attribute. Melee Weapon or Circumstance.

I Each figure rolls its modified total of <16, counting

all successes. scores of 1. 2 or 3.

I Compare the number of successes scored by each

figure.

- Ifboth sides score the same number of successes.

they are Evenly Matched. The figures remain in

melee and when active. melee continues.

- Ifone figure scores more successes, it rolls ldfi

versus this number and consults the Melee

1 MELEE DAMAGE

(Read result as rolled)

s

.S'Er-TCEESES

Score more Roll 1:16 versus the number of successes

successes scored more than opponent.

“I ”: Opponent Obviously Dead.

Equal to successes more but not “1 ”:

Opponent Out of the Fight.

Score higher than more successes:

Opponent knocked down and immediately

takes Recover From Knock Down Test.

Score same Evenly Matched. Remain in melee and

number when active, may either break oil" the melee

or continue the melee.

Damage Table.

REP MELEE Contour

(Lookingfor successes)

ATIME-TE

Brawler

+1d6

Knifeman ifusing a. bayonet or knife

+1d6

Rage

+1d6

Runt -ld6

-

l l 1

One Hand Melee Weapon

+1d6

Two Hand Melee Weapon.

+2d6

{FRET-21155?ILTCTF

Ei-Ienlv Matched

-

Attacking an enemy

+1d6

that scored a result of Evenly Matched

this turn during a melee. Count each

result.

Prune

—

Attacking a prone opponent.

+1d6

Reur— Attacking to the rear ofan

+1d6

opponent. Only on the lat round ofmelee

and must have qualified for the Target

charged to rear modifier on the Charge

into Melee Test.

Exanmle 451G?"Pink (Rea 5) is in melee 11-‘itli Klaus (Rep

4.).

Pink starts wiib 5d6for Rep and adds thefollowing

modifiers:
+1

(it?for using a bqvonei as a One Hand

Weapon. He rolls ads and scores a i, .2, 2, 3, 4 and 5for

four successes.

Klaus starts 1Pilli 4d6forflep and adds tliefollmving

modifiers:
+2a'o7

for a Tn-‘o Hand Melee Weapon, a rifle,

rolls 6dr? and scores a l, 2, 4, 4', 4 and afar 2 successes.

Pink scores two more successes than Klaus and consulting

the Melee Results Table, rolls ld6 versus the number of

successes be scared more. He scores a 2 and bus knocked

him clones and Out oftbe Figl'rt.

Killer-P bad scored the same nmnber ofsuccesses, the are

would be locked into melee. 13’ there bad been a second

Gennan attacking Pink, the melee would be irnmecliaielv

resolved wiib the German counting
a

+lcl6for
SGTPink

being EVE-'HlV Matched.

Mar.IIPLE FramesMemes

A figure may be meleed by more than one figure. Here‘s

how we do it:

I Up to two figures can melee to the front and two

to the rear.

- The side with more figures decides in what order

its figures will attack.
Attacks are

carried out one

on one.

- Every time a figure suffers a result of Evenly

Matched, those subsequently
attacking

it will get

a

+ld6

bonus. Ifthe figure is Evenly Matched
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against two enemies, the next attacker would

receive
a

+2
d6

bonus.

BREAKING OFFMELEE

Melee can only be broken off by a failed Crisis Test.

RETRIEVING WOUNDED

I Determine how many do are passed, consult the

Medic Test.

I Go down the left-hand column to the appropriate

row and across to see the results of treatment.

Immediately carry out the results.

The Medic test can only be tried once on a

Characters can attempt to recover their wounded during the

IMission. Here's how we do it:

I When active or when Docking Back in reaction a

Grunt will roll ldfi versus its Rep. pass ldfi it

will attempt to retrieve wounded friends. Ifpass

Odo they will not. Stars can always choose to

retrieve wounded.

Move into contact with the wounded figure.

Pick up the wounded figure, reduce the remaining

movement by 2", and move the remaining

distance.

I Figures carrying wounded can take the Fast Move

Test but will only pass at best 1d6.

I Figures can fire weapons when retrieving

wounded figures but will count the Snap Fire

penalty.

I Figures charged while retrieving wounded will

drop the wounded.

MEDICS

We now introduce those unsung heroes of every war, the

media. These are characters with limited medical training

but their presence on the field can be the difference

between life and death.

Medics are always Rep 4.

They never count as outgunned.

They will only defend themselves in hand to hand

if charged.

Tnesrnvo IHE Wormnen

Medics can treat Out of the Fight soldiers in hopes of

recovering them during the Mission. Here’s how we do it:

I The Medic comes into contact with an Out of the

Fight figure.

I He spends one turn ofActivation with the Out of

the Fight figure.

I During that turn ofActivation he cannot do

anything else except treat the figure.

I Roll 2d6, read the results as rolled and compare

each to the Rep ofthe Medic.

wounded figure.

2 More!

flatten versus Rep)

#36-

R—lfiffiffl

2 Just a flesh wound. Figure will innnediately

return to the fight at nonnal Rep.

1 Figure has lost one point of Rep for the

remainder ofthe battle but will immediately

return to the fight.

t] Figure remains 00F.

WHERE ’3 runMeme?

Medics are assigned to the platoon. During the Mission we

rmrst determine ifthe Medic is on the table. Here’s how we

do it:

I American, British, and German squads have a

chance (1

-

2) that the Medic attached to their

platoon will be with them. If he is not, check each

time another squad from their platoon reaches the

board. Ifall three squads are on the table the

medic will be there as well.

I The Russians have a chance (I) that a medic will

be attached to their squad. If he is not, each time

an additional squad enters the table check to see if

the medic is present. However, the chance will

increase by one each time a squad enters.

Example

—

Three Russian squads are on the table. Afourth

squad enters the table and there is a chance ("I

—

4) that a

media ”it!T he “in: them. I roll trio and score a 3, the

media is with thefourth squad. There cannot he more than

one mediafor each sis Russian squads on the tahIe.

WOMED WAYSTATI0N

Players may choose to leave or group their wounded in one

place protected by at least one non-wounded figure. This

can be used instead of carrying them off the table.
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AFTER THE BATTLE

Ifyou are playing 3 Campaign (page 62) you must see if

your wounded and those that left the battlefield return.

Here’s how we do it:

I Roll Ede: read each result as rolled and compare it

to the Rep of each figure.

Determine how many d6 are passed.

Consult the After the Battle Recovery Table.

Go down the left-hand column to the appropriate

row, then across and immediately carry out the

result.

2 AFTER THE BATTLE REcovEnY

*

Taken vs. Rep ofall 00Ffigures

3'?”DICE

R-LS'SED

2 Figure returns to the squad.

1 Out of the Fight returns to the squad.

Those that left the battlefield do not return.

0 Figure does not return.

*

Capna'ed 00F or harsher dorms iefi‘ behind wiii roll on this

tahie but instead ofretaming to their squad become Pn'soners of

War (POWs).3tars are aiways recovered.

STOP!

Before going any further take two figures (Rep 4) and do

the following.

Place them 6" from each other.

Give them different melee weapons.

Take
a

Charge

into Melee Test.

Resolve a melee.

Do this
a

second

time, with two figures charging one

figure. Did you roll one set ofd6 for the target when taking

the Charge into Melee Test and apply them individually to

both chargers?

Resolve a mnlti—figure melee. How many figures can

melee one figure at the same time? Remember that melees

are carried out on a one on one basis.

Remember that you cannot break off a melee.

Take
a

Medic

Test.

VEHICLES

In this seeiion you wiii learn the rnies thaipertain to vehicles and

the weapons used to hi” them.

In Mi I S!

—

Finai Version, vehicles are the primary srmpori‘

weapons ofthe infantry. Vehicles may punch holes in the

enemy but it is the infantry that holds the ground.

Each vehicle consists of both the vehicle and its crew.

Players will usually start with one or two vehicles and

work their way up to larger numbers. No matter what size

formation you decide to use, the basic starting point is the

individual vehicle and its crew.

DEFINING VEHICLES

Vehicles are defined in the following ways.

What Type ofvehicle is it?

What
amount

ofArmor does it have?

Is it Tracked or Wheeied?

Is it (hen Topped or Eneiosed?

What types of Weapons does it have?

What is the Speed of the vehicle?

How many Crewnrenibers does it have?

Let‘s explain each of these in more detail.

For ease ofplay all the defining elements ofeach vehicle

have been grouped together in one place. This is called the

Vehicfe Roster Sheet (QRS).

TYPES OF VEHICLES

There are two types based on their hafflefieidpropose:

II Fighting Vehicies

-

Their battlefield purpose is to

engage other vehicles and destroy them.

I Transport Vehicles

-

Their battlefield pmpose is

to transport troops and supplies.

Amos RATING

Each vehicle has armor rated by it efficiency. Here’s how

we do it:

Unarmored vehicles are noted with a “-”.

Armored vehicles have an Armor Rating (AR)

fi'om 1 to 15. The higher the number the better the

armor.

- Each vehicle has an AR for the following

surfaces. They are Frontal; Side and Top. The
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AFTER THE BATTLE

Ifyou are playing 3 Campaign (page 62) you must see if

your wounded and those that left the battlefield return.

Here’s how we do it:

I Roll Ede: read each result as rolled and compare it

to the Rep of each figure.

Determine how many d6 are passed.

Consult the After the Battle Recovery Table.

Go down the left-hand column to the appropriate

row, then across and immediately carry out the

result.

2 AFTER THE BATTLE REcovEnY

*

Taken vs. Rep ofall 00Ffigures

3'?”DICE

R-LS'SED

2 Figure returns to the squad.

1 Out of the Fight returns to the squad.

Those that left the battlefield do not return.

0 Figure does not return.

*

Capna'ed 00F or harsher dorms iefi‘ behind wiii roll on this

tahie but instead ofretaming to their squad become Pn'soners of

War (POWs).3tars are aiways recovered.

STOP!

Before going any further take two figures (Rep 4) and do

the following.

Place them 6" from each other.

Give them different melee weapons.

Take
a

Charge

into Melee Test.

Resolve a melee.

Do this
a

second

time, with two figures charging one

figure. Did you roll one set ofd6 for the target when taking

the Charge into Melee Test and apply them individually to

both chargers?

Resolve a mnlti—figure melee. How many figures can

melee one figure at the same time? Remember that melees

are carried out on a one on one basis.

Remember that you cannot break off a melee.

Take
a

Medic

Test.

VEHICLES

In this seeiion you wiii learn the rnies thaipertain to vehicles and

the weapons used to hi” them.

In Mi I S!

—

Finai Version, vehicles are the primary srmpori‘

weapons ofthe infantry. Vehicles may punch holes in the

enemy but it is the infantry that holds the ground.

Each vehicle consists of both the vehicle and its crew.

Players will usually start with one or two vehicles and

work their way up to larger numbers. No matter what size

formation you decide to use, the basic starting point is the

individual vehicle and its crew.

DEFINING VEHICLES

Vehicles are defined in the following ways.

What Type ofvehicle is it?

What
amount

ofArmor does it have?

Is it Tracked or Wheeied?

Is it (hen Topped or Eneiosed?

What types of Weapons does it have?

What is the Speed of the vehicle?

How many Crewnrenibers does it have?

Let‘s explain each of these in more detail.

For ease ofplay all the defining elements ofeach vehicle

have been grouped together in one place. This is called the

Vehicfe Roster Sheet (QRS).

TYPES OF VEHICLES

There are two types based on their hafflefieidpropose:

II Fighting Vehicies

-

Their battlefield purpose is to

engage other vehicles and destroy them.

I Transport Vehicles

-

Their battlefield pmpose is

to transport troops and supplies.

Amos RATING

Each vehicle has armor rated by it efficiency. Here’s how

we do it:

Unarmored vehicles are noted with a “-”.

Armored vehicles have an Armor Rating (AR)

fi'om 1 to 15. The higher the number the better the

armor.

- Each vehicle has an AR for the following

surfaces. They are Frontal; Side and Top. The
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Rear AR is equal to ½ of the Side AR and the 
bottom AR is equal to the Top AR. 

TRACKED OR WHEELED 
Vehicles in WWII could be tracked or wheeled, or a 
combination of the two called half-tracked. The easiest 
way to determine this is by looking at the model!  

OPEN TOPPED OR ENCLOSED 
It is important to look at the model of the vehicle that is 
being used to see if it is open topped or enclosed. 

 Enclosed vehicles have armor completely 
covering the top of the vehicle such as a tank or 
an assault gun.   

 Open topped vehicles do not. A half-track for 
example is usually open topped, as are some self-
propelled anti-tank guns and self-propelled 
howitzers where there is no armor to the rear 
and/or on the top.   

BUTTONED UP 
Enclosed vehicles will have an access hatch or hatches that 
allow for entry and exit to the vehicle.  These are usually 
on both the hull and the top of the turret. They can be open 
or closed. Here’s how we do it: 

 When the hatches are closed the vehicle is said to 
be buttoned up. When a tank is buttoned up the 
Tank Commander will take the In Sight Test at 
one lower Rep than actual.  

 When the hatches are open the Tack Commander 
is standing exposed and can operate the AA MG. 
He does not suffer any In Sight penalties.    

VEHICLE WEAPONS 
We have divided the weapons that are mounted to a 
vehicle into two types. Not every vehicle will have every 
type of weapon.  

MAIN GUN 
This is the primary weapon of the vehicle. The main gun is 
assigned two numbers corresponding to its strength.  
Here’s how we do it: 

 The first is the Armor Piercing Rating (APR) of 
the gun if it fires an armor piercing shell. 
Weapons without any effect on an armored target 
will not have an APR number.  

 The second is if the weapon fires High Explosive 
(HE) shells.  This will have two values. The first, 

before the slash, is the size of the blast circle 
(page 29) it will use and the second is the Impact. 

SECONDARY WEAPONS 
These are Machine Guns and there are three types. They 
are: 

 Anti-Aircraft Machineguns - Mounted on the 
turret or top of the vehicle and fired by the Tank 
Commander. These have a 180 degree arc of fire. 
As the turret turns, so does the firing arc. 
Crewmembers using the AA MG count as in 
cover. 

 Hull Machineguns – Mounted on the front of the 
hull, has a 45 degree firing arc, and is operated 
from inside by the Radio Operator (RTO) or Bow 
Gunner (BOG).  

 Coaxial Machineguns - Mounted alongside the 
main gun on the opposite side to the Gunner. This 
MG is used as the primary weapon against 
infantry. The arc is the same as the arc of the 
main gun and fired by the Gunner. The Loader in 
the vehicle loads the coax MG and clears it if it 
jams.  The Gunner can fire the main gun or 
coaxial machinegun but not both at the same time. 
If the Coaxial MG is being fired by the Gunner 
the main gun usually can’t be fired.  

VEHICLE SPEED 
This is the maximum speed, in inches, that the vehicle may 
move when it is active. You will see two entries for each 
vehicle in the Speed column of the VRS. The figure before 
the slash is how far the vehicle may move if it stays on a 
road for the entire move. The figure after the slash is the 
vehicle’s cross-country movement rate.  

Example – The Russian JS-2 can move 18” per turn spent 
entirely on the road or 12” if traveling cross-country. 
Vehicles may combine on and off road movement by 
prorating any distance used.   

VEHICLE CREW 
This is the number of crewmembers that the vehicle 
normally has. The number of crew in the vehicle will be in 
the Crew column listed as Turret Crew/Hull Crew.  In 
some cases the vehicle may have more than one turret in 
which case the largest turret will be listed, and the crew in 
the other turrets listed in the notes.  If the vehicle doesn’t 
have a turret the number will be listed for the fighting 
compartment. 
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DEFINING THE CREW 
Each crewmember of a vehicle is an individual and has a 
job. We define them similarly to as we defined the 
infantry.  Here’s how we do it: 

 Is he a Star or a Grunt? 
 What is his Reputation? 
 What type of Personal Weapon does he have? 
 Does the character have any Attributes? 
 What is his Job? 

STARS AND GRUNTS 
Wait? You're telling me that a crewmember could be a 
Star?  

Yes he can and here’s why. You can choose to play one 
tank or maybe a platoon of tanks instead of an infantry 
squad or platoon.  Star crewmembers are just like infantry 
Stars but some of their advantages are handled differently 
when they are functioning in the vehicle. 

LARGER THAN LIFE 
Although the Star cannot be killed the vehicle can be 
destroyed. 

CHEATING DEATH 
Although the Star can be whisked away unharmed the 
vehicle cannot. 

FREE WILL 
This will only come into play if he is the commander of the 
vehicle and applies only to the Vehicle Crisis Test (page 
51). 

STAR POWER 
Applies normally when the Star takes damage. 

REPUTATION 
Reputation is handled the same as for infantry. How Rep is 
determined for vehicle crews may be found on the 
appropriate Vehicle List (page 37) 

PERSONAL CREW WEAPONS 
Usually when a crew bails out it is removed from the 
board. But if you wish to continue the fight you can. 
Here’s how we do it: 

 Crew will be armed with a pistol (1 - 4) or SMG 
(5 - 6). When they shoot or melee they count one 
Rep lower than actual but count normally 
otherwise.   

ATTRIBUTES 
Crewmembers can have Attributes just like infantry 
characters. However, when they are functioning in the 
vehicle they may not be able to use them. 

 

Example - Joe is a Brawler which does him no good while 
inside the tank.   

JOBS 
Crew numbers vary with the size and purpose of the 
vehicle. Each crewmember has a specific job in the vehicle 
based on how large the crew is. Here’s a breakdown of 
who they are and what they do.  

Note that towed anti-tank guns work on the same 
principles, with the role of Tank Commander being 
replaced by a Gun Crew Leader. 

FIVE MAN CREW 
 
TANK COMMANDER (TC) 

 Directs the Driver on how to move. 
 Takes the In Sight Test.  
 Fires the AA MG when the tank is not buttoned up. 
 Takes the Vehicle Crisis Test. 

 
DRIVER (DR) 

 Takes the Run Over Test (page 48) when wishing to 
run over or though, other vehicles, terrain, or 
structures. 

 Takes the Lose Control Test (page 47) if attempting a 
turn at more than ½ its speed. 

 
GUNNER (GNR) 

 Fires the Main Gun. 
 Operates the coaxial machine gun. 
 Replaces the TC if the TC is gone or incapacitated. 
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LOADER (LDR) 

 Immediately reloads the main gun after it has fired.  
 Clears the coax machinegun or reloads it if it jams or 

runs out of ammunition. 

 
BOW GUNNER (BOG) 

 Operates the Hull machine gun. 

FEWER THAN FIVE MAN CREWS 
Sometimes there will be fewer than five men in the crew. 
This can either be by design or if members are 
incapacitated. When a crewmember has more than one role 
he can only perform one at a time. The following sections 
will describe the roles of the various crewmembers in 
game terms in smaller crews or when other crewmembers 
are incapacitated.  

FOUR MAN CREWS 
 
TANK COMMANDER (TC) 

 Directs the Driver on how to move. 
 Takes the In Sight Test.  
 Fires the AA MG when the tank is not buttoned up. 
 Takes the Vehicle Crisis Test. 

 
DRIVER (DR) 

 Takes the Run Over Test (page 48) when wishing to 
run over or though, other vehicles, terrain, or 
structures. 

 Takes the Lose Control Test (page 47) if attempting a 
turn at more than ½ its speed. 

 
GUNNER (GNR) 

 Fires the Main Gun. 
 Operates the coaxial machine gun. 
 Replaces the TC if the TC is gone or incapacitated. 

 
LOADER (LDR) 

 Immediately reloads the main gun after it has fired.  
 Clears the coax machinegun or reloads it if it jams or 

runs out of ammunition. 
 Operates the Hull machine gun. 

 
 
 
 

THREE MAN CREWS 
 
TANK COMMANDER (TC) 

 Directs the Driver on how to move. 
 Takes the In Sight Test.  
 Fires the AA MG when the tank is not buttoned up. 
 Takes the Vehicle Crisis Test. 
 Fires the Main Gun. 
 Operates the coaxial machine gun. 

 
DRIVER (DR) 

 Takes the Run Over Test (page 48) when wishing to 
run over or though, other vehicles, terrain, or 
structures. 

 Takes the Lose Control Test (page 47) if attempting a 
turn at more than ½ its speed. 

 
LOADER (LDR) 

 Immediately reloads the main gun after it has fired.  
 Clears the coax machinegun or reloads it if it jams or 

runs out of ammunition. 
 Operates the Hull machine gun. 

TWO MAN CREWS 
 

TANK COMMANDER (TC) 

 Directs the Driver on how to move. 
 Takes the In Sight Test.  
 Fires the AA MG when the tank is not buttoned up. 
 Takes the Vehicle Crisis Test. 
 Fires the Main Gun. 
 Operates the coaxial machine gun. 
 Load the main gun after firing.  

 
DRIVER (DR) 

 Takes the Run Over Test (page 48) when wishing to 
run over or though, other vehicles, terrain, or 
structures. 

 Takes the Lose Control Test (page 47) if attempting a 
turn at more than ½ its speed. 
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STOP! 
Review the things that define the vehicle. This is different 
than what defines the crew.  

Each crewmember as a unique job in the vehicle; some 
must do more than one job. But they can only do one job at 
a time and they can only change jobs when active. 

Crewmembers will have Attributes just like infantrymen 
but they may not apply while inside the vehicle. 

 

VEHICLE LISTS 
This section will provide you with the Vehicle Lists that 
are used in NUTS!, covering the time frame starting 
roughly in January 1944 with the Russian or Red Army 
advancing into Poland and continuing through the German 
Battle of the Bulge offensive, which technically ended on 
January 16th of ’45.  

The following Vehicle Lists are provided: 

 American.  
 British. 
 German. 
 Russian. 

USING THE LISTS 
Here’s how to use the lists. 

 Decide which army you want to use and go to that 
list. 

 Choose which type of vehicles you want to play. 

 
Example - On the Russian list I have many choices and 
decide to use the T-34/76 tank.  

 Then go to the appropriate vehicle row and go 
across one column at a time.  This will tell you all 
you need to know about your vehicle. 

VEHICLE INFO 
Here's information about your vehicles.  

 VEHICLE - The name of the vehicle. 
 FRONT - The Armor Rating of the front armor. 
 SIDE - The Armor Rating of the side armor. The 

rear armor is 1/2 the AR of the side armor 
rounded down.  

 TOP - The Armor Rating of the top armor. This 
also applies to the bottom armor as well. 

 APR - The Armor Piercing Rating of the main 
gun. 

 HE - The HE Rating of the main gun. The first 
number is the blast circle used, in inches, and the 
second the Impact on non-armored targets. 

 AA– The type of MG will be listed if the vehicle 
has an AA Machinegun. 

 HULL - The type of MG will be listed if the 
vehicle has a Hull Machinegun. 

 COAXIAL - The type of MG will be listed if the 
vehicle has a Hull Machinegun. 

 SPEED - The first number is the speed in inches 
the vehicle may travel while on a road while the 
second is the cross-country speed. 

 CREW - The number of crewmembers in the 
vehicle.  

 

ANTI-TANK GUN INFO 
Here's information about your Anti-Tank Guns.  

 ANTI-TANK GUNS & AUTO-CANNON- The name 
of the gun. 

 APR - The Armor Piercing Rating of the gun. 
 HE - The HE Rating of the gun. The first number 

is the blast circle used, in inches, and the second 
the Impact on non-armored targets. 

 CREW - The number of crewmembers in the 
vehicle.  

 DV – The Defensive Value of the gun. The higher 
the DV the more protection  it provides and 
harder it is to run over. 
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28.820

35.86 3.7 cm

38 5.0 cm

40 7.5 cm

18.36 3.3 cm

431’41 3c 43 8.8 cm L’H

23 3c 30 2cm

-

' '

33 21cm

-

3T 3.7:.111 51"2 4 3

(1‘) Denotes howiEer with Short barrel. Direct Fire only of ranges up to 48 Reduce Gunner Rep by I iffiringfi'oin 25

"

to 36”. Rothice

GnnnerRep by 2' iffiringfi'oni 3?" to 43".

Light
gyns

can be moved by crew up to H2 move.

menace-beer.)

hwmmhmmm

Medium M con he moved by crew up to 4".

Hm gync can be moved by crew up to 2".

Immohiie gyne cannot be moved without using c vehicle or home tow. Itwill take one non ofociivoiion to hook the gun up to move and one

to nnhii‘ch. Moy notfire when hitched or on inrn ofnnhitching.
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RUSSIAN VEHICLES

H

[—It—I Ht:

100

122

152

SU—122

811-1 52

-64 Scout Car

#h-b-b-b-Jh-Lh-lh

2

2

2

2

2

O

2

2

2

2

2

2

n—osotm-h-o-P-toLAmox-h-P-I—WWH-JMJODQ-[h

57 Tank

Scout Car NH

Notes

*

=

Denotes howitzer with short barrel. Direct Fire only at SHGRTRANGE (up to 43",1 Reduce Gunner REP by l for every l2

"

range

over 2feet.

(I)

=

Denotes two loaders required tofire one round. One loader only will need to do two Reload Tests tofire one round.

(01‘) Open topped

D

=

TC is Gunner

E"

=

There is a chance {I

—

3) that it has an MG.

LS

=

Vehicles are low silhouette compared to the larger SPguns (Jagafpanther; ISU—l52for example) making them harder to hit. These

vehicles cannotgo Hull Dmsn andfire at a target on a lower level but can go hullr dons: andfire at a target on the same level. In this case

(hull down) turret hits are hits on thefi'ant hull. Turret Hits on a LS 1vehicle are always misses.

