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' It's FLenmy Just hoew dark dense foq can be and
hoeo iXs colour is noticeably different than

2he sSmoke of a destroyed Zank hull. Second
Liecttenant %aj/l Anderson stared ad what was
once Ais platoon commander s Zank. Al he could
See was the Smofe as the fog obscured the
Zank itself. The dark grey Smoke Seemed to dance
in beteween the fog rem/‘nd/'nj everyone that they
are amonqg the dead. IF£ it loasn? Ffor 2he nolse
of an/t;e and the charred resains of lanks
5//:/275 in and out of view of %ag/’] S periscope,
he could almost Ae//e\/'e Zhat he and the creco of
hls tank ”5/0/9/95/ Joe " cwere z‘ra/y alone in 2hS
rSty world.

The world sSeemed to Slow down as Che Zank
advanced Forward. ¥uwah could hear every cy//'nder
n the ens/ne £ire as ;/73 Zank moved ever onwoard
into the /'03‘ The radio perfed up. e heard
Somet/ing but he did not owite wunderstand iZ, it
was repeating cith much more urgency. Y/agh
Snapped owt of Ais Crance, and the coorld sped
é(f.

* Liectenant Anderson? Are vou st with ws,
sir? It was Sergeanz‘ Doaﬂ/as on the line. Ywah
grew wp with the man in northern Idako. 7 heir
Fudhers had been riners and fnow/ﬂﬁ 2hat was
Zheir Futire, he two Swore they wortld get out
of Tdaho i it were the /ast Z‘/7/n3 Zhe o//% f 7773}/
enlisted on s December 1941, the day after America
had entered the car.

“Yes Serﬁ,eanz‘, we are stil/ ﬁere,“ responded
Anderson’” Keep on our. guard. All Zanks Zry 2o
regroup at sy location.

TZ ook a moment but three Sherrian tarks were
able to £Find their way Zo rendezvous with %aj/l S

Zarnk north of the French I//‘//age of Arracourt.

" Okay +ollow me N 4nc/er5<_:'w ordered. " Drive slowo
and Reep your eyes sharp.

Hegh opened the Curret hatch and poked Ais head
ou /zop/'nj 2hat he could see betler z‘/7/~oa5A
the thick Foq. Suddenly %43/7 saw what he coas
/oo,é/'ng for Tin the distance Zo Ais right. The
silhottettes of four tanks crept Slow ¢hotgh
Zhe /’og. As Zhey moved Zoward 2he left Zheir
Fornless /9/"01(;/35 Sharpened and Weah a/cé/y
identified therr as (GGerman Panther Z’gnés . They
twere moving acoay and leckily Chey had not spotied.
2he Sherman Zanks. %4{9/7 ?aicé/y 455/'3/734 Zhe
Zargets 2o Ais coprrades.

“ Dowglas, you Zake Zhe one on Zhe r{g/]f E
Westerfield, the one on Zhe, let?"  Anderson
ordered Zhrowgh the radio. " I/ focwus on the
Zewo in the rudd/e. AFter destroying your Zargets,
Fire at corl/.

%aj/'/ closed the halch and barked ot the order
Zo open fire. Three parthers exploded at once
with each tank scoring direct Ais. The forth
Panther Froze. IZ didn? Ahave enoajh Zime Zo
Start Curning i2s turret when AnderSon s tanks
Unleashed & second volley against the swrvivor
and destroyed iZ. %ag/z #lipped on Zhe radio.

CThad's how iZs done pr/ Friends good work,”
said Anderson.” Noew /et s regroup and Zry Zo £ind
2he rest of our comparny.




Tank Aces is an escalating campaign that focus on the tank
battles around Nancy, France (18-29 September 1944).
The main battle took place around the quiet small village
of Arracourt, east of the large city of Nancy. The campaign
battles will focus on the tanks’ combat. You must fight
through fog, mud, and blood to achieve full victory.

Tank Aces is not your typical campaign. In the beginning

you are a platoon commander, in charge of a few tanks.
Cut off and surrounded in the ubiquitous thick fog of the
Arracourt battlefield, you form a force to take the fight to the
enemy. Now that you are in charge of this mission you must
compete it with all the zeal you can muster.

You are not alone, you have an excellent crew, including a
gunner and a driver who are talented and can aid you, as the
tank commander, to complete your mission. You can choose
to rely on one or both of them—a well balanced crew will be
able to defeat any foe.

During the campaign you will be composing a story with
your tank crew and fighting though the tank battles of the
Lorraine earning medals, new skills, and ranks during your
epic journey of becoming the best tank ace in the world!
Watch as your small tank force grows into a larger and more
elite company. As you learn to rely on your crew you will
find that little will stand in your way to victory.

WHAT IS AN ESCALATION CAMPAIGN?

