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MOTIVATION e MOTIVATION

CONFIDENT 4+ CONFIDENT 4+

Protected Ammo 3 4
[ TRAINED 4+

Remount

SKILL
Yankee Ingenuity

Tact?cs 3+
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ROF ANTI- FIRE- WEAPON ROF ANTI- FIRE-
HALTED MOVING TANK POWER HALTED MOVING TANK POWER

M4 Sherman (75mm) 28"/70cm
M4 Sherman (.50 cal MG)| 20"/50cm Self-defence AA
M4 Sherman (MGs) 16"/40cm
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WEAPON RANGE

Smoke, Stabiliser

M4 Sherman (76mm) 36"/90cm 2 2 12 | 3+ | NoHES|
M4 Sherman (.50 cal MG)|  20”/50cm 3 2 4 | 5+ | Self-def
M4 Sherman (MGs) 16"/40cm 2 2 2 6

M4 Sherman (76mm)
M4 SHERMAN TANK

The standard M4 Sherman tank is the best tank for the
coming breakout. Its speed and reliability will outmanoeuvre
enemy strongpoints and lead the way to victory. The newer
76mm armed versions will be invaluable for punching
through the heavy armour of enemy Panther tanks.
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M5 STUART (37mMM) TANK

The M5 Stuart (37mm) can scout on the flanks and
move rapidly to exploit breakthroughs,

using its manoeuvrability and speed to

counteract its lack of firepower.
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M7 PRIEST (105mm) SP GUN

The M7 Priest Self-Propelled Artillery Gun is an
essential arm of American combat commands. They
followed the advance and gave immediate support
when needed.

" I_TRAINED 4+
SPGun
i Assault 5+

BASING YOUR INFANTRY

Assemble your infantry teams by gluing the figures into the
holes on a base of the right size with Super glue.
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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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ARMOURED RIFLE PLATOON

Each armoured rifle platoon is an army unto itself. It
supports its infantry with heavy weapons such as the
excellent 60mm mortar, Bazookas and the M1919 light
machine-gun. These will guarantee that your troops will
not only make it to their objective, but also hold it against

%rﬁwmlérzwsﬂ} Of, \%?:,: o enemy counterattacks. /
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M10 (3-inch) tank destroyers provide
commanders with an essential tool to defeat
the heavy armour of German Panther and
Tiger tanks. Seek, Strike and Destroy is the

motto of these veteran crews.

M1919 LMG / Mortar /

Base these heavy weapons on medium

base facing the long edge. These teams

Commanders

and Unit Leaders

Base Company HQ teams and
Platoon Unit Leaders on a small
base with an NCO and a rifleman.

/ The team faces the long edge.

Bazooka teams

Base Bazookas on a small base

with a rifleman loader. \
The team faces the long edge.

M1 Garand rifle team
Teams combine four riflemen
armed with M1 Garand Rifles.
An NCO or gunner armed with
a BAR may replace a rifleman.
The team faces the long edge.

have the gunner and his weapon along
with two assistant gunners or loaders.