Set-Fiets may
use

thefollowingfrom the US and British

”m-

RUSSL-eIN TAMER REPS

' M3 and MSAI Stuart

I

shew M4112

Ii‘tfiffi’ REFS

1—3

- Sherman M4A2 Wet) wt'Tfinnn gun

' Churchill IV

Modifiers
to die roll:

- Valentine VIE (as a light tank)

+I ISUSU—IEE m 152

- N12 and M3 and M12 and M16 half-tracks

I SU—ST (US. Half-track with a U.S. STInnl ATG)

I M3 Scout Car
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RUSSMN GUNS

TmmAA

-

-

'

I-IMG Rate of Fire 4

7mm Auto-Cannon 5f2

Rate ofFire 3

Gun.6.2mm Howitzer 61?:

5m 1942 5:2 Gun.

2 Mdl 43 57mm 5H

3 Md] 42 76.2mm 613

AA Gun SIS

Field Howitzer 10M

Field Gun 12 10M Gun.

52mm Field Howitzer 12* 12M 5 Gun.

"’

=

Denotes howiteer with short barrel. Direct Fire only at SHURTMNGE {up to 43 'f'). Reduce Gtmner REP by I for ever}? 12

"

range

over Eject.

Gun.

Gun.

Gun.

memos-hoes-

Light gene can be moved by crew up to If}! move.

Medntm gyns can be moved by crew up to 4".

Hem gene can be moved by crew up to 2".

Immobife Ens cannot be moved without using a vehicle or horse tow. Itwill take one turn ofoctivotion to book the gun up to move and

one to nnhitcb. May notfire when hitched or on tun: ofnnbitching.

STOP!

Each vehicle is rated by the armor that it has. Those with

no armor have a “-” under their Armor columns. Those

wifllarmor will have a number from 1 to 15. These

numbers are called the Armor Rating or AR.

Front Armor is greater than Side Armor, which is greater

thanTopArmor. The RearArmor is If: theARofthe Side

Armor, rounded down. The Bottom Armor is equal to the

Top Armor.

Take one vehicle and outfit it with crew. Actually take

two, one from the German List and one from an opposing

List.
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0RGANIZATION

Just like infantry are organized into units, squads and

platoons, vehicles are organized into units, platoons and

companies. The number of vehicles can be found on the

Reinforcements Tables (page 70).

GROUPS

All group rules previously learned in the Infantry section

(page 14) also apply to vehicles.

I The vehicle may be activated ifthe TC’s Rep

allows. Should the TC be absent or incapacitated

the vehicle may move if the Driver’s Rep allows.

LEADERS

Platoon Leaders function as previously learned, including

Leader Die.

TURNSEQUENCE

Vehicles follow the same Turn Sequence as previously

learned (page 16).

ACTIONS

When a vehicle is active it may voluntarily do one of the

following actions.

Move up to full distance.

Stay in place, change the way it is facing or

rotate the vehicle’s turret.

I Attempt to run down enemy vehicles, heavy

weapons, infantry, or structures.

I Transport Vehicles can carry up to one squad of

infantry inside of them.

I Fighting Vehicles can carryr up to sin infantry

figures on top of them.

FIRING

In addition to the previous actions, vehicles can fire

during the turn at the following times:

I Once when active, if loaded.

I Each time called upon by the Vehicle Crisis Test,

if loaded.

MOVEMENT

There are two types ofvehicle movement, voluntary,

when the vehicle is active, and involuntary when caused

by a Reaction Test.

VOL[WTARYMOWMENT

‘When active, a vehicle may move up to its maairmm'r

speed as specified on the appropriate Vehicle List.

I The distance listed before the slash is for road

movement while the distance listed after the

slash is for cross-country movement.

FASTMOVF

If desired the Driver of the vehicle can attempt to move

faster than its maaimmn speed. Here’s how we do it:

I Roll 2dfi versus the Rep of the Driver and

consult the Vehicle Fast Move Test.

I Go down the left-hand colunm to the number of

d6 passed and across to see the results.

I Immediately carry out the results.

2 VEHICLE Fasr MovE TEsr

Halter: vs. Rep)

#‘DICE

RISE-FED

'2 Vehicle successfully moves straight ahead

1.5 1 its maximum speed and counts as

Fast Move.

1 Vehicle successfully moves straight ahead

1.25 :3: its maximum speed and cormts as

Fast Move.

0 Vehicle moves normal move and stops.

The transmission is damaged and the

vehicle will now only move at “2 its

normal movement distance and may no

longer attempt to Fast Move.
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STOPPING

Active vehicles mayr heir during their movement. This is

important as o vehicle connoifire its Moin Gun ifrims-ling.

Ifthe vehicle has movement left it may move again

during the turm after halting, but will lose 4” of

movement for each half.

Eronmie

—

An M4 Shernron with I2 inches ofnioi-renient.

moves 4' inchesforward and stops iofire. Itfires and

decides to resrnne movement. This would reduce its

remaining movement in 4' inches so the M4 Sherman

conic! move another 4 inches.

REVERSINGDIRECTION

Anytime a vehicle wishes to move in reverse, it may do so

at up to 18 its remaining cross—country speed. The

vehicle must have come to a hoh.‘ prior to moving in

reverse.

TUMNG

A vehicle may make as many turns as desired when

active as long as each turn is less than SKI-degrees and the

vehicle has moved forward half its body length between

turns.

However: if the vehicle is moving at over V: speed and

makes a turn of 45 degrees or tighter the Driver must take

the Lose Control Test (page 47). Here’s how we do it:

I Roll Zdfi versus the Rep ofthe Driver. determine

how many do are passedF and consult the Lose

Control Test.

I Go down the left-hand column to the appropriate

row and across for the results.

I Immediately carry out the results.

2 Lose CoN'rnoL TEST

Hoken vs. Rep)

#IDICIE'

R—LSZSEB

'2 Vehicle continues on with no problem.

1 Vehicle slides over one body width

outward from the direction of the turn

when starting the turn and continues on. If

it runs into something, immediately take

the Run Over Test.

0 Vehicle slides over one body width

outward from the direction of the turn

when starting the turn.

I Wheeled vehicles will rollover

and become unusable.

I Tracked vehicles will throw a

track and become immobile.

Crew members must take the Recover Test

from Damage.

Tome ONA "Dram

"

There will be times when the tanker will want to turn in

place and proceed in another direction. Here’s how we do

it:

I The tank must have come to a hoii prior to

turning on the spot.

I The tank may turn on the spot up to 180 degrees.

Making this turn uses up all its remaining

available movement.

I To turn. the vehicle will pivot around on one

track so it will be located facing the opposite

direction next to its original location after

making the 180 degree turn.

SameINPLACE

Vehicles listed below can spin in piece. The vehicle

remains in the same spot but spins 180 degrees (or less)

while halted. Making this spin uses up all its remaining

available movement. Vehicles that can spin in place are:

lid-18 Hellcat.

Cromwell.

Comet.

Panther.

Tiger I.

Tiger II.

The Tiger II Driver must take the Pivot Test when

attempting to spin in pioce. Here’s how we do it:
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Roll ldfi, determine how many d6 were passed

and consult the Pivot Test.

Go down the left-hand colunm to the appropriate

row and immediately carry out the results.

Prvor TEST

(Token vs. Rep)

#BICZE

BLESLED

The vehicle pivots successfully.

The vehicle pivots but breaks a track and

is immobilized.

RUNNING OVER & THROUGH

Armored vehicles may run over or through things such as

field and anti-tank guns machineguns or other infantry

heavy weapons, buildings: trees, non-armored vehicles,

etc. Here’s how we do it:

Be sure the vehicle has enough movement to run

over or completely through the target.

Move the vehicle into contact with the target.

Start with the Driver Rep.

Modify the Rep by any applicable

Circumstances.

Roll 2dfi versus the modified Rep! determine

how many d6 are passed, and consult the Run

Over Table.

Go down the left-hand column to the appropriate

row and across for the results.

Immediately carry out the results.

2 RUN OVER Tesr

(Taken vs. Rep)

CIRCT51153 ELTCE JIGDIFIER

Each point ofArmor Rating of the
Vehicle.

+1

Each point ofDefensive Value ofthe Target. -1

#BICE

R—LS‘

SE1}

Vehicle obliterates Target and continues

on.

Vehicle gets hung lip on Target and stops.

Can continue on when next active.

Vehicle moves 1'“ into the object and gets

stuck. Must reverse out when nest active.

Exuuufle —A Rep .5 Dru-er wents to run through a nu”.

He starts wtth 5for Rep, adds 3for the Vehtete AR and

subtracts 5for the DVofthe Target. for o modified Rep of

3. He rotts 2dr? and scores a 1' and 2, passes Betti bud

bursts through the nu”.

Note that nmning through a building will result in a

breech equal in size to the tank’s width and height plus 1”

per side.

DRIVER DISABLED

If the Driver of a moving vehicle becomes disabled the

vehicle will continue on its current path for 2d6 inches

and then come to a halt.

If it hits something prior to halting treat it as ifpassing

ldfi on the Run Ever Table.

INVOL[MARYMOVEMENT

Vehicles may be forced to perform involuntary actions

and movement as a result of a. Vehicle Crisis Test. The

possible involuntary actions and moves are as follows.

DUCKBACK

—

The vehicle is seeking cover and safety.

Here’s how we do it:

I The vehicle moves to the nearest cover or

concealment within 12”. This can be in any

directiom even forward.

I Ifno cover or concealment is available within

12'“ then the vehicle will move as far as possible

away from the threat, ending its activation if it

was active.

I It may not fire until active or caused to fire by a

subsequent Reaction Test.

I Vehicles ducking back into cover carmot see or

be seen by the cause of the test but those that do

not reach cover can.

HEWDGWN— Vehicles hunkering down seek cover,

safety and do not want to fight. Here’s how we do it:

I The vehicle remains in cover or heads for cover

as if ducking back.

I Vehicle hull down or in cover will button up.

I Vehicle in concealment will pullback imtil

completely out of sight of enemy that caused the

Hunker Down reaction.

I Vehicle remains in place not doing anything

until passing a. Recover Test from Hunker Down.

I If a second Hunker Down is scored at any time

during the fight this becomes a Leave the

Battlefield result.

Lil-1m THEBATTLEFIELD

-

Move to the nearest table

edge at Fast Move and continue until exit the table.
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RETURN FIRE – Fire at the cause of the test. 

MOVING WHEN NOT ACTIVE 
If the vehicle is not active it may still move. Here’s how 
we do it: 

 If the vehicle was moving when previously 
active and does not activate when its side does, it 
will still move on its side’s turn, moving last.  

 The vehicle will continue in the same direction 
and the same speed it was moving during its last 
activation.   

 Vehicles on a road will follow the road.  
 Vehicles cannot stop moving unless required to 

by a Reaction Test.   
 Vehicles will move if forced to by a Vehicle 

Reaction Test. 
 If required to or allowed to fire due to a Reaction 

Test it will stop to fire.  After halting it will 
remain halted until activated or required to move 
by another Reaction Test. 

 

STOP! 
Take one of the vehicles that you outfitted in the last Stop 
box. What is its Road Speed? Remember that you must 
start and finish your movement on a road to qualify for 
the speed. 

The Driver takes the Fast Move Test. How far can you 
move if you pass 1d6? Pass 0d6? 

Try to Run Over a DV 3 obstacle.  

When you are moving over half speed and try a 45 degree 
or tighter turn the Driver must take the Lose Control Test. 

How is Hunker Down different than Duck Back? 

VEHICLE REACTIONS 
Vehicles have their own set of Reaction Tests but 
crewmembers take Reaction Tests like infantry.  Now 
let’s look at each Vehicle Reaction Test in more detail. 

 

VEHICLE IN SIGHT  
The Vehicle In Sight Test is a Reaction Test taken 
differently than the others.  First let's explain the 
difference between being In Sight and Out of Sight. 

IN SIGHT OR OUT OF SIGHT 
Vehicles are always in sight or out of sight  

A vehicle is in sight when: 

 An enemy figure can trace a Line of Sight (page 
25) to that vehicle, from figure to vehicle. This 
still applies even if that vehicle is in cover or 
concealed or both.  

A vehicle is out of sight when:  

 It cannot be seen because of intervening terrain. 
Vehicles in Duck Back or Hunker Down behind 
cover also fall into this category.    

 It cannot be seen due to weather or light 
restrictions such as being too far away to see the 
enemy at night. 

 It cannot be seen due to any other vehicle in the 
way. 

TRIGGERING AN IN SIGHT TEST 
Here's how an In Sight Test is triggered: 

 Whenever a group has an opposing group enter 
into its Line of Sight or LOS, and the opposing 
group was not seen previously during this 
activation phase, the In Sight Test has been 
triggered.  

 The In Sight Test is triggered as soon as any 
vehicle in a moving group comes into sight.  

 Once the test is triggered the triggering group is 
allowed to move all of its vehicles (whether they 
triggered the In Sight or not) up to two additional 
inches. This movement could result in the 
vehicle going out of sight. 
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RETURNFIRE— Fire
at the cause of the test.

MOVING
WHENNOTACTIVE

If the vehicle is not active it may still move. Here’s how

we do it:

o
If the vehicle was moving when previously

active and does not activate when its side does, it

will still move
on its side’s turn, moving last.

0 The vehicle will continue
in the same direction

and the same speed it was moving during its last

activation.

0 Vehicles on a road will follow the road.

0 Vehicles cannot stop moving unless required to

by a Reaction Test.

0 Vehicles will move if forced to by a Vehicle

Reaction
Test.

0
If required to or allowed to fire due to a Reaction

Test it will stop to fire.
After halting it will

remain
halted until activated or required to move

by another Reaction Test.

STOP!

Take one of the vehicles that you outfitted in the last Stop

box. What is its Road Speed? Remember that you must

start and finish your movement on a road to qualify for

the speed.

The Driver
takes the Fast Move Test. How far can you

move if you pass 1d6? Pass Od6?

Try
to Run Over a DV 3 obstacle.

When you are moving over half speed and try a 45 degree

or tighter
turn the Driver must take the Lose Control Test.

How is Hunker Down different
than Duck Back?

VEHICLE
REACTIONS

Vehicles have their own set of Reaction Tests but

crewmembers take Reaction Tests like infantry. Now

let’s look at each Vehicle Reaction Test in more detail.

VEHICLE
INSIGHT

The Vehicle In
Sight Test is a Reaction Test taken

differently than
the others. First let's explain the

difference between being In Sight and Out of Sight.

INSIGHT 0R 0UT 0FSIGHT

Vehicles are always in sight or out of sight

A vehicle is in sight
when:

0 An enemy figure
can trace a Line ofSight (page

25) to that vehicle, from figure to vehicle.
This

still
applies even if that vehicle is in cover or

concealed or both.

A vehicle is out of sight when:

0 It cannot be seen because of intervening terrain.

Vehicles in Duck
Back or Hunker Down behind

cover also fall into this category.

0 It cannot be seen due to weather or light

restrictions such as being too far away to see the

enemy at night.

0 It cannot be seen due to any other vehicle in the

way.

TRIGGERINGANINSIGHT TEST

Here's how
an In Sight Test is triggered:

0 Whenever a group has an opposing group enter

into its Line
of Sight or LOS, and the opposing

group was not seen previously during
this

activation phase, the In Sight Test has been

triggered.

o The In Sight Test
is triggered as soon as any

vehicle
in a moving group comes into sight.

0 Once the test is triggered the triggering
group is

allowed to move all of its vehicles (whether they

triggered the In Sight or not) up to two additional

inches.
This movement could result in the

vehicle going out of sight.
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TAKHVG THE INSIGHT TEST

After the triggering group has moved up to two additional

inches OH vetIictes in sight of an enemy or having the

enemy in sight will take the test. Here's how we do it:

I The Leader of each group takes the In Sight for

the whole group. This is the highest ranking

leader in the group that has LOS, qualifying for

the In Sight.

Each TC starts withl d6 per level of their Rep.

Consult the In Sight Table.

Modify the number of do each Leader rolls, by

any applicable Circumstance or Attribute.

I There is no maximum number of do that can be

rolled.

I There is no minimum number ofd6 that can be

rolled and there
may be

times when the Leader

reaches Odfi.

I The TCs roll their modified d6 total looking for

successes, a score of 1, 2 or 3.

I Place a d6 with the number of successes scored,

facing up, next to each vehicle in the group

involved in the test. This is for ease ofplay.

When each vehicle has resolved its action,

remove the d6.

I Only one side can win the In Sight Test. The side

with the higher number of successes has won the

In Sight.

I Ifthe number of successes is equal, re-take the

test.

REP VEHICLE IN SIGHT

{Lookingfor successes)

A TIME[TE

Quick Reflexes

+1
d6

Slow to React -ldfi

Steeli Eies

+1
d6

Active

—

Vehicle is active and moved. -ld6

flattened Up

—

vehicle is buttoned up. -ld6

Concealed

-

Enemy is concealed. -ld6

Hacking Beck

—

1Vehicle is Bucking Back.

(I)

Bunker-ed Down

—

Vehicle is Hunkered

(1]

Down.

Leave the Battlefield

-

Vehicle is Leaving the

(1]

Battlefield.

(1) Vehicle cannotfire and will complete its reaction instead.

MIXED INSIGHTS

There may come a time when a vehicle and infantry must

take the In Sight Test. Here’s how we do it;

I Be sure that each side takes their own

appropriate In Sight Test.

I Otherwise the In Sight is resolved normally with

the side scoring the greater number of successes,

a score of l, 2 or 3, winning the In Sight.

RESOLWNGINSIGHTACTIONS

The group winning the In Sight will now act, from highest

Rep to lowest. Here”s how we do it:

I Fire.

I If cannot fire, will Duck Back.

ADDING TO ONGOINGINSIGHTS

There may be a time where a vehicle that was not

involved in an In Sight, suddenly becomes involved in it.

This triggers a new In Sight.

COMPLETED INSIGHTS

Once of! vehicles have taken the In Sight Test have

completed or forfeited their actions, appropriate Reaction

Tests are taken and the active side continues its part of the

turn.

STOP!

Take the two vehicles that you previously outfitted and

place them on the table, out of sight of each other.

Roll for activation. Did you roll “7“ or doubles? Which

crewmember Rep is used fDI' Activation purposes?

Move the active vehicle into sight of the other. Take the

In Sight and resolve the action.
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VEHICLE CRISIS TEST 
The second Reaction Test is the Vehicle Crisis Test. 
There are two reasons to take the test. They are: 

 The vehicle is Fired On and missed or hit but did 
not take any damage.       

 The vehicle is within 4” and LOS of a friendly 
vehicle is destroyed, called Brewed Up. 

HOW TO TAKE A CRISIS TEST 
Here's how a Vehicle Crisis Test is taken. 

 Determine what is causing the test; Fired On, 
Brewed Up or both. If more than one cause, you 
still take one test but apply the worst result. 

 Determine which vehicle in the group must take 
the test. Note that there will be times when some 
vehicles will take the test and others will not. 

 Roll 2d6 for the group taking the test. 
 Determine how many d6 were passed based on 

the individual Rep of each Tank Commander 
taking the test. This may result in vehicles in the 
same group behaving in different ways. 

 

RECOVER TEST 
The third Reaction Test is the Vehicle Recover Test. 
There is only one reason to take the test.  

 The vehicle is Hunkered Down and trying to 
Carry On.   

HOW TO TAKE A RECOVER TEST 
Here's how a Vehicle Recover Test is taken. 

 Roll 2d6 for the vehicle taking the test, not the 
group. 

 Roll any applicable Leader Die.  
 Determine how many d6 were passed based on 

the Rep of the Tank Commander taking the test.   

MULTIPLE RESULTS 
There may be times when a vehicle qualifies for more 
than one Reaction Test and scores more than one result, 
sometimes conflicting. Here’s how we do it: 

 One set of d6 are rolled. 
 Apply the results to each cause of the test. 
 Take the worst result.  

See the Vehicle Status and Actions section for more 
details. 

COMPLETING REACTIONS 
There may be times when a vehicle is carrying out a 
Reaction Test and may be forced to take another test prior 
to completion of the first. When called for the vehicle 
immediately takes the second Reaction Test, cannot score 
better than the first result, but can score worse. 

 

STATUS AND ACTIONS 
The Reaction Tests can change the status of a vehicle or 
force it to act in a certain way. Here we will explain the 
terms found on the Reaction Tests. 

CARRY ON – The vehicle is in good order and can act and 
react as desired. A vehicle is considered to be carrying on 
if it is not doing any of the following. 

 Ducked Back. 
 Hunkered Down. 
 Leaving the Battlefield. 

 
DUCK BACK – The vehicle is seeking cover and safety. 
Here’s how we do it: 

 The vehicle moves to the nearest cover or 
concealment within 12”. This can be in any 
direction, even forward.   

 If no cover or concealment is available within 
12” then the vehicle will move as far as possible 
away from the threat, ending its activation if it 
was active.   

 It may not fire until active or caused to fire by a 
subsequent Reaction Test.  

 Vehicles ducking back into cover cannot see or 
be seen by the cause of the test but those that do 
not reach cover can. 

HUNKER DOWN – Vehicles hunkering down seek cover, 
safety and do not want to fight. Here’s how we do it: 

 The vehicle remains in cover or heads for cover 
as if ducking back.  

 Vehicle hull down or in cover will button up. 
 Vehicle in concealment will pull back until 

completely out of sight of enemy that caused the 
Hunker Down reaction.   

 Vehicle remains in place not doing anything 
until passing a Recover Test from Hunker Down. 

 If a second Hunker Down is scored at any time 
during the fight this becomes a Leave the 
Battlefield result. 
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VEHICLE CRISIS TEST

The second Reaction Test is the Vehicle Crisis Test.

There are two reasons to take the test. They are:

0 The vehicle is Fired
On and missed or hit but did

not take any damage.

0 The vehicle is within 4” and LOS of a friendly

vehicle is destroyed, called Brewed Up.

H0W T0 TAKEA CRISIS TEST

Here's how a Vehicle Crisis Test is taken.

0 Determine what is causing the test; Fired On,

Brewed Up or both. If more than one cause, you

still take one test but apply the worst result.

0 Determine which
vehicle in the group must take

the test. Note that there will be times when some

vehicles will take the test and others will not.

0 Roll 2d6 for the
group taking the test.

0 Determine
how many d6 were passed based on

the individual Rep of each Tank Commander

taking the test. This may result in vehicles in the

same group behaving in different ways.

REC0
VER

TEST

The third Reaction
Test is the Vehicle Recover Test.

There is only
one reason to take the test.

0 The vehicle
is Hunkered Down and trying to

Carry On.

HOW T0 TAKEA RECOVER TEST

Here's how a Vehicle Recover Test is taken.

0 Roll
2d6 for the vehicle taking the test, not the

group.

0 Roll any applicable
Leader Die.

0 Determine
how many d6 were passed based on

the Rep
of the Tank Commander taking the test.

MULTIPLE RES
UL

TS

There may be times when a vehicle qualifies for more

than one Reaction Test and scores more than one result,

sometimes conflicting. Here’s how we do it:

0 One set of d6 are rolled.

0 Apply
the results to each cause of the test.

0 Take
the worst result.

See the Vehicle Status and Actions section for more

details.

COMPLETING REACTIONS

There
may be times when a vehicle is carrying out a

Reaction Test and may be forced to take another test prior

to completion of the first. When called for the vehicle

immediately takes the second Reaction Test, cannot score

better than the first result, but can score worse.

STA
TUS AND ACTIONS

The Reaction Tests can change the status of a vehicle or

force it to act in a certain way. Here we will explain
the

terms found on the Reaction Tests.

CARRY 0N

—

The
vehicle is in good order and can act and

react as desired. A vehicle is considered to be carrying on

if it is not doing any of the following.

o
Ducked Back.

0 Hunkered
Down.

0 Leaving
the Battlefield.

DUCKBACK

—

The vehicle
is seeking cover and safety.

Here’s
how we do it:

o
The vehicle moves to the nearest cover or

concealment within
12”. This can be in any

direction, even forward.

0 If no cover or concealment is available within

12” then the vehicle
will move as far as possible

away from the threat, ending its activation
if it

was active.

0 It may
not fire until active or caused to fire by a

subsequent Reaction Test.

0 Vehicles ducking back into cover cannot see or

be seen by the cause of the test but those that do

not reach cover can.

HUNKER
DOWN

—

Vehicles hunkering down seek cover,

safety and do not want to fight. Here’s how we do it:

o The vehicle remains
in cover or heads for cover

as if ducking back.

0 Vehicle
hull down or in cover will button up.

0 Vehicle in concealment
will pull back until

completely out of sight of enemy that caused the

Hunker Down
reaction.

0 Vehicle remains
in place not doing anything

until passing a Recover Test from Hunker
Down.

0
If a second Hunker Down is scored at any time

during the
fight this becomes a Leave the

Battlefield
result.

© 2014 ED TEIXEIRA

—

TWO HOUR WARGAMES
5/31/2014

51



NUTS!

-

FINAL VERSION

Learn THEBaTILEFIELD

-

Move to the nearest table

edge
at Fast

Move
and

continue until exit the table.

2 VEHICLE RANGED Costner

(Tflkfifl versus Rep)

STOP!

You take the Vehicle Crisis Test when you have been

Fired On and when you see a friendly vehicle Brew Up

(destroyed).

One set ofd6 are rolled for the group with the results

applied to each individual Tank Commander. The Platoon

Leader is allowed to use Leader Die ifpart ofthe group.

The Vehicle Recover Test is taken when the vehicle is

Hunkered Down and trying to Carry On.

