Support

L2024 - Robby2 - Recce Squadron - M4 Sherman Tank Company (Allied)

Crocodile Flame-tank Platoon

3x Crocodile (75mm & Flame-thrower)
M10 SP Anti-tank Platoon

4x M10 (17 pdr)
M10 SP Anti-tank Platoon

4x M10 (17 pdr)

D-Day British Command Cards

Lucky

Command Card Lucky

Recce Squadron
Recce Squadron
1x Daimler (2 pdr)
Daimler Armoured Car Troop
2x Daimler (2 pdr)
1x Dingo (MG)
Daimler Armoured Car Troop
2x Daimler (2 pdr)
1x Dingo (MG)
Universal Carrier Patrol
3x Universal Carrier (MG)
Universal Carrier Patrol
3x Universal Carrier (MG)
Motor Platoon
4x Bren Gun team
1x PIAT anti-tank team
1x 2-inch mortar

D-Day: British Force

M4 Sherman Tank Company (Allied Formation)

M4 Sherman Tank Company HQ
2x M4 Sherman (75mm)

M4 Sherman Tank Platoon
3x M4 Sherman (75mm)

M4 Sherman Tank Platoon
3x M4 Sherman (75mm)

Armoured 81mm Mortar Platoon
3x M4 (81mm mortar)

T30 75mm Assault Gun Platoon
3x T30 (75mm)

British Y4
LB172 21
21
LB122 18
18
LB122 18
18
British 1
1
1
British 15
1
1
LB178 2
2
LB178 2
2
LB144 2
2
LB144 2
2
LB153 6
6
LU100 7
7
LU101 10
10
LU101 10
10
LU113 2
2
LU114 3
3

Unit Count: 15 Total Points : 105

D-Day-British

Card List:

LB122
LB144
LB153
LB172
LB178
LU100
LU101
LU113
LU114

Lucky

Recce Squadron

M10 SP Anti-tank Platoon
Universal Carrier Patrol

Motor Platoon

Crocodile Flame-tank Platoon
Daimler Armoured Car Troop
M4 Sherman Tank Company HQ
M4 Sherman Tank Platoon
Armoured 81mm Mortar Platoon
T30 75mm Assault Gun Platoon

Pick List:

1 2-inch mortar team

4 Bren Gun team

3 Crocodile (75mm & Flame-thrower)
5 Daimler (2 pdr)

2 Dingo (MG)

8 M10 (17 pdr)

3 M4 (81mm mortar)

8 M4 Sherman (75mm)
1 PIAT anti-tank team

3 T30 (75mm)

6 Universal Carrier (MG)
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‘M10 M10

SP ANTI-TANK TROOP SP ANTI-TANK TROOP
« TANK UNIT * ; * i = _
: _ | SPECIAL RULES
: ata No HE: No HE targeting Infantry or Guns
! SP ANTI-TANK TROOP adds +1 to the score needed To Hit.
S R/ B e Self-defence AA: Weapon can fire at
[ TRAINED 4+) _ 8 Bl . 4x M10 (17 pdr) ey Aircraft with ROF 1.
| Ay 2x M10 (17 pdr) 9 POINTS - .

( CONFIDENT 4+

B ST P Bl | 4x M10 (3-inch) 16 POINTS
TACTICAL TERRAIN DASH CROSS COUNTRY DASH ROAD DASH 2x M10 (3-inch) 8 POINTS
10°/25m 14”/35cM 18”/45ch 20750m | 3+ | oy

ROF ANTI-  FIRE-
ket i HALTED MOVING TANK POWER i

M10(17 pdr) 36"/90cm
M10 (3-inch) 36"/90cm
M10 (.50 cal MG) 207/50cm

POINTS

ti-tank Platoon (LB154).

I'd rather bave a lucky general
than a good one.
* (-1 3-inch Mortar Platoon (LE109).

British, Build,

armoured cars from (LB178) for
Formation, Limited

+1 points.

3 Daimler Armoured Car Troop (LB178).
6 Universal Carrier Patrol (LB144).

* 0-1 Motor Platoon (LB153).

The infantry division s reconnaissance
regiment had an interesting organisation with

edch squadron having a mix of armoured car

British, Force, Limited
by an assault troop of motorised infantry.

Your Force includes one Recce Squadron,

which is a Formation containing:

Discard this card to re-roll any one die. The
RECCE SQUADRON
patrols and scout carrier patrols backed up

* 1 HQ Unit of 1x Daimler (2 pdr)

second resalt must be used.
* 0-1 Motor 6pdr An

. 7
s 7




MOTOR PLATOON

(CONFIDENT 4+ : 31 F AL SPECIAL RULES
o 3+ i ¥ MOTOR PLATOON Assault 4+: Team hits on 4+ in Assaults.
Counterattack | i v .
War Weary 5+ . T e e Overhead Fire: Can Shoot over friendly

= = \ Yl 1x PIAT anti-tank team teams.
SKILL = e : g Ix 2” mortar 6 POINTS Slow Firing: +1 To Hit for Moving ROFE.
TRAINED 4+ R TR ; [ 6 POINTS | _ .

