DICE 1/20 2/30 4/40 6/50 /60 12/70 16/85 20/100 24/120 30/150 36+ /200 +

INFANTRY FIRE TABLE 10.3 t1ddon Tt
Rally Phase

1 KIA KIA KIA KIA KIA KIA KIA KIA  KIA  KIA KIA
2 1 KIA  KIA KIA KIA KIA KIA KIA KIA KIA KIA

l.
2. Prep Fire Phase

3. Movement Phase

4. Defensive Fire Phase
S. Advancing Fire Phase
6
7
8

. Rout Phase

. Advance Phase

. Close Combat Phase
Dual Player Participation Phase

SEQUENCE OF PLAY 4.0

45.4

COUNTER BATTERY FIRE TABLE

2 Destroyed

1_4.. S RS2 e s e == = == == . M — 1 DRM for continuous shelling/turn
FIREPOWER FACTOR MODIFIERS: L
POINT BLANK FIRE: into adjacenthex .................. 2X  Infantry fire from boat (128.7). . ... 11X  Chargingcavalry (92.87)........... 2x+ (-2 | SEWER MOVEMENT A
LONG RANGE FIRE: uptodoublenormalrange......... %X Infantry fire from marsh (75.4) .. ... v2X  HE firevs fording infantry (126.58) wnxlf
MOVING FIRER: moved & fired in same player turn ... ¥2X  HE fire into marsh (75.5) 12X  Captured Support Weapons (90.13)
AREA FIRE: target is concealed or hidden. . ...... ¥2X  Guarding units (89.62). . X  Fordinginfantry (126.57) ................ One die . . . 1-4 Successful
Mounted firer (92.6) .............. 14X AFV overruns vs soft vehicles (35.3). ... 3 5-6 Lost
{in motion)
CLOSE COMBAT TABLE 20.3 | STACKING 6.1 A
Odds Ratio 17+ 16 14 12 11 32 21 3-1 41 6-1 81 9+-1 | | Infantry......... 4 units (3 squads maximum)
o - : T : — g : Weapons ........ 10 Portage Points (PP)
Kill Number: 1 2 3 4 § 68 7 8.9 W 11 12 | Vehicles......... 1 (unless immobilized while traversing)
CLOSE COMBAT MODIFIERS: | Wrecks.......... Unlimited
Capture attempt (89.23) . .. L+l Vs. landing paratroops (99.41), ski units ....... -2 | On AFV* ..... 2 Infantry (1 squad maximum), 5 PP
Vs. mounted cavalry (92.7) Lo-1 By landing paratroops, ski units (/14.8)........ +2 | OnaTruck ...... Per vehicle capacity
Gurkhas (104.233) vs. Italians . ........ . 2X(3X) Advanced during heavy winds or rain (/71.45) .. — 1 -
Vs. Counter Exhausted, CE(73.5) ............ -1 Advanced dﬁr;ng mud (I“}l. 71) Underan AFV*...3 In.fa{ltry _(2 squad maximum), 5 PP
—— T — T - v e — - —- Horses .......... Unlimited if unmounted; otherwise
- e o counts as infantry squad (92.2)
SUPPORT WEAPONS CHART 5.7 A Motorcycles ..... Squad size equals 2 squads if mounted,
PORT FCE GOSIS . otherwise unlimited (723.3) \
' : OPERATION CAPABILITIES EXCEPTIONS: Bunkers, Close Combat, Entrenchments, Overruns, Upper
Support Squad/Crew Leader | Captured| Level Buildings, Sewer Moves. ) , -
1 2 *Not allowed on armored cars, scout cars, bren carriers, or tankettes, Allies
w capon : 1 Use* Squad Leader may not ride any AFV prior to 1942,
LMG, 1 2 F(17.1) 1 MG at *In addition to passenger capacity inside or on any vehicle.
Y firepower ; R e e
E(1) | | INFANTRY MOVEMENT COSTS CHART 5.5 A
MMG, ATR 4 A Yes (17.3) ‘] *onto road from road hexside (73.1 ............... 1 MF) Y% MF
HMG, Light Mortar  § A *onto road from non-road hexside. . ..................... 1 MF
) *open ground, shellhole, wheatfield, orchard ............. 1 MF
