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GERMAN FO
FOR MID WAR AND

COUNTRY AND COMPANY SPECIAL RULES

German National Rules

Bloody COmaha 352, Infanteriedivision
jonty’s kMeatgrinder 21. Panzerdivision
Cobra 5. *Das Reich® SS5-Panzerdivision

12. "Hitler Jugend® a848-Panzerdivision

5talin’s Onslaught 78. Sturmdivision
StuG Batterie

Hammer & Sickle Pioneers & Sperrverband
Veteran Tank-hunters

’. Fla¥ HNests
River-of Herces 3. Totenkopf s5-pPanzerdivision

= 5. Wiking 53-Panzerdivision
A Bridge Too Far sa-Kampfgruppe Spindler
WARRIORS :
North Africa Generalfeldmarschall Rommel, Erwin

Oberst Rettemeier, Hillhelm
Oberstleutnant ¥och, Walter
Major won der Heydte

Eastern Front oberfeldwebel Schmidt, H. M.
bajor Keenig, Bruno

Viller=s Bocage Obersturmfinrer Wittman, I-lichaefl

Menty’s beatgrinder bajor von Luck, Hanz

Cobra Oberscharfiinrer Barkmann, Ernst

Stalin’s Onslaught Feldwebel Uthoff, Dietrich

Hammer & Sickle Feldwebel Vindgruber, Ludwig
General von Saucken, Dietrich

River of Heroces Sturmbannfihrer Biermeyer, Fritz

panzer Kanonen (Tank Aces)
of the 5. 35-Panzerregiment

Hell’s Highway Oberstleutnant von der Heydte, Freiherr
A Bridge Too Far sa-Hauptsturnfilhrer Grasbner, Viktor
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to German teams and platoons.

KAMPFGRUPPE
Before deploying your force at the start of the game, you may take
up to half of the Sections or Squads (excluding the HQ Section)
from any Combat or Weapons platoons in the company and place
them in a special Kampferuppe Platoon. The 2iC Command
team becomes the Platoon Command team for this platoon,
i ceasing to be an Independent team and no longer counting as a
2iC Command team. Teams placed in the Kampjfgruppe Platoon
are no longer part of their original platoons.

The Kampfgruppe Platoon counts as a platoon for all purposes
including deployment and Company Morale Checks.

MissioN TAcTICS

If a Platoon Command Infantry team is Destroyed, another team
takes over immediately. Remove any other Infantry team in the
platoon that is within Command Distance of the Command
team and replace it with the original Platoon Command team.

If a Platoon Command Tank team is Destroyed, another team
takes over immediately. Nominate any other Tank team in the
platoon that is within Command Distance of the Destroyed
Command team to be the new Platoon Command team.

If there is no team of an appropriate type within Command
Distance, then the Platoon Command team is Destroyed and the
platoon is left leaderless.

SCHURZEN

When a tank that is protected by Schiirzen is hit on the Side
armour by a weapon with a Firepower of 5+ or 6 and fails its
Armour Save, roll a special 4+ Schiirzen save:

These special rules reflect the doctrine and training that give German soldiers their edge in battle. These rules only apply

STORMTROOPERS
Any German platoon with a Platoon Command team may
attempt a Stormtrooper move in its Assault Step.

Roll a Skill Test for each platoon.

o [f the test is passed, the platoon treats the Assault Step as a
Movement Step in which it can move up to another 4’/10cm,
regardless of its normal movement distance.

o [fthe test is failed, the platoon cannot move any further this turn.

Either way, a platoon that attempts to make a Stormtrogper
move cannot Launch an Assault in the same turn.

Although it is not the Movement Step, teams making a Stormtrooper
move may mount and dismount as if it was a Movement Step.

Platoons cannot make Stormtrooper moves if they moved At
the Double. Bogged Down or Bailed Out vehicles cannor make
Stormtrooper moves.

Only Armoured vehicles can make Stormtrooper moves if they are
Pinned Down. Other types of team cannot make Stormtrooper
moves if they are Pinned Down.

Gun teams that shot earlier in the turn cannot make a
Stormtrooper move. Teams of any type that have fired an artillery
bombardment cannot make a Stormtrooper move.

. TANKS

o [f the save is successful the Schiirzen protects the tank from the
side shot.

o [f the save is not successful the shot penctrated the side armour as
normal.

L
i ' MOouNTED AssauLT
A Transport team cannot normally Charge into Contact.
However, a German Transport team from a platoon that is
capable of making a mounted assault may do so.

¢ A Transport team making a mounted assault must not have
mounted or dismounted passengers earlier in the turn.

In the first Assault Combat Round, one Infantry team carried as
a passenger in each Transport team that is not Bailed Out may
Jight as if it was a Tank team (remember that Tank teams cannot
assault Tanks). The Transport teams themselves cannot fight in
the assault.

'j 2 ARMOURED INEANTRY “

The passengers remain mounted in their half-tracks until
the platoon launches a Counterattack, whereupon they must
dismount.

Infantry teams that started the Assault Step dismounted fight
alongside the half-track-mounted teams using the normal assault
rules.

As the platoon is not made up entirely of Armoured Tank teams,
it will fall back if Pinned Down by Defensive Fire, even if the

vehicles’ armour protects the platoon from casualties.




ARMOURED ROCKET LAUNCHER
Unlike other artillery, Panzerwerfer 42 rocket launchers may
make a Stormtrooper move after firing artillery bombardments.

RecolLLEss GUNS
Recoilless guns do not count as Concealed if they fired in their last
Shooting Step as the dust cloud gives away their position.

When an Armoured Rocket Launcher Battery successfully rolls a T Bt s ey e R

U St?tzrizt;)roobp ‘Z AT e Ty o T S P T 7 recoilless gun when any part of a friendly team is directly behind :
j 41 P R the gun and within 2°/5cm. Recoilless guns cannot fire from
=~ within buildings.
% Tt STUKA zU Fuss A
y t " Each Stuka zu Fuss rocket launcher can only fire one bombardment DEVASTATING BOMBARDMENT ¥
] 3 ; . 4
- ﬁ 4 2l SR D R b R PTG An Artillery Bombardment fired by nine or more weapons uses a 4
IN b You may make up to six attempts to Range In with a Stuka zu  double-width Artillery Template to determine which teams can 1 !
- 53 Fuss rocket launcher. Each failed attempt reduces the number of  be hit and re-rolls failed To Hit rolls. L
3 F ieapons Jiring Py e -yas il dl,l S&r ariempis i Rnge In. An Artillery Bombardment fired by fourteen or more weapons, 1

the rockets have all been fired, bur missed, and no bombardment > . - &

L b ; bl uses a template 127/30cm square to determine which teams are 4
AEE pEdr hit and re-rolls fuiled To Hit rolls s
7'y If multiple Stuka zu Fuss rocket launchers fire, place a separate 'E
E"-- * f template and roll to Range In separately with each as if they were 1
} INY separate artillery batteries. j .
Ayt -
E.?‘:’ t The half-track is still available to transport the pioneer team after !
‘k.‘-.! "1,_: the Stuka zu Fuss fires. 1E
TR 4 :
J M
5 T ' TIGER ACES &

At the start of the game roll a die for each Tiger tank platoon and I you roll a 6, your platoon is fortunate to be led by an
look up their Tiger Ace Skill on the table below. exceptionally talented officer with his own Tiger Ace Skill in
addition to that of the platoon as a whole!

=~
- I&:"ﬂ v 1

TIGER ACE SKILLS
Every SHOT CouNTs!
Tiiger tanks in this platoon re-roll any failed roll to hit

when they shoot.
_€ : } I

RAPID FiRe! '
The 8.8cm tank guns of the Tiger tanks in this platoon

SCHNELL!
The platoon may make a Stormtrooper move on a roll
of 2+.

T T e e

A Terrain or to free a bogged down tank on a roll of 2+. — have ROF 3. 3
1N o 1%
o ho ol 18
oy I 4
ol n— —

ﬁ!’ 1 FOR THE FATHERLAND! Top Act!

:: Tt The platoon passes Motivation Tests on a roll of 2+. Roll again to determine the platoon’s Tiger Ace Skill. If

you roll 6 again, you may choose the platoons skill.

Roll a third time to generate an extra skill for the Platoon
Command tank. This gives the platoon commander two 3
Tiger Ace Skills. If you roll a 6 or the same number as |
the platoons Tiger Ace Skill, you may choose the platoon A

commander’s extra skill.

G CLEVER HANs!
TEP Tanks in this platoon pass Skill Tests to cross Rough
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A Festungskompanie or Fiisilierkompanie always defends against
another Infantry Company in missions that use the Defensive
Battles special rule.

FORTIFICATIONS

In any game that does not use the Fortifications special rules
(page 217 of the rulebook), a Festungskompanie may purchase
fortifications (from pages 22 and 23 of Bloody Omaha) as part
of their force using their normal points total.

All fortifications must be deployed in your deployment area
immediately before your opponent places an objective.

AIR SUPPORT
A Festungskompanie, Fiisilierkompanie, or StuG Abteilung
cannot have any Air Support.

EVERYTHING MusT FIRE ON THE BEACHES
When troops from a Festungskompanie are in Reserve, they only
arrive on table on a roll of 6 instead of the usual roll of 5+.

In addition, platoons with vehicles must be selected to be held in
Reserve before platoons on foot, with platoons having Armoured
vehicles selected first to be held in Reserve. When platoons arrive
from Reserve, they must arrive in the following order: platoons
without vehicles first, then platoons with Unarmoured vebicles,
and platoons with Armoured vebicles last.