CE?(I51153 ELTC‘E :11"DEMR

Firing at a target over 48" away -1

# D6

R4.S‘.S‘ED

2 TARGETHII‘

I Iftarget huff don-“II then hit turret.

Otherwise go to Penetration Table

counting as hitting hull.

SHOOTING

Vehicles can fire their main gun or mochinegnns. if they

are so armed. Use the previously learned shooting rules

and the Ranged Combat Table when firing machineguns.

For firing the main 31m, continue on.

LINE OFSIGHT

l TARGETflflSSED IF:

I Fast Moving.

I Low Silhouette (LS) vehicle.

TARGETHITIFATZIS

"

GR LEE:

I Iftarget is a Vehicle roll ldfi.

o 1

-

2

=

Hit Wet.

or 3

-

6=Hithull. Iftarget

ha” O'O1m colmts as miss

instead.

I Iftarget is a Building roll M6.

0 1

-

4

=

Hit 2‘." below target.

0 5

=

Hit 2” left of location.

0 6

=

Hit 2" right of location.

All LOS rules (page 25) apply to vehicles.

FIRING THE MAIN GUN

ll TARGETMSED.‘

I Target takes Vehicle Crisis Test.

Here's how vehicles fire at other vehicles and buildings.

I The vehicle must be halted iffiring the Main

Gun.

Declare which vehicle is firing.

Declare the target.

Roll 2dfi versus the Rep ofthe Gunner.

Modify the Rep if circumstances apply.

Determine how many d6 are passed.

Consult the Vehicle Ranged Combat Table and

immediately carry out the results.

TARGETING VEHICLE FACINGS

Once you have an LOS and can fire you must determine

where on the vehicle the shot will hit. This is important

for both the hull and the turret. Here’s how we do it:

I Use the following pictures to determine in which

area the shooter is located in relation to the

vehicle target.

5

Hullfacings.
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Turretfoeings.

I Next use the Hit Location Table to determine

which Armor Rating to use.

X VEHICLE Hrr Locarrow

(Based on the ore occupied by the shooter)

l

2

3

4

5

6

'l

8

PENETRATING DAM-4GB

Dnce a hit has been scored on a. vehicle or building we

must see if any damage occurred. Did the round

penetrate? Here”s how we do it:

I Start with the Armor Piercing Rating (APR) of

the firing weapon.

I Subtract the Armor Rating or Defensive Value of

the target.

I Modify the Target Number by any applicable

Circtunstances.

The difl'erence is the Target Number.

I Roll 2d6 versus the Target Number: determine

how many d6 are passed and consult the

Penetration Table.

I Go down the left-hand column to the appropriate

row and across for the result.

I Immediately carry out the result.

2 PENETRATIGN

(Token vs. Torget Number)

CTRCT-TILS‘TZLWTF JIGBEIER TD AR

If the turret was hit.

+1

it D 6

R-LSZSLED

'2 Vehicle explodes and all inside or on are

Obviously Dead.

Building area under fire collapses and all

inside are obviously dead.

1 Round disables vehicle and each crewmember

must take the Recover Test. Crew will bail

fi'om the vehicle when next active.

Building area under fire collapses and all

inside must take the Recover Test. Occupants

will exit building area when next active.

0 Round does not penetrate. Vehicle takes

Vehicle Crisis Test.

Occupants ofbuilding area take Crisis Test.

Esonuale

—

The TC (Rep 5) ofPonther 512 spots or T

—

34f8j us it rounds o corner. He tohes the Vehicle In Sight

Test andposses 21:16 so eonfire.

The Gunner (Rep 4} rolls 2't 1-!ersus his Rep. He seores o

l and 2for o result ofposs 2J6 and scores it hit on the

hull.

The APR ofthe Panther ’s main gun is o id while the T

—

3431?
Front

Armor Rating is 9. The dirflerenee
is

5.

The Genuon plot-”er rolls 2th? and scores o I end 6 and

posses ldd. The vehicle is disabled and eoch ereuwreurher

tohes o Recover Test and those crew members who eon

bail out will do so when nest omit-Fe.

OVERHLL

There will be times when the main gun is so powerfill that

it simply goes right through the target instead of

exploding inside. This is called over-hill. Here’s how we

do it:

I ‘When penetrating a target by scoring a result of

pass Edfi. and either 5, 5 or 6, 6 is rolled, this

means the round went right through the vehicle.

I Roll ldfi per crewmember with highest score

being hit and killed.

I If the same number is rolled for more than one

crewmember, those crewmen are killed.

Q 2014 ED TEEERA

—

TWO HOUR WARGALIES 531E014

53



NUTS!

-

FINAL VERSION

I Otherwise the vehicle is unaffected and may

carry on less the crewmember and immediately

takes the Vehicle Crisis Test.

LOADING

Eranmle

—

A Gennan Panther with a main gun APR ofl 4

hits a T-34t?6 with an AR of8. The German plat-"er rolls

2d6 on the Penetration Table versus the APR minus the

AR t-rolue of ‘6

’

and scores a Poss 2dt5 result of5 and 5.

Due to the Overkill rule, the roundpasses through the

tank onlv hilling creuwrenrhers, whoever rolls the highest

do. Ifthe rollsfor the It cre1wnenihers are l, 4, 4, 6 then

crewineniher ”t5

”

dies. ifthe results are l, 4, 5, 5 the two

crewinenihers die—the ones with the 5 results.

Immediately after firing the main gun it must be reloaded.

Here’s how we do it:

Roll Zdfi versus the Rep of the Loader.

Determine how many d6 are passed and consult

the Loading Test.

I Go doum the left-hand colunm to the

appropriate row then across to see the result.

I Immediately carry out the result.

UNDERGUIWED

When a vehicle is confronted by an enemy vehicle that its

weapon cannot penetrate it is said to be Undeigunned.

This must be determined on a case by case basis as it

occurs.

Undergunned vehicles hat-re the option ofusing the Hands

ofFate shot. There is a chance (i

—

2) that on

Undeigunned non—plaver vehicle will use the Hands of

Fate shot ifgiven the opportunity.

HANDS 0FFATE SHOT

2 Loanmo TEST

Holman vs. Rep)

it I) 6

34-51931}

3 All guns loaded and can fire in reaction or

when next active.

1 Deployed Anti-Tank Gun can fire in reaction

or when next active.

Vehicles can fire when next active.

An Undergmmed vehicle can use the Hands ofFate shot.

Here's how it is done:

Declare which vehicle is firing.

Declare the target vehicle.

Roll Zdfi.

Ifdouble ones or "snake eyes" are rolled the

Hands ofFate shot has been successful. Roll on

the Penetration Table versus a Target Number of

1.

I Any other result rolled causes the target vehicle

to take a Vehicle Crisis Test.

O Deployed Anti-Tank Gun can fire when next

active.

Vehicles remain unloaded and can try to

reload again when nest active.

Esanqe —A Psfiv H’Hhas lost its Loader due to an

ot-Perhill shot. The tank is not active so cannot reload. The

nest tutu ofActivation the TC moves to the Loader

position and rolls on the Loading Test to see if the round

will be reloaded. This means the TC cannot spot or issue

orders to the gunner or driver this octir-ration.

TW0 LOADERS

Some guns require two Reload Tests to be passed before

firing. Here’s how we do it:

I ‘When two Loaders take the test always cormt the

worse result.

I ‘When only one Loader is available he must take

and pass two reload tests. However, he can only

take one test per turn of activation.
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Example 1 – Two Loaders take the Reload Test. The first 
passes 2d6 but the other passes 1d6. The 1d6 result is 
counted. 

Example 2 - Only one Loader is available to reload the 
gun. The Gunner fires and the Loader will immediately 
take the Reload Test. He passes 2d6 but must wait until 
the next time he is active to take the test again. 

 

HE ROUNDS 
Unless the player specifies differently, the gun is assumed 
to be loaded with AP. 

Note that not every gun is capable of firing High 
Explosives (HE) rounds. Those that can are noted on the 
Vehicle Lists with a number in the HE column.  

Some weapons don’t have HE and may only fire AP 
which will be fired at a single personnel target with no 
blast effects circle.  An example is the Pak 28/20 gun. 

But whether a hit is scored or not the target will take an 
appropriate Crisis Test. 

HITTING A VEHICLE WITH HE 
Should a gunner score a hit on an armored vehicle while 
firing HE rounds he will use a different APR. Here’s how 
we do it: 

 70mm or under guns have an APR of 2. 
 71mm – 106mm guns have an APR of 3. 
 107mm or larger guns have an APR of 4.  

HE VERSUS PERSONNEL  
All vehicle main guns, anti-tank guns, infantry guns, and 
artillery pieces firing HE rounds directly at a target, use a 
blast circle. Here’s how we do it: 

 The first number in the HE column is the blast 
circle in inches to be used when firing HE 
rounds. 

 The second number after the slash is the Impact 
of the round.  

 Nominate a spot in range for the HE round to 
land. 

 Fire normally, using the Vehicle Ranged Combat 
Table. 

 If a hit is scored, place the center of the blast 
circle on the nominated spot. 

 All within the blast circle are at risk as described 
elsewhere (page 29). 

 

STOP! 
Take the two vehicles you previously outfitted and place 
them on the table, out of sight of each other. 

Roll for Activation (TC) and move (Driver) the active 
vehicle into sight. 

Both sides take the In Sight Test (TC). Have the winner 
fire (Gunner). Which table do you use? 

Remember to consult the vehicle facing pictures to see 
which facing is hit, based on the area occupied by the 
shooter. 

Immediately try to reload (Loader). 

Subtract the AR of the target from the APR of the shooter. 
Roll 2d6 versus the difference, called Target Number, and 
check for Penetration and damage. 

If no damage was taken have the target take the Vehicle 
Crisis Test. Can he return fire?  

What is Overkill? Undergunned? Hands of Fate? 

 

ANTI-TANK GUNS 
Typically towed anti-tank guns have more crewmembers 
and have better loading conditions than those inside 
vehicles. Because of this you will notice that an anti-tank 
gun will be able to reload faster than a vehicle. Here’s 
how we do it: 

 Fully armored self-propelled (SP) anti-tank guns 
(SU-122, Hetzer, etc.) count as vehicles on the 
Loading Table. 

 Open topped self-propelled (SP) anti-tank guns 
(SU-76, M-10 GMC, etc.) count as anti-tank 
guns on the Loading Table. 

SETTING UP ANTI-TANK GUNS 
It takes time to set up an anti-tank gun so they can move 
or fire when active. 
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Example 1

—

Two Loaders take the Reload Test. Thefirst

passes 2d6 but the otherpasses 1d6. The 1d6 result is

counted.

Example 2

-

Only one Loader is available to reload the

gun. The Gunnerfires and the Loader will immediately

take the Reload Test. Hepasses 2d6 but must wait until

the next time he is active to take the test again.

HE R
oUNDS

Unless the player specifies difi’erently, the gun is assumed

to be loaded with AP.

Note that not every gun is capable
of firing High

Explosives
(HE) rounds. Those that can are noted on the

Vehicle Lists with a number in the
HE column.

Some weapons don’t have HE
and may only fire AP

which will
be fired at a single personnel target with no

blast effects circle. An example is the Pak 28/20 gun.

But whether a hit is scored or not the target will take an

appropriate
Crisis Test.

HITTINGA VEHICLE WITHHE

Should a gunner score a hit on an armored vehicle
while

firing HE rounds he will use a different
APR. Here’s how

we do it:

0 70mm or under guns have
an APR of 2.

0 71mm

—

106mm guns have
an APR of 3.

0 107mm or larger guns have an APR of 4.

HE VERSUS PERSONNEL

All vehicle main guns, anti-tank guns,
infantry guns, and

artillery pieces firing
HE rounds directly at a target, use a

blast circle. Here’s how we do it:

o The first number in
the HE column is the blast

circle in inches to be used
when firing HE

rounds.

o
The second number after the slash is the Impact

of
the round.

0
Nominate a spot in range for the HE round to

land.

0 Fire normally, using the
Vehicle Ranged Combat

Table.

0 If
a hit is scored, place the center of the blast

circle on
the nominated spot.

0 All within the blast
circle are at risk as described

elsewhere (page 29).

STOP!

Take the two vehicles you previously outfitted and place

them on the table, out of sight of each other.

Roll for Activation
(TC) and move (Driver) the active

vehicle into sight.

Both sides take the In Sight Test (TC). Have the winner

fire (Gunner).
Which table do you use?

Remember to consult the vehicle facing pictures to see

which facing
is hit, based on the area occupied by the

shooter.

Immediately
try to reload (Loader).

Subtract the AR of the target from the APR of the shooter.

Roll 2d6 versus the difference, called Target Number, and

check for
Penetration and damage.

If no damage was taken have the target take the Vehicle

Crisis Test. Can he return fire?

What is Overkill? Undergunned? Hands of Fate?

ANTI-TANK GUNS

Typically towed anti-tank guns have more crewmembers

and have better loading conditions than those inside

vehicles. Because of this you will notice that an anti-tank

gun will be able to reload faster than a vehicle. Here’s

how we do it:

0 Fully armored self-propelled
(SP) anti-tank guns

(SU-122, Hetzer, etc.) count as vehicles on the

Loading
Table.

0 Open topped self-propelled (SP) anti-tank
guns

(SU-76, M-lO GMC, etc.) count as anti-tank

guns on the Loading Table.

SETTING UPANTI-TANK GUNS

It takes time to set up an anti-tank gun so they can move

or fire
when active.
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ANTI-TANK WEAPONS

Anti-tank guns and infantry guns (light field artillery)

firing at tanks use the procedure that tanks use when

firing their main gun. Anti-tank weapons such as the

Bazooka, PIATfi and the PanzerschrecktPanzerfaust

family of weaponsi are handled a bit differently. Here’s

how we do it:

Be sure to have a LOS to the target.

Roll Zdfi versus the Rep ofthe shooter and

determine how many d6 are passed.

I Consult the Infantry Anti-Tank Ranged Combat

Table.

I Go down the left-hand column to the appropriate

row and across to see the results.

I Immediately carry out the results.

2 INFANTRY ANTI-TANK RANGER CGMBAT

(Taken versus Rep)

CTHC'f51131143i JTUDIFIFR TU REP

Firing at up to half range. -1

Firing at over halfrange. -2

# D 6

Russo

2 TARGETHTT.‘

I Go to Penetration Table counting as

hitting hull.

l ERGETMIJREED IF:

I Fast Moving.

I Low Silhouette (LS) vehicle.

DIHERWTEETARGETHH?

I Rollldfi.

o 1-2=Hittln'ret.

o 3-6=I-Iithull.

0 TARGETMSSED.‘

I Target takes Vehicle Crisis Test.

Esanuile —A US Bazooka team isfiring at a Panther as it

rolls hv, after taking a successfiil In Sight Reaction Test.

The shooter is located in the sidefacingr ofthe Panther

(Hit Location Tablepage

53)

and nominates the side hull

as the target and rolls 2J6 versus his Rep. He scores a I

anal 2for a result ofpass see and has scored a hit on the

side hull.

The APR ofthe Bazooka is a ? while the side armor ofthe

Panther is a 4'. The diflerence is a 3. The mplfl}-‘€F rolls

2J6 and scores a l and 5 or a result ofpassed told. The

vehicle is disabled anal each creu-wreniher must take the

Recover Test. Surviving crewnienihers will hail out or exit

the vehicle.

"HANDS orFATE

"’

FIRING

Note that infantry anti-tank weapons are allowed to use

the Hands ofFate rule as found on page 54.

A TTACKING VEHICLES

There are two ways to attack vehicles. The first is by

shooting at it with an anti-tank weapon and the second is

close assaulting it with infantry. Let‘s explain close

assault.

CLOSEASSAULT

Each infiintiy squad has one Satchel Charge or similar to

attack vehicles It’tlli.

An infantry figure may choose to attempt to Close Assault

enemy vehicles. W'hen close assaulting the character is

trying to disable or destroy the enemy vehicle. Here's how

we do it:

I The character must be active and have enough

movement to reach the target vehicle.

He must win In Sight Test.

Next he and the target vehicle roll Edd versus

their respective Reps.

I Modify the number of d6 rolled if any

Circumstances apply.

I Determine the number of d6 passed and consult

the Close Assault Table.

I Immediately carry out the results.
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2 (loss: ASSAULT

flatten versus Rep ofthe vehicle antiT character)

JIDDIFIER

+1

d6

CE?('1'.TITS'ILTCF

The target vehicle gains the modifier if

they have machineguns facing the

attacker.

The character gains the modifier ifhe is
+1

d6

attacking to the side of the target vehicle.

The character gains the modifier ifthey

+2d6

are attacking to the rear of the target

vehicle.

The character gains the modifier
ifhe

is
a

+1
d6

That:Kitten

#1)t5— I’THTCIE L'tTZ-L-VTR Ir

'

R—ifli‘ED

2+ more Vehicle prevents the Go to Close

than attack. Weapon Assault

opponent explodes while Resolution.

character has it.

lmore Vehicle fires Go to Close

than machineguns. Assault

opponent Character take a Crisis Resolution.

Test.

Same as Go to Close Assault Go to Close

opponent Resolution. Assault

Resolution.

CruseASSAor.rResoLUIIHN

When directed by the Close Assault Table the character

will carry out its attack. Here’s how we do it:

I The character has Satchel Charge (page 24),

Anti-Tank Grenade or similar.

I Start with the APR of the weapon used (if

Satchel Charge APR 5).

I Subtract the bottom AR of the vehicle (if

attacked floor the front or rear) or the side AR (if

attacked fi'om the side).

Roll 2dfi versus the difference.

Determine how many do are passed

Consult the Penetration Table.

Go down the left-hand column to the appropriate

row and across for the results.

I Immediately carry out the results.

Eranmte

—

Boris is active and moves to get a L03 to a

German Panther tank. Both take the In Sight Test and

Boris wins.

The Ctose Assautt Test is taken and Boris scores more

successes. He continues on to the tank.

The APR ofthe SHICht-Z’i Charge is .5. He is attaching heart

on so uses the hottotn AR ofthe Panther; 2. This nteans

the Target Ahunher is 3.

Boris rotts MEfor his attack and scores a 2 anaI 3,

passing 2d6. Looking on the Penetration Tahte we see

that the Panther is destroyed and aft ct'euwrenthers kitted.

ATTACKING SOFTSKINS

Unarmored vehicles have an AV of “-” and are handled

differem when fired on. Here’s how we do it:

I If fired on by a weapon with an APR use the

APR to determine damage to the vehicle.

I If fired on by a weapon with an Impact use the

Impact on the Penetration Table (page 53) to

determine damage to the vehicle. This includes

Soflskins in the blast circle of an I-IE shell or

grenade.

I A destroyed Softskin moves 135: its remaining

movement before rolling over and becoming

unusable.

I Crew and passengers of a destroyed Sofiskin

take a Recover Test from Damage, bailing out

from the vehicle when next active.

AFTER THE BATTLE

After the battle you must see what happened to your

vehicles. Those that left the battlefield will return with the

crew at one Rep lower. Those that were damaged may be

repaired. Here’s how we do it:

I If a vehicle was damaged and the crew forced to

bail out we must see if it can be repaired.

I Ifyou have left the field the vehicle falls

into enemy’s hands and is lost.

I Ifyou held the field or recovered the vehicle

there is a chance that it can be returned to

duty.

I Roll ldfi and consult the Vehicle Recovery Table

to see what happened.
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1 VEHICLE RECGVERY

The result is read as rolled.

Vehicle easily repaired and back in service ready

for next l'ission.

4 If frontal AR is 6 or less, the vehicle can be

repaired but misses next Ivlission.

If frontal AR is 7 or greater, can be repaired but

misses next three Mssions. The crew is

reassigned to a similar (1

-

4) vehicle or another

one of lesser value (5

-

6) rolled at random oil"

the appropriate Tank Availability Table.

5 Vehicle can be repaired but misses next three

Missions. The crew is reassigned to a similar (1

-

4) vehicle or another one of lesser value (5

-

6)

rolled at random off the appropriate Tank

Availability Table.

6 Vehicle irreparable. The crew is reassigned to a

similar (1

-

4) vehicle or another one of lesser

value (5

-

6) rolled at random 011' the appropriate

Tank Availability Table.

STOP!

Only weapons with an APR can fire at armored vehicles.

Infantry use the Infantry Anti-Tank Ranged Combat

Table.

Carry out a Close Assault.

I have a. Front AR 5 tank that was damaged (passed 1d6

on the Penetration Table). If I roll a 3 on the Vehicle

Recovery Table, what happens to it?

B
UILDINGS

We handle buildings in an abstract and simple way so as

not to slow down game play.

BUILDING SIZEAND AREA

Buildings come in different sizes with the larger ones

being composed of more than one area. Here’s how we do

it:

I Buildings that are roughly 6“ x 6”, when playing

with 28mm figures, are small and have one area.

I Buildings that are considerably bigger will have

multiple areas. You can tell this by looking at the

building and deciding the number of areas before

the hviission.

I Additional floors above the ground floor areas

will also count as additional areas.

ENTEREVGAAHJEXITING

Figures may enter or exit a building at a reduction of4”

through a window, 2” through a door.

Moving between floors takes one turn of activation or

reaction.

COVER 0R C0NCEALMENT

Buildings provide cover and concealment to those inside.

Unless specified as being at a window or door, figures

inside buildings cannot be seen.

BUILDINGDEFENSIVE VAL
was

Just like vehicles have Armor Ratings buildings have

Defensive Values (DV). The DV of a building is based

upon what materials it is made of.

I Wmnmm— Made ofwood or

lightweight materials with a DV of 1

I Smmmmsmorv— These have a DV of

2.

I Wmns0R RGHGH—‘Ihese areas have a [JV of

3.

I MSGMFBHILDEVGS— Brick type house or

structure with a DV of 3.

I CHNCREIE—Typical basement walls or stone

walled building with a DV of 4.

I MamHm

—

Earthen bunker

reinforced with sandbags or wood and with

overhead cover would be DV 5.
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 REINFORCED CONCRETE/STEEL STRUCTURE –
Major bunker such as the Atlantic Wall, 
Siegfried Line, with DV of 10 to 16.  

Players should agree to what types of buildings are being 
used before the Mission. 

FIRING AT BUILDINGS   
As noted on the Penetration Table found (page 53) a hit 
from a main gun can have a catastrophic effect on a 
building area. Here’s how we do it: 

 If an area that collapses has another area above it 
there is a chance (1 - 3) that it will collapse with 
the occupants underneath being Obviously Dead 
and those inside the upper collapsed area taking 
the Recover Test from Damage. 

 Otherwise the area remains in place with the 
occupants taking a Crisis Test.  

 In the event that all of the areas on one level of a 
building have collapsed, the collapsing of the last 
one of these will collapse those areas above.  

FIRING FROM BUILDINGS 
Figures inside a building can fire at targets outside. Here’s 
how we do it: 

 Up to two figures can fire from a door or 
window, counting as concealed and in cover. 

TERRAIN 
World War Two took place in many locales from the 
bombed out cities of Europe to the dense jungles of the 
Pacific. However, we have concentrated on the 
battlefields of Europe.  

Our Missions will specify what the terrain will look like 
but in general just populate the board with appropriate 
scenery.  

We recommend using whatever you already have. 

SETTING UP THE TABLE 
Now that you know all the rules it’s time to set up and 
play your first game. First start with a flat space at least 
3’x3’. 

GENERATING TERRAIN 
Unless previously determined by the scenario, players 
should use the following system to generate terrain for the 
battlefield. 

1 - Divide the table into nine roughly equal sections.  See 
the following illustration that shows the corresponding 
number for each section. In this case the board is square 
but you may be using a rectangle. It doesn’t matter just be 
sure and divide the table into nine equal sections. 

 
2 – Determine the overall terrain type of the battlefield. 
You can base this on the actual terrain that the forces 
historically fought over or simply roll 1d6.  

 1 - 3 = Clear. 

 4 = Urban. 

 5 = Wooded. 

 6 = Mountainous. 
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0 REINFORCED CONCRETE/STEEL STRUCTURE

—

Major bunker such as the Atlantic Wall,

Siegfried Line,
with DV of 10 to 16.

Players should agree to what types ofbuildings are being

used before the Mission.

FIRINGATBUILDINGS

As noted on the Penetration Table found (page 53) a hit

from a main gun can have a catastrophic effect on a

building
area. Here’s how we do it:

o
If an area that collapses has another area above it

there is a chance (1

-

3) that it will collapse with

the occupants underneath being Obviously Dead

and those inside the upper collapsed area taking

the Recover Test from Damage.

0 Otherwise the area remains in place with the

occupants taking a Crisis Test.

0 In the event that all of the areas on one level of a

building have collapsed, the collapsing of the last

one
of these will collapse those areas above.

FIRING FROMBUILDINGS

Figures inside
a building can fire at targets outside. Here’s

how we do it:

0 Up to two figures can fire from a door
or

window, counting as concealed and in cover.

TERRAIN

World War Two took place in many locales from the

bombed out cities of Europe to the dense jungles of the

Pacific. However, we have concentrated on the

battlefields of Europe.

Our Missions will specify
what the terrain will look like

but in general just populate the board with appropriate

scenery.

We recommend using whatever you already have.

SETTING UP THE TABLE

Now that you know all the rules it’s time to set up and

play your
first game. First start with a flat space at least

3’X3 ’.

GENERATING
TERRAIN

Unless previously determined by the scenario, players

should use the following system to generate terrain for the

battlefield.

1

-

Divide the
table into nine roughly equal sections. See

the following
illustration that shows the corresponding

number for each section. In this case the board is square

but you may be using a rectangle. It doesn’t matter just be

sure and divide the table into nine equal sections.