FEmctroNer 2 2 CDH |1 D(2239) 1 C (2249 *woods (partisans 98.7 ...... ... ... oo
Demolition ! I D@34 IC | *enteranybuilding. ...t
Charge C.D.H move within any building, per hex
Panzerfaust. MC.ATM | CDH| 4073 10733 n;f;\f/tt:‘ups%r downstaircase ............ccoiiiiiiiii...
— cliffhexside.....covviineriiiiiii e
Baléoka’ S ek 2 No 2(024) 1E (3749 over wallor hedgehexside .. .....................oiint
Radio 1 2 No NA 1(46.0) intosmoke filledheX .......coovivrvreenninnennenann.
Anti-Tank Gun B (48.4) NA | Yes-G | 1(48.8) NA enter/exit bunker/extrenchment to/from same hex. ....... 1 MF
105mm Howitzer #g N mount horses (92.31) .......oooeiiiiiiiiiii 2 + COT
M 63.6 ° enter gully (80.2) (exitgully ................... 2+ COT) 1 + COT
ottar (63.6) D.H mount motorcycle or bicycle (123.42) ................... 1 MF
NOTES: A Two leaders may carry one MMG HMG | hex per Movement Phase. dlsmount.motorcycle """"""""""""""""" 1 MF
B--Any squad may push_l hex QUring Movement Phase. mount skis (114.4) ................................... 2 MF
g,, n:z: Ezv;;;i?:jg:g.‘segédmer ofz2or=3. COT = Cost of Terrain in the hex entered ~ *Double cost if move is to higher elevation £
E Any two leaders may fire full strength. o A L T e _:._:
F--One MG or 4 firepower factors at no cost. or any two MG’s in excess
of 4 firepower factors and forfeit squads inherent firepower. A
G- Must be Crew counter » TERRAIN EFFECTS MODIFIERS 11.1
H - Must be American unit. *  For stacking purposes only K .
I - One leader may man an ATR. *NA when using rule 90 openground: moving (11.3) .................... (non-moving:0) -2 |
- ' wheatfield, orchard: moving or non-moving .................... o1
= — A LOS crosses AFV counter at moving infantry in different hex (32.7) 0
woods, shellhole ...................... (partisans in woods: +2) +1
5516 RERSONNEL MINES,Va VEHICLES DRMD 1677 behind hedge AeXSide (11.2) - .o - v neeeeeeeeeeeeanennennns +1
Unarmored Vehicle....... -3 ArmoredCar............ -2 beneath AFV counter. ...ttt iiainenenennn +1}
Halftrack ............... —1 Othertypes.............. 0 woodenbuilding. ... +2 1
behind stonewall hexside (11.2) ............ ..., +21
s - : stonebuilding . ...t s +3
moving double time (73.5) in woods or building. ...... &8 T -1}
46.54 ARTILLERY BARRAGE Vs VEHICLES DRMS 63.39 bore-sighted target hex (78.4) . ....... . it -2
Non-armored vehicle. .. ... —3 Tank(CE ............ higher elevation (91.1), not due to upper levelbldgs .............. +1
horses (92.7), pulkkas, wagons (108.243). . .......... ... ... .. -1
OpenTopAFV .......... -1  SPGun(CE iNSIAEDOALS (128.73) . . v e et -1
mounted on bicycles (132.7) or motorcycles (123.63).............. -1
fog (111.23), camouflage suitsinsnow (111.81) +1

 tstEdition  Copyright 1979, Balmore, MD



















28 Blood On

SEP Scenario

Germans win by clearliag and havlag uncontested control
7 out of 9 Multilevel buildings on Board One at Game
end OR Demorale the British player Two levels.
British win by avoiding these victory conditions.
Control of the. bulldings 1s determined by having

been the last player to have entered these bulldings.