INDER
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STATIC ROCKET LAUNCHER

28cm sWG41 rocket launchers use the Stuka zu Fuss special rule
(page 167 of the rulebook), but have only four rockers instead of
six. As a result, they only have four attempts to range in. Treat
them as Trained troops when rolling to hit after ranging in. Once
[fired, the entire team is removed from the game.

Static rocket launchers are Open Bunkers and not part of any
platoon. They may use any Command team as a Spotter, provided
that the Command team has not moved since the start of the game.
As none of these teams are trained artillery observers, they receive
the same +1 penalty to range in as a Company Command team.

OPEN BUNKERS
Open bunkers follow the rules for Bunkers (page 210 in the
rulebook) in all respects, except that:

When a hit Pins Down an open bunker, the shooting player
immediately makes a second Firepower Tést for the shooting weapon:

o A successful test will Destroy the open bunker.

* A failed test leaves the open bunker Pinned Down, but other-
wise unharmed.

Guns with the No HE attribute cannot Destroy an open bunker.

GoLIATH DeEmoLITION CARRIERS
Remove the Goliath remote-control demolition carrier from a
team equipped with one if the team moves.

21. PANZERDIVISION

ROMMEL’S ZIRKUS

21. Panzerdivision has spent nearly a year training with their
French equipment. Their first training marches saw nearly
every vehicle break down. Now they know their equipment
inside out. They carry the spares and tools to repair them
at need.

When a 21. Panzerdivision vehicle Breaks Down due to being
Unreliable (see page 47 of the rulebook), any other Unreliable
vehicle from the division can act as a Recovery Vehicle to repair
it. Unlike a proper Recovery Vehicle, the vebicle requires a Skill
Test to repair the Broken Down vebicle. A roll of 1 still leaves the
Broken Down vebicle permanently Broken Down.
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PANZER AcE
Before the game begins, roll a die for the Company Command
E ko team of each SS-Panzerkompanie. Look up the Tiger Ace Skills
E table on page 168 of the rulebook to find the skill possessed by this
ML veteran. If the roll is a 6, simply choose the skill for the commander
rather than rolling further. Where the skill refers to Tiger tanks
or 8.8¢cm tank guns, treat it as referring to the commander’s own
tank and its main gun.
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E RS ONe-way Trip To Heaven

\GH When any infantry platoon from 12. ‘Hitlerjugend” SS-Panzer-
TER division fails its Motivation Test to Counterattack during an
"By assault, it may either Break Off as normal or continue the assault.
ELE

- _5 1 If the platoon elects to continue the assault, they fight on as if’
> = they had passed the Motivation Test. However, if they fail any

NE-~7,
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J T‘_p_.
3T PAKFRONT!

ok o You may choose your Sturm Anti-tank gun platoon or one of your
lt[,‘ - Anti-tank gun platoons to form a Pakfront. Do not deploy the

' v platoon when you would normally. Instead, it is deployed at the

Eb' j . same time as Independent Teams.
UL FIELD FORTIFICATIONS
NG | In any game that does not use the Fortifications special rules
MF iﬂ; (page 217 of the rule book), a Sturmkompanie may purchase
youy
ICE H oy
s 1
i ) : i
”"E_, BeGLEIT TANK RIDER SPECIAL RULES
- Begleir Assault Rifle teams are normal Assault Rifle teams with
t{GH the following special rules.
L
2 “1!-7' While Begleit Assault Rifle teams are mounted on tanks from their
EL L own platoon, they operate as tank riders (see pages 44 and 71 of the

Flames Of War rulebook), but gain the following benefits:

One team per assault gun can shoot as if dismounted if the tank

o moves 6”/15cm or less, but no teams can shoot at all if the tank
" A mouves over 6 /15cm.
L
T..'!' Vi They fight in assaults as if dismounted (they can roll to hit and be
n Tt allocated hits separately from the tank).
i "I__:-v' If only one team is mounted on a tank, it has a 3+ save when
‘{ﬂj".’_ the tank is hit instead of the normal 5+ Passenger Save, but is
u'fr“ = automatically Destroyed if the tank is Destroyed.
£
£ Ignore Destroyed Begleir Assault Rifle teams when determining
UN whether a StuG Platoon is below half strength and needs to take
N' G a Platoon Morale Check.
AN
* I

A platoon with tanks and Begleit Assault Rifle teams carries on
with its assault after being Pinned Down by Defensive Fire,
despite having Infantry teams in the platoon. If this happens, only
the tanks fight in the first Assault Combat Round. The Begleit

2. ‘DAS REICH’ SS-PANZERDIVISION

INSTANT READINESS
Any infantry platoon from 2. ‘Das Reich’ SS-Panzerdivision becomes
Pinned Down during the Assault Step, they can take a Motivation Test.

o [f'the test is passed, remove the Pinned Down Marker.

* Otherwise, the platoon remains Pinned Down.

If the platoon is Pinned Down by Defensive Fire, they still fall back

and the assault is over.

12, ‘HITLERJUGEND' SS-PANZERDIVISION

Sfurther Motivation Tests to Counterattack in this assault, then
the platoon is immediately Destroyed as if they had failed a
Platoon Morale Check.

PANZER AcE
See the Panzer Ace rule above.

/8. STURMDIVISION

Jortifications (from page 64 of Stalins Onslaught) as a part of

their force using their normal points total.

All fortifications must be deployed in your deployment area
immediately before you or your opponent places an objective.

A Sturmkompanie containing more than 50 points of
fortifications always defends against another Infantry Company
in missions that use the Defensive Battle special rule.

STUG BATTERIE

Assault Rifle teams remain in contact and can counterattack in
subsequent rounds.

During Assault Combat Rounds when the defender allocates bits,
they must allocate a hit to each Begleit Assault Rifle team before
they can allocate any hits to the assault guns.

BEGLEIT PLATOON

If the Company HQ and at least one Combar Platoon have Begleit
Assault Rifle teams, a StuG Batterie player may form a separate
Begleit Platoon. This Begleit Platoon is formed by removing the
Begleit Assault Rifle teams from the Company HQ and all of the
Combat Platoons, and grouping them into a single platoon.

If you choose to do this, the Begleit Assault Rifle team from the
Company HQ becomes the Platoon Command. team.

Begleit Assault Rifle teams from a StuG Platoon taken as a
Divisional Support Platoon are not part of the main battery and
can not join the Begleit Platoon.

DepICATED GUNNERS

A StuG G or StuH42 assault gun with a Begleit Assault Rifle
team mounted on it may fire its hull MG at the same time as
its hull-mounted main guns. The Begleit Assault Rifle team may
still fire its Assault rifles as normal.
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- PANZERKNACKER BADGE
All Pioneer teams in platoons from a Sperrverband or a Ersatz
Pionierkompanie have Tank Assault 5.

' % ANTI-TANK SUPPORT
E When deploying fortifications using the Pioneer Supply Vehicles
\NE

rule (see page 215 of the rulebook), the Company HQ of an
Ersatz Pionierkompanie may, instead of placing Minefields or

DepLoYING FLAK NEsTs
You must place FlaK Nests in your deployment area before any
objectives are placed. FlaK Nests follow the rules for Bunkers
(page 210 in the rulebook) in all respects, except FlaK Nests:

* have a 360 degree field of fire.
* cannot be placed within 8'/20cm of another bunker or FlaK Nest.

SHOOT AND ScoOT
Veteran Tank-hunter Platoons Stormitrooper on a roll of 2+.

MANOEUVRE & FIRE
Veteran Tank-hunter Platoons may prepare alternative firing

Concealing Area Terrain or Linear Obstacle that provides
concealment.

AREA TERRAIN

Tank-hunters may move freely
within the area terrain and fire
at their full rate of fire.

If any Tank-hunter from the
platoon leaves the selected
terrain feature, the platoon

loses the benefit of the
Manoeuvre & Fire special rule.

PIONEERS & SPERRVERBAND

FLAK NESTS

positions. At the start of the game choose a single piece of

Bzzrbed VVzre, use both qf their Pioneer Supp{y Maultier half-
tracks to place one Anti-tank Obstacle.

Time's Up

The Company HQ, and all Sperr and Sperr Pionier Platoons from
a Sperrverband are considered Fearless when taking Motivation
Tésts to launch an assault against Armoured Tank teams or to
conduct a Counterattack.

SHOOTING AT FLAK NEsTs
Roll a Skill Test to hit a FlaK Nest at less than 16°/40cm range.

Roll a Firepower Tést to Pin Down the Flak Nest.

When a bit Pins Down a FlaK Nest, the shooting player immediately
makes a second Firepower Test for the shooting weapon:

o A successful test will Destroy the FlaK Nest.

* A failed test leaves the FlaK Nest Pinned Down, but otherwise
unharmed.

Guns with the No HE attribute cannot Destroy a FlaK Nest.

The selected terrain feature must be at least partially within your
deployment area.

As long as the whole platoon remains Concealed within or behind

the selected terrain feature, they may shoot using their full ROF
when they move as if they had not moved. If the platoon leaves
the selected terrain feature, or is no longer Concealed from enemy
teams other than aircrafi, they lose the benefit of the Manoeuvre
& Fire special rule for the remainder of the game.

