WWII Military Assault

	Movement- Tracked Vehicles

22-28 MPH= ½” Per 2d6 Max 6” Per turn.

	Allies-

M4A1 Sherman

M4A3 Sherman

M10 Archilles

M36 Jackson
M4A1 76mm Sherman
	M41 Walker Bulldog

M40 Motor Carriage

M7 Priest

M36B1 Wolverine
M4A3 76mm Sherman
	German-

Pz. III

Pz. IV

Pz. V Panther

Pz. VI Tiger I

Pz. VI-b King Tiger
	Pz. VI-b Jagdtiger

Pz. IV Jagdpanzer

Stu.G. III

Flak Pz.IV

Elefent

	28-35 MPH= 5/8” Per 2d6 Max 7 ½” Per turn.
	Infantry-

	Allies-

M46 Patton
	M4 Tractor
	German-

Grille
	Can advance at a maximum of 1 ¼” Per turn.



	Half tracked Vehicles

35-40 MPH= ¾” Per 2d6 Max 9” Per turn.
	Wheeled Vehicles

50-60 MPH= 1” Per 2d6 Max 12” Per turn.

	Allies-

M2   M5
M3   M9
	German-

Sd.Kfz. 7’s

Sd.Kfz. 250’s
	Sd.Kfz. 251’s

Sd.Kfz. 10’s
	Artillery- ECR

60mm= 7/8”

81mm= 1 ¼”
	105mm= 2”

155mm= 3”
	150mm= 2 7/8”

8”= 3 ¼”

	(1) Armor Range Table
	(1) Artillery Range Table

	1d6
	6-12”
	13-18”
	19-24”
	25-30”
	31-36”
	1d6
	2’
	3’
	4’
	5’
	6’
	7’
	8’

	Pz  III, IV, M4, M4A4, M41
	<6
	<5
	<4
	<2
	
	105mm How.
2d6 P/gun 
81mm 3d6
	<6
	<5
	<4
	<3
	<2
	
	

	Pz V, VI, VI-b, Elefent, M10, M36, M47, Jagdtiger, Jagdpanzer
	<6
	<6
	<4
	<3
	<2
	155mm
How
	<6
	<6
	<5
	<4
	<3
	<2
	<2

	
	
	
	
	
	
	155mm
Long Tom 
	<6
	<6
	<6
	<5
	<4
	<3
	<2

	
	
	
	
	
	
	150mm
	<6
	<6
	<5
	<4
	<3
	<2
	

	Sd.Kfz 231/1, 231/2, 231/3, M8
	<6
	<4
	<2
	
	
	(2A) Artillery Hit Table 1d6
	(2B) Artillery Hit Table 1d6

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	Armor-

1) Engine Deck = 1-2

2) Turret = 3-4

3) Magazine = 5-6
	Infantry-Impacted Area

1) Hit Dead Center

2) Shot Long

3) Right of Target

4) Round Fell Short

5) Left of Target

6) Dud Round

	
	
	
	
	
	
	
	

	Pak 36/37, Pak 40, 8.8mm
	<6
	<5
	<4
	<2
	
	
	

	(2A) Hit Table 2d6
	(2B) Critical Hit 1d6
	(3) Penetration 1d6
	(4) Saving Throw 1d6

	1) Front-   2

2) Turret-  3

3) Side-    4-7

4) Track-  8-10

5) Top-     11

6) Rear-    12
	1) Engine = 1-2

2) Fuel tank = 3-4
3) Magazine = 5-6
	M4, M10, M36, M41, M40, Pz III, Pz. IV, M36B, Jagdpanzer

1) Penetrate = 1-4

2) Bounce = 5-6

Panther, Tiger, King tiger, Elefent, Jagdtiger, M47

1) Penetrate = 1-3

2) Bounce = 4-6
	1. Crew dead/Tank dead = 1
2. Crew dead/Tank recovered = 2-3
2 Turns to Pick-up Tank.
3. Crew Survives/Tank dead = 4-5
4. Crew Survives/Tank Recovered = 6
2 Turns to fix/repair.

	Infantry Weapons- Heavy-Light

	
	6-12”
	13-18”
	19-24”
	25-30”
	31-36”
	
	6-12”
	13-18”
	19-24”
	25-30”
	31-36”

	.50 Cal 

12.5mm MG

5d6x2
	<6
	<5
	<4
	<3
	<2
	60mm MTR

3d6
	<6
	<5
	<4
	<3
	<2

	.30 Cal

7mm MG

5d6x2
	<6
	<5
	<3
	<2
	
	30Cal/7mm Rifles- 2d6x2 4d6x2 For fire teams
	<6
	<5
	<3
	<2
	

	Bazooka

1d6
	<6
	<4
	<2
	
	
	.45/9mm SMG’s 5d6x2
	<6
	<4
	<2
	
	

	1. Use Armor hit table for Bazookas

2. Use Artillery Hit table for 60 & 81mm Mortars.
	Infantry Hit Table- Per 1d6

1. Kills- 1-3

2. Wounded- 4-5
	3. Miss- 6
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	Armor Notes
	Artillery Notes

	Armor

1) All 1’s Rolled are considered a critical Hit

2) Must have a recovery vehicle to retrieve dead tanks.

3) Movement can be rolled once and moved as individuals, platoon, assault group or convoy
4) For Half-tracks, Armored cars, & Trucks use Infantry Table 2B.
	Arti.-General

1) All Towed Guns need 1 turn to set-up

2) Long Tom’s require 2 turns to set-up

3) All 6’s rolled are considered Duds except on range throws.
Arti.-Infantry

1) Roll for range

2) Roll for impact area (Infantry 2B) or

3) Roll for penetration (Armor) or Impact area Soft Skin.
4) Each Die rolled for 105mm, 60mm & 81mm mortars is considered 1d=1 Rnd.  X=Shots P/turn.
Arti.- ECR (Effective Casualty Radius)

1. From clear acetate cut 6 circles of the various ECRs listed to represent the blast area of the shell.

	Infantry-Weapons

1. 60mm, 81mm Mortars & Bazooka’s, once the Range throw been made, use either the Armor Hit Table or the Artillery Hit tables for the corresponding target.

2. Use a Tape Measure to check the Range to target.  For every 12”’s, infantry weapons (Small arms/ MG’s) have an arc of ¼” to either side of a 1” tape measure, as being the kill area/ cover zone. 

3. When throwing for MG’s & SMG’s, Using the Range table, once the range is hit, use the same throw to calculate the casualties with the Infantry Hit table.
	

	
	Materials List-

1. 1- 10 or 25’ Tape Measure

2. 1- Sheet of Clear Acetate

3. 5- Die 6’s

4. 1- 6” Ruler (easier for measuring thrown movements quickly) 



This is only a basic, quick game, and was only intended to be that way, to have Fun. Any problems Not addressed, try to figure it out for yourself, any questions, Deal with it……. Just kidding  ;-)


Any questions feel free to e-mail me at da_ghost_8152@yahoo.com
William H. Le'Mon Jr

Old-time Gamer-

Sea Kreig

D&D

AD&D

Dark Sun

