Rules

Additions, Clarifications and Corrections.

Advanced effect of turret facing:

If the turret is not facing forward the following conversions is used:

TAW in relation to the turret:

F 0( or target is returning fire:

All turret hits are converted to TF or GM. Tripple the HT-numbers for 0( and roll the dice. AB is for TF or GM 0(.

S 0(
All turret hits are converted to TS. AB is for TS 0(.

R 0(
All turret hits are converted to TR. AB is for TR 0(
FS 30(
Roll 1D10:

1-8: All turret hits are converted to TF or GM. Tripple the HT-numbers for 0( and roll the dice. AB is for TF or GM 30(
9-10: All turret hits are converted to TS. AB is for TS 30(
FS 45(
Roll 1D10:

1-5: All turret hits are converted to TF or GM. Tripple the HT-numbers for 0( and roll the dice. AB is for TF or GM 45(
6-10: All turret hits are converted to TS. AB is for TS 45(
FS 60(
Roll 1D10:

1-2: All turret hits are converted to TF or GM. Tripple the HT-numbers for 0( and roll the dice. AB is for TF or GM 60(
3-10: All turret hits are converted to TS. AB is for TS 60(
RS as above substituting TF or GM with TR.

GP-fire.

When a vehicle fires GP, use the AP-number to assess a hit. If the vehicle is moving a modification of –10 is used. If the shot misses it scatters 1 hex away if it is Short range or 2 hexes away if it is Long range. Roll 1D6 for direction.

Use NM GP Factor for range 17-18 even if the vehicle is moving. 

Note: This rule is only used when the range is more then 16 hexes, at shorter distances use the old system.

Mineclearing units.

PT34/76= Points 25-13-7 Late-43

PT34/85= Points 29-15-8 Early-44

Pz IV”Flail”=Points +1-+1-+1 Early-43

All units use the same rules as Sherman Crab.

Assault eng. Squads: 2 GT adjacent to hex. Order notation X(hex nr)

Machinguns.

For all nations:

LMG 10-9-8-7-6-5-4-3-2-1      
Points:9

MMG 20-18-16-14-12-10-8-6-4-2
Points:13

HMG 30-27-24-21-18-15-12-9-6-3
Points:17

MMG reduces soft targets GP-defence by 2, HMG reduces soft targets GP-defence by 3. For historical precision, Germany do not have access to HMG:s.

General corrections.

The overrun phase are moved to after The artillery impact phase and before The movement execution and opportunity fire phase. Otherwise you can perform a worthless overrun to avoid being hit by direct fire.

This leads to the following correction:

VIII C: Direct fire are performed in The direct fire phase. Units who have performed direct fire may not perform defensive fire.

Bailed out crew may return to their vehicle if no enemy with antitank capability have line of sight to the vehicle.

Loading/unloading from vehicles: Leg pays all speed factors, the transport pay half their speed factors (rounded up). Towed: transport pays 1,5 times their speed factor (rounded up).

Mines. If an HE shell of 105 mm or larger detonates in a hex, all mines in the hex are also detonated, i.e. the hex is cleared. All off-board artillery is considered to be 105 mm or larger

Track of Tanks: Use HR AB 0( instead of AB=0

GP vehicle Knock Out.

Vehicles can be knocked out by GP-fire, consult the following list:

Calibre
NM GP Defense

125mm+
1-5

100-124mm
1-4

75-99mm
1-3

50-74mm
1-2

30-49mm
1

 Panic.

If a unit panics use the following table:

Dice(1D10)
Result

1-6 Cover

7-8 Fire

9-10 Move

Effects:

Cover: The unit moves to nearest covering terrain that is not closer to spotted enemy. If the unit is Leg of Towed in covered terrain it goes into Full cover. If it is a vehicle in cover it changes the result to Fire. An open AFV button up.

Fire: The unit fires at closest spotted enemy. If the unit can’t effectively attack the enemy (owning players choice) it changes the result to Move.

Move: The unit moves at full speed away from all spotted enemys, it may not enter covering terrain unless it is the only way to get away from all enemys.

A Leg-unit which panics in a hex on fire automatically gets the result Move.

Cavalry.

Cavalry: Points 30-15 Speed factor 6.

Can be equiped with anti-tank weapons, but can’t use them while mounted. Can perform overrun. Can not fire if moved more then 3 speed factors. Can convert to Leg unit by spending 3 speed factors. The hex must be marked as the horses are hitched there. If the Leg unit returns to the hex they can convert to Cavalry again by spending 1 speed factor. If an enemy unit enters the horses hex while no friendly unit is there the horses are eliminated.

Cossacks: Points 35-17 Speed factor 6.

Can always fire regardless of movement. Have a dice modification of +10 when performing overrun. 

Equipment to the infantry.

Bicycles: Points 4-2. Can use road or trail for ½ speed factor per hex

Skiing equipment: 4-2. Gives normal movement while Snow is in effect.