3x Bren Gun team
1x PIAT anti-tank team

1x 2” mortar 5 POINTS

TACTICAL TERRAIN DASH CRO55 COUNTRY DASH ROAD DASH
8"/20cm 8"/20cm 12"/30cm 1730w | AuTO | ﬁ

ROF ANTI- FIRE-
et i HALTED MOVING TANK POWER NOTES

Bren Gun team 16"/40cm 6
PIAT anti-tank team 8"/20cm S5+ | Assault 4+, Slow Firing
2-inch mortar 16"/40cm A+ %ﬂﬁ:ﬁw Overhead Fire,

S

UNIVERSAL CARRIER PATROL ©

CONFIDENT 4+ (careruL &+ | | : SPECIAL RULES

o S UNIGRRERL Forward Firing: Weapon can only hit
oE._.qa_H g | CARRIER PATROL targets fully in front of the Team.

Last Stand 3x Universal Carier (MG) E mmﬂ“._u_.n :-_.ac_“.ub nME remain Gone to Ground

OPTIONS Slow Firing: +1 To Hit for Moving ROF.

* Arm any or all Universal Carrier (MG) Spearhead: Unit can move before the
with PIAT anti-tank for +1 point each. game to expand the Deployment Area.

SKILL

TACTICAL TERRAIMN DASH CROS55 COUNTRY DASH ROAD DASH
10"/25cm 147/35cm 20"/50cm 24'/60cm | A+ ﬁ

ROF ANTI-  FIRE-
Al il HALTED MOVING TANK POWER e

Universal Carrier (MG) 16"/40cm 6 | Forward Firing
gmnqnizn_._r 8"/20cm S+ | Slow Firing



DAIMLER

ARMOURED CAR TROOP
MOTIVATION * TANK UNIT » SCOUT » SPEARHEAD »
| CONFIDENT 4+
Secout n
Counterattack
Scout

TACTICAL TERRAIN DASH CRO55 COUNTRY DASH ROAD DASH
8/20cm 107/25cm 14”/35cm 367/90cm | 4+ |

ROF ANTI-  FIRE-
ket i HALTED MOVING TANK POWER i

Daimler (2 pdr) 24"/60cm 7 | 44 | Overworked
Daimler (Littlejohn) 24"160cm 8 | 4+ | NoHE Overworked
Daimler & Dingo (MG) 16"/40cm 2 6

3

CROCODILE

FLAME-TANK PLATOON

MOTIVATION * TANK UNIT » FLAME TRAILERS * : ! IS HIT ON
| CONFIDENT 4+

__n__ﬂamﬂnak O
Counterattack
Protected Ammo
Remount 3+

SKILL

TRAINED 4+

Flame Tank
Assault

TACTICAL TERRAIM DASH CROS55 COUNTRY DASH ROAD DASH
b 8/20cm 107/25cm 14”/35cm 14735m | 3+

ROF ANTI-  FIRE-

it il HALTED MOVING TANK POWER

Crocodile (75mm) 28"170cm

Crocodile =
(Flame-thrower) 6/15cm

Crocodile (MG) 16"/40cm

CAREFUL 4+

£

DAIMLER

ARMOURED CAR TROOP

"

SPECIAL RULES

No HE: No HE rargeting Infantry or Guns
adds +1 to the score needed To Hit.

Overworked: +1 To Hit for Moving ROE.

Scout: Team can remain Gone to Ground
while moving.

Spearhead: Unit can move before the
game to expand the Deployment Area.

DAIMLER
ARMOURED CARTROOP

1x Daimler (2 pdr)
1x Daimler (Littlejohn)
1x Dingo (MG)

2x Daimler (2 pdr)
1x Dingo (MG)

3 POINTS
2 POINTS

OPTIONS
* Add one Dingo (MG]) for +1 point.

CROCODILE

FLAME-TANK PLATOON

SPECIAL RULES

Flame Trailers: Crocodiles cannot
Charge into Contact and cannot Hold
T Objectives.
mm & Flame-thrower) [EXNZSNEN M Flame-thrower: Infantry, Gun, and
2x Crocodile Unarmoured Tank Teams re-roll
(75mm & Flame-thrower) LRSI successful Saves. Armoured Tank Teams
B m— T p— use Top armour for Saves. Unit is
Pinned Down if Hit.
Forward Firing: Weapon can only hit
targets fully in front of the Team.
Smoke: Can Shoot Smoke ammunition.

CROCODILE
FLAME-TANK PLATOON




M4 SHERMAN

TANK PLATOON

* TANK UNIT » IS HIT ON

AGGRESSIVE 3+ |

MOTIVATION

| CONFIDENT 4+

Blood n'Guts
LastStand 3%

SKILL

| TRAINED 4+

TACTICAL TERRAIN DASH CRO55 COUNTRY DASH ROAD DASH
10"/25cm _12"/30cm 18"/45cm 20750 | 3+

ROF ANTI-  FIRE-
HALTED MOVING TANK POWER L

WEAPON RANGE
M4 Sherman (75mm) 28"170cm
M4 Sherman (.50 cal MG)| 20"/50cm

M4 Sherman (MGs) 16"/40cm

Smoke, Stabiliser
Self-defence AA

M4 SHERMAN

TANK PLATOON

M4 SHERMAN
TANK PLATOON

s poiNTs
[ FoinTs
(o Foins

5x M4 Sherman (75mm)
4x M4 Sherman (75mm)
3x M4 Sherman (75mm)

o

SPECIAL RULES

Self-defence AA: Weapon can Shoot at
Aircraft with ROF 1.