1 2 3

7 8 9

2

—

Determine
the overall terrain type of the battlefield.

You can base this on the actual terrain that the forces

historically
fought over

or simply roll 1d6.

o 1

-

3

=

Clear.

0 4

=

Urban.

0 5

=

Wooded.

o 6

=

Mountainous.
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I have divided the table into nine sections but

do not brow what time ofterrain it nil! have. I rott Idti

and score a 4. Iwilt use the urban area cohonn to

determine the actnat terrain in each section.

TYPES OF TERMIN

There are four types of terrain. They are-

CIEHJ": This terrain is primarily flat.

Urban: This covers densely packed cities down to

individual structures.

Wooded: This represents dense wooded or jungle areas

that slow travel and obscure vision. Wooded also includes

marshes and bocage found in France.

Mountain: These are legitimate mountains that hinder

or prevent movement through them.

H0WMANYPIECES 0F TERM?

After you have determined the overall type ofterrain on

the battlefield it’s time to see what the table will look like.

Here’s how we do it:

I Start from section number one and work your

way to section number nine.

I Roll ldfig read the result as rolled and consult the

Terrain Generator Table.

I Go down the left-hand column to the appropriate

row and across to the appropriate column for the

overall type of terrain.

I This tells you the type of terrain that occupies at

least 75% of that section.

l TERRAIN GENERATDR

(Read the result as rolled)

Hill

(B) See the Urban sectionfollowing.

(FF) See the Water sectionfollowing.

Eranipie —Iho1-'e determined that the overatt terrain type

ofthe board “tilt be clear. I rot! Ido on the Terrain

Generator Tablefor section one andr score a 3, ctear

terrain. I rottr a 4for section two, clear 1Invith a chance of

buildings. Icontinue to rot} until a” nine sections are

fin

TERMN & SCENERY

This section describes terrain and what effects it may

have on your figures.

Each area of terrain must cover at least 75% ofthe section

that it is. The boundary of the terrain area should be easy

to distinguish.

CLean

These are open, empty areas that do not provide figures

inside of them any possible cover or concealment.

HILL

These are elevations that slope down in two directions

and blocks Line of Sight between figures on opposite

sides of its crest or ridgeline.

I Movement for vehicles going up or down the hill

is at cross-coinitry if on road and at half cross-

countly speed ifnot.

I Figures within 1" of the crest or ridgeline of the

hill are considered to be in cover to those on the

opposite side. They can see and be seen fi'om the

other side.

I Vehicles within 1" of the crest or ridgeline of the

hill are considered to be bait down which means

that any hits to the hull are considered to he

misses but cause a Vehicle Crisis Test.

LupassanLE

These are the bases of inaccessible mountains or sheer

chfi sides.

I All movement is allowed only on a road (1

-

2)

and at 1/1 normal movement or is only accessible

(3

-

6) to Mountain Troops and U.S. Rangers (at

4“ per activation).

URBAN

When a result of (B) is rolled on the terrain generator

there will be variety of buildings in the section. Here’s

how we do it:

I There will be
3

+
1t2d6 buildings ifan Urban

sectiom lt2d6 ifnot.
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After you have determined the number ofbuildings check

the Building Types Table (page 61) to see what they are.

WAma

Whenever a (“U is rolled there is a body of water in that

section. Here’s how we do it:

Roan

If only one section has water, it is a lake.

Iftwo sections have water. it is a fordable, one

inch wide. shallow river that enters the table in

one section and exits through the other.

I Moving infantry must stop at the water on

one turm forfeiting any remaining

movement and move through it when next

active.

I Moving vehicles can move through the

water at a 4'“ movement penalty.

If three or more sections have water. it is
a 4 +

1f2d

”

wide river that enters the table in one

section and exits through another. It also travels

through the other sections that have water.

I There is a chance (1

—

3) that there is a

bridge located in one of the sections. rolled

at random. The presence of a bridge means

there is also a road.

This is a well maintained road. A road allows normal road

movement when combined with another piece of terrain

such as a road going over a hill or through woods.

Ifyou have a bridge, there will be a road running

from each end, straight off the table at opposite

edges.

If you have buildings in one section there will be

a road running fiom them in two directions.

Roll ld6 to see where it enters and exits the

table.

I (l —4) =Itwill enter fi‘om edge l. 2 andS,

exiting from edge 7, 8 and 9.

I (5 —6) =Itwill enter fi‘om edge l. 4 and 7.

exiting from edge 3. 6 and 9.

Ifyou have buildings in more than one section

there will be a road running through all of them.

Roll 1:16 to see where it enters and exits the

table.

I (l

—

4)

=

It will enter fi'om edge 1= 2 and 3,.

exiting from edge 7, 8 and 9.

I (5

—

6)

=

It will enter fi'om edge 1, 4 and 7,

exiting from edge 3, 6 and 9.

If section 5 contains buildings there will be an

intersection with two roads. Each will enter or

exit from all four ofthe table edges.

Roads are two vehicles wide.

Woons

These include woods, marshes and areas of rough terrain

providing cover and conceahnent.

I Infantry movement is reduced to half speed ifofi

road.

Vehicle movement is only possible on roads.

Visibility between figures inside these terrain

features is limited to 12“ in the daytime and 6'“ at

night.

I Those inside one inch of the edge of these terrain

features count as concealed and in cover. They

can see out and be seen from outside the area.

I Those farther inside from the edge cannot be

seen from anyone outside of the terrain.

TYPES OFBMLDINGS

Once you know how many buildings are in a section we

nurst determine what types they are. We recommend

choosing buildings you already have. fltherwise, here‘s

how we do it:

Roll M6 for each building.

I Read the result as rolled and consult the Building

Type Table.

I Go down the left-hand column to the appropriate

row then
across

to the appropriate cohunn for the

overall terrain type.

I Place that type ofbuilding in the center of the

sectiom if the first one placed. Otherwise place

1f2d6'“ from another.

I Taller buildings are placed in the center of the

buildings.

l Burrnuso TYPE

(Read the result as rolled)

1 One area (D‘sT
1).

One
area

(DV
3).

2 One area (Dv 1). One area (DV 4).

3 011? area (DV 3)-

Two areas (D‘sT 3).

4 Two areas (D15!r 1). Two areas (DV 4).

5 Two areas (DV 4). Two story. two areas

(DV 4).

6 Two story, two areas Three story, three areas

(DV 4)-

[131(4)
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STOP! 
Buildings can be divided into more than one area. We use 
roughly 6” x 6” per area but just be sure to let everyone 
know how many areas each building has and its 
Defensive Values (DV). 

Take one of the vehicles you outfitted and blast a 
building. Review what tests need be taken by occupants. 

If you blow out the bottom area of a building the top may 
not necessarily collapse.  But if you blow out all of the 
bottom areas, the top ones will. 

It’s possible to miss a building if your shot drifts 2” to one 
side or the other. If your shot is 2” below, you have hit the 
ground in front of it! 

The table is always divided into nine equal sections. They 
do not have to be square just as long as they are equal in 
size. 

You can choose your terrain or randomly generate it. 

You will always start each Mission either on or entering 
sections 7, 8 and 9. 

 

PLAYING THE GAME 
As you may or may not know, all THW games can be 
played solo, same side (cooperatively) and head to head 
(competitively).  Feel free to play anyway you like. 

CAMPAIGN 
In this section you will learn how to link your battles 
together into a continuous campaign where the result of 
one battle affects the course of the next.  

YOUR CAMPAIGN 
Campaigns can be as simple or as detailed as you want. 
The choice is up to you. Feel free to use as little or as 
much of the following rules for your battles and 
campaigns.  

HISTORICAL TIMELINE 
The campaign starts in January 1944 with the Russian or 
Red Army advancing into Poland. It continues through 
the German “Battle of the Bulge” offensive, which 
technically ended on January 16th of ’45. Highlights of the 
time frame are listed below. Note that any reference to the 
Red Army indicates that the battles are on the Eastern 
Front while references to Western Allied forces (US and 
British) signify the Western Front.   

1944 
1/6/1944 – The Red Army advances into Poland. 

1/22/1944 - Allied forces land in southern Europe at 
Anzio, Italy. 

1/27/1944 - Red Army breaks 900-day siege of 
Leningrad.  

2/16/1944 - German 14th Army counter-attacks at Anzio.  

4/8/1944 - Red Army begins offensive in the Crimea. 

5/9/1944 - Soviet troops recapture Sevastopol, leading 
city in the Crimea. German forces in the Crimea surrender 
three days later. 

6/5/1944 - Allied forces enter Rome. 

6/6/1944- D-Day: invasion of Europe begins with Allied 
landings at Normandy and opening of “second front”. 

6/22/1944 - Red Army begins massive summer offensive. 

6/27/1944 - American forces liberate Cherbourg. 

7/3/1944 - Soviet forces recapture Minsk. 

7/9/1944 - Allied troops liberate Caen. 

7/18/1944 - American troops liberate St Lô. 

7/25-30/1944 - Allied forces breakout of Normandy 
beachhead in "Operation Cobra".   

7/28/1944 - Red Army recaptures Brest-Litovsk. 
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STOP!

Buildings
can be divided into more than one area. We use

roughly 6” X 6” per area but just be sure to let everyone

know how many areas each building has and its

Defensive
Values (DV).

Take one of the vehicles you outfitted and blast a

building. Review what tests need be taken by occupants.

If you blow out the bottom area of a building the top may

not necessarily collapse. But if you blow out all of the

bottom areas, the top ones will.

It’s possible to miss a building if your shot drifts 2” to one

side or the other. If your shot is 2” below, you have hit the

ground in front
of it!

The table is always divided into nine equal sections. They

do not have to be square just as long as they are equal in

size.

You can choose your terrain or randomly generate it.

You will always start each Mission either
on or entering

sections 7, 8 and 9.

PLA YING THE GAME

As you may or may not know, all THW games can be

played solo, same side (cooperatively) and head to head

(competitively). Feel free to play anyway you like.

CAMPAIGN

In this section
you will learn how to link your battles

together into a continuous campaign where the result of

one battle affects the course of the next.

YOUR CAMPAIGN

Campaigns can be as simple or as detailed as you want.

The choice is up to you. Feel free to use as little or as

much of the
following rules for your battles and

campaigns.

IIZSIYZRJZL4LLTTALEIJTWE

The campaign starts in January 1944 with the Russian or

Red
Army advancing into Poland. It continues through

the German “Battle of the Bulge” offensive,
which

technically ended on January 16th of ’45.
Highlights of the

time frame are listed below. Note that any reference to the

Red Army indicates that the battles are on the Eastern

Front while
references to Western Allied forces (US and

British) signify the
Western Front.

1944

1/6/1944

—

The Red Army advances into Poland.

1/22/1944

-

Allied forces
land in southern Europe at

Anzio, Italy.

1/27/1944

-

Red Army breaks 900-day siege of

Leningrad.

2/16/ 1944

-

German
14th Army counter-attacks at Anzio.

4/8/1944

-

Red Army
begins offensive in the Crimea.

5/9/1944

-

Soviet troops recapture Sevastopol, leading

city
in the Crimea. German forces in the Crimea surrender

three days later.

6/5/1944

-

Allied forces enter Rome.

6/6/1944- D-Day: invasion of Europe
begins with Allied

landings at Normandy and opening of “second front”.

6/22/1944

-

Red
Army begins massive summer offensive.

6/27/1944

-

American forces liberate Cherbourg.

7/3/1944

-

Soviet forces recapture Minsk.

7/9/1944

-

Allied troops liberate Caen.

7/18/1944

-

American troops liberate St L6.

7/25 -3 0/ 1944

-

Allied forces breakout ofNormandy

beachhead in "Operation Cobra".

7/28/1944

-

Red Army recaptures Brest-Litovsk.
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8/15/1944 - Allies invade Southern France. 

8/19-20/1944 - Soviet forces invade Romania. Romania 
capitulates three days later. 

8/25/1944 – Allies liberate Paris. 

8/31/1944 - Red Army takes Bucharest. 

9/3/1944 – Allies liberate Brussels.   

9/4/1944 – Allies liberate Antwerp.   

9/13/1944 - American troops reach the Siegfried Line in 
western Germany. 

9/26/1944 - Red Army occupies Estonia. 

10/2/1944 - Allies advance into Germany.  

10/14/1944 - British liberate Athens. 

10/20/1944 - Belgrade, Yugoslavia falls to Red Army.  

12/16/1944 - German Army launches "Battle of the 
Bulge" offensive on the Western Front. 

1945 
1/12/1945 – Soviet offensive in Poland starts.  Ends with 
Soviets on Oder River. 

1/16/1945 - Battle of the Bulge ends in German defeat.   

2/1/19 45 - Battles to the Rhine start with the Allies 
attacking along the Western Front.  Remagen Bridge is 
taken and the Allies close in, up to the Rhine River.  

3/24/1945– The Allies cross the Rhine. 

4/16/1945 – Soviet offensive to take Berlin begins. 

5/8/1945 – VE Day. 

TIME IN THE CAMPAIGN 
The campaign starts in January ’44. We track time by 
Missions. You can have four Missions each month. If 
desired you can look at it as weekly.  

WHAT ABOUT THE WEATHER? 
We don’t track weather but have rules for how it affects 
LOS (page 25). Feel free to use them as desired. 

WHERE THE BATTLE TAKES PLACE 
The front on which the battles take place will determine 
the forces involved. Any battles between Russian and 
Germans forces will take place on the Eastern Front. 
Battles between the Western Allies (US and British 
forces) take place in Italy until June 44 then France or 
Germany until the end of the war. For simplicity this is 
called the Western Front.    

Be sure to use the correct Army and Vehicle Lists for the 
nation you wish to play.  

CAMPAIGN MORALE 
Before the campaign begins we must establish your local 
Campaign Morale. As a soldier you cannot control many 
things. What you can control is the morale of your troops. 
How do you do this? Complete your Missions 
successfully! 

So what is your starting Campaign Morale and that of 
your enemy? Here’s how we do it: 

 All armies start with a Campaign Morale of 4. 

SHIFTING MORALE 
After each Mission you will have been a success or a 
failure and this can affect the Campaign Morale of you 
and your enemy. Here's how we do it: 

 Take this test only if you were on an Attack or 
Defend Mission; skip this if you were on Patrol. 

 Determine the current Campaign Morale for you 
and your enemy. 

 Each side starts with 2d6. 
 If successful, they will add 1d6. 
 Each side rolls their modified number of d6 

versus their current Campaign Morale. 
 Determine how many d6 each side passed.  
 Consult the Campaign Morale Table.   
 Go down the left-hand side to the appropriate 

row for the number of passed d6 you scored and 
across to see the results. 

 Immediately adjust the Campaign Morale and 
Investment Levels (page 64) if needed. 
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8/ 15/
1944

-

Allies invade Southern France.

8/ 19—20/ 1944

-

Soviet forces invade Romania. Romania

capitulates three days later.

8/25/1944

—

Allies liberate Paris.

8/31/1944

-

Red Army takes Bucharest.

9/3/1944

—

Allies liberate Brussels.

9/4/1944

—

Allies
liberate Antwerp.

9/13/ 1944

-

American troops reach
the Siegfried Line in

western Germany.

9/26/1944

-

Red Army occupies Estonia.

10/2/1944

-

Allies advance into Germany.

10/ 14/ 1944

-

British liberate
Athens.

10/20/1944

-

Belgrade, Yugoslavia falls to Red Army.

12/ 16/1944

-

German
Army launches "Battle of the

Bulge" offensive on the Western Front.

1945

1/ 12/ 1945

—

Soviet offensive in Poland starts. Ends with

Soviets on Oder River.

1/16/1945

-

Battle of the Bulge ends in German defeat.

2/ 1/ 19 45

-

Battles to the Rhine start with the Allies

attacking along the Western Front. Remagen
Bridge is

taken and the Allies close in, up to the Rhine River.

3/24/1945— The
Allies cross the Rhine.

4/16/1945

—

Soviet offensive to take Berlin begins.

5/8/1945

—

VE Day.

TIME IN THE CAMPAIGN

The campaign starts in January ’44. We track time by

Missions. You can have four Missions each month.
If

desired you can look at it as weekly.

WHA
TABOUT THE

WEATHER?

We don’t track weather but have rules for how it affects

LOS (page 25). Feel free to use them as desired.

WHERE
THE BATTLE TAKES PLACE

Thefront on which the battles take place will determine

the forces involved. Any battles between Russian and

Germans forces will take place on the Eastern Front.

Battles between the Western Allies (US
and British

forces) take place in Italy until June
44 then France or

Germany until the end of the war.
For simplicity this is

called the Western Front.

Be sure to use the correct Army and Vehicle Lists for the

nation you wish to play.

CAMPAIGNMORALE

Before the campaign begins we must establish your local

Campaign Morale. As a soldier you cannot control many

things. What you can control is the morale of your troops.

How do you do this? Complete your Missions

successfully!

So what is your starting Campaign Morale and that of

your enemy? Here’s how we do it:

o All
armies start with a Campaign Morale of 4.

SHIFTINGMORALE

After
each Mission you will have been a success or a

failure and this can affect the Campaign Morale of you

and your enemy. Here's how we do it:

0 Take this test only ifyou were on an Attack or

Defend Mission; skip this ifyou were on Patrol.

0
Determine the current Campaign Morale for you

and your enemy.

0
Each side starts with 2d6.

o If successful, they will add 1d6.

0 Each side
rolls their modified number of d6

versus their current Campaign Morale.

0 Determine
how many d6 each side passed.

0 Consult the Campaign Morale Table.

0 Go down the left-hand side to the appropriate

row for the number of passed d6 you scored and

across to see the results.

0 Immediately adjust the Campaign Morale and

Investment Levels (page 64) if needed.
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CAMPAIGN MORALE

(Taken versas Campaign Morale)

A read! of "s

"

is always afailure.

CTRCT 313'I—L-YCZF

Last Mission was
a

success.

Monastic

+

1
d6

X NEXT MISSION

(Based on your fastMission)

LASTJIISSIUIY .SI-TCCESS

Patrol

Attack:
Defend:

The enemy will The enemy will

be on a Defend be on an Attack

Nlission. Mission.

Attack

Attack:
Patrol:

The enemy will The enemy will

be on a Defend be on a Patrol

IMission. Mission.

Defend

Patrol:
Defend:

The enemy will The enemy will

be on a Patrol be on an
Attack

Iission. Mission.

“2+
more

Your
Campaign Morale increases

by one.

than Enemy Campaign Morale reduces by one.

opponent Enemy Investment Level reduces by one.

1 more Enemy Campaign Morale reduces by one.

than

opponent

Same No changes to you or the enemy.

number as

opponent

1 less than Your Campaign Morale reduces by one.

opponent

2+ less Enemy Campaign Morale increases by one.

than Your Campaign Morale reduces by one.

opponent Your Investment Level reduces by one.

EMING THE CAMPAIGN

Ifthe enemY’s Campaign Morale is reduced to zero you

have won and they have vacated the area:

I You are a local hero and on your neat campaign

your Campaign
Morale

is
5.

Ifyour Campaigi Morale is reduced to zero you have lost

the campaign and your side vacates the area:

I You have questions to answer and are regarded

lightly by your superiors. In your next Campaign

your Campaign Morale is 3.

FIGHT 0N

Ifyou are still fighting
after

the Campaign Morale has

been checked you have to determine your next Mission.

This is based on the success or failure ofyour last

IMission. Here‘s how we do it:

I Consult the Nest Iission Table.

I Go down the Last Mission column to the type of

Mission you have just completed.

I Go across to either the Success or Failure

cohmm based on your last Mission.

I This is your next Mission.

MISSIONS

The
campaign

in NUTS!

-

Fina! Version revolves aroimd

how your squad or platoon carries out their Missions. The

lvfissions are interlocking and the results of one can affect

the results of the next. This is determined by the

Campaigl Morale Table (page 64).

FIRSTMISSION

Your first Mission will be a Patrol (page 74). But before

you can go on your Mission you must determine the

following:

I The current Campaign Morale of you and the

enemy, as previously outlined

I The Investment Levels of you and the enemy.

INVESTMENTLEVEL

Not all of the areas fought over during a campaign are

equally contested. Whether you are in the thick of things

or on the fringe of the fight determines the level of enemy

activity you can expect. The question you have to ask is;

how important is this campaign area to the enemy and to

your superiors?

The Investment Level (IL) is a number that reflects how

important the campaign area is and the probability ofa

side receiving Reinforcements (page 86). Those areas

with a higher [L can expect to receive more

reinforcements than those with a lower IL. Here’s how we

do it:

I Each army starts with an Investment Level of 3.
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I If on an Attack Mssion the current Investment

Level is increased by 1. This applies to both you

and the enemy.

I If on a Patrol Mission the current Investment

Level is reduced by 1. This applies to both
you

and the enennr.

STOP!

The Campaign starts in January of ’44. You can have up

to four Missions per month.

Both sides start with a Campaign Morale and Investment

Level of 4. How good or badly you do in your Missions

will make them increase or decrease.

First side to “0“ Campaign Morale has lost the Campaign.

Time for new one!

PEFS

PEP stands for Possible Enemy Porce. We use PEPs to

limit the intelligence the player has before and during the

Mission. By using PEPs we create an uncertainty as to the

size of the enemy force. its composition and location.

PEPs are used in every Ivlission. Here's how we do it:

I Roll ldfi. The score indicates which numbered

section of the table (page 59) will contain a

Possible Enemy Force or (PEP).

I Place an enemy figure or marker ofany type in

this section ofthe board to represent the PEP.

I
If a terrain feature could block the LUS from

your force to the PEP be sure to place the PEP in

a manner that does so.

I Ifno such feature is present then place the PEP

in the center of that section.

I Repeat this process until you have three PEPs

placed on the board.

I It is possible to have more than one PEP in the

same section.

PEPs have
a.

Rep
of

4.

Once it has been resolved it is removed from the

table.

PEFSAM BUILDINGS

The first time coming within 12” and LOS to a. building a

PEP is generated inside the building. Resolve it normally.

If the PEP did not resolve as an enemy:

I The first time the building is entered resolve a

PEP using 3d6, counting the lowest three results.

I Resolve a PEP for each level ofthe building.

PEFMOVEMENT

PEPs move just like they were groups of enemy figures.

Here‘s how we do it:

I “Then the enemy is active, start with the PEP

farthest from any player group.

I Roll 2:16 and compare the scores versus its Rep

of 4.

Determine how many do were passed.

Consult the PEP Movement Table and carry out

the results.

I Any contact that the PEP causes must be

resolved prior to moving the next PEP, the next

one farthest from any player group.

2 PEF MovEMENT

(Token versus the Rep oft!)

#36"

RiS'SFD

2 The PEP moves 8" directly towards the

player ending in cover ifpossible.

1 The PEP moves 4" directly towards the

player ending in cover ifpossible.

0 PEP does not move.

SPEemPEFMoWENT

PEPs do not suffer any terrain movement penalties.

PEFS TEdTHit/E ParsProLtsLYMoFED

PEPs that have previously moved can still be Enemy

Defensive Positions (page 66). This represents the

uncertainty of their location and not actual movement.

RESOLVING PEFS

‘When a player group and a PEP have a LGS it's time to

resolve the PEP. Here's how PEPs are resolved:

I Be sure that there is a valid LOS to the PEP.

PEPs in cover can be seen while those with

cover between the tester and the PEP cannot.

I Roll 2:16 versus the Enemy Investment Level and

consult the PEP Resolution Table.

I Inunediately carry out the result based on the

number of d6 passed.
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T

(I) The Defensive Position
will

be 6
+
Idd inehesper squad in

2 PEF RESULUTHH‘ length. (2) Butldingfi'orn the Building Type Table (page 6}).

(Taken versus Enemy Investment fend)

#116

S
T
0P

!

RISER

PEFs limit what you know before and during the game.

2 Contested enenwforte. Roll 1d6, counting a PEFS IIIDVE using a Rep of 4 for Activation and file

+1 if
you are

on an Attack
Mission

Enemy Investment Level is used
to resolve them.

i (l

-

4) Roll on the Enemy

_

As you successfully complete I'ltIissions the Enemy

Remforcements Table (page 70).

Investment Level goes down and so does enemy activity.

I (5 :6.) Roll on the Enemy Defensive

The

opposite

is true so beware!

Position Table
(page

66).

_

1 There might be something there. Resolve the

PEPE

fl?” have moved

can

5““ be resolved

as

Enemy

next PEF with 3d6 counting the lowest two Defensive

P05111035-

scores.

Place a unit on the table in section 7', 8 or 9. Deploy PEFs.

O F”139 ”39’7’1- Just

3 “353

“f nerves! Roll for Activation, move your figure and PEFS and

resolve them. If you want you can play a game when you

EMMYDEFENSIVE POSITION

resolve theiast PEP-

When a result ofEnemy Defensive Position is scored you

have rim into enemy forces that have taken up defensive

positions
in a building or in impromptu cover. Here‘s how

NP ENEMY

'

Roll ldfi, read the result as rolled.

Modify the result by any applicable

‘When you choose to play
solo or all players on

the same

Circumstance.

side,
the enemy, called the Non-Player Enemy, is

Ir Go
down the left-hand

colunm
to the appropriate

controlled by the game mechanics. Playing solo or same

row to see what you have
contacted.

side is in no way less desirable than playing head to head,

| Place the Enemy Defensive Position facing your in 111? opinion. ThEl'ES something to be said about

force and centered on the PEF location. EVEI'YDHE being

“11

the

same

side and giving the game

I
In Sights

are now
taken.

mechanics
a good

thrashing or
at

least
trying to.

l ENEMY DEFENSIvE PosrrroN TABLE NPENEMYM0VEMENT

mead

the mm” as

rotted)

Once a PEF has been resolved and replaced with actual

enemy forces, the Non-Player Enemy will move. Here‘s

CIRC‘IEILS‘I—LNEE

how
we do it:

Each point of Enemy Investment Level.