An escalation campaign is different from a normal campaign
where players use the same points throughout the event.
Instead, an escalation campaign starts at a small point level
and works its way up to higher levels at the beginning of
each campaign turn. In the first turn you will command a
500-point force, then in the second campaign turn you will
receive 700 points and in the final turn you will get up to
900 points.

The escalation format is ideal for new players to learn tank
basics without the complicated presence of infantry and
guns. It is also a great opportunity for veteran players to start
a new tank force with plenty of time between turns to get
their vehicles painted up and ready for combat. Tank Aces
gives all players the chance to have a look at tanks from a
new angle.

GETTING STARTED

Tank Aces includes the campaign rules, a fold-out map found
in the back of this book, and campaign documents such
as company and results sheets. The campaign documents
can be found at the back of this book on pages 118 and
119, but you can also download them from our website:
www. FlamesOfWar.com.

Once you have read through these materials it’s time to select
your favourite tank company and head to the battlefields of
the Lorraine to do your part for victory!
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THiE CAM

PAIGIN

After a few hours of 2rying, Hugh Finally made

contact with #& and repor{Zc{ AlS action agarnst
Che four Panthers earlier that day. s batdalion
commander, Liewtenant Co/oﬂe/ Abrams ewas
p/eaSec/ and qave Anderson a Field promotion o
First Lliewtenant coith orders Zo collect Zhe
remains of his company.

But Arderson's victory was short /ived. News
came over the radio that the Germans had
lactnc hed  anot Aer attack near the area colere
Anderson s tanks had deSZ‘royec/ Zhe /’oé‘(r
Panthers. Orders cane Chrowugh For Yeah s
platoon Zo d‘o/n Liectenant CSlone! Creighton
Abrans Zast Force and retern o Ais %’grme‘r
hunting grounds o make swure Arracowrt didn?
£all 26 The Germans.

The £oq was rnot as thick as it was earlier in the
morning, but a thin haze stil/ /ingered. As %agh
pushed Forward, he met wup woith a Sergeart
Meyer s Sherman +rom %agﬁ s C Comparny, and
Lietitenart Lindsay s Stuart /{9/7Z‘ Zank " From
2 Company. The two had become lost in Zhe
morning £oq and had been #19/ting Cogether as
2hey Cried ;o £ind Z2heir wunts, ,énoc,é/nﬂ out Cwo

Parthers and a Panzer IV on the way!

As %A{jh s column pressed on Zo Arracocrt,
panicked radio messages £illed %413/7 S headphones.
The #ight was a/re.aj/ Undercoay. He ordered Ais
column of F the road to take a Shortcuwt he had
discovered earlier. >‘/ope-/’a//y he ll be able to At
2hent in the Flank.

The Zanks stormed through pockets Foq wnti/
Zhey reached a c/ear/nj. ? felt a bt //I/?g Zhey
were /ife Jumping Froptr room 2o room as the
went. At 2he edﬂ e of Zhe c/ear/n3 %agh could
make owt o ;anZer VT tanks “and & Panther
POV, Zowards Arracour? and -/7r/n3 on the
American defenders there.

"Kight," Hugh Kicked his driver's seat From his
owwn position in Che Zurret. Stevens! See her
Zhere Zo Zhe r/:3/7t.7

‘I see ther, sir."

“ Good! Ful/ Speed, " Wugh didn'? wart o rUSS
2Ais cpening. “let's put g/op Joe 2o the test!
4na/er50)‘7 i’;nen Zurned 2o s /oader, *_{6:955 , make
Sure we re ready Zo £ire on % mark.

“Yes, sir! i 6&3\5 Slammed a Ferm shell indo Zhe
breech.

* Thompson, Y Yuah called out to his qunrer.
% Targez‘ 2he Parther First. Firel

Sparks flew wup From the German Cank as it Zook
a direct At ri /[z“ behind the turret. %agh could
See 2he Panther s turret cas jarmed, bet 2he
Zank coas not Fully disabled. '6:935 Zossed ancther
rownd into the breech.

I i sl "

A massive plume of smoke and fire erupted
From the fan,{’. The tewo Panzer IV's, not ,énow/ng
where Hugh s Fire was Coprring frort, reversed
into Zhe cgzari . Before Anderson could give Zhe
order 2o Fire, tAe Cwo German Lanks exploded. A
small infartry platoon with tewo bazookas stood
Up in the z‘a,}// rass. One of the riflemen Sriled
and waved wp Zowards %413/7 before disgppearing
into Zhe f’og,

“Move wus Fforeoard Stevens, " ordered %4(3/7 f /4/7:/'
make Sitre we dont ren over any Friendly Zroops.

