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LEGEND:

f( Front weapon

©4)  Side weapon

K Rear weapon

(3 Turret weapon

A

2jundunl - - -

Weapon Special Rule

Limited ammo check box

Fire Ark







o DESERT FOX ¢
Any Unit reactivated by Rommel using Get Moving
You Bunch of Monkeys gains At The Double for that
Activation.

© GENERAL

Whenjoined toa Command Squad, this hero rolls one
extra dice when attempting Officer Special Actions.

® LASER e (Laser Pistol)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

© OFFICER e
May take Officer Special Actions to reactivate or rearm
theirtroops.

THE
DESERT FOX
GENERAL OF THE ARMY
ERWIN ROMMEL, WEHRMACHT

£ &

123 4/1234567|(123
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STEFAN

LIEUTENANT COLONEL
STEFAN RETTER,
WEHRMACHT

YR 1947

£

1234
AW LM

o AT THE DOUBLE e
May take a free Move Action after performing a March
Move. Applies to Units Joined.

e EXPERT e (Flamethrower)
Hits on € as well as 5.

e FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.

e LUCKY o () e
Once per game, may re-roll all of the dice for one
weapon during his Attack action.

T

d B H
W% W22 W2 W2 42 42| - -
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MANFRED
LIEUTENANT COLONEL
MANFRED KREUZER,
WEHRMACHT

£

1838
47131 21 1/
111 11 111

o FIGHTING SPIRIT ¢ () ®
Once per game, hits on € as well as 4. Also applies
to Units Joined.

* GRENADE e (Panzerfaust)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

e MOVE AND FIRE e
May take free Move Action before or after a Sustained
Attack Action or a free Attack Action before or after a
March Move Action.

T

1528 3 §a8 5 JGR 7 [§i
21l - IR - B - (211
/2 1/2 1/5 1/4 1/4 1/3 1/3
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o ACE PILOT o
May mount a Vehicle, using his skills while mounted.
Roll one die when Vehicle Activates gaining a third
actionona I5¥ ora €.

© OFFICER e
May take Officer Special Actions to reactivate or rearm
theirtroops.

PANZERPRINZ
COLONEL
WALTER VON FURSTENWERTH,
WEHRMACHT

wel 12 3 4123 4
= - B
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LIEUTENANT
WEHRMACHT

LARA WALTER,

£

1838
A1 81 41

© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

e MOVE AND FIRE e
May take free Move Action before or after a Sustained
Attack Action or a free Attack Action before or after a
March Move Action.

i >4
18 3 [ 5 |68 7 B 2
T3 - - - - - |32
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o ARTILLERY OBSERVER e
Can shoot a target in Line of Sight with an Artillery
Weapon from another Unit that has not yet Activated,
even if the other Unit does not have Line of Sight. The
other Unit is counted as Activated after making its
Attack.
* CAMOUFLAGE *

Take Camouflage Special Action. Unit cannot be
attacked at Range 3 or higher. Ends if Unit takes any
Action other than a Move or Nothing Action. Starts the
game Camouflaged. Does not share it with any Unit
Joined.

STURMGRENADIER
OBSERVER SQUAD

£ &

1234/123456 7|1
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STURMGRENADIER
SNIPER SQUAD

£

12 3 4
i 1/1‘ 1111
4131 2 1A

o CAMOUFLAGE e
Take Camouflage Special Action. Unit cannot be
attacked at Range 3 or higher. Ends if Unit takes any
Action other than a Move or Nothing Action. Starts the
game Camouflaged. Does not share it with any Unit
Joined.
e SCOUT »

Take March Move Action as first Action of the game
leaving one further Action for that Activation.

* SNIPER e
Choose the enemy soldiers hit with this weapon. It
Ignores Infantry and Cover saves.

© SPOTTER
If Spotter does not use a weapon, each Sniper weapon

maggg a Sustained Attack hits on arolls of €3 as well
asifd.

T

1234567
Mnin -
21198
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* GRENADE e (Bazooka/Panzerfaust)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

\.,) ‘\_J

UNIT LEADER

STURMGRENADIER
ASSAULT SQUAD

T

d B B B B
anannnlan - - - - - - A,
4 (1410 11 1A U2 18 14 14 13 13 12| - -
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* GRENADE e (Bazooka)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

) K ‘,. fx)\ r

: UNIT LEADER .
)
:
' STURMGRENADIER

TANK HUNTER SQUAD

T

1080 s 0 1 s B 5 8l 7
Mnn2nfln - - - - - - [211A.
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© SCOUT
Take March Move Action as first Action of the game
leaving one further Action for that Activation.

* GRENADE e (Panzerfaust)

Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

STURMGRENADIER
RECON SQUAD

T
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anannnlan - - - - - - A,
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o AT THE DOUBLE e
May take a free Move Action after performing a March
Move. Applies to Units Joined.

e FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.

* GRENADE e (Panzerfaust)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

:/\ R

UNIT LEADER

STURMGRENADIER
ASSAULT ENGINEER SQUAD

T

1080 3 0 + 8 s Rl 5 el 7 [
AR - - - - - -l
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e COMMAND SQUAD
May perform Special Actions with its Officer, Medic, or
Mechanic, to reactivate, heal, repair, or rearm Units.

> . :f . -, - ,
' UNIT LEADER T
-
| STURMGRENADIER
COMMAND SQUAD

T

1 88 3 18 1 8 5 R 5 (Gl 7 W 2 @
918MEN 353 - - - - -l
srsaninlen - - - - - -2 -
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GRENADIER
HEAVY MORTAR

£

188
12w 41 w1 4
41 31 21 14

o SUPPORT WEAPON o
Support Weapons have multiple Soldiers on the same

base. Surviving Soldiers choose which weapons to use.

© ARTILLERY e (Mortar)
Can fire under control of an Artillery Observer. Ignores
infantry save.

1528 3 §a8 5 JGR 7 [§i

T
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© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

o FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.

LR
UNIT LEADER

HEAVY
GRENADIER
ENGINEER SQUAD

IEE 1547 N &
1828 3 A%l 1 B28 3 K4y 5 .68 7 (Wi
u1u1p/1u1u;m/>zm/zuzuzu./zuz e
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GRENRDIER
ASSAULT SQUAD

£

111 81 41|71 30 -

T

© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

123 4/1234567(1
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© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

e SALVO ¢ (Rocket Launcher)
May double number of attack dice in an Attack but must
be reloaded with a Reload Action prior to next use.

UNIT LEADER
-

GRENADIER
ANTIRIRCRAFT SQUAD

IEE 1547 N &
1828 3 HA%| 1 B28 3 WA 5 468 7 [BIN 2 &3
51 5/14_4/13/13/2 211 - = - [3/22/25
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© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

e COMMAND SQUAD o

May perform Special Actions with its Officer, Medic, or
Mechanic, to reactivate, heal, repair, or rearm Units.

e SALVO ¢ (Rocket Launcher)
May double number of attack dice in an Attack but must
be reloaded with a Reload Action prior to next use.

1947 @ & >
1234/1234567[123
BleAtnenan|Tnan - - - - - |3 -
6 (5451 41131322011 - - - - (3222 1A
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© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

© SUPPORT WEAPON e
Support Weapons have multiple Soldiers on the same
base. Surviving Soldiers choose which weapons to use.