+1
i Activation is handled normally.

Starting with the NP Enemy with the highest Rep

and working to the one with the lowest Rep roll

Zdfi.

2

Determine how many do it has passed.

:

Cine

FiI‘neaIlltfensive

Position.

Consult the NP Enemy Movement Tables (page,

,

67) and early out the results. Be sure to use the

5 One in

_ _ _

appropriate table based on the type of Iission

6 One in

Defensive Position

fl?

9.1-?

are on.

T One in Defensive Position

on On yourfirst Patrol they are on a Patrol

3 011s “1

(1

—

2). Defend (3

-

4) or Attack (5

-

a)

9 One

+

IMG in Defensive Position Mission. Subsequent Patrols are

10 TW“ ill handled by the Next Mission Table

11 Two in Defensive Position (page 64).

One Enemy Platflflfl
+

l LMG Team and Bazooka D Ifyou are on a Defend Mssinn they are

01‘ similar in

I

{2)

on an Attack Mission.
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o Ifyou are on an Attack Mission they are

on a Defend Mission.

I Any contact that the NP causes must be resolved

prior to the nest NP Force moving.

NPEMMYINFANTRY TACTICS

We've already explained how PEFs move and how enemy

figures move; let's go into some detail of the tactics the

NP Enemy Infantry will use when they move on the

battlefield. NP Enemy Armor will use their Movement

Table.

I NP infantry will move in the following mamIer.

0 They will stay in cover as long as the

end point of the move is over half that

listed in their NP Infantry Movement

Table.

0 Ifno cover is available they will stay in

concealment as long as the end point of

the move is over half that listed in their

NP Infantry Movement Table.

on Ifno concealment is available they will

move in the open up to their full

movement listed in their NP Infantry

Movement Table.

I NP squad members will stay 3" apart except

when in melee and Duck Back. In cases where

squad members are closer than 3”. spread the

squad out at the nest available opportunity to

maintain distance.

I Make sure that as much of the squad’s firepower

as possible is directed towards their target when

firing.

ATTACEMrssrolv IaCITES

The attack is conducted to carry a position and to occupy

ground. A group following Attack Tactics will roll on the

NP Infantry Movement

-

Attack Table when active and

act as follows:

They will always Fast Move when possible.

Support weapons will move to a position. in

cover ifpossible: which allows them a clear L08

to the attack objective. This objective can be a

terrain feature, vehicle or enemy force.

I When beginning their move within 1'1!" of the

enemy it will attempt to charge (page 30) with 1

in 5 figures having readied grenades. They will

move into range and throw them before the

remaining figures take the Charge into Melee

Test.

2 NP INFANTRY MovEMENT

-

ATTACK

(Taken versus Rep)

CIRC'I-THS‘ILTCE s‘rflI’flflflIER

IfNP side has twice as many figures on

+ld6

the board.

2 Ifthe NP infantry has 2}: or more ofyour

number:

I Halfof their force, with the support

weapon, will move to cover* to fire at

you.

I The other halfwill move to encircle your

left (1

-

3) or right (4

-

6) flank.

Otherwise:

I Will advance to closer cover to fire at

you.

I Ifno cover will drop prone and fire at

you.

1 IftheNPinfantryhas 2x or more ofyour

number:

I The force will advance directly at you

with the support weapons firing ifwithin

LOS and range.

Otherwise:

I Will move to covert to fire at you.

I Ifno cover will drop prone and fire at

you.

0 All

-

Will move to covert to fire at you.

I Ifno cover will move to nearest cover

whether in their weapon range or not.

"'

{falraady in cover and in range, wiHfire atyou instead.

DEFENB MISSION IaCITES

This is the tactic used when the NP Enemy Infantry is on

a Defend Mission A group following Defend Tactics

will roll on the NP Infantry Movement

-

Defend Table

when active and act as follows:

The group will start or move to cover then stay

put and fire.

When additional NP groups arrive they will

deploy to the left (1

-

3) or right (4

-

6) of the

group or groups already in Defensive Positions.

If the group cannot tie into a flank, it will take up

position behind the NP groups already on the

table.
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o Ifyou are on an Attack Mission they are

on a Defend Mission.

I Any contact that the NP causes must be resolved

prior to the neat NP Force moving.

NPENEMYINFANTRY TACTICS

We‘ve already explained how PEFs move and how enemy

figures move; let's go into some detail of the tactics the

NP Enemy Infantry will use when they move on the

battlefield. NP Enemy Armor will use their Movement

Table.

I NP infantry will move in the following manner.

0 They will stay in cover as long as the

end point of the move is over half that

listed in their NP Infantry Movement

Table.

0 If no cover is available they will stay in

concealment as long as the end point of

the move is over half that listed in their

NP Infantry Movement Table.

0 If no concealment is available they will

move in the open up to their full

movement listed in their NP Infantry

Movement Table.

I NP squad members will stay 3" apart except

when in melee and Duck Back. In cases where

squad members are closer than 3”. spread the

squad out at the neat available opportunity to

maintain distance.

I Make sure that as much of the squad’s firepower

as possible is directed towards their target when

firing.

ATTACKMrssroN Taarm

The attack is conducted to carry a position and to occupy

ground. A group following Attack Tactics will roll on the

NP Infantry Movement

-

Attack Table when active and

act as follows:

They will always Fast Move when possible.

Support weapons will move to a position. in

cover ifpossible. which allows them a clear L03

to the attack objective. This objective can be a

terrain feature. vehicle or enemy force.

I When beginning their move within 12" of the

enemy it will attempt to charge (page 30) with 1

in 5 figures having readied grenades. They will

move into range and throw them before the

remaining figures take the Charge into Melee

Test.

2 NP INFANTRY MovEMENT

-

ATTACK

flatten versus Rep)

CIRC”I.3155'TILE—CE 4-1:!DEE-—IER

IfNP side has twice as many figures on

+ld6

the board.

#116

R-LS‘S‘ED

2 If the NP infantry has 2a or more of your

number:

I Halfof their force, with the support

weapon, will move to covert to fire at

you.

I The other halfwill move to encircle your

left (1

-

3) or right (4

-

6) flank.

Otherwise:

I Will advance to closer cover to fire at

you.

I Ifno cover will drop prone and fire at

you.

1 IftheNPinfantryhasZaormore ofyour

number:

I The force will advance directly at you

with the support weapons firing ifwithin

L03 and range.

Otherwise:

I Will move to covert to fire at you.

I Ifno cover will drop prone and fire at

you.

0 All

-

Will move to covert to fire at you.

I Ifno cover will move to nearest cover

whether in their weapon range or not.

"'

Katmai}! in cover and in range, Hellfire atyou instead.

DEFEND MISSION Iaones

This is the
tactic

used when the NP Enemy Infantry is on

a Defend Mission. A group following Defend Tactics

will roll on the NP
Infantry Movement

-

Defend Table

when active and act as follows:

The group will start or move to cover then stay

put and fire.

When additional NP groups arrive they will

deploy to the left (1

-

3) or right (4

-

6) ofthe

group or groups already in Defensive Positions.

If the group cannot tie into a flank, it will take up

position behind the NP groups already on the

table.
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I Consult the NP Enemy Tank Movement Table

and carry out the results.

Tanks under fire will seek cover.

Tanks will always fire at enemy vehicles every

chance they get and at enemy infantry ifno

vehicles are present.

2 NP ENEMY TANK MUVEMENT

(Token versus Rep)

#36 REST-I. 1"

R4

51517.!)

2 If on a Patrol or Attack I'ission:

I Will move at maximum speed down a

road or over open terrain to engage enemy

vehicles first. Engage enemy infantry if

enemy vehicles are not present.

If on a Defend Mission:

I Will move to occupy cover directly in the

path of enemy vehicles and open fire. If

already in cover and in range will open

fire. Will move to occupy cover directly

in the path of enemy infantry and open

fire but only if enemy vehicles are not

present.

1 If on a Patrol or Attack Ivfission:

I Will move at halfspeed down road or

over open terrain to engage enemy

vehicles
first. Engage enemy infantry if

enemy vehicles are not present.

If on a Deffld Mission:

I Will move to occupy cover directly in the

path of enemy vehicles and open fire. If

already in cover and in range will open

fire. “Till move to occupy cover directly

in the path of enemy infantry and open

fire but only if enemy vehicles are not

present.

D If on a Patrol Attack Mission:

I Vehicle will not move.

If on Defend Mission:

I If in cover will remain in place. If in open

will move directly to nearest cover and

occupy within 6" and open fire.

STOP!

flnce PEFs are resolved as enemy figures they will use

the Non-Player Enemy Movement Tables and Tactics. Be

sure to use the appropriate table for the troop type.

The tables are used after Activation every turn when

playing solo or same side.

ESCALATING BATTLES

In this section you will be introduced to the other assets

that are available at higher levels of command. By using

this section you can watch your battles escalate into larger

engagements on their own. Nomrollv you coo choose to

use or not use this section and still hot-re on
enjotwrble

game.

HQ SECTIONAND ASSETS

Platoon assets are a Platoon Leader, a Medic, LMG Team

and Bazooka or similar.

NOTEABOUTFIGHTING VEHICLES

Any Fighting Vehicle Reinforcement result after the first

Fighting Vehicle arrives will be of the same type from the

same platoon. Once the remainder of the Fighting Vehicle

platoon has arrived. repeat the process when additional

Fighting Vehicles are called for.

REINFORCEMENTS

Assets arrive on the battlefield as reinforcements. The

number of reinforcements that the enemy will receive is

in direct relationship to the Enemy Investment Level. The

number ofreinforcements that you receive is in direct

relationship to your Investment Level.

WHENREINF0RCEMENTSARRIVE

At the start of
each turn

there is
a

chance
that

reinforcements will arrive.

I Each time the sum of the Activation dice comes

up “7’" there is a chance of reinforcements

arriving.

I The side with the higher score now rolls ldfi,

reads the result as rolled and consults their

Reinforcement Table.

I Modify the result for any applicable

Circumstance.
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I Go down the left-hand column to the appropriate

row and across to see if and what you receive.

I playing with vehicles only substitute one

vehicle per squad generated on the

Reinforcements Table.

AMERICANREINF0RCEMENTS

1 AMERICAN REINFORCEMENTS

(Read the remit as rolled)

CERF
IHIS'I-LTCE

31lonrzzsR

Each point of Investment Level

+1

If on an Attack Mssion

+1

wazooka

Rest of Platoon

Vehicle

Vehicle

Vehicle

fiWfld’rLfl-fi-Wtfl

I—Ir—II—I hill—ID

MGHTHG VEHICLE

—

When this result comes up the

player receives lf2d6 Fighting Vehicles.
Add

3+ldfi
to

their Investment Level. The total is the maximum Front

Armor Rating of any vehicle that can be chosen.

There are five Fighting Vehicles in a platoon.

REST OF FLATGON

-

Ifthe player has less than a full

platoon on the board the balance of the
platoon.

in squads.

will arrive. In addition he also receives a two man

Bazooka team if his platoon does not already have one. If

the whole platoon is already on the field he receives a

squad from another platoon. If another result of Rest of

the Platoon occurs then the rest of this new platoon will

arrive. For ease ofplay a_ll the platoon members and the

Bazooka team are Rep 4.

LMGM- The player receives a two man IMG team.

For ease ofplay the LMG team members are Rep 4.

MMFSQUAD neiflazoom

-

The player receives an

infantry squad and a two man Bazooka team. For ease of

play Q the squad and Bazooka team members are Rep 4.

WANTRFSQUAD

—

The player receives an infantry

squad. For ease ofplay a_ll the squad members are Rep 4.

BRITISHREINFORCEMENTS

l BRITISH REINFflRCEMENT

(Read the result or rolled)

CTR
(THIS

I—L‘FC'E 311'OBI—FIER

Each point of Investment Level +1

If on an Attack LrIission

+1

LMG team

section

section

section wIAT

Rest of Platoon

F'

'

Vehicle

Vehicle

F'

'

Vehicle

firearms: VEHICIE

—

When this result comes up the

player receives lf2d6 Fighting Vehicles.
Add

3+ld6
to

their Investment Level. The total is the mazimum Front

Armor Rating of any vehicle that can be chosen.

There are four Fighting Vehicles in a platoon.

REST 0FPMI‘UUN

-

Ifthe player has less than a. full

platoon on the board the balance of the platoon, in

sections, will arrive. In addition he also receives a two

man PIAT team if his platoon does not already have one.

Ifthe whole platoon is already on the field he receives a

squad fiom another platoon. If another result ofRest of

the Platoon occurs then the rest of this new platoon will

arrive. For ease ofplay a_ll the platoon members and the

PIAT team are Rep 4.

LMGM

-

The player receives a two man LMG team.

For ease ofplay the LMG
team members

are Rep 4.

INFANTRI’SECHON WPIAT

-

The player receives an

infantry section and a two man PIAT team. For ease of

play a_11 the section and PIAT team members are Rep 4.

WANTRFSECTIHN—The player receives an infantry

section. For ease of play Q the squad members are Rep 4.
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GERMANREINF0RCEMENTS RUSSMNREINFORCEMENTS

l GERMAN avoRCEMENT

(Road the! result as rolled)

CIR(Tr-HIS:KLTCF 1-1lUDIFIFR

Each point of Investment Level

+1

Ifou au Attack NIissiou

+1

LMG team

Pauzerschrech team

wanzerfaust

Rest of Platoon

Vehicle

F'

'

Vehicle

Vehicle

FIGHTER Warm

—

When this result comes up the

player receives 1f‘2dfi Fighting Vehicles. Add
3+ld6

to

their Investment Level. The total is the maximum Frout

Armor Rating of any vehicle that can be chosen.

There are three (1

—

3) or four (4

—

6) Fighting Vehicles in

a platoon.

REST {JFPLATOON

-

Ifthe player has less than a full

platoon ou the board then the balance of the platoon, in

squads. will arrive. In addition he also receives one

soldier with a pauzerfaust if his platoon does not already

have one. If the whole platoon is already on the field he

receives a squad fi'om another platoon. If another result of

Rest of the Platoon occurs then the rest of this new

platoon will arrive. For ease of
play

a_ll
the

platoon

members and the pauzerfaust soldier are Rep 4.

LMG HAM—The player receives a two man LMG team.

For ease ofplay the IMG team members are Rep 4.

PANZ'ERSCHRECK TM

-

The player receives a two man

Panzerschreck team. For ease of play the Panzerschreck

team members are Rep 4.

INFMFSQLHD WIPANZEREJLsr- The player receives

an infantry squad and one soldier with a pauaerfaust. For

ease of play Q the squad members are Rep 4.

[HWYStyli-1D

-

THE player receives an infantry squad.

For ease ofplay a_ll the squad members are Rep 4.

1 Russian REmFoRCEMENT

(Reading the result as rolled)

CTR
(IRIS

I—LVC'E JIGBETER

Each point of Investment Level +1

If on an Attack LrIission

+1

LMG team

with Anti-Tank Rifle team.

Rest of Platoon

Vehicle

Vehicle10 F'

11

' '

Vehicle

12 F

'

Vehicle

EMS Warm

—

‘When this result comes up the

player receives lt'Edfi Fighting Vehicles. Add
3+1d6

to

their Investment Level. The total is the maximum Front

Armor Ratulg of any vehicle that can be chosen.

There are three Fighting Vehicles in a platoon.

REST 0FPLdTflON

-

If the player has less than a full

platoon on the board then the balance ofthe platoon. in

squads, will arrive.
In

addition
he receives a two man

Large Bore AT Rifle team. If the whole platoon is already

on the field he receives
a squad

from another platoon. If

another result of Rest of the Platoon occurs then the rest

of this new platoon will arrive. For ease ofplay a_ll the

platoon members and the AT Rifle team members are Rep

4.

ENGMEE SQUAD

—

The Engineer squad is a regular

squad with one Satchel Charge
for every three figures and

also a flamethrower (page 24).

MGW- The player receives a two man LMG team.

For ease ofplay the LMG
team

members are Rep 4.

IATMFSQLHD ATRIFLE TEAM— The player receives

an infantry squad and a two man Large Bore AT Rifle

team. For ease ofplay Q the squad and AT Rifle team

members are Rep 4.

MMRFSQUAH

—

The player receives an infantry

squad. For ease ofplay a_ll the squad members are Rep 4.
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2 ARTILIERY PENETRATION TABLE

(Taken vs. difi'erence benveen APR and DVofthe target)

#36

PA

5.511}

2 Building area collapses.

All inside are Obyiously Dead (1

-

3) or Dot

of the Fight (2

-

6).

1 Building area collapses and all inside must

take Recover Test fi'om Damage. Abandon

area when next Active.

0 Building area undamaged and occupants take

Crisis Test.

PATROL

STOP!

When doubles are rolled for Activation a Random Event,

affecting you, can occur. When playing head to head,

even doubles affects the defender, odd doubles the

attacker. The doubles must be equal or lower than the

Enemy Investment Level for it to happen.

Basically. the lower the Investment Level, the less interest

the higher ups have in this sector ofthe Campaign, and

the less chance of
a. “Random

Event“ occurring. The

opposite is true.

Review
how each event happens. What is the difference

of a direct hit and indirect hit from artillery?

This will be your first Mssion. You are the eves and ears

and not the up ofthe spear. Keep that in mind!

OBJECTIVE

Your objective is to recon the table.

To be successful j-“flfl‘ or a Junior NCO must

spend one or}?! Ofoctivotion within 6“ of the

edge ofthe table in sections 1, 2. and 3. Dnce

you have accomplished this you must report

back by exiting the table from the edge that you

entered.

FORCES

You will patrol with a squad at maximum.

Decide which list the enemy will use. Do not

worry about gathering their force as all enemy

forces. if any. are determined in the Special

Instructions section.

TERRAHV

I The board is divided into nine sections and

terrain generated normally (page 59).

DEPLGI’MENT

I Your patrol will enter the board fi'om the edge

bordering sections
7. 3, and

9.

I PEFs are generated and deployed as outlined in

the PEF section (page 65).

SP1?(14L INSrs.UC‘HflNS

The Iission takes place during the day.

Establish your Investment Level (page 64).

Establish the Enemy Investment Level (page 64).

Move your patrol onto section 7. S. 9 or any

combination of those sections if you choose to

split your squad.

I After you have entered the table, place the PEFs.

I Roll activation

When the enemy activates go to the PEF

Movement Table (page 65).

Resolve PEFs as needed (page 66).

Be sure to use the Non-Player Patrol Reaction

Tactics (page 63) and enemy tactics for their

Mission (page 66).

I Use the appropriate Non-Player Movement

Tables when needed (page 6?).
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 Play continues until the player has accomplished 
his Mission, been destroyed, or leaves the table. 

 

ATTACK 
In this Mission you must push forward, engage and defeat 
the enemy or reach your objective. Be sure to be clear on 
what that objective is! 

OBJECTIVE 
 In this Mission there are two possible objectives.  
 The first is to destroy as much of the enemy as 

possible, driving them off the table in the 
process. The Mission is over when you have 
chased off or destroyed all enemy forces and 
PEFs on the table.  

 The second is to exit the table at the opposite 
edge from where you entered. The Mission is 
over when you have exited the table with at least 
3/4 of your forces and have inflicted more 
casualties than you received.   

 When the player has the Attack Mission he 
writes down which objective he is trying to 
achieve and reveals it at the end of the Mission. 

FORCES 
 You may choose up to a platoon.  
 Decide which list the enemy will use. Do not 

worry about gathering their force as all enemy 
forces, if any, are determined in the Special 
Instructions section.  

TERRAIN 
 The board is divided into nine sections and 

terrain generated normally (page 59).   

DEPLOYMENT 
 The attacker will enter the board from the edge 

bordering sections 7, 8, and 9. 
 PEFs are generated and deployed as outlined in 

the PEF section (page 65). 

SPECIAL INSTRUCTIONS 
 The Mission takes place during the day. 
 Establish your Investment Level (page 64).  
 Establish the Enemy Investment Level (page 64). 

 Move your force onto section 7, 8, 9 or any 
combination of those sections if you choose to 
split your force.  

 After you have entered the table, place the PEFs.  
 Roll activation. 
 When the enemy activates go to the PEF 

Movement Table (page 65).  
 Resolve PEFs as needed (page 66).  
 Refresh yourself on the Non-Player Tactics for 

their Mission (page 67). 
 Use the appropriate Non-Player Movement 

Tables when needed (page 67). 
 Play continues normally until the player has 

accomplished his Mission, been destroyed, or 
leaves the table. 

 

DEFEND 
In this Mission the enemy is attacking. You must stop 
them from exiting the table, inflicting as many casualties 
as possible. 

OBJECTIVE 
 Your objective is to prevent the enemy from 

exiting the table through sections 7, 8, or 9. The 
Mission is over when you have chased off or 
destroyed all enemy forces and PEFs on the 
table. 

 A Non-Player will determine its Attack Mission 
objective prior to entering the table.  

o If their Campaign Morale is greater than 
yours, their objective is to destroy as 
much of your force as they can. 

o If their Campaign Morale is equal or 
less than yours, their objective is to exit 
the table through sections 7, 8 or 9.   

FORCES 
 You may choose up to a platoon.  
 Decide which list the enemy will use. Do not 

worry about gathering their force as all enemy 
forces, if any, are determined in the Special 
Instructions section.  

TERRAIN 
 The board is divided into nine sections and 

terrain generated normally (page 59).   
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0
Play continues until the player has accomplished

his Mission,
been destroyed, or leaves the table.

ATTA CK

In this Mission
you must push forward, engage and defeat

the enemy or reach your objective. Be sure to be clear on

what that objective is!

OBJECTIVE

o In this Mission
there are two possible objectives.

0
The first is to destroy as much of the enemy as

possible, driving them off the table in the

process. The Mission is over when you have

chased off or destroyed all enemy forces and

PEFs on
the table.

0
The second is to exit the table at the opposite

edge from where you entered. The Mission
is

over when you have exited the table with at least

3/4 of your forces and have inflicted more

casualties than you received.

0 When the player has the Attack Mission he

writes down which objective he is trying to

achieve and reveals it at the end of the Mission.

FORCES

0 You may choose up to a platoon.

0 Decide
which list the enemy will use. Do not

worry about gathering their force as
all enemy

forces, if any, are determined in the Special

Instructions section.

TERRAIN

o
The board is divided into nine sections and

terrain
generated normally (page 59).

DEPLOYMENT

o
The attacker will enter the board from the edge

bordering sections 7, 8, and 9.

o
PEFs are generated and deployed as outlined in

the PEF
section (page 65).

SPECIAL INSTR
UCTIONS

o The Mission
takes place during the day.

0
Establish your Investment Level (page 64).

0 Establish
the Enemy Investment Level (page 64).

0 Move your force onto section 7, 8, 9 or any

combination of those sections if you choose to

split
your force.

0 After you have entered the table, place the PEFs.

0 Roll
activation.

0 When the enemy activates go to the PEF

Movement
Table (page 65).

Resolve
PEFs as needed (page 66).

Refresh yourself on the Non-Player Tactics for

their Mission (page 67).

0 Use the appropriate Non-Player Movement

Tables when needed (page 67).

0 Play continues
normally until the player has

accomplished his Mission, been destroyed, or

leaves the table.

DEFEND

In this Mission the
enemy is attacking. You must stop

them from exiting the
table, inflicting as many casualties

as possible.

OBJECTIVE

0 Your objective is to prevent the enemy
from

exiting the table through sections 7, 8, or 9. The

Mission is over when you have chased off or

destroyed all enemy forces and PEFs
on the

table.

0
A Non-Player will determine

its Attack Mission

objective prior to entering the table.

0 If their Campaign Morale
is greater than

yours, their objective is to destroy as

much
of your force as they can.

0 If their Campaign
Morale is equal or

less than yours, their objective is to exit

the table through sections 7, 8 or 9.

FORCES

0 You may choose up to a platoon.

0 Decide
which list the enemy will use. Do not

worry about gathering their force as
all enemy

forces, if any, are determined in the Special

Instructions section.

TERRAIN

o
The board is divided into nine sections and

terrain
generated normally (page 59).
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DEPLoIMENT

You can set up anywhere you want in sections 7,

8 or 9.

PEFs are generated and deployed as outlined in

the PEP section (page 65).

SPECML INSTRUCTIONS

The Iission takes place during the day.

Establish your Investment Level (page 64).

Establish the Enemy Investment Level (page 64).

Set up your force in sections 7, 8, 9 or any

combination of those sections ifyou choose to

split your force.

After you have set up your force, place the PEFs.

Roll activation.

When the enemy activates go to the PEP

Movement Table (page 65).

Resolve PEFs as needed (page 66).

Refresh yourself on the Non—Player Tactics for

their Mission (page 67).

Use the appropriate Non-Player Movement

Tables when needed (page 67').

Play continues
normally until the player has

accomplished his Missiom been destroyed. or

leaves the table.

PURSUING THE OBJECTIVE

The Non-Player Enemy uv‘fl always try to pursue their

objective. But there is a chance during the battle that you

can disrupt then; forcing them to temporarily divert from

their objective. Here's how we do it:

Roll 2d6 versus the Rep of active NP group and

determine how many d6 they have passed.