" Yes , sird O
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THE BATTLEFIELDS OF NANCY

Hitler wanted the war in the west to be settled as quickly as possible. If he could inflict a decisive blow to force the
Western Allies to the peace table, the Soviets would have to follow suit and Germany would be able to dictate terms. So
he started to plan his strategy for the final few months of 1944. The resulting battles took place from the rural farming
communities of the Lorraine to the forested areas of the Ardennes.

In the Lorraine the German offensive clashed with the advance of Patton’s Third Army, which had been unchecked in
gaining ground since Operation Cobra in late July. These two forces fought each other to a standstill after some of the
largest tank battles on the western front. The battles focused on the fortified cities of Metz, Nancy, and Dompaire. But it
was at vicinity of Nancy where the Lorraine campaign would focus, and it is here where your crew will meet the enemy

in Tank Aces.

In Tank Aces, the battlefields of Nancy are broken up into three routes based on the advance of the US 4™ Armored
Division. The first is the route of Combat Command A north of Nancy to Arracourt. The second is the route of Combat
Command B around the southern outskirts of Nancy. The final route is the advance of Combat Command R in the south

L S e, T

toward Lunéville. Players fight battles in these areas to help their side win the campaign.

THE CAMPAIGN MAP

The campaign map shows the area where players will fight
the battles over Nancy. It has three Axes of Attack through
which players will fight toward victory.

WHAT IS A ROUTE?

The battles for Nancy were essentially fought over three major
routes: Combat Command A’s Route, Combat Command
B’s Route, and Combat Command R’s Route. The Zank Aces
campaign map is divided into these three paths and each are
called a Route.

WHAT IS AN AREA?

Each Route has three Areas, one for each campaign turn.

HOw THE CAMPAIGN WORKS

The Zank Aces campaign is played over three campaign turns.
The length of time for each turn is up to the campaign or-
ganiser. A turn could last a week or two, or whatever amount
of time that works best for your group.

Cenome g
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During a campaign turn, players meet to play games in the
areas associated with that campaign turn. Players may play
any number of games with their Tank Ace during a campaign
turn.

Players cannot play in areas that do not match the current
turn. Players record the results of each game they play and
report them to the campaign organizer.

Once a campaign turn is complete, all of the Areas associated
with that campaign turn are locked down and no further
games can be played in those Areas. The campaign organizer
totals up the number of wins for both sides to determine
who won the Area. The side with the most victories wins the
Area and scores that area’s Campaign Points.

The campaign now moves on to the next turn and players
may now play games in any Area associated with the new
turn.

The campaign concludes at the end of the third campaign
turn. The campaign organizer now totals up the number of
Campaign Points won by each side. The side with the most
points wins the campaign.
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PLAYING THE CAMPAIGN

Games for each campaign turn can be played at any time
during that campaign turn. Players can meet whenever they
like to fight for the control of Nancy.

BLUE VERSUS BLUE

If there are not enough Axis or Allied players to match
up together it is perfectly normal to match up two
players from the same side. The player who won the die
roll to choose the Route plays for their side, and the
other player represents the opposition.

STEP ONE: CHOOSE A ROUTE

There are three Routes to choose from. The first is Combat
Command A’s Route north of Nancy. The second is Combat
Command B’s Route around the city. The third is Combat
Command R’s Route south of Nancy.

When two players are ready to play a Zank Aces campaign
game they first have to determine who gets to choose which
Route they will be using for that game. Both players roll a
die. The player with the highest score decides which Route
the game will be fought over. In the event of a tie, simply roll
again until there is a winner.

A copy of the Tank Aces Results Sheet can be photocopied from page 119 of this book or downloaded from our website:
www. FlameOfWar.com.
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STEP TWO: PLAY A TANK ACES BATTLE

Once the Route has been selected, both players play the
Scrapyard mission starting on page 106. Once that has
been sorted out, it’s time to start rolling dice and moving
miniatures!

STEP THREE: RECORD RESULTS

When you have completed your game, fill out a result sheet
(page 150) and turn it into the campaign organizer. Make
sure that you report:

o The date of the game,

* what Area you were fighting in,

* which side won,

* which campaign turn you are playing,

* both players’ names

* both players Tank Aces names, and

o experience points earned by both players Tank Aces.

Once your results have been turned in, you are free to play
another game, either in the same Area or somewhere else, if

you fancy a change. Each win moves your side closer to victory, I
so your team will benefit more for each game you play.
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WINNING AN AREA

At the end of each campaign turn, the Campaign Organizer
totals up all of the Allied and Axis victories in each Area. The
side with the most number of victories in each Area wins
that Area.

At the end of the campaign turn, if no battles occurred in
an Area or if there is an equal amount of Axis and Allied
victories in that Area, the Allied side automatically wins it,
as the Axis have failed to stop the advance of the Allies in
that area.

Once a campaign turn is complete all of the Areas associated
with that campaign turn are locked down and no further
games can be played in those Areas.