LINEAR TERRAIN
Tank-hunters can use
Manoeuvre & Fire by
| remaining behind and
"‘I right up against a Linear

Obstacle i ‘ J =

Linear Obstacles that are

not continuous prevent
Manoeuvre & Fire
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VicTory AT ANy CosT

During an assault, any Combat platoon from the ITotenkopf
SS-Panzerdivision may Destroy one Infantry or Tank team from
that platoon that is currently participating in that assault and
either reroll a Motivation Test or reroll a Roll to Hit.
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The Destroyed team must be In Command when removed and
may not be an Independent team. You may do this multiple
times in an assault as long as there are teams available to
Destroy.
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‘A DANISH AND FLEMISH REGIMENTS

ECH The Wiking SS-Division contained Danish and Flemish
IN regiments. Each possessed individual national characteristics. A

'

L

LGS MASTER PLAN 2=
. W: When firing artillery bombardments using Motorised or Armoured
a3 T SS-Artillery Batteries in support of the Danish Panzergrenadier

Regiment, Roll to Hit as if the artillery are Veterans.

=~

FoLLowING ORDERS' # |

£ Ji) Platoons from the Flemish Regiment may make a Stormtrooper
. UE‘ Move while Pinned Down and may move towards the enemy
§ e b while making this move.
¢ g
i
(20 0
N 1) :
Sﬂ‘ﬁ : ' 10k STURMTIGERS
11§ '
Eq Rocker AssauLt Howitzer
T A Sturmtiger may fire as an artillery battery.
j.“ E ¥ o Each Sturmtiger fires as a separate artillery battery.
l ]
3 i o Each Sturmtiger only makes one attempt to range in on
BN its target.
g B * Once ranged in, Roll to Hit, as normal for an artillery
% h‘-' bombardment, for each target under the template.
(Y
T o The score needed on the Roll to Hit is always 5+ with no
\ ).
\.!. Vi modifiers for number of guns firing and no rerolls.
5 T
1. :r- \NE"&%

KAMPFGRUPPE MARSCH!

bih Once each turn, you may re-roll one die rolled to receive Reserves
'I' 5 of your force.
I
N Ik
{ e s
'i ; il i &
pag

SS-KAMPFGRUPPE SPINDLER

S
PANzZER AcCE

If your company is a Tank Company from the 3. Totenkopf SS-
Panzerdivision, roll a die before the game begins for the Company
Command team. Look up the Tiger Ace Skills table on page 168
of the rulebook o find the acquired skill.

If the roll is a 6, simply choose the skill for the commander rather
than rolling further. Where the skill refers to Tiger tanks or 8.8cm
tank guns, treat it as referring to the commander’s own tank and
its main gun.

PoLITICAL ASSASSINS il 2 |

When Infantry teams from a Combat platoon in the Wiking SS-
Panzerdivision shoot at a platoon that contains a Komissar team,
Jorce from the Wiking SS-Panzerdivision must be made up of  you may make a second roll for each hit scored on the platoon.
either Dzzm's/oa or Flemish troops| " |

* If you roll a 5 or 6, you can choose to mark the Komissar team
as a priority target similar to the Gun Tank rule on page 68 of
the rulebook.

o Otherwise, the hits are allocated as normal.

When used, this rule overrides all other rules about hit allocation
except those regarding valid targets.

b

* Armoured vebicles make an Armour Save based on their
Top armour.

o All other teams are Destroyed on successful hits.

BUNKERFEUER
Unlike normal artillery, Sturmtigers may use a bunker as an
aiming point for artillery, within 16/40cm.

When firing at a bunker the Sturmtiger is considered to follow the

Buntker Busters rule on page 211 of the rulebook.

In a mission using the Scattered Reserves special rule, once per
turn you may also re-roll one die rolled to determine where a
platoon will arrive from Scattered Reserve.
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CHARACTERISTICS

Rommel is a Warrior and a Higher Command team rated as Fearless Veteran.

Rommel is mounted in Greif (meaning both Griffin and Attack), his Sd Kfz 250/5 half-track,
and can join any Panzer-kompanie, Afrika
Schiitzenkompanie, or Panzerpionierkompanie in

North Africa for +50 points..

Escort PLaTOON

5 Captured Honey Stuart 325 points
A force led by Rommel may include an Escort
Platoon equipped with captured Honey Stuart

tanks (rated as Confident Veteran) as an additional

4 Captured Honey Stuart 260 points

3 Captured Honey Stuart

195 points

Support Platoon for the following costs.

FINGERTIP FEELING

One German platoon in Line of Sight of Rommel
may make a normal move within its deployment
area after both sides have deployed but before any

Reconnaissance Deployment moves.

HERR GENERAL
If Rommel’s Command team is Destroyed during
a game the German player loses one Victory Point

and their opponent gains one Victory Point at the
end of the battle.

ROMMEL AT THE POINT

Any German platoon in Line of Sight of Rommel
may re-roll any failed Motivation Tests and failed
Skill Tests to make Stormtrooper moves.

Mammut

As well as Greif, Rommel also travelled in a
Mammut  (Mammoth), a captured Dorchester
Armoured Command Vehicle, named Max. Feel free
to model him with Max rather than Greif, but keep
the vehicle characteristics the same as for Greif:

CHARACTERISTICS

Rettemeier is a Warrior and a Company Command team rated as Confident Veteran.

Rettemeier can join any Panzerkompanie for +45 points. He becomes the Company Command

team retaining the previous commander’s tank.

SCHNELL!
Rettemeiers tank and any Panzer Platoon he commands
may make a Stormtrooper move on a roll of 2+.

PANZERS MARCH
Each turn Rettemeier may re-roll one die rolled to
receive reserves for his company.

Ace GUNNER
Re-roll any failed to hit rolls when firing Rettemeier’s
tank. This does not apply if his tank fires an artillery

bombardment.

CHARACTERISTICS

Koch is a Warrior and Higher Command SMG team rated as Fearless Veteran. Koch carries his
weapon with him during airborne assaults so will always be rated as an SMG rteam.

Koch can command any Fallschirmjigerkompanie or Fallschirmpionierkompanie for +50 points.
Koch may pilot any glider in an airborne assault without affecting its carrying capacity.

SuperB GLIDER PiLOT

The intensive training Koch received has honed his
lying skills, allowing Koch to land his glider on a
dime. When making the landing run roll for Kochs
glider, you may adjust the length of the landing run
by 2°/5cm forward or back. Ifyou roll a 1, ignore the
crash landing result, the glider lands safely.

SCHNELL!
Koch and any platoon that be is currently leading
may make Stormitrooper moves on a roll of 2+.

FigHT ON

Koch and any platoon he is currently leading always
pass Motivation Tésts on a roll of 2+.




CHARACTERISTICS
Von der Heydte is a Warrior and a Higher Command Pistol team rated as Fearless Veteran.

Von der Heydte can command any Fallschirmjigerkompanie for +55 points.

NEVER SURRENDER
Von der Heydte, and any platoon he is currently
leading, always passes Motivation Tests on a roll

of 2+.

RaLLY ONCE MORE

As the battle progressed Von der Heydite sought out lightly
wounded troops inspiring them to keep fighting. He made
sure that he got the most fighting spirit out of his men.

Once per turn Von der Heydre may attempt to reform a
team from bis force. If an Infantry or Gun team within
6’715cm of Von der Heydte is Destroyed, roll a die:

o Ifthe result is 5+, Von der Heydte rallies the survivors
of the team and it continues to fight on unharmed.

* Otherwise, the soldiers are too badly wounded
and the team is Destroyed as normal

CHARACTERISTICS

Remer is a Warrior and a Higher Command team rated as Fearless Veteran.

He is armed with a Russian PPSh-41 SMG and a sharpened entrenching tool with the following

ratings:
ROF when moving.

Range: 4”/10cm, ROF: 3, Anti-tank: 1, Firepower: 6. Like an SMG team, Remer has full

Remer can join any Gepanzerte Panzergrenadierkompanie or Panzergrenadierkompanie for +55
points with a Schwimmwagen for transport, or for +70 point with an Sd Kfz 251/1C half-track for

his transport.

FoLLow ME

Remer and any platoon he is currently leading always
pass Motivation tests on a roll of 3+ instead of the
normal roll.

No QUARTER
Remer and any platoon that he is currently leading
hit on a roll of 2+ in assault combats.

FOrRwWARDS!

Remer and any platoon that he is currently leading
may make Stormtroopers moves on a roll of 2+
instead of the normal roll.

CHARACTERISTICS

Schmidt is a Warrior, a Pioneer, a Command SMG team and is rated as Fearless Veteran. He replaces the
Command Pioneer SMG team of an Assault Troop for +50 points.

FoLLow ME
Schmidtand his Assault Troop always pass Motivation
tests on a roll of 3+ instead of the normal roll.

RECONNAISSANCE DEPLOYMENT
After all deployment, but before the game begins,
Schmids and his Assault Troop may move up to
their normal movement in any direction. This
movement may not be At the Double and may not
take any team within 16°/40cm of the enemy.

OLp HANDs
Schmidt and his Assault Squads (but not the Heavy
Squads) hit on a roll of 2+ in assault combats.

CAuTIOUS MOVEMENT
Schmidt and his Assault Troop use the Recce

Cautious Movement rule on page 63 of the
rulebook.
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CHARACTERISTICS

Major Koenig is a Sniper and a Warrior. He is rated as Fearless Veteran.

Koenig can join any Grenadierkompanie or Pionierkompanie for +80 points

SNIPER
Koenig follows all of the Sniper Rules on page 92 of

the rulebook in addition to his own special rules.

HAND-PICKED RIFLE
Koenig uses his own hand-picked Kar98k rifle with a
Zeiss telescopic sight giving him a range of 24°/60cm.

CRrRACK SHOT
Re-roll any failed rolls to hit when he shoots.

SNIPER-KILLER

Koenig was brought in to hunt down and kil enemy
snipers. Enemy snipers that fired in their turn do not
count as Gone to Ground when shot at by Koenig.