Neat consult the NP Pursuing the Objective

Table.

Go down the left—hand column to the appropriate

row and across to see how they will act this tum.

This could cause them to divert fi'om their

objective.

qnediately carry out the results.

2 NP PURSUING Tms OBJECTIVE

(Thirst: WM Rep)

.413Its”R-i.5‘.§£fl

2 Group moves in accordance with its

objective. Roll on the NP Movement

Tables (page 67).

1 If enemy within 24" and on NP’s flank

or rear:

I Armor units will move towards

nearest enemy target to flank or

rear. Roll on the NP Movement

Tables (page 67).

I Infantry units move towards nearest

enemy target within 24". Roll on the

NP Movement Tables (page 6?).

Otherwise

-

I Group moves in accordance with its

objective. Roll on the NP

Movement Tables (page 67).

I Group moves towards nearest

enemy target. Roll on the NP

Movement Tables (page 67).

STOP!

Playing the Iissions is easy. Just go down the IMission

for step-by—step instructions. Remember that your first

Mission is a Patrol.
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AFTER THE

MISSION

After the Mission is over it’s time to see what happens to

your men.

REPLACING LEADERS

Lost Leaders and Jr. NCOs have to be replaced. Here’s

how we do it:

I If a Platoon Leader is lost. the I“ Squad Leader

will replace him.

I Ifthe I“ Squad Leader is lost. the 2nd Squad

Leader will replace him.

- Ifthe 2'“1 Squad Leader is lost. the 3““1 Squad

Leader will replace him.

I Ifthe 3"l1 Squad Leader is lost, the Jr. NCO with

the highest Rep in the platoon will replace him.

Be sure to move the other Jr. NCOs up as

required, the 3rd Squad NCO being replaced by

the soldier with the highest Rep in the platoon.

I Ifnot playing a platoon, the Jr. NCO replaces

your Squad Leader and the highest Rep soldier in

the unit becomes the Jr. NCO.

I If not playing a platoon the highest Rep soldier

in the unit replaces your Jr. NCO.

REPLACING SOLDIERS

Units that take casualties may receive
replacements

after

they return from their Mission. Here’s how we do it:

I Start with the Rep of the Squad Leader. If the

Leader was a casualty, roll versus the Rep of the

Jr. NCO. If both Leader and Jr. NCO were

casualties, roll versus the highest Rep soldier left

in the unit.

I Modify the number of d6 rolled by any

applicable Circumstance.

Roll the modified number of d6 versus the Rep.

Determine how many d6 were passed and

consult the Replacements Table.

I Go down the left-hand cohmm and down to the

appropriate row. Go across to see if there will be

any replacements

2 REPLACEMENTS

(Taken us. Rep)

A result of"6" is alums afailure.

CTRCIHISILW'C‘E
JIGDH'IER

Ifreplacements due to Chocolate 3: -1d6

Cigarettes Mission.

#136

FASEED

'2 Ifnan—Ameriean man is at or below 11’2

strength. it will receive Rep 3
replacements

to bring the squad back up to paper

strength.

Harm-American mat is over U2 strength. it

will receive one Rep 3 replacement.

American unit will receive two

Replacements. One will be Rep 3 and the

other will be equal to the highest passing

d6 result but not less than Rep 3.

1 Nan-Anteriean unit does not receive

replacements.

American unit will receive one replacuent

with a Rep equal to the highest passing d6

result but not less than Rep 3.

0 German units do not receive any

replacements and remain in the field.

Non—Gennan units at over U2 strength do

not receive any replacements and remain in

the field.

Non—Gannon units at 11’2 strength or less

are pulled from the field for R&R. They

will not go on a Mission next turn. 1When

they return they will have received Rep 3

replacements to bring them up to full paper

strength.

Replacements are rolled normally fiom the Lists. Be sure

to roll on the Attributes Table (page 6) for each

replacement figure.

REPLACING VEHICLES

Just like infantry casualties can be replaced, so can

crewmembers and vehicles. Here’s how we do it:

I If a creunnember is a casualty use the After the

Battle Recovery Table (page 33) and

Replacement rules for infantry.
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 If a vehicle is out of commission or destroyed 
roll for replacement using the Replacements 
Table. Substitute vehicles for infantrymen, but 
not to exceed the maximum platoon total for the 
nation. 

 Outfit the new vehicle as you normally would, 
rolling for crew Reps and Attributes. 

IMPROVING REP 
It is possible for you and your squad mates to improve 
Rep based on performance. If you’re playing a campaign 
follow these simple rules. Remember only the leaders and 
members of your squad will use this section.  

After each successful Mission it is possible that a 
character can raise his Rep. All of the following 
requirements must be met for the Mission to be 
considered a success for that character. It is possible that a 
Mission may be a success for one character and not 
another! 

INFANTRYMAN 
 Fired at the enemy and scored a hit or engaged in 

melee. 
 Did not receive a result of Out of the Fight. 
 Did not receive a result of Hunker Down. 
 Did not receive a result of Leave the Battlefield. 
 Did not leave any Out of Fight or Hunkered 

Down squad members behind. 

If the Mission was a success the character rolls 1d6.   

 If the score is higher than the current Rep the 
Rep will go up one level.  

 If the score is a “6” the Rep will go up one level 
regardless of the current level.  

 Your character can grow to as high a Rep as 
desired as there isn't a maximum. There is, 
however, Obviously Dead. 

VEHICLE CREW 
 Fired at the enemy and scored result of Crisis 

Test or better. 
 Did not lose the vehicle. 
 Did not receive a result of Out of the Fight. 
 Did not receive a result of Hunker Down. 
 Did not receive a result of Leave the Battlefield. 

If the Mission was a success the crew rolls 1d6.   

 Compare the result individually to each 
crewmember. 

 If the score is higher than the current Rep the 
Rep will go up one level.  

 If the score is a “6” the Rep will go up one level 
regardless of the current level.  

 Your character can grow to as high a Rep as 
desired as there isn't a maximum. There is, 
however, Obviously Dead. 

 

DECREASING REP 
Just as Rep can go up when you have a successful 
Mission it can go down if the Mission was a failure. It is 
possible that a Mission may be a failure for one character 
and not another. So if you didn’t meet all the 
requirements for a successful Mission you had a failure if 
there were enemies on the table. 

 When a character or crew fails on a Mission, roll 
1d6.  

 If the score is a “1” the Rep will go down one 
level regardless of the current level. This can be 
attributed to stress, illness, or anything else you 
decide it to be.  

 You can never have a Rep lower than “1”. 
 Any other result and you are fine 

 

STOP! 
After the Mission you could get infantry, crew and 
vehicle Replacements. 

If you do well you and your men could increase in Rep. 

If you do poorly you and your men could decrease in Rep. 

 

STEP BY STEP  
Here's a step-by-step outline that will help you to get 
started. After a few games it will become second nature 
and you won’t need it anymore.  In fact, you may choose 
not to use some parts, but if you do, they’re there! 

AT THE START 
1. Choose the Rep (page 6) and Attributes (page 6) 

of your Star. 

2. Choose which Army List you want to play (page 
10). 

3. Choose what type of squad you want to play 
from your Army List (page 10). 
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o If
a vehicle is out of commission or destroyed

roll for replacement
using the Replacements

Table. Substitute vehicles for infantrymen,
but

not to exceed the maximum platoon total for the

nation.

0 Outfit the new vehicle as you normally would,

rolling for crew
Reps and Attributes.

IMPRO
VING REP

It is possible for you and your squad mates to improve

Rep based on performance. If you’re playing
a campaign

follow these simple rules. Remember only the leaders and

members ofyour squad will use this section.

After each successful Mission it is possible that a

character can raise his Rep.
All of the following

requirements must be met for the Mission to be

considered a success for that character. It is possible that a

Mission may be a success for one character and not

another!

INFANTRYMAN

o
Fired at the enemy and scored a hit or engaged in

melee.

Did not receive a result of Out of the Fight.

Did not receive a result of Hunker Down.

Did not receive a result of Leave the Battlefield.

Did not leave any Out of Fight or Hunkered

Down squad members behind.

If the Mission was a success the character rolls ld6.

o If the score
is higher than the current Rep the

Rep will
go up one level.

0
If the score is a “6” the Rep will go up one level

regardless of the current level.

0
Your character can grow to as high a Rep as

desired as there isn't a maximum.
There is,

however, Obviously Dead.

VEHICLE CREW

o
Fired at the enemy and scored result of Crisis

Test or better.

Did
not lose the vehicle.

Did not receive a result of Out of the Fight.

Did not receive a result of Hunker Down.

Did not receive a result of Leave the Battlefield.

If the Mission was a success the crew rolls ld6.

0 Compare the result individually to each

crewmember.

o If the score
is higher than the current Rep the

Rep will
go up one level.

0
If the score is a “6” the Rep will go up one level

regardless of the current level.

0
Your character can grow to as high a Rep as

desired as there isn't a maximum.
There is,

however, Obviously Dead.

DECREASING REP

Just as Rep can go up when you have a successful

Mission
it can go down if the Mission was a failure. It is

possible that a Mission may be a failure for one character

and not another. So if you didn’t meet all the

requirements for a successful Mission you had a failure if

there were enemies on the table.

0 When a character or crew fails
on a Mission, roll

ld6.

o
If the score is a “l” the Rep will go down one

level regardless of the current level. This can be

attributed to stress, illness, or anything else you

decide it to be.

0 You can never have a Rep lower than “1”.

0 Any
other result and you are fine

STOP!

After the Mission you could get infantry, crew and

vehicle
Replacements.

If you do well you and your men could increase in Rep.

If you do poorly you and your men could decrease in Rep.

STEP
BYSTEP

Here's a step-by-step outline that will help you to get

started. After a few games it will become second nature

and you won’t need it anymore. In fact, you may choose

not to use some parts, but if you do, they’re there!

AT THE START

1. Choose the Rep (page 6) and Attributes (page 6)

of your Star.

2. Choose
which Army List you want to play (page

1 0).

3. Choose what type of squad you want to play

from your Army
List (page 10).
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4. Roll up the Reps (page 10) and Attributes (page 
6) of your squad and Junior NCOs from your 
Army List (page 10). 

5. Fill out the Infantry Roster Sheet (page 92). As 
casualties occur I move squad members towards 
the left, replacements going to the end on the 
right. 

6. Choose any vehicles you may want to use from 
the Vehicle Lists (page 38). 

7. Roll up the Reps of your crewmembers from 
your Vehicle List (page 38). 

8. Fill out the Vehicle Roster Sheet (page 93). 

9. Establish your Campaign Morale and that of 
your enemy (page 63).  

10. Establish your Investment Level and that of your 
enemy (page 64). 

DURING THE MISSION 
1. Choose the Mission you want to play (page 64). 

2. Follow the Mission instructions and play the 
game. 

AFTER THE MISSION 
1. Adjust the Campaign Morales and Investment 

Levels for you and your enemy based on a 
successful or failed Mission (page 64). 

2. Determine your next Mission (page 64). 

3. Check to recover Infantry casualties (page 33). 

4. Check to recover Vehicles (page 58). 

5. Check for Replacements (page 77). 

6. Adjust Reps as needed (page 78). 

 

CHOCOLATE & 
CIGARETTES 
This section is another tool in the THW Toolbox.  

In this section we bring elements of Role-Playing Games 
into NUTS! – Final Version.  By adding these easy to use 
rules your characters take on a more personal feel as well 
as opening the door to more non-traditional Missions.  

Like with the other rules we’ve presented, feel free to use 
none, some or all of them. 

MISSIONS & PURPOSE 
In this section I wanted to personalize WW2. I wanted to 
encourage players to play smaller games with three to five 
figures with a variety of “odd” Missions. Here are some 
examples: 

 Scouting out an area and finding what appears to 
be an abandoned house. 

 Meeting civilians and asking them for 
information. 

 Helping civilians or your force to find someone 
that is lost. 

 Finding a civilian to act as a translator. 
 Racing a small enemy patrol to a local wine 

cellar. 
 Escorting civilians or wounded soldiers to safety. 
 Slipping past enemy lines to capture an enemy 

soldier and bring him back for questioning. 

With a smaller number of figures there is a greater 
opportunity to “flesh them out” and make the game more 
personal. That’s where this section comes in. 

PERSONALIZING YOUR CHARACTERS 
Here’s an easy way to personalize your characters and get 
you more into the RPG mode. You are the Star, so let’s 
name your Grunts after your school or college friends. 
Give it a try!  

NUMBER OF MISSIONS 
The Missions in this section are used in addition to those 
found elsewhere in the book  and follow different rules. 
Here’s how we do it: 

 You must play a Patrol, Defend or Attack 
Mission after one of these Missions. 

 You cannot play the same Mission back to back. 
There must be another C&C Mission in between.  

 These Missions do not use the Next Mission 
procedure. 

 These Missions do not affect either sides 
Campaign Morale or Investment Levels. 

 They can affect Replacements (page 77). 
 They can result in improving or decreasing 

Reputation or Skills (page 78). 
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10.

Roll up
the Reps (page 10) and Attributes (page

6) of your squad and Junior NCOs from your

Army List
(page 10).

Fill out the Infantry
Roster Sheet (page 92). As

casualties occur I move squad members towards

the left, replacements going to the end on the

right.

Choose any vehicles you may want to use from

the
Vehicle Lists (page 38).

Roll up the Reps of your crewmembers from

your
Vehicle List (page 38).

Fill out the
Vehicle Roster Sheet (page 93).

Establish your Campaign Morale and that of

your enemy (page 63).

Establish your Investment Level and that of your

enemy (page 64).

DURING THE MISSION

l.

2.

Choose the Mission you want to play (page 64).

Follow
the Mission instructions and play the

game.

AFTER THE MISSION

l.

99:59!”

Adjust the Campaign Morales and Investment

Levels for you and your enemy based on a

successful or failed Mission (page 64).

Determine
your next Mission (page 64).

Check to recover Infantry casualties (page 33).

Check to recover Vehicles (page 58).

Check
for Replacements (page 77).

Adjust Reps as needed (page 78).

CHOCOLA
TE &

CIGA
RETTES

This sectiOn is another tOOl in the THW TOOlbox.

In this section we bring elements of Role-Playing Games

into NUTS!

—

Final Version. By adding these easy to use

rules your characters take on a more personal feel as well

as opening the door to more non-traditional Missions.

Like with
the other rules we’ve presented, feel free to use

none, some or all of them.

MISSIONS & PURPOSE

In this section I wanted to personalize WW2. I wanted to

encourage players to play smaller games with three to five

figures with a variety of “odd” Missions. Here are some

examples:

0 Scouting out an area and finding what appears to

be an abandoned house.

0 Meeting civilians
and asking them for

information.

0 Helping civilians or your
force to find someone

that is lost.

0 Finding a civilian
to act as a translator.

0 Racing
a small enemy patrol to a local wine

cellar.

o Escorting
civilians or wounded soldiers to safety.

0
Slipping past

enemy lines to capture an enemy

soldier and bring him
back for questioning.

With a smaller
number of figures there is a greater

opportunity to “flesh them out” and make the game more

personal. That’s where this section comes in.

PERSONALIZING
YOUR CHARACTERS

Here’s an easy way to personalize your characters and get

you more into the RPG mode. You are the Star, so let’s

name your Grunts after your school or college friends.

Give it a try!

NUMBER OF MISSIONS

The Missions in
this section are used in addition to those

found elsewhere in the book and follow different rules.

Here’s
how we do it:

0 You must play a Patrol, Defend or Attack

Mission
after one of these Missions.

0
You cannot play the same Mission back to back.

There must be another C&C Mission in between.

0
These Missions do not use the Next Mission

procedure.

0 These
Missions do not affect either sides

Campaign
Morale or Investment Levels.

0 They can
affect Replacements (page 77).

0 They can result in improving
or decreasing

Reputation or Skills (page 78).
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SKILLS

Skills are learned. Each character is composed afiitree

SENS that are added to his Rep. When added, these Skills

round out the character, help to create their story and

make each character unique. The three Skills are:

FITNESS (FIT)

Fitness represents the overall physical ability of the

character.

PEOPLE (PEP)

The People Skill is a measure of how well a character

interacts with other characters.

SAi/W(SAV)

This Skill is a measure of how the person performs both

job related tasks and those requiring common sense.

H0WPROFICIENTIN THE SKILL

Now that you know the three Skills let‘s see how

proficient yolu' character is in each of them. Here's how

we do it:

- Start with the Rep of the character.

Give the first Skill 3 value equal to the Rep of

the character.

- Give the second Skill a value equal to the Rep of

the character
minus one

| Give the third Skill a value equal to the Rep of

the character minus two.

I Fitness must be assigned a value of at least one.

Eraaaife

—

Here arefour esaiiipies ofcharacters that have

been assigaelaI Stilts.

NCO Able 5 5 3 4

Pfc. Baker 5 5 4 3

Pvt. Charles 4 3 2 4

Pvt. Deville 3 3 2 1

GaLwrPaarrcrENcr

Roll ldfi for each
Skill

and
arrange

their values as

previously outlined, fi'om highest to lowest based on the

scores. High score Skill equals Rep.
then

next
equals one

less than Rep and third is two less than Rep.

IMPROWNGA SKILL

Just as a character can improve its Rep (page 78) it can

improve a Skill instead. Here’s how we do it:

I The criteria for a successfiil IMission (page T3)

still applies.

Choose which Skill or Rep you want to improve.

Use the same procedure as previously outlined.

DECREASINGA SKILL

A Skill cannot exceed the Rep of a character. When the

Rep is decreased by a failed Mission any Skill that would

now be higher than the new Rep is reduced to that level.

Erampie

—

Jim Bob Joe is a Rep 4, Fit 4, Peapie 3 and

Sat-age“ 4' soldier. Hefaiis at his Mission {page .73} and

checks to see ifiiis Rep is decreased.

Jim Bob Joe rafls Edit and scores a ”I His Rep is new

reduced to 3. His Fit and Smear Skiffs are reduced to 3 as

weft.

STOP!

We use three Skills to round out your character. They are

Fit. People and Savvy. Review what each represents.

You can choose how proficient you are at each Skill.

YDHI Skill cannot be higher than your Rep and when your

Rep is reduced, adjust your Skills accordingly.
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A

TABLEZ

In NUTS! Final Version we introduced Attributes
to help

1 Flacat:
Character

can speak the language
of the

define our characters. Now let’s add Attributes that
affect

enemy
(l

—

2) or civilians
(3

—

6) fluently.
Allows

the new Skills your characters have learned. Here‘s how the character to re-roll any 2d6 when using the

we do it:

language
when taking a People Challenge.

2 Lazy: Whenever three “ones’ are rolled for Out: of

I
Stars could have up to two of the new Attributes.

Ammo the

weapon

mfiflfls

and
CNN

fire
for

'

Giants could have

“P

m 0113'

the remainder of the
Mission. Counts a -1d6 When

taking the In Sight Test.

3 Logical: Counts
a

+1
to Skill when taking a Savvy

H0WDETERMLNED related Challenge but counts 3 -ldfi when taking a

Attributes are determined by choice and at random. P’«E-‘tfl‘Pl‘i related Challenge.

Here’s hflw we do it: 4 Scroaage: Counts
a

+ld6
when flattering when

_ _ _

using a People Challenge.

'

Stars can

choose theft fiflft

Attribute.

They

will

5 Smooth: Counts
a +ld6

to taking a People related

roll for their second Just like a Grunt

Challenge.

'

G]we:3 must roll for their Attribute.

6 Unease: Counts a -ld6 when taking a People related

I Roll ltzdfi, reading the result as rolled.

Challenge.

I Refer to the appropriate Attribute Table. Ho "3

”

is scored the character does not gain an

Attribute.

I
Otherwise.

roll ldfi. read the result as rolled,

CHALLENGES

consult the table
and

gain
the

Attribute.

There may be times during the game when you want to do

Eraatple

—

Charles is a Rep 4 Giant. He rolls a "I

"

then a somethmg

out of the

“1'd

and “fit

“We“! by

an

as".

Looking

on the lllflAfhibute Table

Igo

to the 3rd

EKlSllIlg rule. We have

1rules

to cover-this. You need to

Atttibate. cigarffls, is Dan.

take a Challenge. Here s how we do it:

I HarormseoWoe—An Unopposed

Challenge is used when the character is trying to

NEWATTRIBUTES accomplish something that does not involve

another character. An example would be trying

to
open a locked door or climbing a wall. The

previous Unopposed Challenges would use the

3.451(74 TTRIBL-‘TE

Savvy and
Fitness Skills, respectively.

I Orrosa'aWoe

—

An Ctpposed Challenge

is used when the character is trying to

accomplish something against one or more other

characters. An example would be the challenger

is trying to wrestle a gun away from another

character or maybe questioning a character. The

previous Opposed Challenges would use the

Fitness and People Skills, respectively.

THREE 1

l Attractive: Counts
a

+1d6
when taking a People

related Challenge against the opposite sex.

2 Charismatic: Counts
a

+
ldfi when taking a People

related Challenge against other characters.

3 Dim: Counts a -1d6 when taking a People related

Challenge.

4 Easy Going: Counts
a +

1 do
when taking

a People

related Challenge but counts a -l to Skill when

taking a Savvjr related Challenge. Let’s cover Challenges in more detail.

5 Exceptional Fixer: Counts
a

+2
to Skill when

taking a Savvy related Challenge when making

repairs or “rigging“ something.

6 Fit: Counts
a

+1
to Skill when taking any Fitness

related Challenge involving agility.

Q 2014 ED TEDEEIRA

—

TWO HOUR WARGAIHIES 51"3 1&014

81



NUTS!

-

FINAL VERSION

BENEFITS AND CONSEQUENCES

2
UNOPPDSED CHALLENGE

All of the decisions made for Challenges, the benefits and

(Taken

m:

Skill)

consequences must be agreed to by the players involved if

._

not previously determine by the scenario.

A score of "6

”

is automatically afailure

CHECK CMSI—‘L-TCZE :1l013m}? TD

UNOPPOSED CHAL-LENGE

_ _ _

Di} :catt

-

Challenge is diflicult. -1

The unopposed challenge is taken m the following way:

Easy

_

Challenge

is

easy.

+1

- Decide
on "if-1m-

the

Challenge

is.
Too!

—

Have an
applicable tool that

+1

increases the chances for success.

siPPLIC—lBLEA TTRIBE-TE JIDDIFIER T0

Etanmte

—

Ivan has run into a high wall. He wants to 5.5.11L

ctimh sqfehr over the wahr and drop onto the other side.

Easv Going -1

Exceptional Finer

+2

. Decide what a success looks like. Ff; +1

Logical

+1

Example

—

Ifhe is successfid he makes it across safetv

and continues on.

ans
RES

[IT

I Decide what the consequences offailure will be. 345333

2 Character completes the challenge

Example

—

ifhefails he cannot make it over the wait,

SEE-SSE“?

loses one turn ofActivation h}-‘iiig, and must then go 1 Character may “119053 “3 immediately 1'3'

around it. roll the Challenge counting a result ofpass

ldfi as pass Odo.

0R

Consult the UHDPPOSEd Challenge Table.

Decide not to continue the Challenge and

Start with Zdfi.

may not try again this
Mission

Modify the Skill by any applicable Circumstance
0

Character fails and
suffers consequences.

or Attribute. When deciding the difiiculty of the

Challenge, this is up to the players involved.

.

Roll Zdfi versus the modified Skill ofthe

Etanmte

—

Ivan reaches the watt and we decide it is an

a1-'erage difi‘icidtv Fitness Chattenge. Ivan starts with a

Fimess of3 but adds 1 as he has the Fit Attribute.

Challenger and determine how many d6 are

passed.

'

Check
the UHDPPDSEd

Challenge

Table and Ivan rolls Edd
HEIZE'HS the Target Mnnher of4 and scores

a

immediately
carry

0111? 1311B
I‘ESlllf-

2 and 5. Passing Ida} Ivan can choose to hjv again or

decide not to h]! it again. It-‘flfl rolls Edd andpass Edd.

Ivan hasfailed so burns one than ofActivation before he

can move awav.
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OPPOSED CHALLENGE

The opposed Challenge is taken against one or more

characters. Here’s how we do it:

I Decide on what the Challenge is.

Eranurie

—

Henrjv hasfound a civiiian and wants to ask

him about Germans that might be in the area.

I Decide what a success looks like.

Esanurie

—

ifhe is srrccessfiri, he convinces the cit-'iiian to

teii hinr what he hnows, ah’owingfor the Enenrv

Investment Levei to he rechrcectr
hv one

Ir Decide what the consequences
of

failure
will be.

Eranurie

—

ifhefails. the civiiian teiis hinr nothing,r and

aiso teiis the Germans ofhis whereabouts, increasing the

Enenrv Int-resurrent Lever1 by one.

Consult the Opposed Challenge Table.

Each character starts with ldfi per point of

People Skill. Use Fitness if it is a physical

Challenge versus an opponent.

Ir Modify the number of as for each character by

any applicable Attribute or Circumstance.

Ir Roll the modified number of do looking for

successes, score of l__._ E. or 3. Determine how

many successes each scores.

- Compare the number of successes scored by the

player to the number scored by each NPC. This

can give you different results!

- Consult the Opposed Challenge Table and carry

out the results.

PEP Ovvosnn CHALLENGE-

(Lookingfor successes, score of}, 2 or 3)

CIR[71751113ILTCE

A TIRE?[TE JIDDEIE'R

Attractive

+1d6

Charismatic

+1
d6

Dim

-1d6

Ears}r
Going

+1
d6

fight-oi

-1d6

Scrouuge

+1 d6

Smooth

+1d6

«Unsure

-ldfi

JIDDEIER

Activeiy Hehrfut

—

Scored an actively

+2
d6

helpful response with the opponent in the

past.