The campaign now moves on to the next turn and players
now play games in any Area associated with the new turn. The
campaign concludes at the end of the third campaign turn.

CAMPAIGN POINTS

When a side wins an Area they are awarded Campaign Points.
These are added to their side’s Campaign Points grand total.
This total is kept by the campaign organizer.

CAMPAIGN

POINTS
ALLIES

STRATEGIC VICTORY

Each area is worth a certain amount of Campaign Points.
As the campaign progresses the areas are worth more points.
During the first turn, each area is worth one point, in the

second turn they are worth two points each, and in the third
turn they are worth three points each.

ENDING THE CAMPAIGN

At the conclusion of the third campaign turn the organiser
and players have a choice. They can either end the campaign
there or fight a big grand finale battle for Arracourt.

If players choose to end the campaign after the third campaign
turn, total up how many Campaign Points each side has won.
The side with the most wins the 7ank Aces campaign.

If players would like to fight a grand finale battle, play the
Out of the Fog mission on page 110.

The side that wins the Out of the Fog mission adds the
Victory Points they have won to their overall total.

The side with the highest number of Campaign Points wins
the Tank Aces campaign. Use the winning side’s total and
consult the victory table below to see how the story of your
campaign has ended.

JJL

TIEr
AXIS

STRATEGIC VICTORY

18"

4-17

10-13

You weathered the attacks from the German
forces and were even able to take land as well.
You have furthered the victory in Europe and
the way into Germany is open. Berlin or bust!

MAJOR VICTORY

You have held your ground and soon you will
be reinforced to take the war into Germany. You
have done well during this fight and victory is
just around the corner.

TACTICAL VICTORY

You have held off the German’s offensive but at
great cost. We won this day but the war will take
a lot longer to fight. We will press on, so we can
claim victory and honour our fallen brothers.

You have broken the Allied lines and wedged
your way into France. Your stunning success
have disheartened the Allies severely and the
time has come for Hiter to deliver the killing
blow in the Ardennes!

MAJOR VICTORY

You have weakened the Allies’ ability to strike
at us. Though we have not destroyed the
Americans completely, you have kept alive the
hope of victory.

TACTICAL VICTORY

Through heavy loses we have won the field.
Patton’s army has been humbled, but now we
must take stock of what we have traded for
victory. With luck, the coming winter offensive
should made good on our efforts and sacrifices.

HISTORICAL RESULT

German and American armoured spearheads clashed in the battlefields of the Lorraine. The American Third Army was
the first to act, crossing the Moselle River and striking out for Arracourt. The Germans altered their offensive slightly
and hit the 4* Armored Division. What resulted were some of western front’s largest tank battles. Highly professional
American tankers fought with green German troops equipped with Germany’s best equipment.

When the dust settled, the Americans had not only crushed the German attack, but had managed to claim territory and
destroy a good number of enemy tanks and supplies. The historical result of the Tank Aces would have been an Allied
Strategic Victory. Can you and your allies uphold this outcome or will you change history?
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Anderson's Zank clanked into Zhe vi/lage and
chance met wup with the bazooka teams that
Zook down the two Panzer IV's in Zhe clear
earlier that day. Their Snriles had Faded as neid
orders cwere a/e//'l/erec/ Zo /70/:/ Z‘/ﬁs V/‘//a e Zo Zﬁe
last man. After a Sriet” moment Che intantrymen
waved ooz/—'éye and coere off 2o /70/c/ a Aa// ing in
2he perimeter From Che expected German attack.
Hegh cowld 2el/ the Cankers canted 2o join them.

" Steady ony men,” said Hugh to his crew . we'll
Find owur rnext z‘arjez‘ Soonsr then e like.

Just 2o be sate, ¥ugh had Kiqgs put a live round
into the breech to make sure Lhey coere ready at
a moment s notice. Privale 7770/)7/95017 nodded and
moved a Few ammo rowunds Zowards 6&35 who
was preppinj Als gun.

%agh ordered Stevens Forward and the Zarnk
lenged into motion, tracks c/an,é/‘nﬁ and sgueakin
as Z‘/[ey rolled throwagh the streets. The rust
ockets as /opy Joe roved betiveen
i/hg/r/‘ . Silent and horrible scenes of the previous
days /7;/72‘//23 dotted the landscape as the Zank
cwound /7roa3/7 Zhe streets.

Forned

IZ‘ ﬁ ened So é{l‘Cé/ —-5/0 \Toe /al‘cheo/ Zo
Zhe /ZZ as a éer?ﬂ:/an 55;73// Z/‘i’;}; Zrough he Side
and hit Thompson s ready ammo. A #ire, 2hen an
explosion, rocked the tank, rattling the crew all
aéf;az‘ InSide. %45/7 was in Shock. Ye stood wup

The most exciting aspect of Zank Aces is creating your
own Flames Of War warrior, called a Tank Ace. During the
campaign, you follow your warrior’s story as he fights his way
through the twisted metal of the Arracourt battlefields.