GRENADIER
ANTI-TANK SQUAD

T

‘ 1234|123 45167
1\-11'\_ukeuu R R RNV R R TR AT I
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o AT THE DOUBLE e
May take a free Move Action after performing a March
Move. Applies to Units Joined.

e FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.

UNIT LEADER

BTG.
SAN MARGO
ASSAULT SQUAD

£ &

1 1803 N+ s IR 5 6l 7 [ 2
BN - - - - - I
alanananinlan - - - - - - |2 -
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© SCOUT
Take March Move Action as first Action of the game
leaving one further Action for that Activation.

PANZERSPAHLAUFER I-A
(LIGHT FLAK)

T

d B B
542N - - - - (423211

188
91 9/1 81 71
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PANZERSPAHLAUFER I-B
(LASER)

£

1234
41 41 31 31

© SCOUT »

Take March Move Action as first Action of the game
leaving one further Action for that Activation.

o LASER e (Light Laser Gun)

When weapon hits, roll again scoring another hit on

a 134 . Keep rolling until failing to hit.

T

1528 3 §a8 5 JGR 7 [§i
9181 71615181 31| - -
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PANZERSPAHLAUFER I-C
(TANK HUNTER)

1234
MR

* GRENADE e (Dual Rocket Launcher)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

© SCOUT »
Take March Move Action as first Action of the game
leaving one further Action for that Activation.

* RELOAD e (Dual Rocket Launcher)
When this weapon performs an Attack Action, remove
its Reload Token. The Unit may not perform another
Attack Action untila Reload Action is performed.

T

1234567
3/2323236353524 - -

<
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o SMOKE LAUNCHERS » ()
Once per game, take a Free Smoke Launcher Action to
place Smoke on Unit.

PANZERKAMPFLAUFER II-B
(TANK HUNTER)

T

10828 3 §48 1 §28 3 M4y 5 ﬁ 7“
W w1 w20 202 205 28 2 U3 3| - - | 00
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LOTHAR

PANZERKAMPFLAUFER II-D
(ROCKET)

1847

B\

‘ﬁ'@g{ LAUNCHERS
ACHINEGUN

£

micef 1 2 3 4
498 21 31 1IN
6 |71 61 411 31

© ARTILLERY e (Dual Rocket Launcher)
Can fire under control of an Artillery Observer. Ignores
infantry save.

* RELOAD e (Dual Rocket Launcher)
When this weapon performs an Attack Action, remove
its Reload Token. The Unit may not perform another
Attack Action untila Reload Action is performed.

o SMOKE LAUNCHERS © () »
Once per game, take a Free Smoke Launcher Action to
place Smoke on Unit.

i >t
1528 3 §48 5 468 7 BN 2 A3
i ininin - - -

4ren - - - - -|2n2n - | @
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LUTHER

(ASSAULT FLAK)

7

PANZERKAMPFLAUFER II-A

£

18 8
WL W it
URGRIRT

© ENGINEER VEHICLE e
Has improved Engineering Action.

© GRAPPLE ¢ (Combat Claw)

Targets Hit bu this weapon gain a Stunned Token.

 SMOKE LAUNCHERS o () »

Once per game, take a Free Smoke Launcher Action to

place Smoke on Unit.

T

1234567
2/22/32/1312 1211 -
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AR - IS

- -

© DUST STUDIO LTD.2016

AX709




LOTH
PANZERKAMPFLAUFER II-E
(ENGINEER)

12 3 4
211 2/1 21 21
7 61 471 3/

e CHARGE
May take a free Close-Combat Action after performing
aMarch Move Action.

* ENGINEER VEHICLE e
Has improved Engineering Action.

© GRAPPLE e (Dual Combat Claw)
Targets Hit bu this weapon gain a Stunned Token.

e MECHANIC
Can use Makeshift Repair Action.

o SMOKE LAUNCHERS » ()
Once per game, take a Free Smoke Launcher Action to
place Smoke on Unit.

T

1234567
2/32/3 2/2 2/1 211 211 21
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PANZERKAMPFLAUFER IV-F
(FLAK)

n[IETE 1847

£

1 s
91 9/1 91 81
1 61 41 31

d B B
5/25/3 412 212 11 -
Man -
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JAGDWOTAN

7

o LASER ¢ (Quad Laser Gun)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

PANZERKAMPFLAUFER IV-E
(LASER)

1234567
1411311121 111101 9/1 811

e
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]IIIJEI‘ 1847

WOTAN AR

PANZERKAMPFLAUFER IIl-A2
(LASER)

£

12 3 4
61 6 51 51
T 6 41 31

4n2n -

© LASER e (Dual Laser Gun)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

T
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© LASER e (Dual Laser Gun)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

£ &

123 4/12345867
5/16/14_5/15/113/112/111/110/19/18/17/1
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U FLAMMLUTHER

PANZERKAMPFLAUFER I1l-D
(FLAME)

U ¢

71 61 41 3A

T

1 10 3 16 + [ o R 5 el 7 [0 2 @
M|t b a3 da el - - -
4o -

e FLAME e (Dual Heavy Flamethrower)
Target gets no saves from this weapon and is
suppressed.

- -(2h2n -
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ACHINEGUN

© DOZER BLADE e
Take a Dozer Special Action to gain a Cover Save until
the vehicle takes a Move or March Move Action.

o ENGINEER VEHICLE e
Has improved Engineering Action.

UBEBEHIITIIEII

PIONIERKAMPFLAUFER Il
(DOZER)
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0TT0

(TANK HUNTER)

IEYE 1947

ET LAUNCHER

PANZERSPAHLAUFER KV47 (R)

RANGE

3

£

123 4

© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

* GRENADE e (Dual Rocket Launcher)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

© RELOAD e (Dual Rocket Launcher)
When this weapon performs an Attack Action, remove
its Reload Token. The Unit may not perform another
Attack Action until a Reload Action is performed.
e SCOUT
Take March Move Action as first Action of the game
leaving one further Action for that Activation.

o SMOKE LAUNCHERS o () »

Once per game, take a Free Smoke Launcher Action to
place Smoke on Unit.

&
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© ADVANCED REACTIVE FIRE e
Can attempt a Reactive Attack at up to Range 6,
counting © as & when rolling for number of actions.
Does not apply to units joined.

o SMOKE LAUNCHERS * ()

Once per game, take a Free Smoke Launcher Action to
place Smoke on Unit.

FLAKLUTHER

PANZERKAMPFLAUFER II-J
(FLAK)

£ &

12341234557“123
NI 1|38 3333 22 12 U1 - [3/3.2/3 42| O
TMENaN3A\8H 20 - - - - -|2n2/0 - | @
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PANZERKAMPFLAUFER II-H
(ANTI-TANK)

1947 gy
' el 1 2 3 4
; A, L\(gLAUNt:HERS 414w &/1‘;/1 W
B‘ jTI—TANK GUN 14 |41 W1 /1A
c NEGUN 6 |71 6A 41 31

—

-l--l--l--l--l--l-

1828 3 §48 5 62 7 |5

w3242 W | - -
121215 141413 13| - - -
MM - - - -l -

o ARTILLERY e (Rocket Launcher)

Can fire under control of an Artillery Observer. Ignores
infantry save.