Beiiiger'eat

-

Scored a belligerent response -2dt5

with the opponent in the past.

Cota' Shoulder

-

Scored a cold shoulder -ld6

response with the opponent in the past.

Fluent

-

Character can speak the language Re-roll

of the opponent. Zdfi

Item

—

Each
Item spent

on the opponent this
+1

d6

Challenge.

Positive Response

—

Scored a positive

+1d6

response with the opponent in the past.

Weapon

-

Character has weapon and

+2

(16

opponent does not

SECCESSES

3 or more Actrvehr hehzrfiri response. The NFC will

than answer questions and provide information.

opponent He will also ofier to help you. even if

risking his life.

1 or 2 more Positive response. The NPC will answer

than questions and provide information.

opponent

Same Erchangepieasantries but nothing more.

1 or 2 less Cola shouhier: NPC makes it obvious that

than the he will not or cannot be of any help.

opponent

3 or more Beiiigerent. Has an obvious problem with

less than you and will escalate into violence unless

opponent you leave. If attempt to question again in

the future he will become violent. Go to In

Sight.
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Esampte

—

Hans has ran into a eiviiian and decides to

question him. He has a Peopte Shift of3 so starts with

3:176. He has his weapon ont so counts
a

+2ct6.
Hans is

also a ”hatedr enemy

”

so most snhtraot 2J6. He rolls the

Said and scores a I, 4 and ti; one sneeess.

Pasaaat has a peopte Shift of2. He has no modifiers so

rotts 2:56 and scores a i and .5; one saeeess.

Pasqaat and Hans
exchange

pleasana'ies bat nothing

etse.

MEETING THEMA GAIN

This is a very important rate so remember it!Ir

When taking an Opposed Challenge with NPCs, there is a

chance that they will remember you and that you will

make a good or bad impression on them To enhance your

story, we recommend that you keep track ofNPCs you

meet. just in case you meet them in the future. Here’s how

we do it:

It When you run into a NPC that is similar to an

NPC you have met in the past, roll 14:16.

I! On a score of “1“ you have
rm1

into
a NPC

from

a previous Mission.

- Ifthere is more than one similar NPC, roll 1d6

for each and the high result is the NPC you have

met. Re-roll all ties.

I Take an Opposed Challenge.

STOP!

Review how the new Attributes are gained. Roll new

Attributes for as many ofyour characters as you like. Go

to your Infantry Roster and put in the new Attributes for

each character.

How is an Unopposed Challenge different that an

Opposed Challenge? Which Challenge involves a

character’s People Skill? Before going any further take

some time to make three Challenges. Be sure to do at least

one Opposed Challenge. What things do you need to

determine for each Challenge?

Challenges are a way to advance the story and to do

things that you may want to do that are not covered by the

rules. When you're done, naive on to the next section.

ITEMS

We‘re assuming that you are a soldier and have the

necessities to live on. This includes your 1mifom

weapons, and other military equipment.

Items cover the “other” things.

LIKE WHAT?

Items are everyday things that can add to your Missions

and drive the story. Here‘s a list of Items that can be used

in your blissions. Here’s how we do it:

- Roll Edfi, add the results and consult the Items

Table.

- Go down the left-hand column to the appropriate

row then
across

to see what you have found.

2 ITEMS

(Adding the two results together)

Pistol.

Pocket Knife.

Pen and

Loafof Bread.

Hunk of Cheese.

Pack of -'

Chocolate Bar.

Bottle ofWine.

Pocket Watch if in a

Binoculars.

2

3

4

5

6

7

8

9

Medal ifon
a.

soldier.

SPECIAL ITEMS

The following Items have special rules that apply only to

them.

Bavoatms

The binoculars allow the
user to change it resolved PEP of

Enemy Defensive Position to plain enemies.

Home or Wave

The bottle ofwine counts as two items for bartering but

one for carrying.
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CHOCOLATE BAR 
The chocolate bar counts as two Items when bartering 
with female NPCs. 

MAP 
Turn the map into your superiors back at camp and check 
to improve your Rep (page 78). 

 

MEDAL 
The Medal counts as three Items for bartering but one for 
carrying. 

HOW DO YOU GET ITEMS? 
Remembering that these are not common, army issued 
Items, how do you get them? Here’s how we do it: 

 Start with them. 
 Find them on incapacitated soldiers. 
 Find them when searching a building. 
 Barter for them with other soldiers. 

STARTING ITEMS 
Each soldier can start with up to three items. Here’s how 
we do it: 

 Roll 1d6 for each Grunt in your squad, 2d6 for 
your Star. 

 If a success is rolled the character has that many 
Items; Chocolate Bars and Cigarettes.  

 If a success is not rolled the character does not 
have any Items. 

FINDING 
When you run into incapacitated soldiers there is a chance 
(1) that they may have an Item on them. Simply search 
them when Active. The person that incapacitates or finds 
the soldier does the searching. 

When you search a building there is a chance that there 
are Items inside. Here’s how we do it: 

 Roll 1d6 and read the result as rolled. 
 Subtract the Enemy Investment Level from the 

score rolled. 
 If the result is zero or lower, nothing is found. 
 If the result is a positive number, that many 

Items are found with a maximum of three. Every 
soldier must gain one Item before any soldier 
could have a second. 

 

Example – Ivan and Vladimir enter a building. They 
spend one turn of activation searching. I roll 1d6 and 
score a 5. The Enemy Investment Level is 1. They have 
found 3 Items, the maximum.  

Another way to get Items is to barter with other soldiers. 
This can be done during the Mission but usually between 
Missions. Here’s how we do it: 

 Roll 1d6 and read the result as rolled. 
 Subtract the result from your Investment Level. 
 If the result is zero or lower, no one can be found 

to barter with. 
 If the result is a positive number, you have found 

someone and they have that many Items to barter 
for. 

 Take a People Challenge with a random or pre-
generated character. 

 Decide what Items you will give up. 
 If you score more successes than the opponent 

you have bartered your Item away for the new 
Item. 

HOW DO YOU LOSE ITEMS? 
Easy come easy go; you will lose Items and quite often 
during your career. Here’s how we do it: 

 Someone takes them from you. 
 You give them freely to another character.  
 Or the big one…you get killed or have to use 

Cheating Death. 

WHAT CAN I CARRY? 
How many Items can a character carry? Characters can 
carry their Rep in Items, period. This is in addition to 
their normal army issued equipment.  

If you end up with more than you can carry then give 
them away to other characters. 

USING ITEMS 
Besides the normal way that an Item is used you can also 
use them to influence People Challenges (page 83). 
Here’s how we do it: 

 When you take a People Challenge you count a 
+1d6 for each Item you give to the opponent. 
Remember that some Items may count as two or 
three Items for bartering. 
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CH0COLA
TE BAR

The chocolate bar counts as two Items when bartering

with female
NPCs.

MAP

Turn the map into your superiors back at camp and check

to improve your Rep (page 78).

MEDAL

The Medal counts as three Items for bartering but one for

carrying.

HOWDO YOU GETITEMs?

Remembering
that these are not common, army issued

Items, how do you get them? Here’s how we do it:

0 Start with them.

0 Find them on
incapacitated soldiers.

0 Find them when searching
a building.

0 Barter
for them with other soldiers.

STARTING ITEMS

Each soldier can start with up to three items. Here’s how

we do it:

0 Roll 1d6
for each Grunt in your squad, 2d6 for

your Star.

0 If a success is rolled the character has that many

Items; Chocolate Bars and Cigarettes.

o If a success is not rolled the character does not

have any Items.

FINDING

When you run into incapacitated soldiers there is a chance

(1) that they may have an Item on them. Simply search

them when Active. The person that incapacitates or finds

the soldier does the searching.

When you search a building there is a chance that there

are
Items inside. Here’s how we do it:

0 Roll
1d6 and read the result as rolled.

o Subtract the Enemy Investment Level from
the

score rolled.

o If the result
is zero or lower, nothing is found.

0
If the result is a positive number, that many

Items are found with a maximum of three. Every

soldier must gain one Item before any soldier

could have a second.

Example

—

Ivan and Vladimir enter a building. They

spend one turn OfactivatiOn searching. I Fall 1 d6 and

scare a 5. The Enemy Investment Level is 1. They have

found 3 Items, the maximum.

Another way to get Items is to barter with other soldiers.

This
can be done during the Mission but usually between

Missions.
Here’s how we do it:

0 Roll
1d6 and read the result as rolled.

o Subtract the result from your Investment Level.

0 If the result
is zero or lower, no one can be found

to barter with.

o
If the result is a positive number, you have found

someone and they have that many Items to barter

for.

0 Take a People Challenge with a random or pre-

generated character.

0 Decide what Items you will give up.

0 If you score more successes than the opponent

you have bartered your Item away for the new

Item.

HOWDO YOULOSE ITEMS?

Easy come easy go; you will lose Items and quite often

during
your career. Here’s how we do it:

0 Someone takes them from you.

0
You give them freely to another character.

0
Or the big one. . .you get killed or have to use

Cheating Death.

WHAT
CANI CARRY?

How many Items can a character carry? Characters can

carry their Rep in Items,
period. This is in addition to

their normal
army issued equipment.

If you end up with more than you can carry then give

them away to other characters.

USING ITEMS

Besides the normal way that an Item is used you can also

use them to influence People Challenges (page 83).

Here’s
how we do it:

0
When you take a People Challenge you count a

+1d6 for each Item you give to the opponent.

Remember that some Items may count as two or

three Items for bartering.
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DAY PART 
Missions can occur at any time of the day. In the basic 
rules we have them occur in full day light. In this section, 
we separate the day into four periods using the following 
Day Parts. For ease of play and storytelling we've added 
some arbitrary times for reference. 

 EARLY (0500 hours  to 1100 hours)    
 DAYTIME (1100 hours  to 1700 hours)     
 EVENING (1700 hours to 2300 hours)   
 LATE (2300 hours  to 0500 hours)   

WHAT DAY PART AND WHEN? 
You can choose the Day Part for your Mission.    

DAY PARTS AND VISIBILITY 
Visibility may be affected by the Day Part. Here’s how 
we do it: 

 EVENING AND LATE – The LOS is reduced to 
12”. However, targets in a well-lit area will 
count LOS as normal for those firing at them.  

 

HOW MANY & WHO? 
When you resolve a PEF and it is enemy forces we have 
to do it a little differently. Here’s how we do it: 

 Substitute a squad for a platoon. 
 If rest of platoon, then it becomes rest of the 

squad. 
 If a squad is called for roll 1/2d6 and read the 

result as rolled. 
 Roll a second d6.  
 If a success (1, 2 or 3) is rolled, the 1/2d6 score 

is subtracted from the number of figures in your 
group. 

 If a success (1, 2 or 3) is not rolled, the 1/2d6 
score is added to the number of figures in your 
group. 

 You can never have less than one enemy figure. 
 When enemy vehicles are contacted it will 

always be just one. 
 Rest remains the same. 

 
Example – Ivan and Vlad exit the building and resolve a 
PEF. I roll 1/2d6 and score a 3. I roll a second d6 and 
score a 5. Ivan and Vlad have run into five enemy figures. 
 

ENCOUNTERING CIVILIANS 
When using the Chocolate & Cigarettes section there is a 
chance of running into civilians. Here’s how we do it: 

 When a PEF is resolved as an Enemy Defensive 
Position substitute 1/2d6 civilians instead. 

 Next determine how many of them you have 
met. 

 Then roll for their stats (page 89). 

REINFORCEMENTS 
The How Many & Who procedure is also used for 
Reinforcements for both sides. 

 
 

STOP! 
Items are used to advance the storyline of your Missions 
and can help when taking a People Challenge. 

Items are things above and beyond your army issued 
uniform and weapons. Each character has a chance for 
starting with up to three Items; Chocolate Bars and 
Cigarettes. 

You can carry Items equal to your Rep. When you Cheat 
Death you lose all your Items. 

Be sure to search for Items by spending one turn of 
Activation in an enemy unoccupied building. 

There are four Day Parts. Use them as desired for the 
Missions found in this section and even for Patrol, Attack 
and Defend Missions. What LOS penalties occur in the 
Evening and Late Day Parts? 

When PEFs are resolved as enemy forces each squad 
converts into a smaller number off figures. It is based on 
the number of men in your group and can never be less 
than one or more than your group plus three. 

You can only run into one enemy vehicle at a time. 
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DA YPART

Missions can occur at any time of the day. In the basic

rules we have them occur in full day light. In this
section,

we separate the day into four periods using
the following

Day Parts. For ease ofplay and storytelling we've added

some arbitrary times for reference.

EARLY(0500
hours to 1100 hours)

DAYTIME (l 100 hours
to 1700 hours)

EVENING (1700 hours to 2300 hours)

LA TE (2300
hours to 0500 hours)

WHATDAYPARTAND WHEN?

You can choose the Day Part for your Mission.

DAYPARTSAND VISIBILITY

Visibility may be affected by the Day Part. Here’s how

we do it:

o EVENINGAND LA TE

—

The LOS is reduced to

12”. However, targets in a well-lit area
will

count LOS as normal for those firing at
them.

HOWMANY&
WHO?

When you resolve a PEF and it is enemy forces we have

to do it a little differently. Here’s how we do it:

0 Substitute a squad for a platoon.

o
If rest ofplatoon, then it becomes rest of the

squad.

0
If a squad is called for roll l/2d6 and read the

result as rolled.

Roll
a second d6.

If a success (1, 2 or 3) is rolled, the 1/2d6 score

is subtracted from the number of figures
in your

group.

0 If a success (1, 2 or 3) is not rolled, the 1/2d6

score is added to the number of figures
in your

group.

0 You can never have less than one enemy figure.

0 When enemy vehicles are contacted it will

always be just one.

0 Rest
remains the same.

Example

—

Ivan and Vlad exit the building and resolve a

PEF
I roll I/2d6 and score a 3. I roll a second d6 and

score a 5. Ivan and Vlad have run intofive enemyfigures.

ENCO
UNTERING CIVILIANS

When using the Chocolate & Cigarettes section there is a

chance of running
into civilians. Here’s how we do it:

0 When
a PEF is resolved as an Enemy Defensive

Position substitute l/2d6 civilians instead.

0 Next determine how many of them you have

met.

0 Then roll for
their stats (page 89).

REINFORCEMENTS

The
How Many & Who procedure is also used for

Reinforcements
for both sides.

STOP!

Items are used to advance the storyline of your Missions

and can help when taking a People Challenge.

Items are things above and beyond your army issued

uniform and weapons. Each character has a chance for

starting with up to three Items; Chocolate Bars and

Cigarettes.

You can carry Items equal to your Rep. When you Cheat

Death you lose all your Items.

Be sure to search for Items by spending one turn of

Activation in an enemy unoccupied building.

There are four Day Parts. Use them as desired for the

Missions
found in this section and even for Patrol, Attack

and Defend Missions. What LOS penalties occur in the

Evening and
Late Day Parts?

When PEFs
are resolved as enemy forces each squad

converts into a smaller number off figures. It is based on

the number of
men in your group and can never be less

than
one or more than your group plus three.

You can only run into one enemy vehicle at a time.
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RAID

In the Raid Mission, you are technically on Patrol but will

be “free lancing”, exploring the area and searching for

anything ofvalue.

OBJECM:

I You can raid for a variety of reasons; rescue,

capture an enemy, search a bombed out village

for wine, the reasons are endless. Feel free to

provide the reasons why!

I You must accomplish what you set out to do if

you are raiding.

Fences

I You can use from one to five characters from

your squad.

I The NPCs will be generated normally but use the

How Many section (page 86) for their numbers.

TERRALv

I The board is divided into nine sections and

terrain generated normally (page 59). There will

be 1f2d6 buildings in section 2.

DEPLOYMENT

I You enter the table through sections 7, 3 or 9.

I PEFs are generated and deployed as outlined in

the PEF section (page
65).

SPEC‘L-iL INsraUcnoNs

I The Mission takes place during the Day Part of

your choice.

Establish your Investment Level (page 64).

Establish the Enemy Investment Level (page 64).

Set up your force in sections 7, 3, 9 or any

combination of those sections ifyou choose to

split your force.

After you have set up your force, place the PEFs.

Roll activation

I When the enemy activates go to the PEF

Movement Table (page 65).

Resolve PEFs as needed (page 66).

I Refi‘esh yourselfon the Non-Player Tactics for

their Mission (page 67), which will be a Patrol.

I Use the appropriate Non-Player Movement

Tables when needed (page 67).

I Play continues normally until the player has

accomplished his Nfission, been destroyed.
or

leaves the table.

NEWINSIGHT

Use this In Sight Table when playing any of the Iissions

in this section. This allows for capturing enemy soldiers

and being captured.

REP IN SIGHT

(Ioohngfor successes}

A TIMEI-TE

Lazy

-1d6

(impatient is fleaitky

-

1d6

Qaick Refleces

+
[(16

Slow to React

-

1d6

Steely Eves

+ld6

(freerM5never

-1d6Active

-

Character is active and moved.

Concealed

-

Enemy is concealed. -1d6

Docking Bock

—

Character is Docking Back.

{1’

HaakerTflowa

—

Character is Hunkered Down.

“3

Leaving the Battlefield

—

Character is Leaving

{1’

the Battlefield.

Temporary Group leader

—

Temporary Group -1d6

Leader taking the test.

(I) Figure cannotfire and “Iii—I complete its reaction instead.

RESOLWNG INSIGHTACTIONS

The group wimling the In Sight will now act, fiom highest

Rep to lowest. Here’s how we do it:

I Ifwin the In Sight but do not outnumber the

loser by 3:1 or more, resolve the In Sight

normally.

I Ifwin the In Sight and outnumber the enemy by

3:1 or more, take a People Challenge. Count the

+2d6

Weapon modifier for winning the In Sight.

Ifwin the Challenge, the enemy will surrender.

Otherwise re-take the In Sight test to see which

side goes first, counting no modifiers.
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FINDING THE OBJECTIVE

In this Iission there will be an objective. This could be a

downed pilot, an enemy mortar position or maybe a

civilian to question (page 39). Here’s how we do it:

I When a PEF is resolved as enemy figures. roll

M6 and
read

the
result as rolled.

I Ifthe score is equal or less than the number of

PEFs resolved, you have found the objective.

I Ifthe score is greater than the number of PEFs

resolved treat it normally and roll for enemies.

I Ifyou resolve
all PEFs the last one will be the

objective. Keep in mind that buildings generate

PEFs (page 65).

ESCORT

In the Escort Mission, you are trying to escort civilians or

wounded soldiers through enemy lines to safety.

OMEN:

I You must enter the table and exit on the opposite

edge with the civilians or wounded being

unharmed.

FoaCEs

I You can use from one to five characters from

your squad.

I The NPCs will be generated normally but use the

How Many section (page 86) for numbers.

Tawny

I The board is divided into nine sections and

terrain generated normally (page 59).

DEPLHHHENT

I You enter the table through sections 7, 8 or 9.

I PEFs are generated and deployed as outlined in

the PEP section (page 65).

SPEC'ML INSTR[ICHONS

I The Mission takes place during the Day Part of

your choice.

Establish your Investment Level (page 64).

Establish the Enemy Investment Level (page 64).

Set up your force in sections 7. 8, 9 or any

combination of those sections ifyou choose to

split your force.

I After you have set up your force. place the PEFs.

Roll activation.

When the enemy activates go to the PEF

Movement Table
(page

65).

Resolve PEFs as needed (page 66).

Refresh yourself on the Non-Player Tactics for

their Mission (page 66), which will be a Patrol.

Use the appropriate Non-Player Movement

Tables when needed (page 67).

Play continues normally until the
player has

accomplished his I'issiom been destroyed, or

leaves the table.

WHO ’3 BEING ESCORTED?

Before the Mission you must determine who and how

many characters you are escorting. Here’s how we do it:

Roll ld6, read the result as rolled and add it to

the Enemy Investment Level.

Consult the Escort Table and go down the left-

hand column to the appropriate row.

Go across to see who and how many characters

are with you.

Esconr

(Read the result as rolled)

JIGDIIYFRCHECK-31155III-TEE

Each point of Enemy Investment Level.

+1

Civilians equal to the d6 result rolled.

Civilians equal to the d6 result rolled.

Civilians equal to the d6 result rolled.

Civilians equal to the Enemy Investment Level.

Civilians equal to the Enemy Investment Level.

Wounded soldiers equal to the d6 result rolled.

Wounded soldiers equal to the d6 result rolled.

WWMDM-fi-WH Wounded soldiers equal to the Enemy Investment

Level.

Wounded soldiers equal to the Enemy Investment

Level.

ll Wounded soldia’s equal to the Enemy Investment

Level.

12+
Wounded soldiers equal to the Enemy Investment

Level.
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WHOARE THEY?

flnce you have contacted one or more civilians you must

determine who they are. Here‘s how we do it:

I Roll lf2d6 to determine how many civilians are

contacted.

I For each civilian roll 2d6_._ add the results

together and consult the Civilians Table.

I Go down the left-hand colunm to the appropriate

row then across for their stats.

I Take a separate People Challenge with as many

of them as desired.

2 CnaLrans

fieldd the results together)

\DQLfl-h-UJH

A

B

C

D

E.

F

G

H

I

J

K EEfiEZEmEEEW Lomomwommmm H-PIHHUJUJHUJUJl—H mHmwml-l-h-Hi—IHUJ mw—o—Hm—mm...

REWARD

Ifyou get a. Positive or Actively Helpful response from

more than one civilian. the Enemy Interest Level is

reduced by one.

Ifyou do not get at least one Positive or Actively Helpful

response fi'om a civiliarn your Interest Level is reduced by

one.

PIGGYBACKING MISSIONS

When playing a Questioning Mission you have the option

ofpiggy backing it with another Nlission. Here‘s how we

do it:

I You successfully question civilians and they give

you a location. For example. where an artillery

battery is located.

I You can choose to play a Raid Mission on the

location.

FINAL

THOUGHTS

Here are some final thoughts and perhaps some answers

to questions you may have.

WHERE '3 THE POINTS?

There aren’t any, it‘s not that kind
of

game.
Let

me ask

you a question. Do points guarantee a fair game? The

answer is no.

That's because the erperienoe offlre gainer ondfornilior'iiy

ofihe roles aren’t accounted for with points. Points give

new players a sense of
a

fair
fight,

then when they get

beat badly they think that they aren‘t any good. I’ve seen

it happen many times and in some cases. watched people

quit playing and move out of the hobby.

So how do you determine ifthe fight is a fair one? It’s

easy, just pick your force and let your enemy pick his.

Jenner one ofyon does'n ’i firinkyon can win with u-‘noi

you have then odd or snbn'oci o unit or m-‘ofi'orn either

side nniil both sides think they have n good chance of

u-‘inning.

Or maybe just play cooperatively against the game until

everyone feels comfortable with the rules?

HowDo YOU
WIN?

Winning will take on many forms.
Completing your

.‘Mission successfully can mean you win. Failing at your

Nlission but inflicting heavy enemy casualties can mean

you win. Sometimes just getting you and your men off the

field means you win. Winning is up to yon.

And sometimes you can’t win! Maybe your opponent

receives a tank and you can’t beg: borrow, or steal an

anti-tank weapon. Dr maybe you run into overwhelming

numbers and can’t win. It’s okay; it’s going to happen.

just like in real life. Hopefully you're playing a campaign

game but ifyou‘re not the question is did you have fun.

Me? I prefer to think I‘m living a story when I play and

each Mission is a chapter and the whole campaign the

book. IfI look back at the end of a fight and say ”Hey. I

had or good finre and if 1t’a3fiifl,

”

then I won.
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DESIGNER NOTES  
Why a third (and final) edition of NUTS!? Well for a 
number of reasons.  

The original came out eight years ago and the second 
edition three years ago. Since then there have been great 
changes in the THW game mechanics and the way the 
games now play. We call them the Final Version 
mechanics. Why? Because we’ve found a version we’re 
completely satisfied with, and that means no new ones.  

NUTS! - Final Version is all about potential. We've giving 
you the tools to play the games you want, as big as you 
want, and as detailed as you want. Not a set of crunchy 
"what bolt was hit" detailed rules for WW2 but easy to 
follow rules that cover all aspects of squad level warfare.    

In NUTS! - Final Version, infantry is the star. Every other 
aspect of the game is subordinate to the ground pounders. 
The infantry hold the ground. Yes, the tanks can punch 
holes in the enemy line but without infantry support the 
tanks get butchered when they reach the cities. You can 
bomb the enemy over and over but it's the infantry that 
has to go in and clean them out of their sheltered hiding 
places. Learn good infantry tactics and you'll do well.  

NUTS! is not for everyone. You'll find that you do not 
have total control of your forces; this isn't chess.  You will 
often not know what you're facing, and the reinforcement 
system can be cruel at times. But you will be presented 
with challenges every battle and the tension that comes 
from uncertainty. But like I said, not everyone is going to 
like it. 

MY GAME, YOUR GAME 
That's okay and brings me to a good point. Games are a 
reflection of what the writer believes combat is all about.  

 So feel free to tweak rules as you like as the game 
mechanics are pretty tight and won’t suffer from it. Just 
remember that changing one rule may cause something 
else to change in an unexpected way. If you get to a point 
where all your tweaks are confusing even yourself, just go 
back to the original rules and start over. Remember the 
goal is to have fun. Well, at least I think it is. 

