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Tea Break

Turn end

All cards are returned to the pack and
shuffled. Any unit whose cards were not turned
over in that turn may now fire at any short
range target, but not move or spot. This is doneg
in the following order.
1. Any unit automatically spotted are
deployed
2. Short range firing is calculated.
3. Any reserved dice must now be used or
lost.
4. All pins or suppressions are removed.
5. Any relevant cards are added or removed
from the deck.

Move and/or spot with
blinds

All blinds have four (4) initiative dice to
perform any combination of moving and
spotting. A blind may chose to reserve dice
for use later in the turn, but these can only
be used for spotting.

If platoon on a blind wants to fire, it must
deploy it before firing.

Units that voluntarily deploy on the table
use their normal number of initiative dice,
and their card is added to the deck at the

next Tea break.
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T

Next German unit is
disoriented

If the next card turned is German unit, that
unit will not be able to move, but it may use
all of its dice for other purposes, such as
firing or spotting.

Obertlt Garski Zug

This card allows all squad within the named
platoon to spot, move, and/or fire. Each
section has its own dice; sections may reserve
some of their dice for spotting or

fire later in the turn, but if they wish to move,
they must do so when this card is turned. No
more than 3 dice may be used for

movement.
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Obertlt Hindelang Zug

This card allows all squad within the named
platoon to spot, move, and/or fire. Each
section has its own dice; sections may reserve
some of their dice for spotting or

fire later in the turn, but if they wish to move,
they must do so when this card is turned. No
more than 3 dice may be used for

movement.

Chet

Obertlt Klemm Zug

This card allows all squad within the named
platoon to spot, move, and/or fire. Each
section has its own dice; sections may reserve
some of their dice for spotting or

fire later in the turn, but if they wish to move,
they must do so when this card is turned. No
more than 3 dice may be used for

movement.
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Heavy Artillery observer

Forward Observers may control any
incoming artillery fire, adding to its
effectiveness. Fire thus controlled may
only be adjusted when the FO card is
turned. An FO figure may not

fire any weapon but may move with dice
appropriate to his troop type.
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Reconnaissance Section

A specific recce unit may take an
additional turn over and above its
normal card, moving or spotting, but not
firing.
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= Anti Tank Gun

Diect HE Indirect HE AT Strike

1D6 1D6 7

"

47 mm AT gun

An Anti-Tank Battery is represented by
one card for each gun, the player
choosing which order the weapons are
activated as each card is turned. This
represents the greater initiative of an
AT gun over an AFV. For some better-
trained forces additional cards may be
included to represent a greater rate of
fire. Light Anti-Tank guns may be moved
at half speed.
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Anti Tank Gun
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AT Strike

Direct HE

An Anti-Tank Battery is represented by
one card for each gun, the player
choosing which order the weapons are
activated as each card is turned. This
represents the greater initiative of an
AT gun over an AFV. For some better-
trained forces additional cards may be
included to represent a greater rate of
fire. Light Anti-Tank guns may be moved
at half speed.
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An Anti-Tank Battery is represented by
one card for each gun, the player
choosing which order the weapons are
activated as each card is turned. This
represents the greater initiative of an
AT gun over an AFV. For some better-
trained forces additional cards may be
included to represent a greater rate of
fire. Light Anti-Tank guns may be moved
at half speed.
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‘Direc';HE B Indire;tlzt HE * W ‘AT Strike A / Indirect HE
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37 mm AT gun PAK 40 AT gun PAK 40 AT gu

An Anti-Tank Battery is represented by
one card for each gun, the player
choosing which order the weapons are
activated as each card is turned. This
represents the greater initiative of an
AT gun over an AFV. For some better-
trained forces additional cards may be
included to represent a greater rate of
fire. Light Anti-Tank guns may be moved
at half speed.
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Hard Ground

Broken Terrain

AFV

Hard Ground

Fast (C) Dice +2 Dice -1 Hard Ground Broken Terrain Broken Terrain
Average Dice +1 Dice -1 Dice +1 Average Dice +1 Dice -1
Armour Class Weapon Strike Armour Class Weapon Strike Armour Class Weapon Strike
Pz | AIB 2 Twin MGs Pz 1l B/IC 2 3 Pz 35 (t) 3 4
Pz | Befehlswage] 2 Single MG Pz Il F 4 3 Pz 38 () A 4 5
PzI1C 2 Twin MGs Pz 38 (t) E-G 5 6
AFV AFV
f
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. Hard Ground Broken Terrain Hard Ground Broken Terrain Hard Ground Broken Terrain
Slow (A) Dice Dice -2 Slow (A) Dice Dice -2 Dice +1 Dice -1
Average Dice +1 Dice -1 Average Dice +1 Dice -1
Armour Class Weapon Strike Armour Class Weapon Strike Armour Class Weapon Strike
Pz IVA 2 6 Pz IVA 2 6 Pz Il C-F 4
Pz IV B-D 4 6 Pz IV B-D 4 6 Pz Il H 7
Pz IV FE 6 7 Pz IV E 6 7 Pz Il 50L60 10
Pz IV F2 6 12 Pz IV F2 6 12