* RELOAD e (Rocket Launcher)

When this weapon performs an Attack Action, remove
its Reload Token. The Unit may not perform another
Attack Action untila Reload Action is performed.

o SMOKE LAUNCHERS () o

Once per game, take a Free Smoke Launcher Action to
place Smoke on Unit.

& >4
2

OX<J0<
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© ADVANCED REACTIVE FIRE e
Can attempt a Reactive Attack at up to Range 6,
counting © as & when rolling for number of actions.
Does not apply to units joined.

© PASSENGERS (12)
Can carry twelve Infantry with Armour 1 or 2 or six
Infantry with Armour 3 or 4.

STURMLUTHER

SCHUTZENPANZERLAUFER VI-D
(INFANTRY)

- f 3
el 12 3 4|12 3 4567|123
*AIRCRAFTGUNS 8 |51 5/1‘5/1 41(33322211 - - - 3/22/24”’{
ALMACHINEGUN | 6 (21111 84 471\ TH3A - - - - - |- - -

4112011 - I - - (20 211 85
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* GRENADE e (Howitzer)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

© PASSENGERS (12)
Can carry twelve Infantry with Armour 1 or 2 or six
Infantry with Armour 3 or 4.

STUMMEL

SCHUTZENPANZERLAUFER VI-G
(CLOSE SUPPORT)

T

1000 3 0 1 B 3 R 5\l 7 3
B WA uM uM w1 1R 1A YA U3 UB 12| - - | 6
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© COMMAND VEHICLE e
Officers, Mechanics, and Medics mounted in vehicle
can re-roll Special Actions.

o PASSENGERS (6) ©
Can carry six Infantry with Armour 1 or 2 or three
Infantry with Armour 3 or 4.

PRINZLUTHER

SCHUTZENPANZERLAUFER VI-C
(COMMAND)

£ &

123 4/1234567|(123

WA A NN - - - (2222 1] @
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o ARTILLERY e (Dual Rocket Launchers)
Can fire under control of an Artillery Observer. Ignores
infantry save.

o
Je

KONIGSLOTHAR

SCHWERER
PANZERKAMPFLAUFER VI E
(ROCKET)

1847 £ & ’t
_ wel1 2 3 4(1234567|123
VKB s uncnens 49411 &1 E11 d11| 23 B2 o 8 2 B | - - -
B‘ ACHINEGUN 6 (7M6A41 3114020 - - - - -|21 21 -
D 1x ou 6 [AtHeA an|TABH - - - - |- - -
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(19 1 DUAL MACHINEGUN

¢’

—

+ 8 } 404

»>2=>3 &0

©DUST STUDIO LTD.2016  AX804



STURMKONIG

SCHWERER

PANZERKAMPFLAUFER VIB

(HEAVY FLAK)
IEE 1547

ngcm\rr GUNS
B ‘ JAL MACHINEGUN

£

102031
I I 3
1211111 811 47

© ADVANCED REACTIVE FIRE e
Can attempt a Reactive Attack at up to Range 6,

counting © as & when rolling for number of actions.
Does not apply to units joined.

T
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KONIGSLUTHER

SCHWERER
PANZERKAMPFLAUFER VI A
(TANK HUNTER)

IEE 1547

£

1838
AU uA U
121114 87 471

1234567
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U MOSKITO

HORTEN HO-347 FLEDERMAUS Il
(TANK HUNTER)

n[IETE 1847

4

£

1838
LA Ut
M 71 71 6

T
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o WIRE GUIDED e (X-4 Missile)
If unit Attacks with one Missile and no other weapons.
it re-rolls misses for that missile as if making a
Sustained Attack.

HORTEN HO-357 FLEDERMAUS V
(MISSILE)

& >4

123 4/1234567|(123

VLRI, YV VI 2 R R T BT R VAT ¢
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HORTEN HO-347 FLEDERMAUS IV
(ATTACK)

£

180 ¥
2|1 nen
2 (W LA uh

o VOLLEY e (Light Bomb)

Action.

kb

1234567[123
mmmm---mmw
L2 /342 W12 Wl WM Wt

Weapon may fire all remaining ammunition at the
same target in a single Attack or Sustained Attack

-
200
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© LASER e (Dual Laser Gun)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

HORTEN HO-357 FLEDERMAUS VII
(LASER)

T

d B B B W B
2mmmmmmmm-#-mmw
4 (51411 41 34107194 81 TA 61 5 41| - - -
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12 3 4
6/1 6/1 51 51
4131 21 1A

o STRONG POINT e
Must be deployed in a Strongpoint or Bunker. Unit has
a Strongpoint included in its point cost. You may

upgrade the Strongpoint to a Bunker for an additional
+5 points. Cannot move.

* SUPPORT WEAPON e
Support Weapons have multiple Soldiers on the same
base. Surviving Soldiers choose which weapons to use.

o LASER e (Field Laser Gun)

When weapon hits, roll again scoring another hit on

T

a 134 Keep rolling until failing to hit.

1234567

BARANAA9A8ATA| - -

21198
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o STRONG POINT e
Must be deployed in a Strongpoint or Bunker. Unit has
a Strongpoint included in its point cost. You may
upgrade the Strongpoint to a Bunker for an additional
+5 points. Cannot move.

* SUPPORT WEAPON e
Support Weapons have multiple Soldiers on the same
base. Surviving Soldiers choose which weapons to use.

© LASER e (Dual Field Laser Gun)
When weapon hits, roll again scoring another hit on
a 134 Keep rolling until failing to hit.

DUAL FIELD
LASER GUN

T
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s 2nfiffjen s - 5 - = - 211

© DUST STUDIO LTD.2016

AX811




© COMMAND VEHICLE e
Officers, Mechanics, and Medics mounted in vehicle
can re-roll Special Actions.

© HALF-TRACKED e
Can be affected by type of Terrain crossed. (See
Terrain Table)

© PASSENGERS (3) ©

Can carry three Infantry with Armour 1 or 2 or one
Infantry with Armour 3 or 4.

LEICHTE SCHUTZENPANZERWAGEN
SD KFZ 250/3 (COMMAND)

7 &
12 3 456 7
67/16/1}/13/14/12/1- N B

(<}
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o HALF-TRACKED e
Can be affected by type of Terrain crossed. (See
Terrain Table)

o PASSENGERS (6)
Can carry six Infantry with Armour 1 or 2 or three
Infantry with Armour 3 or 4.

SCHUTZENPANZERWAGEN
SD KFZ 251/1

T

d B H
mensnsnjanzn - - - - -
M2H - - - - - |22 -

Qe
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o LASER e (Light Laser Gun)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

© WHEELED e

Can be affected by type of Terrain crossed. (See
Terrain Table)

AB-47
PANZERSPAHWAGEN
AB-47 SCOUT

T

1 0280 3§ 1 8 3 R 5 LAl 7 |
411 41 31 31|91 811 T 61 5 4 3A| - -
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PANZERSPAHWAGEN SD KFZ 234/1
(SCOUT)

YR 1947

£

18 8
41 471 371 31
7H 6M 41 3A

© ARTILLERY OBSERVER e
Can shoot a target in Line of Sight with an Artillery
Weapon from another Unit that has not yet Activated,

even if the other Unit does not have Line of Sight. The
other Unit is counted as Activated after making its

Attack.

