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2x Jagdpanther (8.8cm) 24 points ——— : b [t’s easy to expand your army, as all box sets come with complete units and
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" unit cards, to start expanding your force we would suggest adding:

2x Hornisse (8.8cm) 16 points
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2x Ostwind (3.7cm) 6 points — : = —— : Tiger II Tank Platoon: Brigade Armoured FlaK Platoon: Hetzer Flammpanzer Platoon:

Brigade Armoured Panzergrenadier Platoon: The Tiger II is one of the biggest and nastiest With plenty of tank killers in the list already, Hetzer tanks armed with flamethrowers
7x MG42 team with Panzerfaust ' cats on the battlefield and sometimes you just the Brigade Armoured FlaK Platoon gives you are perfect for clearing enemy infantry
4x Sd Kfz 251 (MQG) half-track 10 points e ' need a tank that can kill everything and is additional 15mm or 2cm cannons, capable from the objective and supporting your
Brigade Panzer IV Tank Platoon: T = almost invulnerable. of knocking out enemy light armor, infantry Panzergrenadiers.
3x Panzer IV (7.5cm) 10 points and aircraft.
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Rather than reading the entire rulebook and trying to get to grips with it
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JAGDPANTHER

TANK-HUNTER COMPANY HQ

B e E—- = _aan s NS = L o o ‘

N
Jagdpanther (8.8cm) 48"/120cm 17 | 3+ | ForwardFiring
Jagdpanther (MG) 16"/40cm 2 6 | ForwardFiring

JAGDPANTHER

The range and armour of the Jagdpanther outclassed most
tanks the enemy could field. When used with proper
tank-hunter tactics, they could crush any enemy armour
thrusts.With the enemy tanks at an extreme disadvantage,
the task of dealing with the Jagdpanther often fell to the
Allied fighter-bombers and infantry.
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Alternatively you can also build:
PANTHER (LATE 7.5cm)
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Hummel (15¢cm) 807/200cM | ARTILLERY 2+ | ForwardFiring Ostwind (3.7cm) 24/60c
; O ! _| 24v/60em | 3 | 2 | | Dedicated M
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or Direct Fire 16"/40cm 1 - 1 |AUTO, Brutal, Forward Firing
Hummel (MG) 16"/40cm 3 2

HUMMEL

" OSTWIND

The Ostwind (East Wind) has been designed as a
successor to the Wirbelwind. It is fitted with a similar
but not identical, hexagonal turret armed with a 3.7cm
FlaK43 anti-aircraft gun. Its turret gives it improved
armoured protection over the Wirbelwind, while the
3.7cm AA gun gives it better range and hitting power
than the quad 2cm AA guns of its predecessor.
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Alternatively you can also build:
WIRBELWIND (QUAD 2cm)
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PANZER IV

The Panzer IV mounts an effective 7.5cm gun, although
with a shorter barrel than the Panther. Because of this, it
needs to get closer to knock out the heavier types of Allied
tanks. Its speed and armour are a match for British and US
medium tanks.
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" PUMA

The Sd Kfz 234/2 Puma was one of the best armoured cars
fielded by any nation during World War II. With good speed
and mobility, it also mounts the effective 5cm KwK 39 L/60
gun which can successfully engage Allied medium armour in
favourable conditions.
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BRIGADE ARMOURED
PANZERGRENADIER PLATOON

Armoured panzergrenadier platoons can deliver an incredible amount of firepower.
With half-tracks to carry ammunition, the infantry have plenty of machine-guns.
The half-tracks give fire support with even more machine-guns. Between them they
shut down the enemy defensive fire under a hail ofpfets.

BASING YOUR TROOPS

Assemble your infantry teams by gluing the figures into the holes on a base
of the right size with super glue or plastic cement. There are usually several
figures with each type of weapon, so you can create variety in your teams.
It doesn’t matter which mix of figures you put in each team, as long as the
mix of weapons is right. Visit the product spotlight on the Flames Of War
website: www. FlamesOfWar.com/Latewar for a more detailed guide.
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range. However, unlike the heavier . ' bunkers at close range. However, ' = ¥ ( . WIRBELWIND (QUAD 2cmMm) . ! ' : o, o K(z:2511(3.7cn) 2/ 0cv N 2 ForwardFing
Jagdpanther it only has enough Yo | they are not tanks and need to . ¢ ) .

armour to protect the crew from . S ‘ avoid enemy tanks at all costs.
enemy small arms fire rather than ‘

enemy tanks.

Command Team

Base the Command team on a small base with
an Officer, NCO and rifleman as a runner.

@ osTwIND (3.7cm) e __ The team faces the long edge.

Infantry Team

MG42 teams of a Panzergrenadier Platoon
combine a machine-gunner armed with an
MG42 light machine-gun, with an NCO or
rifleman, and two more riflemen armed with
K98 rifles. You may swap one of the
K98 riflemen for a Panzerfaust.

SD KFz 251 HALF-TRACK

Panzergrenadiers were able to support
the tanks using armoured Sd Kfz 251
half-tracks. These allowed them to
drive onto the battlefield and get

in much closer to the action

before dismounting.
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