Mike Smith. February 2001.

PC is translated as CP (Command Post). “marche forcee” is translated as “rapid movement” (the English “forced march” being an operational not a tactical term).

This is a more accurate translation of the tables than the version posted to Grognards earlier.

Delay of Artillery Fire 

Artillery: base value 7

German: -1

Pre-registered bombardment: -1

Per additional turn of delay so far : -1

Artillery/Bombs

                 Distance away from impact

Type               0         1         2         3

Light           10(2)    4(1)       -          -

Medium      12(2)    7(2)     4(1)       -

Heavy         16(2)   10(2)    6(2)    4(1)

Bomb          14         8         5            -

( ): value of the Smoke marker (smoke missions only).

-- terrain: sum of the modifiers for terrain in the target hex minus 1 

 ( to a minimum of 0)

-- target unit hidden: strength x ½  (mortars only)

-- target unit in normal or rapid movement:  -1

No other terrain modifiers are applicable. The modifiers normal to 

movement do not apply.

Artillery Scatter

1d6 = direction

1d6 = distance away of impact:

        0,1,2 = in the hex.

        3,4 = one hex.

        5,6 = two hexes.

        7 = three hexes.

Modifiers to dice for distance away of impact:

-- Second fire without correction: -1

-- Third fire without correction: -2

-- Distance away of the artillery observer:

        less than 10 hexes: -1

                 21-29 hexes: +1

      more than 30 hexes: +2

-- No observer, or out of LOS: +3

-- weather: according to the visibility level.
Observation

Protection                       +1      +2        +3

Distance (day/other)   16 / 8    8 / 4     4 / 2

These observation distances only apply to infantry in normal movement. At more 

than the indicated distance, a unit does not lose its camouflage.

Modifiers to Activation

* CP not in command: M -1 

   Formation hesitant: M -1

   CP stopped: M -1

   CP neutralised: M -2

   CP destroyed: M -3

* Unit not in command/isolated: M -1 [does not apply to CPs (6.3)]

   If stopped: M -1     

   If hesitant: M -1

These modifiers are cumulative (exception: not in 

command/isolated).

Fire of Portable Antitank Weapons

-- Panzerschreck: 7

-- Panzerfaust; Bazooka: 6

-- PIAT: 5

Roll less with 2d6 [roll less = destroyed; roll equal = immobilised]

Maximum Distance: 2 hexagons (Panzerfaust = 1)

Modifiers to the dice (cumulative):

-- Target size: Large: -1

                       Small: +1

                       Very small: +2

-- Firer has movement marker: +2

-- Target has movement marker: +2

-- Recruit: +1          Veteran: -1

-- Schurzen (against flank shot): +1

-- At 2 hexes range: +1

Panzerfaust Availability: unmodified coloured die less than or equal

to the availability for the scenario [2 for Normandy (17.1)].

Subordinates [CP Replacement]

Die     Bonus

0       +1

1        0

2        0

3       -1

4       -1

5       -1

6       -2

7       -2

Modifiers (die)

Shock: -1

Recruit: +1

Assault

Modifiers to the Initiative Test (cumulative):

-- Attacker: +1 (1st phase only.)

-- Unit stopped: -1

-- Unit neutralised: -2

-- Formation hesitant: -1

-- Unit hidden: +2

-- Parachuted unit: -2

Type            Step loss       Elim.          Veh. [Eliminated]

Shock                9                 6                      7

Veteran             8                 5                      6

Line                  7                 4                      5

Recruit             6                 3                      4

Roll with 2d6 less than or equal to the figure indicated.

[but see 17.2]

Modifiers to the dice (cumulative):

-- crew or CP: +2

-- stopped: +1

-- hesitant: +1

-- neutralised: +3

-- step loss: +1

-- coming from a lower level: +1

-- coming from a higher level: -1

-- defender in strong protection: +1

-- against parachuted unit: -1

-- target infantry have movement marker: -1

Against vehicle:

-- against armoured assault: +2

-- Panzerfaust: -2

-- German: -1

-- against an open-topped or non-armoured vehicle: -2

-- against an immobilised or shut down vehicle: -2

Anti-personnel Fire by a Vehicle

                                                             RANGE

                            7-10 hexes    11-16 hexes    17+ hexes

Modifiers 

to AP value               -2                   -3                  -4

Indirect Fire Against Vehicles

                                            TYPE OF FIRE

TARGET         Hvy Art.   Med .Art.   Light Art.   Mo 80     Mo 60

Armoured              5                4                  3              2              1

Non-armoured     10                9                  8              7              6

Modifiers: 

Open-topped: -2 (armoured targets only) 

Target’s front armour is 11+ : +1

Test Result: less than X: Destroyed , equal to X: Immobilised , X plus 1: Shut Down

Anti-tank Fire

DICE                      DIFFERENTIAL

      < = 0    1     2     3     4     5     6      7+

2         D    D    D    D     D    D    D     D

3         I      D    D    D     D    D    D    D

4         S      I      I     D     D    D    D    D

5         S      S     I     D     D    D    D    D

6         -       -     S      I      D    D    D    D

7         -       -      -     S       I    D    D    D

8         -       -      -      -      S     I     D    D

9         -       -      -      -      -     S      I     D

10       -       -      -      -      -     -      S      I

11       -       -      -      -      -     -      -      S

12       -       -      -      -      -     -      -      -

D = Destroyed; I = Immobilised, S = Shut Down

Natural 12 = miss

Modifiers to the dice:

-- Differential less than 0: +1 to the dice per column of 

negative differential.

-- Differential greater than 7: -1 to the dice per column of 

greater differential.