© SCOUT »
Take March Move Action as first Action of the game

leaving one further Action for that Activation.

© WHEELED
Can be affected by type of Terrain crossed. (See

Terrain Table)

T

d B H L
2222 11l - = -
- B - B -

(1.2 3
2/2 22
2121 -
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PANZERSPAHWAGEN SD KFZ 234/47
(SCOUT)

51 5/t 51 4/

© ADVANCED REACTIVE FIRE e
Can attempt a Reactive Attack at up to Range 6,
counting © as & when rolling for number of actions.

Does not apply to units joined.

© SCOUT »

Take March Move Action as first Action of the game

leaving one further Action for that Activation.

© WHEELED
Can be affected by type of Terrain crossed. (See

Terrain Table)

T

323222111 -

1234567

1
- - 3222
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© AIR TRAFFIC CONTROL
Unit selects an Aircraft in Line of Sight and on a result
of 55 the selected Aircraft Activates again.

* JAMMER e
All successful enemy Actions that require use of a
radio within a range of 6, are forced to re-roll and
accept the new result.

STORCH

FIESELER FI 158 C7
AIR COMMAND PLANE

T

1234567
2lsnsnansiznan - - - - - lenan

>
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© TRACKED
Can be affected by type of Terrain crossed. (See
Terrain Table)

o LASER e (Laser Gun)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

PANZERKAMPFWAGEN IV AUSF. K
(LASER)

N ¢ -

1 000 s 0 1 B s Bl 5 7 2

61 51 51 44| AWM O B T BM) - - - | @
6|lmeransanzy - - - - -|- - -| @
6|TeA s 3ot - - - - -[- - -|
B |THEH4N3M 420 - - - - - (2121 -
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SCHUTZENPANZERWAGEN
SD KFZ 251/27, NIGHT HUNTER

YR 1947

o HALF-TRACKED e
Can be affected by type of Terrain crossed. (See
Terrain Table)

o PASSENGERS (6)
Can carry six Infantry with Armour 1 or 2 or three
Infantry with Armour 3 or 4.

T
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PAKWAGEN 251

SCHUTZENPANZERWAGEN

SD KFZ 251/22
(ANTI-TANK)

YR 1947

£

1838
LA Ut
71 61 41 3

1234567
112 1/2 /5 1/4 1/4 113 1/3

nan -

o HALF-TRACKED e
Can be affected by type of Terrain crossed. (See
Terrain Table)

T
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© WHEELED
Can be affected by the type of Terrain crossed (See
Terrain Table).

o FLAME e (Flamethrower)

Target gets no Saves from this weapon and is
Suppressed.

'U AB-43
LANCIRFIAMME

PANZERSPAHWAGEN AB-43F
(FLAME)

IIETE 1947 £ &

1234(1234586 71
Y YR I I 0 2 )
6|7MEMa13M(41 210 - - - - -|2H20 - | @
71 61 41 37|41 21 - X
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SIGRID
GENERALMAJOR

SIGRID VON THALER,
BLUTKREUZ KORPS

£

188
11114 11
21 21 11 14

© ASSASSIN o
Choose soldiers hit when using close-combat
weapons. Does not apply to units joined.

© BERSERK *
All hits with close-combat weapons, roll again and add
additional hits ona & . Roll hits until unsuccessful.

* EXPERT e (Knife)
Hits on €3 as well as i54. Does not apply to Units Joined.

® LASER e (Laser Pistol)
When weapon hits, roll again scoring another hit on
a 154 . Keep rolling until failing to hit.

© PILOT e (Snow Lynx)

Si%rid can pilot this special JagdLuther and only this
vehicle.

T

123 4567|123
A1NIA - - - - [H1A:
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GENERALMAJOR

SIGRID VON THALER,
BLUTKREUZ KORPS

IEE 1547

£

14283 |4
WAL WA
11 1A 11 1A
21 21 11 11

© ASSASSIN o
Choose soldiers hit when using close-combat
weapons. Does not apply to units joined.
© BERSERK *

All hits with close-combat weapons, roll again and add
additional hits ona & . Roll hits until unsuccessful.

© EXPERT e (Knife)
Hits on €3 as well as i34 Does not apply to Units Joined.

* GRENADE e (Panzerfaust 100)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

o LASER e (Laser Pistol)
When weapon hits, roll again scoring another hit on
a 34 Keep rolling until failing to hit.
© PILOT e (Snow Lynx)

Sigrid can pilot this special JagdLuther and only this
vehicle.

& >4

1 12 3 [0 5 §F 7[5 2
VR VR U5 1A YA 3| - - -
on il 11 B - B - (4 11 I
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GENERALMAJOR

SIGRID VON THALER,
BLUTKREUZ KORPS

£

14283 |4
WAL WA
11 1A 11 1A
21 21 11 11

© ASSASSIN o
Choose soldiers hit when using close-combat
weapons. Does not apply to units joined.
© BERSERK *

All hits with close-combat weapons, roll again and add
additional hits ona & . Roll hits until unsuccessful.

© EXPERT e (Knife)
Hits on €3 as well as i34 Does not apply to Units Joined.

* GRENADE e (Panzerfaust 100)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

o LASER e (Laser Pistol)
When weapon hits, roll again scoring another hit on
a 34 Keep rolling until failing to hit.
© PILOT e (Snow Lynx)

Sigrid can pilot this special JagdLuther and only this
vehicle.

& >4

1 12 3 [0 5 §F 7[5 2
VR VR U5 1A YA 3| - - -
on il 11 B - B - (4 11 I
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ANGELA WOLF
BLUTKREUZ KORPS ASSASSIN

o CAMOUFLAGE e
Take Camouflage Special Action. Unit cannot be
attacked at Range 3 or higher. Ends if Unit takes any
Action other than a Move or Nothing Action. Starts the
game Camouflaged. Does not share it with any Unit
Joined.
o EXPERT e (Sniper Rifle)
Hits on €3 as well as 54.
© KILLING SPREE e
When hero hits with ranged weapon, roll again scoring
another hit on 4. Continue rolling until fail to hit.
© LONER e
May notjoina unit.
e SCOUT »
Take March Move Action as first Action of the game
leaving one further Action for that Activation.
o SNIPER e (Sniper Rifle)
Choose the enemy soldiers hit with this weapon. It
Ignores Infantry and Cover saves.

E

1234567123
WIHH - - - -
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ANGELA WOLF,
BLUTKREUZ KORPS SPY

188
3 2111 1M

o EXPERT e (Pistol)
Hits on €3 as well as 5&.

© KILLING SPREE e
When hero hits with ranged weapon, roll again scoring
another hiton §&. Continue rolling until fail to hit.

© LONER *

May notjoina unit.

*HEAD SHOT e ( Pistol)
Choose the enemy soldiers hit with this weapon.
Place stunnedtoken on unit hit by this weapon.

® SPY o
Not placed at the start of the game. Each time SPY is
activated while off table, roll two dice. If any 5& are
rolled, place SPY within 1 of an enemy Unit and then
perform one Action for each & rolled.