The Bocage

Board
Configuration

YUuG asvi, 4YTee ViILAGLS DUCAZE, France. Arter the
consolidation of the Beachheads the British had beg:
thelir breakouts. The first of what proved to be mar
attacks was Operation Perch, the outflanking of the
Panzer Lehr around the town of Villers Bocage. If
successful, an axis would be formed from the area of
Balleroy and La Belle Epine southeast to this town.
Perhaps the most famous tank duel 1a the West was
taking above Villers Bocage on Hill 112 where the
famous Desert Rats of Africa fame pushed on from
this soon to be famous town. What is not well knowr
was the battle for the town 1tself. As Major Whit-
tman was singlehandedly disposing of the lead regi-
ment, the other Tiger Tanks from his Battalion, soor
to be alded by elcments of the 2nd (Vienna) Panzer
Divislon struok tne town.

A
N |

28.2 +

TURN RECORD CHART
20

@ Bitish sets up first 1+

@ Goamao moves first

4

28.1 0
END

5/6]7|8|9

ELEMENTS: 4th County of London Yeomanry & 131st Queens Brigade of Tth Armoured Division set up first

on any hex Boards 1 and/or 6.
HMG - M L% 18
UL EE IR P D R o
o 4-5-7 812 8f2 "Blle | W 812 | Sig e X0s | 0N
75 \Sin
2 2 4
8 2
R t .
einforcemeats enter Turn two any North Edge Board 1 fura 6: enter any road hex Board 1.
- Ry 13 CE ..,l " S, 20 AT 3 As per special rule
o w3 | %l &8 - - N
i ' 1| 237 | e z 5
i : ATR v.o | 3 Ui\,
! 2
2 2 2

ELEMENTS: 2nd Company SS PzAbt. 131/501 Heavy Taik Battalion enter tura | South Ldze

213 | ¢ 91
'%/.?' A 'Add a 9-2 Armor Leader, Major Whittman', On All Fronts, March 1984
<Y : 3
88L 2
.
3
ELEMENTS: 2nd Vienna Panzer Division enter Turn 3 as per speclal rule
N - 5 sy MMG s LMG “ | o818 |? "2 15
THEH R I EEIE K
1w’ TSlazn | 7511 °
2 2 12 6 2 3 3

SPECIAL RULES

28.1. Beglinning turn 6 the British player rolls one
dice. A roll of one or two brings in Both Pirefly's,
three to flve will bring lan one Sherman, a roll of
six means that NO Firefly will enter into the game.
28.,2. Prior to play the German player draws one of
four chits to determine the entry hexes for his rein-
forcements to come in. Chit 1:6A6-A5, Chit 2:6 GG6.
Chit3:1 GG5,GG6. Chit 4: Any South hex Board 6.

28.3 British recelve one module of 88mm off board
artillery support.

28.4 Battlefield Integrity (93) 1s in effect.

Copyright 1983 by M.C.C.

AFTERMATH: A8 the Tigers rolled into the town they
had last their weapon range superliority be fighting
other Tanks at polnt blank range. Stalking the Tiger
with PIATS the British had succeeded in repulsing the
attack now also entered by elements of General Luet-
witz's 2nd Panzer. Tank fired at Tank around the
corners of buildings as the Germans were gradually
repulsed, desplte efforts of the local Fire Brigade
who insisted on trying to distinguish the fires from
the burning tanks. Threatened now by the enemy on
three sides the 7th armoured, now smarting after
staggering losses to the Tigers. withdrew fram tawm