CHARACTERISTICS

Major Hans von Luck is a Warrior and a Higher Command SMG team with a Kiibelwagen for

transport. He is rated as Confident Veteran.

Von Luck may join a Panzerspihkompnie from the 21. Panzerdivision (North Africa pages 32 to 35)

for 55 points.

Von Luck may be mounted in a Sd Kfz 222 armoured car instead of being an SMG team for an
additional +35 points. If he does this he is also a Reconnaissance team.

IT’s But A FLESH WouND

If von Luck is destroyed the opposing player makes
a roll to see if von Luck is removed from play.
Instead of using the Warrior rules on page 78 of the
rulebook roll a die and consult below.

On a roll of 5+ you seriously wounded von Luck
and the team is destroyed.

Otherwise, the owning player may designate any
other friendly tank or infantry team that is within
Command Distance of von Luck to become his
new Warrior team.

CHARACTERISTICS

GET MOVING
Major von Luck, and any platoon he leads, may re-
roll failed Skill Tésts to make Stormtrooper moves.

RECONNAISSANCE EXPERT

Unless he has joined a platoon, von Luck may
Disengage as if he were a Recce team. Because of
his experience, he is never Forced to Disengage (See

pages 150 and 151 of the rulebook).

Major Hans von Luck is a Warrior and a Higher Command SMG team with a Kiibelwagen for

transport. He is rated as Confident Veteran.

Von Luck may join a Gepanzerte Panzergrenadierkompanie or Panzergrenadierkompanie from

21. Panzerdivision for +25 points.

Von Luck may be mounted in a Panzer IV H tank instead of being an SMG team for an additional
+75 points. If he is mounted in a tank, you may not field one of your Panzer Platoons with more
than four Panzer IV H tanks since he has the fifth one.

BETTER LATE THAN NEVER

Major von Luck always starts the game off table in
Reserve. The German player may re-roll one die each
turn when rolling for Reserves. When the first unit
arrives from Reserve, von Luck arrives with that unit.

If there are no reserves in the mission, von Luck is
still in reserve and rolls to arrive as per the reserves
rule with the exception of re-rolling as above. He
will then arrive anywhere on the German table

edge when successful.

GET MOVING
Major von Luck, and any platoon he leads, may re-
roll failed Skill Tests to make Stormtrogper moves.

RECONNAISSANCE EXPERT

Unless he has joined a platoon, von Luck may
Disengage as if he were a Recce team. Because of
his experience, he is never Forced to Disengage (See

pages 150 and 151 of the rulebook).
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~ CHARACTERISTICS

Kurt “Panzer” Meyer is a higher command SMG team mounted on a motorcycle team and is rated

Fearless Veteran.

Meyer may join any 12. SS-Panzergrenadierkompanie or 12. SS-Panzerkompanie for +90 points.

RecoN ExPerT

When mounted on his motorcycle Panzer Meyer
Jfunctions as a recce team. He removes Gone-to-
ground status and, counts as a recce team when
using the ambush special rule. Because of his
reckless nature Meyer is not forced to disengage as
a recce team.

WITH THE BOYS
When Panzer Meyer is attached to a platoon that
platoon passes all platoon morale tests on a 2+.

SCHNELL MEYER
Meyer and any platoon he is attached to passes a
Stormtrooper skill check on a 2+.

CHARACTERISTICS

Hauptmann Karl-Heinz Noak is a Warrior and Higher Command team and is rated Confident

Veteran.

He may join any company in 654. Schwere Panzerjiger Abteilung.

Noak’s COMMAND PANTHER
Hauptmann Karl-Heinz Noak is purchased with
his Panther A tank for 250 points.

KNIGHT's CROss WITH OAK LEAVES
Hauptmann Karl-Heinz Noak may:
Move and Shoot with full ROE and

Have Tank teams in any platoon he joins re-roll

failed Skill Tests.

CHARACTERISTICS

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

Wittmann can join any Schwere SS-Panzerkompanie for +100 points. Wittmann takes over the Company
Command Tiger tank as his own tank. As Wittmann is a Warrior, he does not roll for Tiger Ace skills.

HERO OF THE FATHERLAND

If Wittmann is Destroyed the German player loses
one Victory Point and their opponent gains one
Victory Point at the end of the battle.

AMBUSH!

Wittmann may be deployed using the Ambush
special rule on page 196 of the rulebook in addition
to any other platoons that would normally be
deployed in Ambush. Wittmann may deploy in
Ambush even in missions that do not normally use
the Ambush special rule.

For THE COMMANDER!
Wittmann and any platoon led by him always pass
Motivation Tests on a roll of 2+.

Every SHOT CouNTs!
Koch and any platoon he is currently leading always
pass Motivation Tests on a roll of 2+.

GRIND THEM UNDER

Any team that assaults Wittmann must re-roll the
successful Skill Test to hit for any hit allocated to
his tank in an assault combat. If they pass this test
they get past the tracks and the tank must make an
Armour Save as normal. If the re-roll failed, than
the assaulting troops have not hit the tank and the
hit is ignored.

RapPID Fire!

The 8.8cm tank gun of Wittmann's Tiger tank has
ROF 3 when stationary and ROF 2 when moving
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CHARACTERISTICS
Barkmann is a Warrior mounted in a Panther A tank, and is a Platoon Command team rated as
Fearless Veteran. Barkmann is an Independent team.

Oberscharfiibrer Barkmann may replace a Panther Platoon Command team for +60 points in an
SS-Panzerkompanie or may join any other SS Company on his own with his Panther tank for +275

| :iﬁ‘ !" K| \/} '_,“\ N

points as an SS-Panzer Platoon support choice.

DepPLOYING BARKMANN'S WORKSHOP

At the same time as Independent teams are deployed,
place a Workshop in your deployment area. The
Workshop must be in German hands for Barkmann’s
Panther tank to be repaired. If the enemy take the
Workshop (in the same manner they would take an
Objective, see page 195 of the rulebook), they capture
it and the Workshop is removed from the game.

Act

Barkmann always gets to re-roll misses with his

Panthers 7.5cm KwK42 gun.

STALKER
If Barkmann is shot at he is counted as Gone to
Ground. if he is Concealed and did not move in his

own turn, even if he did shoot in his turn

EscAPE ARTIST

If Barkmann is Destroyed while commanding a
Panther tank, place bis tank adjacent to the Workshop
instead of remaining where it was destroyed.

His platoon may appoint a new Platoon Command,
team using the Mission tactics special rule as usual
when they lose their Platoon Command team and
continue to operate without him.

In each Starting Step when you would roll for
Reserves to arrive, if there are no enemy teams
within 4°/10cm of Barkmann’s Panther tank or
the Workshop, roll a die.

* On a roll of 5+, his vebicle is repaired and is
ready for battle. It is no longer Destroyed. Remove
the Workshop when Barkmann is repaired.

o Otherwise, the repairs are still progressing.

If the Workshop has been removed or captured,
Barkmann is removed from the table when be is
Destroyed.

As a Warrior, Barkmann will normally attempt to
take over another tank if he is Destroyed. You may
choose not to do this and have him Destroyed in
his own tank to take advantage of the above rule

ifyou prefer.

CHARACTERISTICS

Feldwebel Dietrich Uthoff is a Warrior and a Panzerfaust Assault Rifle team. He is an Independent

team and rated as Fearless Veteran.

Uthoff may join a Sturmkompanie from the 78. Sturmdivision for +50 points.

AmausH!

Ushoff may be deployed using the Ambush special rule
on page 196 of the rulebook in addition to any other
platoons that would normally be deployed in Ambush.

While defending, Uthoff may deploy in Ambush
even in missions that do not normally use the

Ambush special rule.

TANk HUNTER
Feldwebel Uthoff may move and shoot with his
Panzerfaust anti-tank launcher.

FAUST EXPERT
Feldwebel Uthoff may re-roll failed To Hit rolls
with bis Panzerfaust anti-tank launcher.
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CHARACTERISTICS

Windgruber replaces the 2iC in a Sperrverband company for +30 points. He is a Pioneer SMG team

with Panzerfaust rated Confident Veteran.

OLD HARE (ALTER HASE)

When joining a Sperr or Sperr Pionier Platoon,
Feldwebel Windgruber may launch a Assault
from G’/15cm away from the enemy moving
up to 6°/15cm when Charging into Contact or
Counterattacking. The rest of his platoon still move

4°/10cm, often meaning that they don’t get into the
Jfight until the platoon Counterattacks.

GREEN HELL (GRUN HOLLE)
All teams from a Sperr or Sperr Pionier Platoon led
by Feldwebel Windgruber hit on 2+ in assaults.
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for +65 points.

PANZERS MARCH
Each turn von Saucken may re-roll one die rolled
to receive Reserves for his company.

R . R R — i —————— -

A —

General der Panzertruppen Dietrich von Saucken is mounted in a Sd Kfz 250 half-track. He is a Warrior
and a Higher Command SMG team rated as Fearless Veteran. Von Saucken may join a German company

COUNTERATTACK EXPERT
All platoons within Command Distance of von
Saucken may reroll any failed Skill Tests to make

Stormtrooper moves.

cNERA

N SAUCKEN

CHARACTERISTICS

Fearless Veteran.

BiERMEIER'S 3 SS-PANZER PLATOON

. You may purchase Biermeier and his platoon as an
i’f' Allied Platoon (page 183, Rulebook) that replaces one

. Panzer Platoon in any Totenkopff SS-Panzerdivision

company. The platoon is organized as a standard

Panzer Platoon with Biermeyer as the Platoon

Command Tank for the following point costs.