T

12345571 3
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TOTENMEISTERIN

BLUTKREUZ KORPS
EXPERIMENT NR. 10

£

1838
41 471 41 41

* BLUTKREUZ o
All mindless zombie units within range 1 at the start of
their activation increase their move to 3, their march
move to4,and gain charge.

© RESURRECTION e
May take resurrection action on a mindless zombie
unit within range 1. Unit rolls a die for each zombie
eliminated from the unit. Each I returns one zombie
tothe unit.
© CHARGE e

May take a free Attack Action using close-combat
weaFons after performing a March Move Action.
Applies to units joined as well.

© ZOMBIE

Zombies always pass infantry saves on O as well as 5.
Only aZombie may join Zombies.

T

1§28 3 §4 5 (68 7 (8
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BLUTKREUZ KORPS
FAILED EXPERIMENT

1234
an an 3 2n

* CHARGE *
May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

® CUTTING e (Circular Saw)
When this weapon hits, roll hits again scoring another
hit on . Continue rolling until re—roll fail to hit.

© ZOMBIE

Zombies always pass infantry saves on O as well as 5.
Only aZombie may join Zombies.

T

108 3 [ 5 6l 7 |
B33 2A2H 1A M| - -
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BLUTKREUZ KORPS
EXPERIMENT NR. 3

1838
31131 31 31

o BERSERK *
When hero hits with a close-combat weapon, roll again
scoring another hit on . Continue rolling until fail to
hit. Does not apply to units joined.

* CHARGE *
May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

© DAMAGE RESILIENT
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.
© GORILLA
Only a gorilla may join gorillas.

T
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FRANK
VON STEIN

BLUTKREUZ KORPS

EXPERIMENT NR.7
IEE 1547

RANGE
2
(H

£

1
N -
31371 31 31

© ASSASSIN o
Choose soldiers hit when using close-combat
weapons. Does not apply to units joined.

© BERSERK *
When hero hits with a close-combat weapon, roll again
scoring another hit on &. Continue rolling until fail to
hit. Does not apply to units joined.

© CHARGE *

May take a free Close-Combat Action after performing
aMarch Move Action.

© EXPERT e (Dual Claws)
Hits on €3 as well as i34 Does not apply to Units Joined.

e ZOMBIE

Zombies always pass infantry saves on O as well as 5.
Only aZombie may join Zombies.

T
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WILFRIED

BLUTKREUZ KORPS
EXPERIMENT NR. 19

1838
URTRIRT
41 41 31 27

* CHARGE e

May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

® CUTTING e (Circular Saw)
When this weapon hits, roll hits again scoring another
hit on . Continue rolling until re—roll fail to hit.

© DAMAGE RESILIENT
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.
© GORILLA ¢
Only a gorilla may join gorillas.

T
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BLUTKREUZ KORPS
EXPERIMENT NR. 5

* CHARGE *
May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

© DAMAGE RESILIENT o
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

© EXPERT e (Paired Deadly Punch)
Hits on €3 as well as 54 Does not apply to Units Joined.

o FIRST STRIKE
Resolve close combat attack before target resolves
theirs. Does not apply to Units Joined.

® GORILLA
Only a gorilla may join gorillas.

T
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BLUTKREUZ KORPS
EXPERIMENT NR. 17

£

12 3 4
11 1/14 1111
AR KA R

* CHARGE *
May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

© DAMAGE RESILIENT o
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

e FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.
© GORILLA
Only a gorilla may join gorillas.

T
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o MINDLESS e
UNIT LEADER Can be led by the BlutKreuz. Cannot take Objectives.
Immune to Suppression. Applies to Unit Joined.

© ZOMBIE
Zombies always pass infantry saves on O as well as 5.
Only aZombie may join Zombies.

-

BLUTKREUZ KORPS

£ &

1 2 3 N 1 B s R 5 a7 [N
an2n 2t 2|2 2R 2R 2 2R A 2 - -
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UNIT LEADER

BLUTZKREUZ KORPS

c

12 3 4
111 1 1
1111 11 11

* CHARGE *
May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

© ZOMBIE
Zombies always pass infantry saves on O as well as 54
Only aZombie may join Zombies.

* GRENADE e (Panzerfaust 100)

Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

T
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o ZOMBIE
Zombies always pass infantry saves on O as well as 5&.
Only aZombie may join Zombies.

* GRENADE
(Panzerfaust/Panzerfaust 100)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

¥B) Q v
UNIT LEADER

BLUTZKREUZ KORPS

1Rl B 3f5 6 7
6|9M8M6A3N5A3M - - - - |3
SEdEd - Eal - - - S - -
3N IA[Z 12 12 1/5 18 14 13| - - - 888
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BLUTKREUZ KORPS

* CHARGE *
May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

© DAMAGE RESILIENT o
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

® GORILLA
Only agorillamay join gorillas.

T
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UNIT LEADER

BLUTKREUZ KORPS

£

1838
W
111 11 11

* CHARGE e

May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

© DAMAGE RESILIENT o
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

© FLAME BURST e (Flammfaust)
Target get no saves from this weapon and is suppressed.
Use blast template instead of flame template.

® GORILLA
Only a gorilla may join gorillas.

T
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© LASER e (Laser Gun/Laser Rifle)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

BLUTKREUZ KORPS

£ &

1 028 3 N8| 1 18 3 [ 5 68 7 [
2NIMIAIA4A A 20 1A A - - |- -
MAHAAABA 2H 1A - - - |- - -
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© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

o LASER ¢ (Heavy Assault Laser)
When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

UNIT LEADER

HEAUY LASER
GRENADIER SQUAD

BLUTKREUZ KORPS

T

1 828 3 W48l 1 §28 3 §4§ 5 .68 7
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UNIT LEADER

LASER
TANK-HUNTER SQUAD

BLUTKREUZ KORPS

£

1
ETEGRY
121111 871 41

© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,

negating one point for each & rolled. Does not apply
to Units Joined.

o LASER e (Laser Anti-Tank Gun)

When weapon hits, roll again scoring another hit on
a 134 . Keep rolling until failing to hit.

* SUPPORT WEAPON e
Support Weapons have multiple Soldiers on the same
base. Surviving Soldiers choose which weapons to use.

1528 3 §a8 5 JGR 7 [§i

T
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© PILOT e (Sigrid)
Only Sigrid can pilot the Snow Lynx and when it is the
Snow Lynx gains the Expert Skill with its Dual Anti-
Tank Guns, but it can be fielded without her. The Snow
Lynxis unique so only one may be fielded.

e EXPERT e (Dual Anti-Tank Guns)
Hits on € as well as 4. (Only when Piloted by Sigrid).

SNOW LYNX

PANZERKAMPFLAUFER IV-D
(TANK HUNTER)

T
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© SCOUT
Take March Move Action as first Action of the game
leaving one further Action for that Activation.

(TROP)
PANZERSPAHLAUFER I-E
(LIGHT FLAK)

£ &
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LUFTWAFF

T/kri.lNcHER
ODIFIED

LEUTNANT ROLF SAMMT

£

138
51 5/1 41 31
T 61 41 3

© AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. Ona I5& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

e EXPERT e (Rocket Launcher)
Hits on € as well as 5&.

e INFANTRY ACE e
Roll one die when Unit Activates gaining a third action
ona ¥ ora &

© SALVO e (Rocket Launcher)

May double number of attack dice in an Attack but must
be reloaded with a Reload Action prior to next use.