TO HIT TABLE 33.3 HIT DETERMINATION DICE ROLL MODIFIERS 33.31
Target Type/Range 16 712 13-24 25-39 4059 60+ FIRER MODIFICATIONS
R e A. Tank firing outside Covered Arc ............ (A: fast turret traverse) +2  +1
I.NF n l:rm]dmg, 3 : B. Tank firing during Adv. Fire Phase after pivoting within e
shellholes, entrenched 8 8B 7 5 ] 5 3 2 0 .2 hex during Movement Phase. .. .............ooovevninennnn... +1
© INF in woods 8 8 6 & 5 4 4 2 2 -] 1 - C. Tank firing during Adv. Fire Phase after moving to a new hex or
3 - 4 motion vehicle defensive fire (135.41); (G: gyrostabilizer). ... +5  +3
?‘{':' INF. i gther _9? 9 87 6 6 3 & Ll D. SP Gun/AT Gun firing during Adv. Fire Phase after pivoting
vehl,de 18 hull down o 6 3 "1-‘ ’4 3 31 2 ] -2 - ) within hex during Movement Phase (French CaseB)............. +3
Vehic]eis in WOOdS/ﬁfdg 9 9 8 7 1 &8 6 3 74 . 1 E. SP Gun/AT Gun firing during Defensive Fire Phase after pivoting
Vehide‘is in other et 1010 9 8 8 7 7 4‘ ' 5 i 5 2 0 within hex during Defensive Fire Phase (French CaseA)....... +4
Gin F— 6 e s — F. Intensive Fire (70.2) . ....... ...t +2
e L 2 4 4 2 0 0 2 2 - *G. Deliberate Immobilization (66.2) side /reartarget facing ............ +3 45
*H. Captured Ordnance (90.13) ..., +2
GUN & AMMO TYPE MODIFICATIONS 1. ButtonedUp(64.47) ... ..o +1
r—— . APDS TARGET MODIFICATIONS
nge‘ ype L LL APCR *J. Target is moving (Defensive Fire or Motion target, 135.3)........ +2 N. Targetisacquired (69.1).......................... /fire phase —1
7-12 hexes  +1 G *K. Target is concealed (rain, snow 6 + hexrange, 111.44 & .53) ... .. +2  *0. Moving target using 1 or less MPs or MFsin firer’'s LOS......... +1
13-24 hexes +2 -1 -1 +1 L. Targetisinadjacenthex................cooiiiiiiiiinanannn. -2  *P. Moving target using 3 or less MPs in firer’s LOS ............... +1
2529 haeg 3 "'.‘.12;' gy M. Target is in bore-sighted hex (78.4) . . ......................... -2 *Q. Targetsize(64.6) ..................... per vehicular target counter
40+ hexes 4ol -2 +3 *Applicable to shaped-charge weapons with separate To Hit Table (PF, PIAT, bazooka, psk): add +2 if hull down or in wooden building; add + 1 in woods
AP AMMUNITION AFV KILL TABLE 33.4 A
150 Russian 76L only
*42-'43 fighter 20LL 75* 37TH 95H 76LL
193941 fighter ATR 4445 fighter 25  25LL 40L 45LL 47H 76* 76L 77L 85L 75LL 150H 7SH
tMMG 12,7 20 20L 37L 28LL 40 45L 50 S5SOL 88* 75 75L 88L 105L 8SLL 100H 128L 150*
TARGET tHMG 15 37* 37 47* 37LL 47 47L 57 57L 57LL 122* 76 76L 90L 152 100L 122L 1S0L 152*
AFV Front =2 =1 0 1 2 3 3 4 13 5 6 4 6 1 8 9 11 10 12 7
~ AFV Side -1 0 1 2 3 3 4 5 6 6 6 6 7 8 9 10 12 12 13 9
- AFV Rear .o 1.2 3 4 4 5 6 7 1 8 7 8 9% 1o 1l 13 13 W4 10
Unarmored W NA* 3 7 7 7 7 8 8 9 9 9 11 10 10 10 11 11 11 11 11
tmust be within normal range 12.7 = 12.7mm or .50 cal HMG 15 = 14.5mm HMG ATR = anti-tank rifle (63.9) gunshields —4, guns -5 *see 51.4
HE AMMUNITION & SPECIAL WEAPONS E. Range Effects on Penetration (65.2) . ................... AP ammunition only
PF FT GunSize/Range 1 2 36 7-12 1324 2539 40-59 60+
Target 30+ 40+ 50+ 70+ 100+ 120+ 150+ PSK PIAT BAZ ATM DC MC  #Ommorless -2 -1 0 0 1 42  +4 46