BIERMEIER’S PANZER [V PLATOON
5 Panzer IVH
4 Panzer IVH

3 Panzer IVH

Sturmbannfiihrer Fritz Biermeier is a Warrior team who leads a Panzer Platoon in Zotenkopf SS-
Panzerdivision. You must purchase him and his platoon together. Biermeyer and his platoon are rated

RECKLESS
Sturmbannfiihrer Biermeyer and his platoon are
hit on a 3+ as if they were Trained.

NEew REcruITS
If Biermeyer is Destroyed. then the platoon becomes
Confident Trained for the remainder of the game.

TowARDs THE ENEMY

In the Assault Step, a platoon led by Biermeyer
must assault if they can. If they cannot assault they 1\d

must make a Stormtrooper Move as far as possible DIEFRNFEIFR
towards the closest enemy team or Objective.

CHARACTERISTICS

the following abilities:

PaNzER KANONE

5 fﬂ ol O KNIGHT's Cross ¥
tﬁ A Panzer Kanone with a Knights Cross may
-

have Tank teams in his platoon re-roll

Jailed Skill Tests.

Q KNiGHT's Cross

WlTH OAK Leaves &3
A Panzer Kanone with a Knights Cross
with Oak Leaves may move and Shoot

EF" Eb : with full ROE

You may replace any or all Platoon Command teams from any SS-Panzer Platoons in the Wiking
SS-Division with a Panzer Kanone for +65 points per platoon. A Panzer Kanone is a Warrior with

At the start of the game roll a die for each Panzer Kanone to determine the medal he has been awarded. That
Panzer Kanone possesses the skills shown for that medal in the table below, as well as all those above it.

KNIGHT's CROSS WITH SWORDS 24
This Warrior may re-roll any failed roll To
Hir when they shoot with their main gun.

2

The Warrior may only be destroyed on
an enemy roll of 5+ rather than a roll of
4+ when using the Warrior Tank Team
Casualties rule on page 78 of the Flames
Of War rulebook.




CHARACTERISTICS

Oberstleutnant Freiherr von der Heydte is a Warrior and a Higher Command SMG team rated as T Al
Fearless Veteran.Von der Heydte is an Independent team. NN
Von der Heydte may join a Falschirmjigerkompanie from Hells Highway for +70 points. Up to four AT |
Panzerfaust Trap Teams may be added to the army for +25 points per team. HEY

YOuU ARE RELIEVED! RaLLy ONCE MORE ‘. 3

Platoons from the SS and the Heer that are under ~ Once per turn Von der Heydte may attempt to - Ha €
Von der Heydtes command are not considered  reform a team from his force. If an Infantry or Tl
Allied platoons. Gun team within 6°/15cm of Von der Heydte is iﬁﬁ
o] Destroyed, roll a die: 14 -
s DBERS NEVER SURRENDER If the result is 5+, Von der Heydte rallies the survivors 1 E h
| VON DFR Von der Heydte, and any platoon he is currently of the team and it continues to fight on unbharmed. :}-Eij
o leading, always passes Motivation Iests on a roll 92
HEYD L] of 2+. Otherwise, the soldiers are too badly wounded and =
the team is Destroyed as normal. ] { 5
B E
v
PANZERFAUST TRAP TEAMS \ x
Panzerfaust Trap teams are Infantry teams and are rated Fearless Veteran. They are armed with Panzerfaust anti-tank . ﬁ
launchers with Range 4”/10cm, ROF 1, Anti-tank 12, Firepower 5+, and Tank Assault 6. A Panzerfaust Trap team cannot ANS
shoot in the Shooting Step if it moved in the Movement Step. - i;'
PANZERFAUST AMBUSH WELL HIDDEN 3;5

» } 1 1 -k K
SR LT TR R VT S €

Panzerfaust Trap teams are never deployed at the start of the
game. Instead at the start of any Movement Step, the owning
player may place any of their Panzerfaust Trap teams in any
terrain feature in their own deployment area or No Man's Land
such that the Panzerfaust Trap team is not within 27/5cm of
any enemy team.

Panzerfaust Trap teams may not deploy within 8°/20cm and
in Line of Sight of a Recce team unless the Recce team moved
At the Double their last turn.

So long as a Panzerfaust Trap team remains where it was
deployed it always counts as Concealed and in Bulletproof
Cover even when it shoots. If a Panzerfaust Trap team moves
Jfor any reason, it no longer benefits from Well Hidden.

FANATICAL FAUST-MEN

Panzerfaust Trap teams are Independent Teams. However,
they may never Join a platoon or other Independent Teams.
Also, unlike normal Independent Teams, they may Launch

Assaults. ,-.:T‘
If there are any friendly teams within 4°/10cm, Panzerfaust i

Trap teams may not fire or Launch an Assault and must

@mediately Break Off when assaulted. s {

.
CHARACTERISTICS o ﬁ
SS-Hauptsturmfiihrer Graebner is a Warrior mounted in either a Humber scout car or a Humber IV p—p
““warmoured car. Graebner is an Independent Team and is rated Fearless Veteran. A E
% ;SS—H;;%Wfd/Wer Graebner may join SS-Kampfgruppe Graebner for +65 points, replacing the a3 -?1
- Qompany Commanditeam and its transport vehicle. a‘?‘
. s 3 AINS
| = mj.:’; 5 o
:GRAEBNE%IS GAMBLE eoy  amp  KNIGHT'S CROSS AL
'Wﬁn.‘ dtgzgp/einfbin--;airﬁgi;m;@?th:é Sorce_ 7 “Graebner and any platoon that he is currently ’ '-kk‘b
b% Graebner, your: force ?ﬂa/és: a -'szifzs/y %r-g%eu < leading re-roll failed Skill Tests. 4k

ol A 4 L et A ek r
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Immediately b;j“' “Reconnaissance., Deployment . “SCWEE‘! 5 Tl‘:iﬂ‘
| movement, roll a Skill Test forGraebner and each When ;@mgbner and itz Combat or Weapons vjalie
r > of your Combat and Weapons platoons oithe.table. ™ p_szglo;?ﬁe s currently /ezzdm;gma/eexa Stormtrooper _'J \
A1¢ )R If successful, the platoon may move up to its normale, “wang w Al e to 6°/15cm rather than the = _T
RAFRNFER movement in any direction provided that the move novmal 47/10cm. i :..Q
takes the whole platoon out of its deployment area. : L‘: h

Graebner, and any platoon he has joined, ;1

Ly

automatically passes this Skill Test.




e Armour
LY Name Mobility Front Side Top Equipment and Notes
$1 e Weapon Range ROF  Anti-tank Firepower

TANKS
m : - Panzer IT F Fully-tracked 3 1 1 Co-ax MG, Protected ammo.
- 2cm KwK38 gun 16/40cm 3 5 5+
Panzer 38(t) Fully-tracked 3 1 1 Co-ax MG, Hull MG, Protected ammo.
3.7cm KwK38(t) gun 24°160cm ). 6 4+
Captured ‘Honey’ Stuart Fully-tracked 3 2 1 Co-ax MG, Hull MG, Light tank.
M5 37mm gun 24°160cm 2 7 4+ No HE.
Panzer III G, H, or ] Fully-tracked 5 3 it Co-ax MG, Hull MG, Protected ammo.
Scm KwK38 gun 24°/60cm 3 7 4+
- Panzer I1I ] (late) Fully-tracked 5 3 1 Co-ax MG, Hull MG, Protected ammo.
’:l'f Scm KwK39 gun 24°/60cm 3 9 4+
- )
i i Panzer III L or M Fully-tracked 6 3 ]! Co-ax MG, Hull MG, Protected ammo.
il I . Scem KwK39 gun 24”160cm 3 9 4+
1‘ ME' Panzer III N Fully-tracked 6 3 1 Co-ax MG, Hull MG, Protected ammo.
s _-.Ij.i 2 7.5cm KwK37 gun 24°/60cm 2 9 3+
'wg:- Panzer IV E or F, Fully-tracked 5 3 1 Co-ax MG, Hull MG, Protected ammo.
2y 7.5cm KwK37 gun 24°160cm 2 9 3+ Smoke.
t 5 Firing bombardments 48°7120cm - 4 6
E ‘5 b Panzer IV F, or G Fully-tracked 5 3 1 Co-ax MG, Hull MG, Protected ammo.
“fi" 1 7.5¢cm KwK40 gun 32°/80cm 2 11 3+ !
- f Panzer IV G (late) or H Fully-tracked 6 3 1 Co-ax MG, Hull MG, Protected ammo. .
35 7.5¢m KwK40 gun 327/80cm e 11 3+ E
- I Panther D, A, or G Fully-tracked 10 5 1 Co-ax MG, Hull MG, Wide tracks. .
1t 7.5cm KwK42 gun 32°/80cm 2 14 3+ q
3 L Tiger I E (early) Fully-tracked 9 8 2 Co-ax MG, Hull MG, Protected ammo, Slow tank, Wide tracks, Unreliable. /
) I_h v 8.8cm KwK36 gun 40°/100cm #) 13 3+ Slow traverse.
§ Tiger I E Fully-tracked 9 8 2 Co-ax MG, Hull MG, Protected ammo, Slow tank, Wide tracks.
8.8cm KwK36 gun 40°/100cm 2 13 3+ Slow traverse.
Kénigstiger (Porsche) Fully-tracked 14 8 o Co-ax MG, Hull MG, Overloaded, Slow tank, Unreliable.
8.8cm KwK43 gun 40°7100cm = 16 3+ Slow traverse.
Konigstiger (Henschel) Fully-tracked 15 8 2 Co-ax MG, Hull MG, Overloaded, Slow rank.
LE 8.8cm KwK43 gun 40°7100cm 2 16 3+ Slow traverse.
'1 .M 1_“ T-34 obr 1941 or 1942 (captured) Fully-tracked 6 5 1 Co-ax MG, Hull MG, Fast tank, Limited vision, Wide tracks, Unreliable.
5 B F 7.62cm KwK(r) 327/80cm 2 9 3+
g T-70 obr 1942 (captured) Fully-tracked 4 2 1 Co-ax MG, Limited vision, Unreliable. .
% "r 4.5¢cm KwK(r) 24°/60cm 1 7 4+
it i e KV-1e (captured) Fully-tracked 9 8 2 Co-ax MG, Hull MG, Turret-rear MG, Limited vision, Slow tank,
N ML Unreliable.
y i 7.62em KwK{(r) 327/80cm 2 9 3+ -
B Sherman I1I Fully-tracked 6 4 1 Co-ax MG, Hull MG.
f <] M3 75mm gun 327/80cm 2 10 3+ Smoke.
-1 1
P Firefly VC Fully-tracked 6 o Coax MG A
E FE! 1 OQF 17 pdr gupsssssass i B2%1800m™ = »wﬂ - ‘I‘ + ot PRI HE :3,
P = o
' ur ¥ Flammwagen E’ﬂﬂ? w» “wFully- qaﬂ(ed é ﬂ 5"F .4-.'1 k| ?: MG, S?gv k Unrehable.
T ¥ 4. 7cem Kw @j un & 247 ; 2 64-1\ *’;4+ "‘Qn 5tu
y 1_ 1.4cm Flam né L d% e 5N :‘” % - & 16 w:la 70 u/er,‘Hu#fmadnted
Fl % ¥ . o &
' FLE Panzer B-2(f) ;., 5 "‘- F \ tmcked L oy ‘. o—:ﬁgMGE Sld Tank Unrehable.
vE N r w
& 4.7cm KwKS’z(f) gun s IN 2L Y60em” w2 " One-man t urret.