Smoke: Can Shoot Smoke ammunition.

Stabiliser: +1 To Hit for Moving ROE.

M4 SHERMAN

TANK COMPANY HQ

MOTIVATION * TANK FORMATION » IS HIT ON

| CONFIDENT 4+ |

h__.aol.:mcn
LastStand 3%

SKILL

[ TRAINED 4+)

TACTICAL TERRAIM DASH CROS55 COUNTRY DASH ROAD DASH
10"/25cm 127/30cm 18"/45cm 20"/50cm I

ROF ANTI-  FIRE-
bt S HALTED MOVING TANK POWER Sl

M4 Sherman (75mm) 28"T0cm 31+ | Smoke, Stabiliser
M4 Sherman (.50 cal MG)| 20”/50cm 5+ | Self-defence AA
M4 Sherman [MGs) 16"/140cm 6

AGGRESSIVE w+

M4 SHERMAN

TANK COMPANY HQ

M4 SHERMAN
TANK COMPANY HQ

2x M4 Sherman (75mm)

SPECIAL RULES

Self-defence AA: Weapon can Shoot at
Aircraft with ROF 1.

Smoke: Can Shoot Smoke ammunition.

Stabiliser: +1 To Hit for Moving ROE

(7 PoINTS |

FORTRESS EUROPE |
M4 SHERMAN TANK COMPANY

FORMATION CONTAINS:

M4 Sherman Tank
Company HQ) (LU100)

M4 Sherman Tank Platoon (LU101)
or M5 Stuart Tank Platoon (LU103)

M4 Sherman Tank Platoon (LU101)
0-1 Armored Recon Patrol (LU106)
0-1 Armored 81lmm Mortar Platoon (LU113)

0-1 T30 75mm Assault Gun
Platoon (LU114)




T30 75MM

ASSAULT GUN PLATOON

MOTIVATION * TANK UNIT »

_ nOZ_“_Um_.,__._. 4+

Counterattack 6

EBlood 'n Guts
LastStand 3%

SKILL

TRAINED 4+
§oed

TACTICAL TERRAIN DASH CRO55 COUNTRY DASH ROAD DASH

T30 75MM

ASSAULT GUN PLATOON

IS HIT ON

AGGRESSIVE 3+ |

SPECIAL RULES

Forward Firing: Weapon can only hit
targets fully in front of the Team.

Self-defence AA: Weapon can Shoot at
Aircraft with ROF 1.

Smoke: Can fire Smoke ammunition.

Smoke Bombardment: Once per game
can fire a Smoke Bombardment.

T30 75m
ASSAULT GUN v_.?._.n__oz

1 ¥
. w 3x T30 (75mm) 3 POINTS
_ T30 (75mm) 2 POINTS

CROSS

10"/25cm _10"/25cm 16"/40cm 380w | 4+ W

ROF
HALTED

ANTI- FIRE-

et MOVING TANK POWER

T30 (75mm)

RANGE

NOTES

64°/160cm | ARTILLERY 4+ |SorvordFobe,
or Direct Fire 207/50cm 3+ | Forward Firing, Smoke
T30 (.50 cal MG) 20"/50cm 5+ | Seli-defence AA

e

ARMOURED

81MM MORTAR PLATOON \

MOTIVATION

| CONFIDENT 4+
SPGun a
ﬁon._._?_..n%anr

Blood 'n Guts
LastStand 3%

* TANK UNIT =

SKILL

TRAINED 4+

TACTICAL TERRAIN DASH CROS55 COUNTRY DASH ROAD DASH

e

ARMOURED

81MM MORTAR _u_.b._.OOZ

wvmn_h_. RULES
Rear Firing: Weapon can only hit targets
fully to the rear of the Team.
Self-defence AA: Weapon can Shoot at
Aircraft with ROF 1.
Smoke Bombardment: Once per game
can fire a Smoke Bombardment.

1S HIT ON ¥
AGGRESSIVE w+

ARMOUR

ror m I

T 0

ARMOURED
81mm MORTAR PLATOON

; % 3x M4 (81mm mortar) 2 POINTS

CROSS5

10"/25cm _10°/25cm 16"/40cm _ 32"/80cw I

ROF
HALTED

ANTI-  FIRE-

WEAPON MOVING TAMNK POWER

RAMNGE
M4 (81mm mortar)

M4 (.50 cal MG) 207/50cm

NOTES

40°7100cm | ARTILLERY HH Rear Firing, Smoke Bombardment
54

Self-defence AA