45mm or more -3 -2 -1 0 0 +1 +2 +3
AFV Front -1 0 1 3 5 6 i i/ 5 4 — 7 3
AFV' Side 1 2 3 5 7 8 9 8 7 5 — 9 4 F. APCR Range Effects on Penetration . ................... substitute for case E
AFV Rear 2 3 4 7 9 10 11 9 8 7 10 11 5 Gun Size/Range 1 2 36 712 1324 2539 40-59 60+
Unarmored® 9 10 11 12 12 12 12 9 10 9 11 12 11 37mm =3 =2 =1 G +3 +6 -
45mm—57mm -4 -3 -2 -1 0 +1 +3 +5
AFV TO KILL MODIFIERS 75mm--76mm S el 0 +2 +4
A. As per individual target armor modifier 85mm—90mm 6 -5 -4 3 -2 -! 0 *2
B. Height advantage vs close topped armor (77.3) ........... -1 .
C. Height advantage vs open topped armor (77.3) ........... -3 G. British STLAPDS; usecaseEand......................coiiiiien -2
D. Critical Hit (68.2) . ........ovvirireninannn.. AFV Rear -1 H. British 76LL and 77L APDS;usecaseEand ................. ... ... ... -4
A
t Double if functioning enemy AFV VEHICLE MOVEMENT COSTS CHART
Motorcycles & Tracked
Terrain Armored Cars AFV Truck/Jeep
through road hexside . 5 MP 4 MP s MP
open ground, orchard 3 MP 1 MP 4 MP
through hex containing wreck/vehicle 2 MP/Vehicle + COT () 2 MP/Vehicle + COT 2 MP/Vehicle + COT
higher terrain than previously occupied 4 MP + COT 4 MP + COT 4 MP + COT
‘woods* NA (1) 6 MP* NA
wooden buildings* NA (1) 4 MP* NA
over walls or hedge hexsides NA (1) 1 MP + COT NA
outside of Covered Arc 2 MP + COT (0) 2MP + COT 4 MP + COT
shellhole, entrenchment 2 MP + COT coT 4 MP + COT
unload passengers NA (1 MF) 2 MP 2 MP
stone buildings, cliff hexsides NA NA NA
smoke/fog 1 MP + COT 1 MP + COT 1 MP + COT
enter gully o . smP ycCcOT 2 MP + COT .~ 8MP + COT tunless pushed (123.52)
leave gully 9 MP + COT 4 MP + COT 12 MP + COT *Requires die roll (39.1)
reverse movement (71.1) 2 x COT (NA) 4 x COT 4 x COT “Halftracks not allowed
A CLOSE COMBAT AFV KILL NUMBERS 36.2 A
IMMOBILIZATION 39.1 - ARTILLERY ACCURACY 46.21
" - Dice roll equal to or less than firepower factor
One die:  Russians, USA . 6 DRMs: vs Open Topped AFV (72.81) . .......ovuuuiiieaanano.. -1 One die:  Japanese, Russian, Minor 1
British, German 5.6 vs vehicle in motion (135.7) .. .. ... eeiiie e +2 All others 1,2
All others 4,5.6 VS AFVWIthOUt MG . ..o -1
DEFENSIVE FIRE AFV IMMOBILIZATION NUMBERS 36.13 & MGs Vs ARMOR 119.4 115.3 LEADER CREATION TABLE A
Location of Firing Units MGs vs Pre-’42 AFVs Dice Roll Die Roll Leader Created LEADER CREATION DRMs
Leader only, any non-open ground e e Qo - ’ . L.
Squad in wheatfield, orchard, smoke, wreck LMG 2 1 None -1 American, Qerman. BrmSh.
o i A B SO S erichad MMG 3 6 6+ 1 -1 per odds ratio less than 1-1 in Close
Squad in woods or large building HMG 4 4,5 7-0 Combat'
2.3 8-0 -1 base unit has morale level of 8
DRMs: AFV using Bypass Movement in same hex as firer.... —2; Poor visibility (119.6) affects MGsonly. .. .... +1 1 or less 8-1 or higher
+1 base unit has morale level of 6 or less
+1 per odds ratio greater than 1-1 in
Close Combat
+1 base unit is broken
Note: References 1o APCR, APDS, gyrostabilizers, and fast turret traverse are for use in G.L.: ANVIL OF VICTORY. +1 Russian, French, ltalian, Minor
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