o wigm””, ﬁ__“’ 2 495:?, M e«n&s&m»ﬂuw #
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“~ Assautt GUNs

StuG D or E
7.5cm StuK36 gun

StuG F
7.5¢m StuK40 gun

 StuGF/8or G
7.5cm StuK40 gun

StuH42
10.5cm StuH42 gun

StwG IV
7.5¢m StuK40 gun

StulG33B
15¢m sIG33 gun

Brummbir

15cm StuH43 gun

Sturmtiger
Firing bombardments

7.5cm (Sf) 39H
7.5cm PaK40 gun

10.5cm (Sf) 39H
10.5cm leFH16 gun

INFANTRY GUNS (SP)

Sd Kfz 250/7 (8cm)
8cm GW34 mortar

Sd Kfz 250/8 (7.5cm)
7.5cm KwK37 gun

Sd Kfz 251/2 (8cm)
8cm GW34 mortar

Sd Kfz 251/2C (8cm)
8cm GW34 mortar

Sd Kfz 251/9 (7.5cm)
7.5cm KwK37 gun

Sd Kfz 251/9C (7.5¢m)
7.5cm KwK37 gun

Bison (15cm sIG)
15cm sIG33 gun
Firing bombardments

Grille (15cm sIG) H
15¢m sIG33 gun
Firing bombardments

Grille (15cm sIG) K
15cm sIG33 gun
Firing bombardments

Sd Kfz 251/16 (Flamm)
Two 1.4cm Flammenwerfer

S307(f) (PaK40)
7.5¢m PaK40 gun

S307(f) Reihenwerfer
8cm Reihenwerfer

Sd Kfz 250/7 (8cm)
8cm GW34 mortar

Sd Kfz 251/9 (7.5cm)
7.5¢m KwK37 gun

Vehicle MG

Mobility
Range

Fully-tracked
24°/60cm

Fully-tracked
32°780cm

Fully-tracked
327/80cm

Fully-tracked
32°/80cm

Fully-tracked
327/80cm

Fully-tracked
16°/40cm

Fully-tracked
16°/40cm

Fully-tracked
48°7120cm

Fully-tracked
327/80cm

Fully-tracked
32°/80cm

Half-tracked
40°/100cm

Half-tracked
24°/60cm

Half-tracked
40°/100cm

Half-tracked
40°/100cm

Half-tracked
24°/60cm

Half-tracked
24°/60cm

Fully-tracked
16°/40cm
56°7140cm

Fully-tracked
167/40cm
56°/140cm

Fully-tracked
16°/40cm
5677140cm

Half-tracked
4’/10cm

Half-tracked
327/180cm

Half-tracked
40°/100cm

Half-tracked
40°/100cm

Half-tracked
247/60cm

g
¥ VEHICLE MACHINE-GUNS

16°/40cm

Front
ROF  Anti-tank Firepower
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Equipment and Notes

AA MG, Protected ammo.
Hull mounted.

AA MG, Protected ammo.
Hull mounted.

Hull MG, Protected ammo, Schiirzen.
Hull mounted.

Hull MG, Protected ammo, Schiirzen.
Hull mounted, Smoke.

Hull MG, Protected ammo, Schiirzen.
Hull mounted.

Hull MG, Slow tank.
Bunker buster, Hull mounted.

Hull MG, Overloaded, Slow tank, Schiirzen.
Bunker buster, Hull mounted.

Hull MG, Slow tank, Overloaded.
Rocket assault howitzer, Bunkerfeuer.

AA MG, Unreliable.
Hull mounted.z

AA MG, Unreliable.
Hull mounted.

AA MG.
Hull mounted, Portee, Smoke bombardment.

AA MG.
Hull mounted.

AA MG.
Hull mounted, Portee, Smoke bombardment.

Rear AA MG.
Hull mounted, Portee, Smoke bombardment.

AA MG.
Hull mounted.

Rear AA MG.
Hull mounted.

AA MG, Overloaded, Slow, Unreliable.
Bunker buster, Hull mounted.

AA MG.
Bunker buster, Hull mounted.

AA MG.
Bunker buster, Hull mounted.

Hull MG.
Side mounted, Flame-thrower.

AA MG, Unreliable.
Hull mounted.

AA MG, Unreliable.
Rocket launcher, Smoke bombardment.

AA MG.
Hull mounted, Portee, Smoke bombardment.

Co-ax MG.
Hull mounted.