When the campaign begins, your Tank Ace and his crew have
been cut off from their comrades during a great tank battle.
Your Ace gathers the few tanks he can find in the dense fog
and muddy terrain of the battlefield and takes command of
the motley collection of vehicles to complete missions.

As the campaign progresses, your Tank Ace gathers more
tanks and equipment from the chaos of the battlefield and
adds them to his force.

CHARACTERISTICS

If your force has a Company Command team, then that team
becomes your Tank Ace, replacing the normal Company
Command team.

If your force does not have a Company Command team,
chose one of your Combat Platoons Command Teams

YOU!

2 TANK ACIEZ

and just stared at the hole 2hat wwas rnoew in /s
Zank—t was so alien Zo Aim.

" Sir we need Zo 3&2‘ owut of here!” Stevens ye//e_a’,
helping Hugh reCover his senses.

4nder§on Jooked acoay From 2he damage and saco
/6255 broken éoc/y, The man s eyes cwere cold
and empty. Suddenly the éody éegan Zo move
and Anderson sacw Z2hat Thompson was Crapped
wunderneath, Ais leq bleeding. Heugh had moments
before the Flames in the Currel erupted into an
Inferno when it reached the rest of the arimo.
We and Stevens /ifted T hormpson out of 2he Zank.
Jackson, the crecw s boww gunner, was Zhere Co
pull Thompson free.

%ag/z was the last o leave the Zark. then
his head emergea’ he sacw that the lank was on
Fire. e turned watching Stevens, Jackson, and
Thompson running Cowards the nearest beuld:
for cover, German macthine—qun Fire ripping a&
Zheir heels. Anderson a’dS/lec? atter ¢hem, 3|///73
into The cpen dooreway at Zhe last second as
Sloppy Joe exploded into a ball of Flare and
shrapnel.

7773 Crec petlled t/]emSe/VeS Zogel her. 4 medic
had seen 7T hompson ée/'nj dra :5 Zo the builds
and came to see o hinr. Al Y/agh coul/d z‘/w'::%
about was that he needed to Find ancther Zank
and 3&5 back ot there.

to become your Tank Ace, replacing the platoon’s normal
Command team.

In both cases, the Ace retains the ratings and vehicle of the
vehicle it replaced. A Tank Ace is a Warrior and follows all
of the normal rules about warriors found on page 68 in the
rulebook.

NO WARRIORS OR TIGER ACE SKILLS

In Tank Aces you cannot take normal Flames Of War
warrior teams. Similarly, Tank Aces ignores German
Tiger Ace Skills. Instead you will create your own
warrior called a Tank Ace.

PLAYING GAMES

Your ace may play any number of games during a campaign
turn. The more games they play the more experience they
will earn, making them better Tank Aces.




EARNING MEDALS AND EXPERIENCE

Your Tank Ace fights alongside your company earning
medals, getting promotions, and gaining abilities.

In turn one, your Tank Ace must fight with what he can
muster. It’s not much, but it’s enough to get the job done. As
he continues through the campaign he will earn experience
points, which you can use to award him medals. Medals will
give him special abilities.

Keep track of these points on your Tank Aces Company
Sheet as shown below. When your Ace fills all of the boxes
leading up to a medal he may select a skill from the Tank
Aces Abilities list on pages 96 to 103.

Each player’s Ace earns experience during every game they
play. After each game, use the table below to see how many
points your Ace has earned.

Qualification Experience Points Earned
Playing the Game 1 point
Have more tanks left 2 points
Ace Survives 1 point
Highest Kill Count 2 points

Playing the Game: Both players’ Aces learn something from
the battle no matter what happens! Each player scores one
Experience Point just for playing the game.

Having More Tanks Left: If you have more operational
tanks (ones not Bogged Down, Bailed Out, or Destroyed)
than your opponent, you earn two Experience Points at the
end of the game.

Ace Survives: Surviving an ordeal by combat will improve
your Ace’s combat skills. If your ace survives the game, you
earn one Experience Point at the end of the game.

Highest Kill Count: The more tanks your men kill the
better! If your force has Destroyed more tanks than your
opponent, you earn two Experience Points at the end of the
game.




KILL RINGS

As your Ace racks up his kills, you'll mark his success on the
Ace’s Tank Barrel found on your Company Sheet and the
Tank Aces Campaign Map next to your name.

Each time your Ace Destroys an enemy Tank team, add one
Kill Ring to your Tank Barrel as shown below. For every five
Kill Rings scored, your Ace receives a bonus three Experience
Points after deciding who won the game.