However you decide to play the game, as a wargame, as a 
RPG; just play it. The game is actually pretty simple once 
you've played it a few times. Start small, use the Stop 
boxes and you'll be fine. Check out the THW Forum. It’s 
a great place to get questions answered and very much 
alive. The group is full of knowledgeable and helpful 
gamers and you can usually get answers within 24 hours.   

Take care and just play the game! 

Ed 5/15/2014 
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Why a third (andfinal) edition ofNUTS! ? Well for a

number
of reasons.

The original
came out eight years ago and the second

edition three years ago. Since then there have been great

changes in
the THW game mechanics and the way the

games now play. We call them the Final Version

mechanics. Why? Because we’ve found a version we’re

completely satisfied with, and that means no new ones.
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Final Version is all about potential. We've giving

you the tools to play the games you want, as big as you

want, and as detailed as you want. Not a set of crunchy

"what bolt was hit" detailed rules for WW2 but easy to

follow rules that cover all aspects of squad level warfare.

In NUTS!

-

Final Version, infantry is the star. Every other

aspect of the game is subordinate to the ground pounders.

The infantry hold the
ground. Yes, the tanks can punch

holes in the enemy
line but without infantry support the

tanks get butchered when they reach the cities. You can

bomb the enemy over and over but it's the infantry that

has to go in and clean them out of their sheltered
hiding

places. Learn good infantry tactics and you'll do well.

NUTS! is not for everyone. You'll find that you do not

have total control of your forces; this isn't chess. You will

often not know what you're facing, and the reinforcement

system can be cruel at times. But you will be presented

with challenges every battle and the tension that comes

from uncertainty. But like I said, not everyone is going to

like
it.

MY GAME, YOUR GAME

That's okay and brings me to a good point. Games are a

reflection of what the writer believes combat is all about.

So feel free to tweak rules as you like as the game

mechanics are pretty tight and won’t suffer from it. Just

remember that changing one rule may cause something

else to change in an unexpected way. If you get to a point

where all your tweaks are confusing even yourself, just go

back to the original rules and start over. Remember the

goal is to have fun. Well, at least I think it is.

However you decide to play the game, as a wargame, as a

RPG; just play it. The game is actually pretty simple once

you've played it a few times. Start small, use the Stop

boxes and you'll be fine. Check out the THW Forum. It’s

a great place to get questions answered and very much

alive. The group is full of knowledgeable and helpful

gamers and you can usually get answers within 24 hours.

Take care and just play the game!

Ed 5/15/2014
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CAMPAIGN MAP 
We’ve provided an abstract Campaign Map. This isn’t 
historically hard and fast and is easy to use to play a 
campaign.  

EASTERN FRONT 
If wanting to play with or against Russians, the Eastern 
Front section is used. Here’s how we do it: 

 The opposing forces start in the Crimea, April 
1944. 

 Both sides have a Campaign Morale of 4 and an 
Investment Level of 3. 

 If the German Campaign Morale is reduced to 
zero, the campaign shifts to the next area, Russia. 

 If the Russian Campaign Morale is reduced to 
zero, the campaign remains in the Crimea. 

 Continue to move towards Germany as the 
campaign progresses. 

 When a new Campaign begins adjust the 
Campaign Morales and Investment Levels. 

WESTERN FRONT 
If wanting to play with or against Americans or British, 
the Western Front section is used. Here’s how we do it: 

 The opposing forces start in Anzio, April 1944. 
 Both sides have a Campaign Morale of 4 and an 

Investment Level of 3. 
 If the German Campaign Morale is reduced to 

zero, the campaign shifts to the next area, Rome. 
 If the Allied Campaign Morale is reduced to 

zero, the campaign remains in Anzio. 
 Continue to move towards Germany as the 

campaign progresses. 
 When a new Campaign begins adjust the 

Campaign Morales and Investment Levels. 
 In June 1944 the Allies can begin using the 

Cherbourg area. 
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CAMPAIGNMAP

We’ve provided an abstract Campaign Map.
This isn’t

historically
hard and fast and is easy to use to play a

campaign.

EASTERN FRONT

Ifwanting
to play with or against Russians, the Eastern

Front section is used. Here’s how we do it:

o The opposing forces start
in the Crimea, April

1944.

0 Both sides have a Campaign Morale of 4
and an

Investment
Level of 3.

o If the German Campaign
Morale is reduced to

zero,
the campaign shifts to the next area, Russia.

0 If the Russian
Campaign Morale is reduced to

zero,
the campaign remains

in the Crimea.

0 Continue to move towards Germany as the

campaign
progresses.

. I :'.

.‘::::

EASTERN
Faomr

5:33;":

.

-;;

EAST

-

When a new Campaign begins adjust the

Campaign
Morales and Investment Levels.

WESTERN
FRONT

Ifwanting to play
with or against Americans or British,

the Western Front section is used. Here’s how we do it:

The opposing forces
start in Anzio, April 1944.

Both sides have a Campaign Morale of 4
and an

Investment
Level of 3.

If the German Campaign
Morale is reduced to

zero, the campaign shifts to the next area, Rome.

If the Allied Campaign
Morale is reduced to

zero, the campaign
remains in Anzio.

Continue to move towards Germany as the

campaign
progresses.

When a new Campaign begins adjust the

Campaign
Morales and Investment Levels.

In June 1944 the Allies can
begin using the

Cherbourg area.
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REP IN SIGHT TARGET RANGED COMBAT

{Lookingfor successes) (Read the resuit as relied)

.4

TIRIBEFI

A resnit oftwo or more "ones

"

means out ofornnio.

Opponent is Stealthy -1d6

Quick Reflexes

+1d6

3 to 7 5.mWEED

Slow to React -1d6

3 SHDGIER MEDIF

Steely Eyes

+1d6

_

Fast Movin

g.

I l

I Snap Fire.

Active

-

Character is active and moved. -ld6 TARGET Eff-3111155513937"

Conceoieti

-

Enemy is concealed. -ldfi

"

Ill Cover.

Docking Beck

—

Character is Bucking Back.

(I)

'

Prone.

Hacker Down

—

Character is Hunkered Down.

(I)

I

Fast
Moving.

Leaving the Bnfliefieid

—

Character is Leaving

(I)

I

Second
or higher target.

the Battlefield.

awareness—tor.

Temporary (hoop tender

—

Temporary Group -ld6
9

SHOOITER
WED

IF

Leader taking the test. I Fast Moving.

(I) Figure connotfire and wiii compiete its reaction instead.

In Snap Fire.

TARGET WHEMEHEDIF

I In Cover.

RESOLVINGINSIGHTACTIONS .. Tlsdmhjghflmget

The goup wimiing the In Sight will now act. from highest

OTHERWISE
—HIT.

Rep to lowest. Here’s how we do it:

10+ SEWER HHS MEET

Fire.

If cannot fire will Charge into Melee ifwithin

51.:

l RANGEI} CoMBAT DAMAGE

I If cannot fire or Charge into Melee will Duck

(Taken

Fm”

Impact)

Back.

X OUTGUNNED RANIGNGS

"

l

"

Target is Obviously Dead.

3m”

an; "mgr

augmnmfi

Impact or less but Target is knocked to the gound

not a "l" and Out of the Fight.

057653333 ”TAPS-N T1TE Higher than Impact Target is knocked to the ground

Riva-Iva and immediately takes the

5 Flamethrowers. Grenades. Satchel

RENE" TESL

Charges. Molotov Cocktail and all

Aflfitaflk

weaP‘m- # CDVER on CONCEALMZENT

4 I-IMG, will and LMG:

3
BAIL MP.

and SMG

2 Senn—automatic rifles and

carhmes. Buildings. Stationary figures inside ofbuildings are

1 Other ranged weapons not listed.

. . .

.

0 Those that catmot return fire, out of

inside

[TI coy

er

and conceaimint-id-

ammo, or out ofrange.

oving gures

“151 e m

nigs

are

concealed.

Vehicles, Figures inside vehicles are in

Inside of concealment.

I

Vehicles. Figures behind vehicles are in cover.

NE4NTRY Behind

Woods or Stationary figures inside woods or rocky

Rough areas are in cover and concealment.

INSIGHT& SHOOTING smegmasaw.was

areas are concealed.
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l READY THE GRENABE 2 CHARGE INTO NIELEE

(Taken vs. Rep) (Taker: versus Rep)

#

D6
.4.

TIRESLTI'
JIDBHIFR

131435.151}

l Grenade is readied and can immediately be

Hen-es 0f Steel

tossed. Rage

0 Grenade is readied but cannot be tossed until

CLECIflfl-i‘fAfi'CE JIDBMR

next active or in reaction.
Target in cmrer

+ 1 d6

Target charged to flank -1d6

Jr

2 THRGWING A GRENADE Targfl ChargEd

to re“ “d6

(when vs. Rep) see Camera Imerr

#Do’

t‘ESED

1143,5191)

Pass more Target may not fire. Targetr fires.

2 Grenade lands on the nominated spot. (15 than

Center the blast circle on the nominated spot opponent Charger moves into Charger moves into

and check for damage. melee. No Reaction melee. No Reaction

1

I Ifthe thrower cannot see the nominated T3513 lflkfll- T35“; taken.

spot, such 35 behind cover or Pass same Targetl Snap Fires. Targetr Snap Fires.

concealment, the grenade misses. The number d6

explugiufl causes the target to take a as opponent Charger moves into Charger moves into

Crisis Test. melee. No Reaction melee. No Reaction

I If the thrower can see the nominated T3513 taken. T35“ taken.

spot or the grenade is being dropped

over a wall, rolled into a doorway, or

RE 1‘ I

.

similar, it lands on the nominated spot.

P LEE CGMBAT

Center the blast circle on the nominated (Leakingfirr successes)

spot and check for damage.

0 Oops! Grenade is dropped at the feet of the

A TIMBI'TE

thrower. Center the blast circle on the

Brawler
+ 1 d6

nominated spot 39d Chflk for damage. All Knifeman if using a. bayonet or knife +ld6

wrthm the blast circle must roll their Rep or

Rage

+ld6

less on ld6 to drop prone and escape

Runt -1d6

damage.

*

r r r

Gne Hand Melee Weapon

+1d6

Two Hand Melee Wea
u

n. +2d6

CIRC’L-I‘IISI-‘L-TEE

GRENADES

&

Event}? Matched

-

Attacking an enemy

+ 1
(15

that scored a result of Evenly Matched

CHARGE INTOMELEE
.1... .... a... . ...._1 c... .....

result.

Prone

—

Attacking a prone opponent.

+l
d6

Rear

—

Attacking to the rear of an

+ld6

opponent. Only on the 15'1 round ofmelee

and must have qualified for the Target

charged to rear modifier on the Charge

into Melee Test.
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l MELEE Dames: 2 Memo!

(Reed resrdf es rolled} (Token when a medic contacts on UGFfigure)

#36

3-1.5“FEB

”11?. REEF-I T

SLTCES‘SES

Score more Rolf Ida versus the number of successes 2 Just a flesh wound. Figure will immediately

successes scored more than opponent. return to the fight at normal Rep.

1 Figure has lost one point of Rep for the

“I ”: Opponent Obviously Dead.

remainder of
the battle but will immediately

return to the fight.

Ea"!!! to successes more but not “I ”:

0 Figure
remains O'DF.

Opponent Out of the Fight.

Score higher thou more successes:

Opponent knocked down and immediately mFANmY

takes Recover From Knock Down Test.

Score same Eveufiv Murched.
Remain in melee

and

number when active. may either break oEthe MDIC&

melee or continue the melee.

REACTION TESTS

2 [amass-“rev REACHON TEsrs

(Token versus Rep)

*

=

Sitar may choose topuss Edd", Idfi, or 0:16

CECE-T115914}?
3E

11lDEMR

In cover

+1d6

Half strength or less -ld6

R453; Jflfi R135" I35 R133 036

CRISIS TEST Outgmmed: Outglumed: Outgunned:

(LDR)

*

I Duck Back.
I Duck Back. I Hunker Down.

Fired On: Fired On: Fired On:

I Return Fire. I Snap Fire. I Hunker Down.

Man Dovtm: Man Down: Man Down:

I Carry On. I Duck Back. I Leave the Battlefield.

RECOVER TEST Ifsuffered damage: If suffered damage: Ifsufiered damage:

(LDR)

*

I Knocked down but can I Out of the Fight. I Obviously Dead.

May

use Leader

still Carry 011. Can IfHunkered Down: IfHunkered Down:

Die only if regam
feet

Whfifl
flflfl

I Recover to
Duck Back. I Leave the Battlefield.

Huukered Dome. active.

IfHunkered Down:

Star may only

I Recover and

choose to pass d6

.
.

:fHankered

immediately
act

as

Down. desired.
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2 VEHICLE FAST MovE TEST

(Token vs. Rep}

#DICE

R—LSLS'ED

2 Vehicle successfully moves straight ahead

1.5 it its maximum speed and colmts as

Fast Move.

1 Vehicle successfully moves straight ahead

1.25 s. its maximum speed and counts as

Fast Move.

0 Vehicle moves normal move and stops.

The transmission is damaged and the

vehicle will now only move at 1:“2 its

normal movement distance and may no

longer attempt to East Move.

2 LOSE CONTROL TEST

(Token vs. Rep)

IfDICE

RilSSED

2 Vehicle continues on with no problem.

1 Vehicle Slides over one body width

outward from the direction of the turn

when starting the turn and continues on. If

it suns into something, immediately take

the Run Over Test.

1'} Vehicle slides over one body width

outward from the direction of the turn

when starting the turn.

- Wheeled vehicles will rollover

and become unusable.

- Tracked vehicles will throw a

track and become immobile.

Crew members 1m1st take the Recover Test

fi'om Damage.

VEHICLE

DRIVING & INSIGHT

2 RUN OVER TEST

flatten vs. Rep)

C1??C[THRILL-TC'E elf011mR

Each point ofArmor Rating of the
Vehicle.

+1

Each point of Defensive Value of the Target. -1

#DICE

HiSZSED

2 Vehicle ohliterates Target and continues

on.

1 Vehicle gets hung up on Target and stops.

Can continue on when next active.

0 Vehicle moves 1'“ into the object and gets

stuck. Must reverse out when nest active.

VEHICLE IN SIGHT

(Lookingfor successes)

ATHEEYE

Quick Reflexes

+
1 d6

Slow to React -1d6

Steel E es

CECE 3155' Eli-TUE

Active

—

Vehicle is active and moved. -1d6

flattened Up

—

vehicle is buttoned up. -1d6

Conceoted

-

Enemy is concealed. -1d6

Bucking Bock

—

Vehicle is Ducking Back.

{ll

Hooker-ed Down

—

Vehicle is Hunkered

{1)

Down.

Leave the Battlefield

-

Vehicle is Leaving the

“1

Battlefield.

(I) Vehicle cannotfire ono' wiH complete its reaction instead.

RESOLFTNG INSIGHTACTIONS

The group winning the In Sight will now act. from highest

Rep to lowest. Here‘s how we do it:

I Fire.

I If cannot fire, will Duck Back.
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E-

Hufffucings.

F‘s—+1.

M

2 VEIHCLE RANGED Contest"

(Taken versus Ran)

CIRCLE-1155'Edi-TEE :1IDEITIE'R

Firing at a target over 43" awa‘j,r -1

#D6

Iii-1.5191131}

2 TARGETHH'.‘

. Iftarget first” don-'11 then hit turret.

Otherwise go to Penetration Table

counting as hitting hull.

l TARGETWED IF:

- Fast Moving.

I Low Silhouette (LS) vehicle.

TARGETHITIFAT 43

"

OR LESS:

I Iftarget is a Vehicle roll ld6.

c:- 1

-

2

=

Hit turret.

o 3

-

6

=

Hit hull. Iftarget

huff dmiw counts as miss

instead.

Ir Iftarget is a Building roll ldfi.

0 1

-

4

=

Hit 2" below target.

0 5

=

Hit 2“ left of location.

0 I5

=

Hit 2" right of location.

X VEHICLE Hrr Locartow

(Based on the are occupied by the shooter)

U TflGETMSED.‘

Ir Target takes Vehicle Crisis Test.

l

2

3

4

5

6

7

8

VEHICLE

SHOOTING

2 PENETRATION

(Talia:
vs. Target Number)

CIRCTHISILW'CF 11fDEMR TU AR

If the turret was hit.

+1

it B 6'

R—LSZSLED

E Vehicle explodes and all inside or on are

Dbl-"lflllfil‘j Dead.

Building area under fire collapses
and

all

inside are obvious dead.

1 Round disables vehicle and each crewinember

must take the Recover Test. Crew will bail

from the vehicle when next active.

Building area under fire collapses and all

inside must take the Recover Test. Dccupants

will exit building area when next active.

0 Round does not penetrate. Vehicle takes

Vehicle Crisis
Test.

Occupants ofbuilding area take Crisis Test.
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2 LDABING TEST 2 INFANTRY ANTI-TANK RANGED COMBAT

(Token vs. Rep) Halter: versus Rep)

# D 6 CIREEC-1155 ELL-TCE JIGDH‘IER T0 REP

Isl-{SEED . .

2 All guns loaded and can fire in reaction
or

Firmg

at

up

to half

range.

_1

.

.

Flflllg at over half range. -2

when nest actne.

1 Deployed Anti-Tank Gun can fire in reaction

4*,

Ed

or when next active.

"T

_

Basses

Vehicles can fire when next active.

2 TARGETHI}?

_ _

O Deployed Anti-Tank {hm can fire when nest

.

Go to Penetration Table

countmg

as

active

hitting hull.

l MGETWIF:

Vehicles remain unloaded
and can try to

'

F35!

Moving.

_

reload
again

when next active.

'

LOW Silhouette
(LS)

“3111913-

UIHERWTSE THREETHII'

l Roll ldfi.

o l

-

2

=

Hit turret.

o 3

—

6

=

Hit hull.

U MGETMSSED:

0 Target takes Vehicle Crisis Test.

2 (loss. ASSAULT

(Token
versus Rep ofthe vehiele and ehereeter}

CECE-317511441173 JIUDIFIER

The target vehicle gains the modifier
if

+ld6

the},F have machineguns facing the

attacker.

The character gains the modifier ifhe
is

+ld6

attacking to the side ofthe target vehicle.

The character
gains the

modifier if they

+2d6

are attacking to the rear of the target

vehicle.

The character gains the modifier
if

he is
a

+
ldfi

Tank Killer:

#1}5
12137.44"???

1"

R-iSELE-D

2+ more Vehicle prevents the Go to Close

VEHICLE

MAIN GUNLOADING
33.11....“ Ziifi‘aiaiififiicmge

£22112...

character has it.

INFANTRYANTI—TANK

1...... mm...

mm...

than machineguns. Assault

t Char t tak Cri

'

R 1 ti .

CLOSEASSA ULT

opponen

TlestIac

er e a sis eso u on

Same as (30 to Close Assault Go to Close

opponent Resolution. Assault

Resolution.
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2 VEHICLE REACTION TESTS

(Token vermis Rep)

*

=

.Stor may choose topass 2J6, Io’fi, or Grid

R133 335
R133

1't
R433 3135

CRISIS TEST

Fired On:
Fired On: Fired On:

(LDR)

*

I Undergmmed.
I Undergunned, unleaded I All with Hunker Down.

unleaded or unable to or unable to fire will Friend Brewed Up:

fire will Duck Back. Duck Back.

I
Leave

the
battlefield.

I Loaded will return fire I Loaded will return fire

even ifmust rotate even ifmust rotate

turret. turret.

Friend Brewed Up: Friend Brewed Up:

I Carry On. I Duck Back

RECDVER TEST

IfHunkered Down:
IfHunkered Down: IfHunkered Down:

(LBR)

*

I Recover and I Recover to Duck Back. I Leave the Battlefield.

immediately act as

desired.

2 PEF MOVENIENT 1 ENEM DEFENSIVE POSITION TABLE

(Toften versus the Rep of4) (Rood the resnit os rolled)

#1}5 CmC[31153
ILL-'1if'E

J!013mR

R1331,

Each point of Enemy Investment Level.

+1

2 The PEF moves 8" directly towards the

player ending in cover ifpossible.

1 The PEF moves 4” directly towards the

player ending in cover ifpossible.

{1 PEF does not move. Team.

_ _ .

One n1 Defensive Position.

One in

'

2 PEF RESOLUTION

One in Defensive Position

(Token

Farms

Emy

Imwmgm

Level)

One

in Defensive

Positron

One HI

#1116

One

+ LMG

in Defensive Position

Two in

'

Two in Defensive Position

One Enemy Platoon

+
1 LMG

Team and Bazooka

or similar in

'

{2}

(I) Die Defensive Position
will

be e
+

If2d6 inohesper squad in

length. (2) Buildingfi'om the Building {we Tobie (page 61).

Rdfilfiffl

2 Contested enemaJforte. Roll 1d6, counting
a.

+1
if

you
are on an Attack Mission

I (l

-

4) Roll on
the Enemy

Reinforcements Table (page 70).

I (5

-

6) Roll on the Enemy Defensive

Position Table (page 66).

1 There might be something there. Resolve the I /

EHIC

l E

next PEF with 3d6 counting the lowest two

SCOI'BS .

0 False storm. Just a case of nerves!

REA

C
TI

0
N

TESTS

PEFS
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2 NP INFANTRY MovEMENT

-

ATTACK

(Token versus Rage)

CECE fiLS‘IZL’lr—CE rlfflflFIER

IfNP side has twice as many figures on

+1d6

the board.

#1316

R—lSLSE'B

2 [fthe NP infantry has 2a or more of your

number:

I Halfof their force. with the support

weapon. will move to covert to fire at

you.

left (1

-

3) or right (4

-

s) flank.

I The other half will move to encircle your

Otherwise:

I Will advance to closer cover to fire at

you.

I Ifno cover will drop prone and fire at

you.

1 If the NP infantry has 2a. or more of your

number:

I The force will advance directly at you

with the support weapons firing ifwithin

L08 and range.

Otherwise:

I Will move to cover:t to fire at you.

I Ifno cover will drop prone and fire at

you.

0 All

-

-

it

Will move to cover to fire at you.

I Ifno cover will move to nearest cover

whether in their weapon range or not.

*

Helrendy in cover and in range, willfire atyou Instead.

NP INFANTRY

2 NP INFANTRY MOVENIENT

-

DEFEND

(Token versus Rep)

CIRCI-TILSILTCLE JIDDIFIER

IfNP side has twice as many figures on

+ld6

the board.

IfNP is in cover.

+ld6

s1.36

ELISSED

2 If the NP infantry have E‘s. or more ofyour

nmnber:

I Halfof the force. with the support

weapon, will move to covert to fire at

you.

I The other half. if there is cover or

concealment available. will move to

encircle your left (1

-

3) or right (4

-

6)

flank.

Dtherwise:

I Will move to cover* to fire at you.

I If no cover will drop prone and fire at

you.

1
All

-

I Will remain
in cover to fire at you.

I If no cover will drop prone and fire at

you.

D All

-

I Will remain in cover to fire at you.

I If in open will move to nearest cover

whether in weapon range or not.

*

{felt-emf}? in cover and in range, Hitlfire atyou instead.

2 NP PATnoL REACTIoN

(Taken
verses Enemy Investment Level)

CIRCTELSILL-TCE 4-15!DDFER

IfNP side has twice as many figures on

+ld6

the board.

asDo"

RiSZSED

2 Patrol takes cover and converts to a Defend

Mission. Ifbeat away enemy will revert to a

Patrol NIission.

l
Patrol takes cover and converts to a Defend

Mssion. Ifheat away enemy will withdraw

from the table back the way they entered.

D Patrol converts into a fighting withdrawal

moving from cover to cover until withdraw

from the table back the way they entered.
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2 NP ENEMY Tame MovEMENT 2 NP PURSUING THE OBJEcrIvE

(Token versus Rep) (Token versus Rep)

#Bfl
REST-I

T #Bé—R-LSSEB

.33

.

. . .P4 ED

2 Group moves in accordance With its

2 If on a Patrol or Attack Mission: objective. Roll on the NP Movement

I
Will move at maximmn speed down

a

Tables
(page

6?).

road or over open terrain
to

engage enemy

1 If enemy
within 24" and on NP’s flank

vehicles first. Engage enemy infantry if

or rear:

enemy vehicles are not present.

I Armor
units will move towards

nearest enemy target to flank or

rear. Roll on the NP Movement

Tables (page 67).

I Infantry units move towards nearest

enemy target within 24". Roll on the

NP Movement Tables (page 67).

If on a Defend Mission:

I Will move to occupy cover directly in the

path of enemy vehicles and open fire. If

already in cover and in range will open

fire. Will move to occupy cover directly

in the path of enemy infantry and open

fire but only if enemy vehicles are not

present.

1 If on a Patrol or Attack Mssion:

I Will move at half speed down road or

0 All"

Movement Tables

(page 671

over open terrain to engage enemy

'

vehicles first. Engage
enemy

infantry if

I

Group

moves towards nearest

enemy vehicles are not present.

enemy

target.

R011
011 “If

NP

Movement Tables (page 67).

Otherwise

-

I Group moves in accordance with its

objective. Roll on the NP

If on a Defend Mission:

I Will move to occupy cover directly in the

path of enemy vehicles and open fire. If

already in cover and in range will open

fire. Will move to occupy cover directly

in the path of enemy infantry and open

fire but: only if enemy vehicles are not

present.

0 If on a Patrol Attack Mission:

I Vehicle will not move.

If on Defend Mission:

I If in cover will remain in place. If in open

will move directly to nearest cover and

occupy within 6" and open fire.

NPARMOR

NP OBJECTIVE
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