ROF 1 if other weapons fire.
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Mobility Front Side Top Equipment and Notes =
Weapon Range ROF  Anti-tank Firepower E
TANK-HUNTERS 3
Panzerjiger I Half-tracked 0 0 0 AA MG.
4.7cm PaK36(t) gun 24”160cm 2 7 4+ Hull mounted.
5cm PaK38 (Sf) Half-tracked 0 0 0 Hull-mounted MG. .
Scm PaK38 gun 247/60cm = 9 4+ Hull mounted. e R =
Diana Half-tracked 0 0 0 AA MG.
7.62cm FK36(r) gun 32°/80cm 2 10 3+ Hull mounted. J h
PaK40 auf RSO Fully-tracked 0 0 0 Slow tank. =
7.5¢cm PaK40 gun 32°/80cm 2 12 3+ Hull mounted. .
Hetzer Fully-tracked 7 2 1 Hull MG, Overloaded - .
7.5¢cm PaK39 gun 32°780cm 2 11 3+ Hull mounted. {
Marder I Fully-tracked 0 0 0 AA MG, Overloaded, Slow tank. _.
7.5¢m PaK40 gun 32°780cm 2 12 3+ Hull mounted. .
Marder I Fully-tracked 1 0 0 AAMG. .
7.5cm PaK40 gun 32°/80cm 2 12 3+ Hull mounted.
Marder III (7.62cm) Fully-tracked 1 0 0 Hull MG. =
7.62cm PaK36(r) gun 327180cm ) S 3+ Hull mounted. - I -
Marder ITT H Fully-tracked 1 0 0 Hull MG.
7.5¢m PaK40 gun 32°780cm 2 12 3+ Hull mounted.
Marder III M Fully-tracked 0 0 0 AA MG. - =
7.5¢m PaK40 gun 32°/80cm 2 12 3+ Hull mounted. 1
Jagdpanzer IV Fully-tracked 7 3 1 Hull MG, Protected ammo, Schiirzen. 4
7.5cm StuK40 gun 32°/80cm 2 11 3+ Hull mounted.
Hornisse Fully-tracked 1 1 0 AA MG, Protected ammo. '
8.8cm PaK43 gun 40°7100cm 3 16 3+ Hull mounted.
Jagdpanther Fully-tracked 10 5 1 Hull MG. /
8.8cm PaK43 gun 40°/100cm 2 16 3+ Hull mounted. o
Elefant Fully-tracked Ji5) 8 75 Hull MG, Overloaded, Slow tank, Unreliable. od -
8.8cm PaK43 gun 40°/100cm 2 16 3+ Hull mounted. Y =
Ferdinand Fully-tracked 15 8 2 AA MG, Overloaded, Slow tank, Unreliable. = E
8.8cm PaK43 gun 40°/100cm 2 16 3+ Hull mounted.
8.8cm FlaK18 (Sfl) Fully-tracked 1 0 0 AA MG, Awkward layout, Overloaded. E
!:E i 8.8cm FlaK18 gun 40°1100cm 3 /i) 3+ Hull mounted.
H
ﬁq ARMOURED CARS -
N Sd Kfz 221 (MG) Wheeled 0 0 0 AA MG o ™
Sd Kfz 221 (2.8cm) Wheeled 0 0 0 }
2.8cm sPzB41 anti-tank rifle  16°/40cm 2 7 5+ Hull mounted, No HE. W
r
Sd Kfz 222 (2cm) Wheeled 1 0 0 Co-ax MG. '
2cm KwK38 gun 16°140cm 3 5 5+ Self-defence anti-aircraft.
Sd Kfz 223 (early radio) Wheeled 0 0 AA MG. -
Sd Kfz 223 (radio) Wheeled 1 0 0 AA MG. L
Sd Kfz 231 (8-rad) Jeep 2 0 0 Co-ax MG. <
2cm KwK38 gun 16°740cm = 5 5+ _
Sd Kfz 234/2 Puma Jeep 3 0 0 Co-ax MG : .
Scm KwK39 gun 24°/60cm 2 9 4+ o1
Sd Kfz 250 (Recon) Half-tracked 1 0 Hull MG, AA MG. : t
Sd Kfz 250/9 (2cm) Half-tracked 1 0 0 Co-ax MG. -
2cm KwK38 gun 16°/40cm 3 5 5+ Self-defence anti-aircraft. =
Panzer II L Luchs Fully-tracked 3 1 1 Co-ax MG, Light tank. =
2cm KwK38 gun 16°/40cm 5 £ 5+ )
Panhard P-178(f) Wheeled 1 1 0 Co-ax MG. ;
2.5cm KwK(f) gun 16°/40cm 2 6 5+ No HE. A
Sd Kfz 233 (7.5cm) Jeep 2 0 0 Hull MG. ;
7.5cm KwK37 gun 24°/60cm 2 9 3+ Hull mounted. .
BA-10M Wheeled 1 0 0 Co-ax MG, Hull MG, Limited vision.
4.5cm KwK(r) gun 24”160cm 2 7 4+ T
Humber IV Wheeled 1 0 0 Co-ax MG. 0
L M537mmgun 247/60cm 2 7 4+ Self-defence anti-aircraft
“*  Humber Scout Car Jeep 1 0 0 AA MG.
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4 .- ‘_- f’ Mobility Front Side Top Equipment and Notes
ot Weapon Range ROF  Anti-tank Firepower : § 5
3 ~~ ARTILLERY (SP) - “g
- %
¥ & B 10.5cm (Sf) Lorraine Schlepper Fully-tracked 0 0 0 AA MG, Overloaded, Slow, Unreliable. 1'_'[ T
5 E ~ 10.5cm [eFH18 howitzer 24°/60cm 1 10 2+ Hull mounted, Smoke. CRY
X & Firing bombardments 72°1180cm - 4 4+ Smoke bombardment. ’; ﬂ
. E ~ 15cm (Sf) Lorraine Schlepper  Fully-tracked 0 0 0 AA MG, Ovetloaded, Slow, Unreliable. 2 H G
: ! 15cm sFH13 howitzer 16"/40cm 1 13 I+ Bunker buster, Hull mounted, Smoke. « 1
e Firing bombardments 64°/160cm - 5 2+ Smoke bombardment. J Lg
ol i Wespe Fully-tracked 1 0 AA MG, Protected ammo.
4 - 10.5cm leFHI8M howitzer — 24°/60cm 10 2+ Hull mounted, Smoke.
. g Firing bombardments 72°/180cm - 4 4+ Smoke bombardment.
i - Hummel Fully-tracked 1 1 0 AA MG, Protected ammo.
&= 15cm sFH18 howitzer 24°/60cm ol 13 1+ Bunker buster, Hull mounted, Smoke.
Firing bombardments 80°7/200cm - 5 2+ Smoke bombardment. . I,,
) Panzerwerfer 42 (Maultier) Half-tracked 0 0 0 AA MG, Armoured rocket launcher. *-'
"E ¢ 15cm RW42 rocket launcher ~— 64°/160cm - 3 4+ Rocket launcher, Smoke bombardment.
h . R-Vielfachwerfer Half-tracked 0 0 0 AA MG, Armoured rocket launcher.
1 8cm rocket launcher 58°1140cm - ) 6+ Rocket launcher.
E = S307(f) R-Vielfachwerfer Half-tracked 1 0 0 AA MG, Unreliable.
3 8cm rocket launcher 56°/140cm - 2 6 Rocket launcher.
=& = Lorraine Schlepper OP Fully-tracked 0 0 0 AA MG, Overloaded, Slow, Unreliable.
Panzer II OP Fully-tracked 3 1 1 Co-ax MG, Protected ammo.
7 2cm KwK38 gun 16°/40cm 3 5 5+
Panzer IIT OP Fully-tracked 5 B 1 Hull MG.
2 ' ANTIFARCRAFT (SP)
‘. Sd Kfz 10/5 (2cm) Half-tracked - - -
B = 2cm FlaK38 gun 167/40cm 4 5 5+ Anti-aircraft.
3 & Sd Kfz 7/1 (Quad 2cm) Half-tracked = S =
. 2cm FlaK38 (V) gun 16°/40cm 6 5 5+ Anti-aircraft.
- Sd Kfz 7/2 (3.7cm) Half-tracked = - -
r 3.7cm FlaK43 gun 24°/60cm 4 6 4+ Anti-aircraft.
_ ] Flakpanzer 38(t) (2cm) Fully-tracked 0 0 0
{ 2cm FlaK38 gun 16°740cm 4 5 5+ Anti-aircraft.
b Méobelwagen (3.7cm) Fully-tracked 0 0 0
I 3.7cm FlaK43 gun 24°/60cm 4 6 4+ Anti-aircraft.
| 2cm FlaK38 (V) on a Panzer IV Fully-tracked 0 0 0
- 2cm FlaK38 (V) gun 16”/40cm 6 5 5+ Anti-aircraft.
~ U304(f) (2cm) Half-tracked 0 0 0 Unreliable.
2cm FlaK38 gun 167/40cm 4 5 5+ Anti-aircraft.
ARMOURED FLAME-THROWERS
t Sd Kfz251/16C (Flamm) ~ Half-tracked 1 0 0 Hull MG. =
Two 1.4cm Flammenwerfer 47/10cm 3 (each) - 6 Side mounted, Flame-thrower. '-"
11
Flammpanzer IIT Fully-tracked 6 3 1 Co-ax MG, Fuel Tanks, Hull MG. i
1.4cm Flammenwerfer 47/10cm 4 - 5+ Flame-thrower r J
E £ I' . r.' N l
9% MiD-WAR MONSTERS A
=" Tiger (P) Fully-tracked 9 8 2 Co-ax MG, Hull MG, Protected ammo, Slow tank, Unreliable, Wide tracks. M‘r
. 8.8cm KwK36 gun 40°7100cm 2 13 3+ Slow traverse. “ i
-  Dicker Max Fully-tracked 4 1 0 AA MG. [ jn
r s 10cm K18 gun 40°7100cm > 15 2+ Hull mounted. N E
’ _ Sturer Emil Fully-tracked 5 2 0 AA MG, Slow tank, Unreliable. '
e 12.8cm K L/61 gun 48°/120cm 2 18 2+ Hull mounted. |
TRPA & 1
P I 8.8cm FlaK18 Sfl Fully-tracked 1 0 0 AA MG, Awkward layout, Overloaded. -
.;. = . 8.8cm FlaK18 gun 40°7100cm 3 13 Ei Hull mounted. = |
';_'.. ~ PanzerI F Fully-tracked 8 5 2 Slow tank, Wide tracks. ’ : E
Twin MG 167 (40cm) 4 2 6.

E— | ————— | —————
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' E Armour
%I ~ Vehicle Mobility ~ Front  Side Top Equipment and Notes
# g Weapon Range ROF Anti-tank Firepower
E } - TRucks
BMW motorcycle & sidecar or Kiibelwagen jeep  Jeep - - - Optional Passenger-fired hull MG.
Schwimmwagen Jeep - - - Amphibious, Passenger-fired hull MG.
Kettenkrad half-track or Horch Kfz 15 car Jeep - - -
~ Horch, Krupp, Steyr Kfz 70 truck, Wheeled = = =

Opel Blitz 3-ton truck Wheeled - - -
Opel Maultier Half-tracked - - -
Opel Kfz 68 radio truck or Wheeled - - -
Pioneer Supply truck Wheeled - - -
RSO Fully-tracked - - - Slow tank.
Horse-drawn wagon Wagon - - -