NOTE

Because bonus experience points earned from Kill Rings are
counted after the game, ignore these bonus points when
determining which player has won the Scrapyard Mission
(see page 113).
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PROMOTIONS

As the campaign rages on, your Ace has demonstrated his
combat and leadership skills. This has been recognised by
headquarters, which has promoted your Ace and given him
more resources.

At the start of each campaign turn all Tank Aces are
promoted to the next rank. As a result, they immediately
earn two bonus experience points towards their next medal.
Immediately record these experience points on your Tank
Aces Company Sheet.

You will see that the sheet already has the first two experience
points marked. This represents your Ace taking command of
your company in the first campaign turn.
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A copy of the Tank Aces Company Sheet can be photocopied from the inside back cover of this book or downloaded from

our website: www. FlameOfWar.com.
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SELECTING ABILITIES

When your Ace earns a medal, you can select an Ability
from the Tank Aces Ability List. These abilities give your Ace
special rules to use in the game.

Abilities are split into three different categories: Command,
Support, and Specialist. Abilities from these categories are
linked together. For example, command abilities give your
Ace the ability to control his force better, support abilities
gives your company extra resources to use, and specialist
abilities hone your Ace’s tank into a single hard-hitting
power house of a tank.

J During the first turn of the campaign you can select abilities

from any of the categories. As the campaign progresses, the
abilities become better. These advanced abilities require that
your Ace have certain basic abilities before he can select more
advanced ones.

There are all sorts of ways your Ace can go with his abilities.
You can specialise him in one of the categories, or put

s

together a combination. The choice is up to you and how
you would like to develop your Tank Ace.

Once you have selected your Ability, you cannot change it.
Abilities stay with your Ace throughout the campaign and
cannot be lost or taken away.

Your Ace may have up to four regular abilities during the
campaign. He will also earn a fifth Ace of Aces ability that he
can use in the final battle of the campaign.

NOTE

You do not have to select an Ability straight away when
your Ace earns a medal. You can choose to wait until
another campaign turn or two to select one or spend
them all at once.




The battle of Arracourt has erupted with chaos and confusion as American and German tank forces clash in the thick
morning fog. Your company has become fragmented and lost in the fighting, but you've managed to stay close to your
company commander. Suddenly, an anti-tank round smashes into your company commander’s tank. With that, youre on

your own as you collect the survivors and press on!

Whenever your Ace earns a medal during the first campaign turn, you may select one of the following Command, Support,

or Specialist Abilities.

COMMAND ABILITIES FOR CAMPAIGN TURN 1

You are now in charge of what is left of your tank company.
Will you be the leader your men need most right now? The
ability to command others has always been one of your
strongest traits, and now you have the chance to prove
yourself in combat. What kind of leader will you be?

FORGED BY FIRE

As you take command of your troops they can see that your
command style was born in the fires of combat. You have the
mind and the will to lead these men in battle.

Your Ace may re-roll any failed attemprs to remount his
own or any other Bailed Out tank that is within 8/20cm
of your Ace’s tank.

'y

JUST NEEDS A FEW TWEAKS

As a mechanic you know everything there is to know about
your engine. When given your tank to command, you found
several key areas that could be tweaked to increase its speed.

Your Aces normal movement is increased by an additional
4°/10cm.

CLOAK OF DARKNESS

Using the night to position a select group of tanks at key
locations can be the key to victory. Cloaked in darkness you
will be able to catch the enemy unawares.

You may hold your Ace and one other tank team from one
of your HQ, Combat or Weapons platoons in Immediate
Ambush (see page 267 of the rulebook).




Ask any leader in a war and they will tell you that resource
management is critical to success. Whether it is a well planned
supply convoy, using your specialist troops with precision, or
an expertly placed ambush, this will spell victory for your
tank force. Use your manage your resources well and victory
will be yours for the taking.

THE ELEMENT OF SURPRISE

The element of surprise has been the best advantage since we
used sticks and stones to make war. Using that ace up your
sleeve at the right moment will give you an edge.

Once per game, at the start of any of your turns, you may
make an instant ambush of two Bazooka teams (each:
Range: 87/20cm, ROF: 1, Anti-tank: 10, Firepower 5+).

These teams follow the normal ambush rules (see page 266
of the rulebook). Teams must be deployed within 4/10cm
of each other. Immediately after the Shooting Step, these
teams are removed from play.

ENGINEER TRAINING

Coming from the Combat Engineers, you've been inexplica-
bly placed in command of a tank company. However,, being
trained in field recovery and engineering tasks, you are able
to teach your comrades a thing or two about getting unstuck
and negotiating minefields.

All of the tanks from your HQ and Combat platoons count
as both recovery vebicles and Mine Flail tanks (see pages 45
and 226 of the rulebook).

FLEXIBLE FIGHTER

You have always trusted your gut and you know that a plan
always needs to be changed depending on the situation.
Being flexible is your advantage in combat.