T
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2’ FLORENTINE

LT. FLORENTINE ENGEL,
RAKETENTRUPPE KORPS

£

188
11114 11

* EXPERT e (Laser Pistol)
Hits on €3 as well as i54. Does not apply to Units Joined.

e FLYING o

Unit ignores terrain. Does not share with units joined.

© OFFICER e

May take Officer Special Actions to reactivate or rearm

theirtroops.

o LASER e (Laser Pistol)
When weapon hits, roll again scoring another hit on
a 134 Keep rolling until failing to hit.

T
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I 1547

‘\‘%ﬁffus GUN

PAIRED KATANA

COLONEL KAORI YAMASHITA,
LUFTWAFFE ATTACHE

£

1838
2 A 7A an -

21121 21 21

© ASSASSIN o
Choose Soldiers hit when using Close-combat
Weapons. Does not apply to units joined.

* CAMOUFLAGE *
Take Camouflage Special Action. Unit cannot be
attacked at Range 3 or higher. Ends if Unit takes any
Action other than a Move or Nothing Action. Starts the
game Camouflaged. Does not share it with any Unit
Joined.
* EXPERT ¢ (Katana)

Hits on €3 as well as 4. Does not apply to Units Joined.

® FLYING
Unit ignores terrain. Does not share with units joined.

T
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SERGEANT 1"CLASS KURT
FISCHER, LUFTWAFFE

1234
11 11 14 11
51 4/1 31 -
6151 31 -

3

© AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. Ona I5& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

o EXPERT e (Panzerfaust)
Hits on €3 as well as 5&. Does not apply to Units Joined.

© FIGHTING SPIRIT ¢
Once per game, hit on rolls of € as well as 5&.

* GRENADE e (Panzerfaust)

Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

T
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GATAIN GALEAZZ0 SALVADERI,
FOLGORE DIVISION

12 3 4

d B 8§
SHAM3H - [3n - - - - - -|- -
Cl1A A 1M A[13 1312 12 12 12 12| - - -

* AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. Ona I5& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

o EXPERT e (Demo Charge)
Hits on €3 as well as 5&. Does not apply to Units Joined.

© OFFICER e
May take Officer Special Actions to reactivate or rearm
theirtroops.

© QUICK RECOVERY e
Unit does not need to take a Nothing Action after using
Airborne skill. A Unit share this skill with a Squad but
notaVehicle.

T
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o ACE AIR PILOT »
May mount an Aircraft, using his skills while mounted.
Roll one die when Vehicle Activates gaining a third
actionona 4 ora € .

o LASER e (Laser Pistol)
When weapon hits, roll again scoring another hit on
a 134 Keep rolling until failing to hit.

£ &
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® FLYING
Unit ignores terrain. Does not share with units joined.

e MOVE AND FIRE e
May take free Move Action before or after a Sustained
Attack Action or a free Attack Action before or after a
March Move Action.

o LASER e (Triple Assault Laser)
When weapon hits, roll again scoring another hit on
a 34 Keep rolling until failing to hit.

RAKETENMANN

CAPTAIN BASTIAN KUNZ,
LUFTWAFFE

£ &

108 3+ B s R 5 6 7 O 2 8
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GOLIATH

KAMPFLUFTAFFE NR. 1,
LUFTWAFFE

£

1838
3/13/13/1 31

© ASSASSIN o
Choose Soldiers hit when using Close-combat
Weapons. Does not apply to units joined.

© CHARGE °

May take a free Attack Action using close-combat
weapons after performing a March Move Action.
Applies to units joined as well.

© DAMAGE RESILIENT e
Roll one die for each point of Damage the Unit Takes,
negating one point for each & rolled. Does not apply
to Units Joined.

® FLYING ¢
Unit ignores terrain. Does not share with units joined.

© GORILLA
Only a gorilla may join gorillas.

T
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o LASER e (Dual Laser Gun)
When weapon hits, roll again scoring another hit on
a 4. Keep rolling until failing to hit.

 PILOT e (Bloody Baron)
Only The Bloody Baron can pilot the Bloody Blitz, but it
can be fielded without him. The Bloody Blitz is unique,
so only one may be fielded.

ir

=/ BLOODY BLITZ

HORTEN HO-357 FLEDERMAUS VII
(LASER)

T

123 4/12345867
n 7/14 T16A4/34123211 - - - (82 5/2,3/4-{
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UNIT LEADER

ﬁm

FALLSCHIRMJAGER
TANK-HUNTER SQUAD

4 lé{ /kaNCHER

HEA\IY ASSAULT RIFLE

1234
51 5/1 41 31
5A 51 31 2/1
11111114
1M1 11 1A

© AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. Ona I5& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

* GRENADE e (Bazooka/Panzerfaust)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

e SALVO * (Rocket Launcher)

May double number of attack dice in an Attack but must
be reloaded with a Reload Action prior to next use.

T

158 3 i 5 |6l 7
AN - - - - a2
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VUL U4 8 VA3 IR| - - -
vz e 15 14 18 1313 - - - 1855

©DUST STUDIO LTD.2016  AX430




UNIT LEADER

FALLSCHIRMJAGER
BATTLE SQUAD

1234
6 |51 51 41 31
6 |9/1 8/ 6/1 37
51 5 31 21

© AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. Ona I5& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

e SALVO ¢ (Rocket Launcher)

May double number of attack dice in an Attack but must
be reloaded with a Reload Action prior to next use.

T

123
3220180 - = - |3/2:2/2:
5181 - - - - -[3A 21 -
3nan -
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UNIT LEADER

=7 EALLSCHIRMJAGER
ANTI-ARIRCRAFT SQUAD

1234
51 5/1 41 31
5A 51 31 21

© AIRBORNE *
Airborne units are dropped anywhere on the table, no

closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. Ona I5& or €, the player may choose
the units second Action. May not capture an objective

the turn they are placed.

e SALVO ¢ (Rocket Launcher)
May double number of attack dice in an Attack but must
be reloaded with a Reload Action prior to next use.

T
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© AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. Ona I5& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

e COMMAND SQUAD e
May perform Special Actions with its Officer, Medic, or
Mechanic, to reactivate, heal, repair, or rearm Units.

e SALVO e (Rocket Launcher)
May double number of attack dice in an Attack but must

= be reloaded with a Reload Action prior to next use.
FALLSCHIRMJAGER i .
COMMAND SQUAD

UNIT LEADER

£ &

12 3 4/123 45867123
SASA4N3A322M1A - - - - 3222
5A5A 32113124 - - - - -|2A1A -
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® FLYING
Unit ignores terrain. Does not share with units joined.

* GRENADE e (Panzerfaust)

Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

UNIT LEADER

” RAKETENTRUPPE
BATTLE SQUAD

T

123 4/12345¢67(123

GBABNINEI - - - - - |IA
4lan3n2nin2n - - - - - - l2Hn -
31 e e 15 18 1B 13| - - - |5
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® FLYING
Unit ignores terrain. Does not share with units joined.

e SALVO e (Rocket Launcher)
May double number of attack dice in an Attack but must
be reloaded with a Reload Action prior to next use.