-- Fire to the rear: -1 to the value of side armour.

-- Range Modification according to barrel length of the gun:

                7-10 hexes   11-15 hexes    16+ hexes

Short           +1              +2                  +3

Medium      --                +1                  +2

Long            --                 --                   +1

Anti-tank To Hit Table (VV 32)

                                                  RANGE

                           1-10 hexes       11-20 hexes      21+ hexes 

Armour                    8                        7                     6

Dice modifiers:

-- Moving target: +2

-- Moving firer: +2

-- Recruit firer: +1

-- Veteran firer: -1

-- Target size: Large: -1

                       Small: +1

                       Very small: +2

-- Firing to the flank or rear: according to the turret speed

-- Protection of terrain and visual hindrances (see table)

-- Range Modification according to barrel length of gun:

                 11-20 hexes    21+ hexes

Short           +1                   +2

Medium       --                    +1

Long             --                    -- 

Terrain Table

                         Inf.  Tracked   Halftrack   4x4   Wheeled       Protection

Clear terrain       1          2              3            4            5                    0

Forest                2          4              6             6           - -                 +2

Orchard*           1           3             4             5            6                  +1

Brush*             1.5         2              4             5           6                  +1

Field*               1.5         2              3             4           6                  +1

Marsh*              2          -----------Prohibited-----------                   +1

Cemetery*         2          4              6             6           - -                 +1

Water body       ---------------Prohibited------------------

Watercourse       2          3             4             3            6                    0

Bridge                1          1              1             1            1                   0

Road                  1          1              1             1            1                    0

Hedge            +0.5     +0.5           +3            Prohibited                  +1

Bocage          +0.5        -----------Prohibited-------------                  +2

Wall               +0.5       +1           -------Prohibited------                  +1

Wood Building  1         -------------Prohibited-----------                 +2

Stone Building  1          -------------Prohibited-----------                 +3

Higher Level   +1        +2            +2           +2           +4               (+1)

*Visual hindrance [LOS blocked if sum of hindrances > +3]

[Changing level within a building costs 2 MP (5.2); vehicles may 

cross bocage via an opening at +2 MP (5.4); smoke and vehicles 

provide +1 protection (5.3, 16.4); entrenchments provide +2 

protection (18.1); infantry that moves on a road (only) receives 

+2 MPs (9.4).]

Combat Table

                                                FINAL ATTACK FACTOR

DICE      1     2    3     4      5      6      7    8     9     10    12    14   16   20    24    28    34   40

0            N1  N2  N3   1     1       1      1    1     1     E      E     E     E     E     E      E     E     E

1             N   N1  N2  N3    1      1      1    1     1     1      E     E      E     E     E      E     E     E

2             N    N   N1  N2   N3  N3     1    1     1     1      1      1      1      E     E     E      E     E
3            S2   S2   N   N1   N2   N2  N3  N3    1     1      1      1      1     1      E     E      E     E

4            S1   S1  S2    N    N1   N2  N2  N3  N3   N3    1      1      1     1      1      1      E     E

5            S1   S1  S2    N    N1   N2  N2  N3  N3   N3    1      1      1     1      1      1      E     E

6              -     -     S    S1    S2    N    N   N1  N1   N2   N3   N3    1      1      1     1      1      1

7              -     -     -      S     S1   S1   S2   N    N    N1   N2   N3   N3    1      1     1      1      1

8              -     -     -       -      S     S    S1  S1   S2    N    N1   N2   N2   N3   N3    1      1      1

9              -     -     -       -      -      -      -     S    S1   S2    N    N1    N1   N2  N2   N3    1      1

10            -     -     -       -      -      -      -     -      -     S1    S1    N     N    N1   N1   N2   N3    1
11            -     -     -       -      -      -      -     -      -       -      -     S1    S2    N     N    N1   N2   N3

12            -     -     -       -      -      -      -     -      -       -      -       -       -     S     S1    N    N1   N2

13            -     -     -       -      -      -      -     -      -       -      -       -       -      -      -     S1    N     N1

14            -     -     -       -      -      -      -     -      -       -      -       -       -      -      -      -     S1    N

15+          -     -     -      -       -      -      -     -      -       -      -       -       -      -      -      -      -      S1

Result: S =  stoppage test; N =  neutralisation test; 1 = lose a step + neutralised; 

E = Eliminated

Fire Modifiers

Fire strength:

-- Distance: against adjacent hex: x 2

                    against hex between normal range and up to double this range: x 1/2

-- Moving and firing: x 1/2

-- Firer stopped: x 1/2

-- Firer in smoke: x 1/2

-- Target hidden: x 1/2

-- Target movement; modifiers to dice:

                   target in tactical movement: -1

                   target in normal movement: -2

                   target in rapid movement: -3

-- AT or Inf. gun taking fire from its front: +1 (18.3)

-- Terrain; modifiers to the dice:

                    light protection: +1

                    medium protection: +2

                    strong protection: +3

-- Target in smoke: +1

-- Visual hindrance: +1 per hex traversed (max.= 3)

All modifers are cumulative

Rate of Fire Test:

Unit stopped or hesitant: +1 (cumulative)

Vehicle Data Cards

canon = gun

mitrailleuse = machine gun

AC = anti-tank 

AP = anti-personnel

portee = range

cadence = rate of fire

blindage = armour

taille = size

grande = large

normale = normal

petite = small

tres petite = very small

tourelle normale = normal turret

tourelle rapide = fast turret

tourelle lente = slow turret

toit ouvert = open topped

pots fumigenes = smoke pots

fumigenes = smoke [ammo]

lat = side

PC et armes lourdes seuleument = CPs and heavy weapons only 