Once per turn during your Starting Step, you may discard
one of your lactical Edges to randomly select a new one

[from the discard pile.

Tactical Edges discarded in this way cannot be used for their
effect. They go directly to the discard pile without coming
into play.

SPECIALIST ABILITIES FOR CAMPAIGN TURN 1

You were promoted for one reason and one reason only: your
talents. You have shown yourself to not only be resourceful
but talented in using your abilities in battle. I wouldnt be
surprised to see this field promotion made official if you keep
up the good work.

PRIOR EXPERIENCE

Being a gunner before being promoted, you know what it is
like. You know how to run a crew to maximise your gunner’s
talents. Also, it doesn’t hurt that you have one of the best
gunners in the company.

Your Ace may re-roll one failed To Hit roll during each
Shooting Step.

NUMBER CRUNCHER

Being a math professor before volunteering for the tank force,
you never thought that your mathematical genius would be
as useful, but firing a tank is just simple trigonometry.

The range of your Aces main gun is increased by
+47/10cm.

MAKE IT WORK

Sometimes you need something that you cannot necessarily
get. Having a man who knows how to make things work
with what you have can be a large asset.

Your Ace’s tank is now equipped with Wide Tracks.
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TURN 2 A3ILITIES

You've been piecing together a small tank force from tanks lost in the fog. You've managed to fight your way through
the enemy’s screen and into the happy hunting grounds beyond. Your gunners are having a field day as they open fire on

o

unsuspecting targets.

Whenever your Ace earns a medal during the second campaign turn, you may select one of the following Command,
Support, or Specialist Abilities. Remember, you may also select Abilities from the previous turn instead.

COMMAND ABILITIES FOR CAMPAIGN TURN 2

Asacommander you learned quickly to exploityourstrengths  LOCATION, LOCATION, LOCATION

and limit your weaknesses. Some commanders have mastered
the ability to win the loyalty of the men under them. Others
count on their speed to be where they are needed to sway

the battle, while some rely on their combat training to Your Ace, and any tank or platoon he joins, may use the

dictate what time of day favours their attack. Knowing your attempt to move rather than Shoot. Roll a Skill Test for
strengths and weakness is half the battle. The other half is

knowing your opponent’s weaknesses.
gy

Sometimes being at the right place at the right time can win
you a battle without having to fire a shot.

your Ace.

o Ifsuccessful, your Ace and any Tank team or Platoon he
has joined may move an additional 4°/10cm.

SHIELDED BY COURAGE

Your legend grows. After your last battle a witness stated
that you charged as if you never knew the meaning of fear,

o Otherwise the Ace and the Tank teams or Platoon that
he has joins remains where it is.

protected by courage alone. Whether or not the test is successful, your Ace and any
Tank team or Platoon he has joined may not Shoot in the
If your Ace moves directly toward an enemy tank team Shooting Step.

that it can see and it is not Concealed when it ends its
movement, its Front Armour is increased by 1 until the
beginning of your next Starting Step.

To take this Ability your Ace must have the ability: Just
Needs A Few Tweaks.

To take this Ability your Ace must have the ability:
Forged By Fire. BRIGHTEST BEFORE THE DAWN

Knowing when to fight is half the battle. You have been
trained in night fighting and you know how to take advan-
tage of limited sight and mobility.

You may choose to fight the battle at Dawn (see pages 272-
273 of the rulebook) or in the Fog (see page 115).

Your Ace may always see 247/60cm at night or in the fog.

To take this Ability your Ace must have the ability:
Cloalk Of Darkness.
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SUPPORT ABILITIES FOR CAMPAIGN TURN 2

I see that you have done well in your first few battles. I am
glad to see that you have organized your resources well. A
well planned ambush or the use of pioneering equipment
to overcome obstacles is just the thing our forces needed for
victory in the field. Keep up the hard work and maybe you
will be given a full company to command one day.

DID YOU EXPECT.... THIS?

A good ambush will allow small forces take on enemies twice
their size.

Once per game, at the start of any of your turns, you may
make an instant ambush of two medium anti-tank gun
teams (each: Range: 24°/60cm, ROF: 3, Anti-tank: 10,
Firepower 4+).

These teams follow the normal ambush rules (see page 266
of the rulebook). Teams must be deployed within 4°/10cm
of each other. Immediately after the Shooting Step, these
teams are removed from play.

To take this Ability your Ace must have the ability: 7he
Element Of Surprise.

WE'VE GOT A BRIDGE FOR THAT!

After a few battles you are becoming an able tank commander
but you are still an engineer at heart. You see problems like an
engineer and you solve them like one.

At the start of the game you may mount an Assault Bridge
(see page 226 of the rulebook) on any or all of tanks from
your HQ and Combat platoons.