* GRENADE e (Panzerfaust)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.
. UNIT LEADER

 RAKETENTRUPPE
ANTI-RIRCRAFT SQUAD

T

1 828 3 W48 1 §28 3 §ay 5 LG8 7
5A 5/1{4/1 (322011 - - - - [3/22/2-
4N A3 2 §FT] 21 B - BN - Bl - 2011 1/1 =
2 1/2. z _ B _ [elole]
3 1A 1A 1A 1A(1/2 12 1/5 1/8 1/4 1/3 1/3 500
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RAKETENTRUPPE
COMMAND SQUAD

1234
51 5/1 41 31
4 |41 31 21 11
3 |11 1111 11

e COMMAND SQUAD
May perform Special Actions with its Officer, Medic, or
Mechanic, to reactivate, heal, repair, or rearm Units.

® FLYING
Unit ignores terrain. Does not share with units joined.

© SALVO e (Rocket Launcher)
May double number of combat dice rolled. If do so,
remove loaded token. Weapon cannot attack until unit
regains loaded token by performing a reload action.

* GRENADE e (Panzerfaust)
Target Infantry get no Cover Save from this weapon
(but still have an Infantry Save).

T

1128 3 | 5 |6l 7
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UNIT LEADER

FALLSCHIRMIAGER
ANTI-TANK SQUAD

12 3 4

514131 -

18 s | 5 \all 7
R VR TR TRV R RV
¢ IR

© AIRBORNE *
Unit is never placed on the table at the start of the
game. It is dropped anywhere on the table, but not
within range 2 from an objective. Unit’s first action
must be a nothing action. The player then rolls a die. On
a 3% or €, the player may choose the units second
action.

© SUPPORT WEAPON
Support Weapons have three or four soldiers on the
same base. Surviving Soldiers choose which weapons
to use for each attack.

T
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UNIT I.EADER

FALLSCHIRMIAGER
MORTAR SQUAD

514131 -

1
LW W u

© AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. Ona I5& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

© ARTILLERY e (Mortar)
Can fire under control of an Artillery Observer. Ignores
infantry save.

* SUPPORT WEAPON e

Support Weapons have multiple Soldiers on the same
base. Surviving Soldiers choose which weapons to use.

T

1234567
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© AIRBORNE *
Unit is never placed on the table at the start of the
game. It is dropped anywhere on the table, but not
within range 2 from an objective. Unit’s first action
must be a nothing action. The player then rolls a die. On
a 3% or €, the player may choose the units second
action.

© SUPPORT WEAPON
Support Weapons have three or four soldiers on the
same base. Surviving Soldiers choose which weapons
to use for each attack.

* GRENADE e (Rocket Launcher)
Target Infantry get no Cover Save from this weapon
(but still have an Infantry Save).

=7 EALLSCHIRMJAGER
ROCKET LAUNCHER SQUAD

T

1080 3 0 1 B 3 R 5 Ll 7
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© ADVANCED REACTIVE FIRE e
Can attempt a Reactive Attack at up to Range 6,
counting © as & when rolling for number of actions.
Does not apply to units joined.

* AIRBORNE ¢
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
then rolls a die. Ona & or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

© TRACKED
Can be affected by type of Terrain crossed. (See
K 3 Terrain Table)

RAUPENSCHLEPPER 0ST MIT FLAK 3,
(SELF-PROPELLED ANTI-AIRCRAFT GUN

£ &

10802 00 1 s R 5 6l 7 BN 2 @
PHRNRNOA| T3 T2 4221 - - - (42302
s B 3 o I - O - - P
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* AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. On a §& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

e TRACKED e
Can be affected by type of Terrain crossed. (See
Terrain Table)

40

RAUPENSCHLEPPER OST MIT PAK 40,
(SELF-PROPELLED ANTI-TANK GUN)

£ &

10803 1 s 5 a7 I
Wi &l[&h A2 1215 14 1413 13| - -
UBMACHINE GUN | 3 |5A 4131 - |30 = - - - - - |- - -
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* AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. On a §& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

© LASER e (Laser Gun)
When weapon hits, roll again scoring another hit on
a 134 Keep rolling until failing to hit.

© TRACKED
Can be affected by type of Terrain crossed. (See

FAI.I.SG““‘M Terrain Table)
RSO/LASERKANONE

RAUPENSCHLEPPER OST MIT LASERKANONE,
(SELF-PROPELLED LASER GUN)

£ &

A B B B B B
61 51 51 41| RATAT0N 9/ B TH 6| - - |
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LUFT HANS

PANZERSPAHLAUFER I-K,
(TANK HUNTER)

ﬁ[%r UNCHERS

MACHINEGUN

RANGE

4

£

12 3 4
i dn
71 61 41 3
I,

* AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. On a §& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.
® FLAME e (Flamethrower)

Target gets no saves from this weapon and is
suppressed.

o GRENADE e (Paired Rocket Launcher)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

e RELOAD e (Paired Rocket Launcher)
When this weapon performs an Attack Action, remove

its Reload Token. The Unit may not perform another
Attack Action until a Reload Action is performed.

T
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* AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. On a §& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

® FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.

LUFT HEINRICH
(TROP)

PANZERSPAHLAUFER I-H,
(LIGHT FLAK)

£ &

g B H B BuAa
919N 9N TN|SBERI2 N - - - |42 32 V1| 6
TGN A1 3A (8120 - - - - - |21 21 - | 654
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LUFT HERMANN
(TROP)

PANZERSPAHLAUFER I-G,

(LASER)
IEE 1547

7/

DMA?ER GUN

MACHINEGUN

— %

£

188
51 5/1 41 4/
71 6A 41 31
WU w1

12111101 9/1 81 71 6/

/% 2 2 W[2 W[2 4[2 4[2

* AIRBORNE ¢
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. On a §& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.

o LASER e (Dual Laser Gun)
When weapon hits, roll again scoring another hit on
a 4. Keep rolling until failing to hit.

© RELOAD e (Dual Laser Gun)
When this weapon performs an Attack Action, remove
its Reload Token. The Unit may not perform another
Attack Action until a Reload Action is performed.

e FLAME e (Flamethrower)

Target gets no saves from this weapon and is
suppressed.

T
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LUFT IIIII!S'I'

PANZERSPAHLAUFER I-L,

(ARTILLERY)

)ao/% UNCHERS

MACHINEGUN

* AIRBORNE *
Airborne units are dropped anywhere on the table, no
closer than range 2 to any objective in the game. The
unit’s first Action must be a Nothing Action. The player
thenrolls a die. On a §& or €, the player may choose
the units second Action. May not capture an objective
the turn they are placed.
© ARTILLERY e (Dual Rocket Launcher)

Can fire under control of an Artillery Observer. Ignores
infantry save.

e RELOAD e (Dual Rocket Launcher)
When this weapon performs an Attack Action, remove
its Reload Token. The Unit may not perform another
Attack Action until a Reload Action is performed.

e FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.