TRACTORS
Sd Kfz 10 (1t), Sd Kfz 11 (3¢),
or Sd Kfz 7 (8t) half-track Half-tracked = - =
" ' Horse-drawn limber Wagon - - -
T
& 3" ARMOURED PERSONNEL CARRIERS
s J!F': Sd Kfz 250 or Sd Kfz 250/5 half-track Half-tracked 1 0 0 Hull MG, Passenger-fired AA MG.
W‘E:— Sd Kfz 250 (HMG) half-track Half-tracked 1 0 0 Hull MG, HMG Carrier, Passenger-fired AA MG.
1 " Sd Kz 250 (2cm) Half-tracked 1 0 0 Passenger-fired AA MG.
Et hJ 2cm FlaK38 167/40cm 3 5 5+ Hull mounted.
'rr. Sd Kfz 250/10 (3.7cm) Half-tracked 1 0 0 Passenger-fired AA MG.
- ur{l 3.7cm PaK36 16°/40cm 2 6 4+ Hull mounted.
- iy
:-_' Sd Kfz 250/11 (2.8cm) half-track Half-tracked 1 0 0 Passenger-fired AA MG.
H{‘- . 2.8cm sPzB41 16°/40cm 2 7 5+ Hull mounted, No HE.
lf’ . Sd Kfz251/1 half-track Half-tracked 1 0 0 Hull MG, Passenger-fired AA MG.
[ Sd Kfz 251/1 or Sd Kfz 251/1C (HMG) half-track  Half-tracked 1 0 0 Hull MG, HMG Carrier, Passenger-fired AA MG.
Sd Kfz 251/1C half-track Half-tracked 1 0 0 Hull MG, HMG Carrier, Passenger-fired AA MG.
Sd Kfz 251/1 (2.8cm) half-track Half-tracked 1 0 0 Passenger-fired AA MG.
: 2.8cm sPzB41 16°/40cm 2 7 5+ Hull mounted, No HE.
' Sd Kfz 251/1 (Stuka) half-track Half-tracked 1 0 0 Passenger-fired AA MG.
28cm sW40 Rocket Launcher 40°7/100cm - 3 1+ Hull mounted, Stuka zu Fuss.
- SdKfz251/7 or Sd Kfz 251/7C (Pioneer) half-track ~ Half-tracked 1 0 0 Hull MG, Passenger-fired AA MG, Assault bridge.
Sd Kfz 251/10 (3.7cm) half-track Half-tracked 1 0 0 Passenger-fired AA MG.
3.7cm PaK36 16°/40cm 2 6 4+ Hull mounted.
Sd Kfz 251/11 (2.8cm) half-track Half-tracked 1 0 0 Passenger-fired AA MG.
2.8cm sPzB41 167/40cm 2 7 5+ Hull mounted, No HE.
(t T - =: A4 Kfz 251/17 (2cm) half-track Half-tracked 1 0 0 Passenger-fired AA MG.
N MU 2cm FlaK38 167/40cm 3 = 5+ Self-defence anti-aircraft.
- e &
o TEEE 4 ke 253 (5uG)
WE | or Sd Kfz 254 half-track Half-tracked 1 0 1 AAMG.
. 'a U304(f) 1eSPW half-track Half-tracked 1 0 0 Hull MG, Passenger-fired AA MG, Unreliable.
EF E s U304 (f) (HMG) half-track Half-tracked 1 0 0 Hull MG, HMG Carrier, Passenger-fired AA MG, Unreliable.
¥
| u .,1':j U304(f) (3.7cm) Half-tracked 1 0 0 Passenger-fired AA MG, Unreliable.
| r"‘ > 3.7cm PaK36 16°/40cm 2 6 4+ Hull mounted.
Py
§%; S307(f) (Pioneer) half-track Half-tracked 1 0 0 Hull MG, Passenger-fired AA MG, Assault bridge, Unreliable.
A
J REcoVERY VEHICLES
1 .Sd Kfz 9 (18t) half-track Half-tracked = = - Recovery vehicle.
_ ?ﬁ__g_réepanzer III recovery vehicle Fully-tracked 5 3 0 AA MG, Recovery vehicle.
T . "Bergepanther recovery vehicle Fully-tracked 10 5 0 AA MG, Wide tracks, Recovery vehicle.
= B :Elq* =l e m—— e e 1 —— e v e L i%a
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‘Weapon
MG34 HMG & MG42 HMG

2.8cm sPzB41 anti-tank rifle
7.5cm LG40 recoilless gun
8.8cm RW43 (Piippchen) launcher

Mobility
Man-packed
Man-packed
Man-packed
Man-packed

8cm GW42 (Stummelwerfer) mortarMan-packed

8cm GW34 mortar
10.5cm NbW35 mortar
12cm sGW43 mortar

7.5cm lelG18 gun
Firing bombardments

15cm sIG33 gun
Firing bombardments

2cm FlaK38 gun
2cm FlaK38 (Quad) gun
3.7cm FlaK43 gun

3.7cm PaK36 gun
Firing Stielgranate

4.2cm PJK41 gun
Scm PaK38 gun
Captured 6 pdr gun
7.5cm PaK97/38 gun
7.5cm PaK40 gun
7.62cm PaK36(r) gun
8.8cm FlaK36 gun

8.8cm FlaK36 gun
Firing bombardments

8.8cm PaK43/41 gun
8.8cm PaK43 gun
7.5cm GebK15 gun (7.5c¢m leIG18)

firing bombardments

7.5cm FK231(f) gun (76 K/02)

firing bombardments

7.5cm GebG36 gun

Firing bombardments

7.62cm FK36(r) gun
Firing bombardments

Captured 25 pdr gun

Firing bombardments

Man-packed
Man-packed
Light
Light

Heavy

Light
Immobile
Immobile

Light

Light
Medium
Medium
Medium
Medium

Heavy
Immobile

Immobile

Immobile
Immobile

Medium
Heavy
Heavy
Heavy

Heavy

10cm NbW40 mortar (12cm sGW43) Light
10cm leFH14/19(t) (100/17) howitzer Immobile

Firing bombardments

10.5cm LG40 recoilless gun
Firing bombardments

~ 10.5cm leFH18 howitzer

Firing bombardments

- 12.2cm FH316(r) howitzer

Firing bombardments

. 15cm sFH18 howitzer

Firing bombardments

m N'W41 rocket launcher

g,
i -
_‘:.--‘" ¥

Light
Immobile
Immobile
Immobile

Light

Range
24”/60cm
16”/40cm
16”/40cm
16”/40cm
327/80cm

407/100cm

407/100cm
56”/140cm

16”/40cm
48”/120cm

16”/40cm
56”/140cm

16”/40cm
16”/40cm
24”[60cm

24”/60cm
8”/20cm

24”/60cm
24”/60cm
24”/60cm
24”/60cm
32”/80cm
32”/80cm
40”/100cm

40”/100cm
887/220cm

407/100cm
40”/100cm

16”/40cm
64”/160cm

24”/60cm
647/160cm

16”/40cm
72”/180cm

32”/80cm
80”/200cm

24”/60cm
80”/200cm

56”/140cm

24”/60cm
72”/180cm

16”/40cm
64”/160cm

24”/60cm
72”/180cm

24”/60cm
80”/200cm

24”/60cm
80”/200cm

64”/160cm
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ROF Anti-tank Firepower

6

Notes
ROF 2 when pinned down.

No HE.

Recoilless.

Smoke bombardment.
Smoke bombardment.

Smoke bombardment.

Gun shield, Smoke.

Bunker buster, Gun shield.

Anti-aircraft, Gun shield, Turntable.
Anti-aircraft, Gun shield, Turntable.
Anti-aircraft, Gun shield, Turntable.
Gun shield.

Gun shield.

Gun shield.

Gun shield, No HE.

Gun shield.

Gun shield.

Gun shield.

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

Gun shield.
Gun shield, Turntable.
Gun shield.

Gun shield.

Gun shield, Smoke.

Smoke bombardment.

Gun shield.

Gun shield, Smoke, Turntable.
Smoke bombardment.

Smoke bombardment.

Gun shield, Smoke.

Smoke bombardment.

Gun shield, Recoilless, Smoke.

Gun shield, Smoke.

Smoke bombardment.

Gun shield.

Bunker buster, Smoke.
Smoke bombardment.

Rocket launcher, Smoke bombardment.




Mobility Range  ROF Anti-tank Firepower Notes

Weapon

8.8cm PaK43 gun Immobile  407/100cm 2 16 3+
7.5cm (or 7.62cm) FK gun Immobile 24”/60cm 9) 10 3+
7.5cm PaK97/38 gun Immobile 247/60cm 2 10 3+
Scm PaK38 gun Immobile 247/60cm 3 9 4+
5cm KwK gun Immobile 24”/60cm 3 7 4+ All-round firing slit.
2cm FlaK38 gun Immobile 16”/40cm 4 3 5+ All-round firing slit, Anti-aircraft.
HMG Immobile 24”/60cm 6 2 6 ROF 2 when Pinned Down.
Tank turret Immobile 16”/40cm 2 4 4+ All-round firing slit.
or Immobile 16”/40cm 4 9 6 All-round firing slit.
28cm sWG41 rocket launcher Immobile  407/100cm - 3 1+ Static Rocket Launcher
Flak Nest Immobile 16”/40cm 6 5 5+ Anti-aircraft, Turntable, ROF 2 when pinned

Team Range ROF Anti-tank Firepower Notes

Pistol team 47/10cm 1 1 6

Rifle team 16”/40cm 1 D 6

Rifle/MG team 16”/40cm 2 2 6

MG team 16”/40cm 3 2 6

SMG team 47/10cm 3 1 6 Full ROF when moving.
Anti-tank Rifle team 16”/40cm 2 4 6

Assault Rifle team 8”/20cm 3 1 6 Full ROF when moving.
Light Mortar team 16”/40cm 1 1 4+ Can fire over friendly teams.
Panzerschreck team 87/20cm 2 11 5+ Tank Assault 5.

Flame-thrower team 4”/10cm 2 - 6 Flame-thrower.
Staff team cannot shoot Moves as a Heavy Gun team
Panzerfaust 47/10cm 1 12, 5+ Tank Assault 6, Cannot shoot in the Shooting Step if moved in

the Movement Step.

ADDITIONAL TRAINING AND EQUIPMENT
Panzerknacker teams are rated as Tank Assault 5. Pioneer teams are rated as Tank Assault 4.

AIRCRAFT

Aircraft Weapon To Hit Anti-tank Firepower Notes

Ju 87D Stuka Bombs 4+ 5 1+

Ju 87G Stuka Cannon 3+ 11 4+

Hs 129B Cannon 2+ 9 4+ Flying Tank

Hs 129B3 Cannon 44 15 3+ Flying Tank, No HE
MG 3+ 5+

Bf 109E or FW 190F Cannon 3+
Bombs 4+

5+
2+

(VAR N BN