Until the bridge is placed, a tank with an Assault Bridge
may not Shoot.

At the start of any step, your tanks may permanently discard
the Assault Bridge and fight as normal.

To take this Ability your Ace must have the ability:
Engineer Training.

FORCE THEIR HAND

Being flexible in a combat situation means your opponents
lose some advantages. It forces them to make hasty decisions.
Either way you come up on top.

Once per game during your Starting Step, you may exchange
one of your unused Iactical Edges for one selected at random

[from your opponent.

To take this Ability your Ace must have the ability:
Flexible Fighter.

SPECIALIST ABILITIES FOR CAMPAIGN TURN 2

You have really started to prove your worth. Without your
set of skills the battles you have fought and won would all
have been loses. Your bravery and skill have made you an
effective asset to our cause, but don’t let that go to your head.
The enemy is still out there and they are preparing to put
your skills to the test.

SPRAY AND PRAY

Movement normally compromises a tank’s rate of fire. But
with you and your gunner calculating shots while on the
move comes second nature.

Your Ace may move and shoot with full ROE

To take this Ability your Ace must have the ability:
Prior Experience.

EASY MATH :

Being able to find out the trajectory needed for complex
shots makes you able to eliminate threats easier. The math is
easy; you can do these sums in your head.

Your Ace may ignore Concealment when shooting at an
enemy team.

To take this Ability your Ace must have the ability:
Number Cruncher.

RESOURCEFUL

Being resourceful can easily translate into combat situations.
Using camouflage and finding cover in the open is one of
your traits that your crew appreciates the most.

As long as your Ace has not moved more than 6°/15cm. it
is always Concealed, even if it is in the open.

To take this Ability your Ace must have the ability:
Make It Work.
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You've been given command of your little task force and now its time to launch a large attack on the enemy’s flank. Gather

your men and tanks and get ready for battle!

Whenever your Ace earns a medal during the third campaign turn, you may select one of the following Command, Support,

or Specialist Abilities. Remember, you may also select Abilities from the previous turns instead.

COMMAND ABILITIES FOR CAMPAIGN TURN 3

You are doing well. You have been promoted to a full
company commander. Now your force has grown in size
almost two-fold. The trick will be to not lose what you have
learned while restructuring your company. A leader must be
able to be flexible in and out of battle.

INSPIRING COMMANDER

Those who follow courageous and brave men turn out to be
courageous and brave in their own right. Your men follow
your example, striving to earn the right to be counted among
your comrades.

If your Ace Destroys an enemy lank team, all of your tanks
within 87/20cm of your Ace may re-roll up to one failed 1o
Hit roll during the same Shooting Step.

To take this Ability your Ace must have the ability:
Shielded By Courage.
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PUNCH IT!

You think you can still get more speed out of your crate.
When the need is great enough your men will be ready to
push their engines to the red line.

Your Ace and any platoon he has joined may attempt ro
push their tanks engines to the red line. Roll a die for each
tank.

* On a result of 4+ the tank may move an additional
47/10cm.

* On any other result, the tank engine burns out and the
tank becomes Bogged Down.

To take this Ability your Ace must have the ability:
Location, Location, Location.

NIGHT RIDER

You and your men studied the maps and the land so you can
move at night without hindrance. Any advantage you can
get in battle should be exploited.

Tank teams from your Combat Platoons may move as
normal speed while moving at night or in the fog and may
also move At The Double.

To take this Ability your Ace must have the ability:
Brightest Before The Dawn.




You have really impressed us! You have used half of the re-
sources to secure victory compared to what others have used.
Your company is well stocked and able to fight. The higher
command is so impressed that we are promoting you to the

rank of company commander and we will be reinforcing
your numbers.

HIT AND RUN

Your superiors are quite impressed with what you have been
given so far, and now they want to see what you can do with
more. The fear of your ambushes is guaranteed to keep your
enemies awake at night.

Once per game, at the start of any of your turns, you may
make an instant ambush of two heavy anti-tank gun
teams (each: Range: 32°/80cm, ROF: 2, Anti-tank: 13,
Firepower 3+).

These teams follow the normal ambush rules (see page 266
of the rulebook). Teams must be deployed within 4°/10cm
of each other. Immediately after the Shooting Step, these
teams are removed from play.

To take this Ability your Ace must have the ability: Did
You Expect... THIS?.

AIN'T NOTHIN’ BUT A THING

Your men are taking to your engineer training. They are
becoming better engineers just as you are becoming a better
tanker. In the end, you will be something wholly new: an
engineer tank company.

Any Tank Team from your HQ and Combat platoons au-
tomatically pass Skill Checks to free themselves from being
Bogged Down.

n addition, Tank Teams from your and Comba
In addition, Tank T your H d Combat
platoons automatically pass Motivation Tests to cross

minefields.

To take this Ability your Ace