Hard Ground Broken Terrain

Slow (A) Dice Dice -2
Average Dice +1 Dice -1
STUG Il

The platoon referenced may use some or all
of their initiative dice to move, spot and/or

fire.
Armour Class Weapon Strike
Stug Il A 6 6
Stug lll B-E 6 7

Hard Ground

Dice +1

Broken Terrain
Dice -1

Average |

Pz Il #2

The platoon referenced may use some or all
of their initiative dice to move, spot and/or
fire.

Armour Class Weapon Strike
Pz Ill C-F 3 4
Pz Ill H 5 7
Pz |1l 50L60 5 10
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Pz V "Panther"

The platoon referenced may use some or all
of their initiative dice to move, spot and/or
fire.
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o
Hard Ground Broken Terrain
Average Dice +1 Dice -1
PanzerJagger

The vehicle referenced may use some or all
of their initiative dice to move, spot and/or

fire.
Armour Class Weapon Strike
PanzerJagger | 2 7
PanzerJagger (38 3 5
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Major Kessler

This card represent a larger-than-life
character who stands out under the pressure
of the battlefield. A big man can make units
move, add his own dice to the total fire roll,
spot, or--probably most importantly--reduce
the effect of wounds on a unit. When attache
to a unit, he moves with it at no cost. He can
instead move on his own card with dice
appropriate to his troop type. If no FO is
present, a Big Man may takes on this role if
the correct communication channels are

available.
& e )

Oberleutnant Dibbern

This card represent a larger-than-life
character who stands out under the pressure
of the battlefield. A big man can make units
move, add his own dice to the total fire roll,
spot, or--probably most importantly--reduce
the effect of wounds on a unit. When attached
to a unit, he moves with it at no cost. He can
instead move on his own card with dice
appropriate to his troop type. If no FO is
present, a Big Man may takes on this role if
the correct communication channels are
available.
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UnterOfficer Beutner

This card represent a larger-than-life
character who stands out under the pressure
of the battlefield. A big man can make units
move, add his own dice to the total fire roll,
spot, or--probably most importantly--reduce
the effect of wounds on a unit. When attached
to a unit, he moves with it at no cost. He can
instead move on his own card with dice
appropriate to his troop type. If no FO is
present, a Big Man may takes on this role if
the correct communication channels are
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Untersturmfihrer Seitz

This card represent a larger-than-life
character who stands out under the pressure
of the battlefield. A big man can make units
move, add his own dice to the total fire roll,
spot, or--probably most importantly--reduce
the effect of wounds on a unit. When attached
to a unit, he moves with it at no cost. He can
instead move on his own card with dice
appropriate to his troop type. If no FO is
present, a Big Man may takes on this role if
the correct communication channels are

\ available. oot /

Hauptman Peiper

This card represent a larger-than-life
character who stands out under the pressure
of the battlefield. A big man can make units
move, add his own dice to the total fire roll,
spot, or--probably most importantly--reduce
the effect of wounds on a unit. When attacheq
to a unit, he moves with it at no cost. He can
instead move on his own card with dice
appropriate to his troop type. If no FO is
present, a Big Man may takes on this role if
the correct communication channels are
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Air support

Dice near/hit Strike near/hit

2/3 4/kill
ACHTUNG STUKA

Any aerial movement or attack will occur
when this card is played. This card will only
remain in the pack while air support is
available. More than one card may be used td
differentiate between support if there is more
than one plane supporting or more than one
type of plane.
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/%«;}% Artillery support %é%\

: & el B
Direct HE Indirect HE HE Strike
3D6 2D6+1 5
105 mm

This covers artillery fire missions previously
requested and remains in the pack only whilg
support is available. More than one card will
be used where off table artillery, such as
Brigade or Divisional batteries, and on table
artillery, such as Company mortars, are
available.
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(%«;}% Artillery support

Indirect HE HE Strike

Direct HE
4D6 2D6+3 6
155 mm

This covers artillery fire missions previously
requested and remains in the pack only while
support is available. More than one card will
be used where off table artillery, such as
Brigade or Divisional batteries, and on table
artillery, such as Company mortars, are
available.
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Hard Ground Broken Terrain
Dice Dice -2

Armour Class Weapon Strike

SIG 33 B 2 6