T
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* RADAR e

A vehicle with this equipment can reroll once any failed
dice when making an Attack or Sustained Attack Action

HORTEN HO-367 FLEDERMAUS X
(AIR SUPERIORITY)

d B Bk
wsaRI2 N - - -
3023322 22 11 -
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* RADAR ¢
A vehicle with this equipment can reroll once any failed
dice when making an Attack or Sustained Attack Action
against an Aircraft.

o LARGE ORDNANCE e (Gliding Bomh)
Uses Artillery Template or targets four squares like
Atillery.

HORTEN HO-367 FLEDERMAUS IX
(NIGHT BOMBER)

1547 gy &

i 12 3 4/123 45867123

I TGN 11 - - - [8i25/234| 6
6 (41 41 &1 B0\ bie e bie 16 5 &5 4| - - - |Se

=10 =>>20"><2
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© ADVANCED REACTIVE FIRE e
Can attempt a Reactive Attack at up to Range 6,
counting © as & when rolling for number of actions.
Does not apply to units joined.

e TRACKED e
Can be affected by type of Terrain crossed. (See
Terrain Table)

SECHS 3CM FLAK AUF
PANZERKAMPFWAGEN IV

£ &
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TINA,
AND HYANE

MAJOR TINA BAUMANN, NDAK

A

123 4
N2 1A -
21212121

1234567123

e EXECUTION e
Can take execute special action to eliminate chosen
soldier within Range 1 from a unit with a stunned token.

o FIRST STRIKE
Resolve close combat attack before target resolves
theirs. Does not apply to Units Joined.

© INTERROGATE *
If Tina or a unit she joins uses a close-combat
weapon to eliminate a hero or officer. or executes a
hero or officer, roll four dice for initiative at the start of
eachturnfor the rest of the game.

© OFFICER e
May take Officer Special Actions to reactivate or rearm
theirtroops.

© GRAPPLE e (Hyena Bite)
Targets Hit bu this weapon gain a Stunned Token.

* SAVAGE ANIMAL e (Hyena Bite)
Hits on € as well as §&.

T
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“CHRISTOPH

MASTER SERGEANT

RANGE

CHRISTOPH SCHULTZ, NDAK

£

1838
L1414
1114 11 1A

© EXPERT o
(Flamethrower/Panzerfaust 100)
Hits on €3 as well as 5. Does not apply to Units Joined.

® FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.

* GRENADE e (Panzerfaust 100)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

e SCOUT »
Take March Move Action as first Action of the game
leaving one further Action for that Activation.

* TRAIL BLAZER e

Can Move through enemy Units. Applies to Units
Joinedas well.

T
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© ARTILLERY OBSERVER e
Can shoot a target in Line of Sight with an Artillery
Weapon from another Unit that has not yet Activated,
even if the other Unit does not have Line of Sight. The
other Unit is counted as Activated after making its
Attack.

* CAMOUFLAGE *
Take Camouflage Special Action. Unit cannot be
attacked at Range 3 or higher. Ends if Unit takes any
Action other than a Move or Nothing Action. Starts the
game Camouflaged. Does not share it with any Unit
Joined.

UNIT LEADER

T
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GRENADIER
TANK-HUNTER
SQUAD

£

1838
5141 31 -
111 11 111

* GRENADE e (Panzerfaust 100)
Target Infantry receive no Cover Save from this

weapon but still receive Infantry Save.

12345671

3N -

1/2 1/2 1/2 1/5 1/4 1/4 1/3
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188
111117 11
41 31 21 17
51 41 31 -

182
1111 -
21198
3n -

o ARTILLERY OBSERVER e
Can shoot a target in Line of Sight with an Artillery
Weapon from another Unit that has not yet Activated,
even if the other Unit does not have Line of Sight. The
other Unit is counted as Activated after making its
Attack.
* CAMOUFLAGE *
Take Camouflage Special Action. Unit cannot be
attacked at Range 3 or higher. Ends if Unit takes any
Action other than a Move or Nothing Action. Starts the
game Camouflaged. Does not share it with any Unit
Joined.
e SCOUT »

Take March Move Action as first Action of the game
leaving one further Action for that Activation.

o SNIPER e (Sniper Rifle)
Choose the enemy soldiers hit with this weapon. It
Ignores Infantry and Cover saves.
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e FLAME e (Flamethrower)
Target gets no saves from this weapon and is
suppressed.

* GRENADE e (Panzerfaust)
Target Infantry receive no Cover Save from this
weapon but still receive Infantry Save.

" GRENADIER
SECURITY SQUAD

we 12 3 41
SNAM3N - fan - - - - s -]
B3N - (20 - - - - - -] - -
WL W2 L2 W2 42 4242412 - - -
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e COMMAND SQUAD
May perform Special Actions with its Officer, Medic, or
Mechanic, to reactivate, heal, repair, or rearm Units.

UNIT LEADER

1234/1234567][1
BB T - - - - -3
BB P E DB
nanmn -

©DUST STUDIO LTD.2016  AX335




GRENADIER
HEAVY MORTAR

£

188
12/ w1 41 w1 4
51 41 31 -

© SUPPORT WEAPON e

Support Weapons have multiple Soldiers on the same

base. Surviving Soldiers choose which weapons to use.

o ARTILLERY o (Heavy Mortar)

Can fire under control of an Artillery Observer. Ignores

infantry save.

T
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(TROP)
PANZERSPAHLAUFER I-E
(LIGHT FLAK)

£

188
91 9/1 91 71
7 64 41 31

© SCOUT »

Take March Move Action as first Action of the game
leaving one further Action for that Activation.

d B H L
5352321111 - -
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® SCOUT »
Take March Move Action as first Action of the game
leaving one further Action for that Activation.

o LASER e (Dual Laser Gun)
When weapon hits, roll again scoring another hit on
a 4. Keep rolling until failing to hit.

© RELOAD e (Dual Laser Gun)
When this weapon performs an Attack Action, remove
its Reload Token. The Unit may not perform another
Attack Action until a Reload Action is performed.

PHERMANN
(TROP)
PANZERSPAHLAUFER I-D
(LASER)

£ &
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£

1234
91 9/1 91 8/
7 6 41 3
7 6 41 31

T

© ADVANCED REACTIVE FIRE e
Can attempt a Reactive Attack at up to Range 6,
counting © as & when rolling for number of actions.
Does not apply to units joined.
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e CHARGE
May take a free Close-Combat Action after performing
aMarch Move Action.

* ENGINEER VEHICLE e
Has improved Engineering Action.

© GRAPPLE e (Paired Claws)
Targets Hit bu this weapon gain a Stunned Token.

e MECHANIC
Perform a makeshift repair action to roll fie dice.
Cancel one point of damage on adjacent \ehicle for
each 154 rolled. Does not apply to units joined.

LOTH

OPIC
PANZERKAMPFLAUFER II-F
(ENGINEER)

£ &
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o CHEAT DEATH »
If eliminated, roll a die. On a §& or O, cancel one
point of Damage and Hero survives, but gains a
Stunnedtoken.

© EXPERT e (Sniper Rifle)
Hits on €3 as well as 4. Does not apply to Units Joined.

o SNIPER e (Sniper Rifle)
Choose the enemy soldiers hit with this weapon. It
Ignores Infantry and Cover saves.

YUKIKO

ENSIGN YUKIKO FUJITA,
IJN CADET

£ &
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