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Part X—Anti-Tank Guns
—The Final Points

by Charles Grant

HEN CALCULATING Defence Values for our

tanks and so on we used as a basis a single thick-
ness of armour, a figure derived mainly from the
maximum armour thickness as given in the appropriate
specifications, but which, in practice, would really
amount to an average sort of thickness. In turn, this
logically produced an average sort of Defence Value.
It would be a simple matter to take this as a constant,
but this would tactically speaking be a terrific unfair,
as I hope to show, taking an ordinary example to do so.
This involves the use of the ‘bazooka’, an infantry
ambush weapon, although it can also apply to any
vehicle armed with a gun. A lightly gunned tank, for
instance, if it is going to take on a stronger and more
heavily armoured opponent, is not going to take the
bull by the horns a2nd meet it head on, but is going
to lurk abour and wait for the opportunity of slam-
ming home a shell into the weakest part of the enemy.
This kind of tactics is particularly applicable to in-
fantry bazooka teams and of course the * panzer-
faust "—where the use of the weapon immediately
gives away its position and in whose case the first
shot must really strike home. Or else ! So, what does
the bazooka team do ? It does not fire at the front or
even the side of an advancing tank, but waits until it
has passed, when it endeavours to send home a shot
into the more vulnerable portion of the enemy’s metal
anatomy, the rear.

In fact, although we did allocate a single Defence
Value for each tank or other armoured vehicle, this
indeed must vary with the three aspects we have to
consider—front, side and rear. The proportion of
armour thickness varied from tank to tank, but if we
take the German Mark IV as an average sort of ex-
ample, we find that the thickness of hull armour was
thus : —front—so0 mm., side—30 mm. and the rear—
20 mm. The turret armour was more or less the same,
except that the rear thereof was 30 mm. instead of the
20 mm. of the hull. In effect, what we can say then
is that the Defence Value of the front of the tank is,
or should be, higher than that of the side, which in
turn is higher than that of the rear. In the case quoted
we can ignore the fact that the turret rear armour is
the same as that of the side—the hull aspect is con-
siderably greater than the turret’s. What all this
amounts to is that, although we could use the Defence
Value as given in the Table for all cases—this would
be simple—it won't really be a great deal of trouble to
make allowance for difference in armour thickness and

we do this in a very simple way. When a tank has been
hit we consider the Defence Value in relation to the
position of the strike—if the side is involved, the
standard or given Defence Value is used to decide
whether the strike has been effective or not. So, when
the shell has hit the front of the target tank, we add
1 to its Defence Value, and when, happily for the
‘ general* who has caught his opponent at a disad-
vantage, the rear has been assailed, a deduction of 1
15 made. Just one example to make this clear—if this
has not already been done—the Sherman, with a D.V.
of 14, if hit in front, adds 1, and if hit on the more
lightly protected rear, loses 1, making the Defence
Value only 13.

Hit determination

So far, so good, but we have to determine which
part of the tank has been hit by the shell—if at all,
of course. This is easy. Just take a direct line from
your gun muzzle to that portion of the enemy you
want to have a go at—this process giving us the op-
portunity of demonstrating our first ‘ Battle’ device,
this being a very elementary one indeed. The player
can have recourse to a tape measure—the metal type is
satisfactory for simple distance or range computation,
although it does tend to whizz back into the holder at
the slightest opportunity. Muyself, I use a species of
home-made straight-edge, in fact a length of } in: half-
round wooden beading. In fact, I have a number of
them of different lengths, for in the heat of an engage-
ment it’s quite easy for a single measure to disappear,
to turn up under the table some time later, and if a
number of ‘sticks’ are lying about, the player can
conveniently grope around for one, while keeping an
eye on his enemy’s activities at the same time ! The
various sticks can be easily and clearly graduated by
painting the flat surface of the beading white and
marking on the necessary measurements in black, either
by painting or by using a felt-tipped pen, both these
methods being eminently suitable.

The first one required, as it happens, is the one
used for anti-tank range and it need be only 45 in.
in length (as already said, it is not anticipated that we
shall use, for the time being at anyrate, longer anti-
tank gun range). On this we mark off the distances
referred to in our Strike Value Table. Accordingly it
is divided into four sections, so, having painted the
flat side of the beading white (and let it dry, of
course) we mark in the divisions we have decided upon
—i.e. 0 In. to 10 in., I0 in. to 20 in., 20 in, to 30 in.,
and 30 in. to 45 in.

In passing, it is obvious that a simple wire properly
marked, or even a piece of string with knots in it to
indicate the various ranges, would do the trick, but for
one reason which I hope to demonstrate, the stick—
which can be 3 in. in width if the narrower one is
found to be too fragile—is really recommended.

Angle of strike

Anvhow, armed with the suitably calibrated 45 in.
stick, the next step, involving a little do-it-yourself
work, is as follows, and it concerns the angle at which
the shell strikes the armour of the target tank. First
of all, the reader doubtless knows full well that a shot
striking a surface at right angles to it has a far greater
effect than one striking a glancing blow—and the more
acute the angle between the direction of the shot and
the surface the less will be the effect, and the greater
chance there will be of the missile’s ricocheting off into
the blue. One of the most important and most highly
scientific part of tank design is the angle of setting of



armour plate, but it will be sufficient for the purposes
of “ Battle V" if, in the rules, we make an allowance to
ensure that the shot which strikes fair and square will
have a greater effect than that which strikes at an
acute angle.

Construction

This we can do if we construct a device, which can
be elaborate or simple as desired, but which amounts
basically to a home made protractor. Get a piece of
card—this is really a very simple way of doing the
job—and with an ordinary pair of compasses inscribe
thereon a circle, drawing in the diameter as well. With
a scissors or sharp knife cut out one of the resulting
half circles. The size does not matter terribly—it can
be 2 in. to 3 in. in diameter, or even a little larger.
Then with the aid of an actual protractor draw in the
lines showing angles of 30 and 60 degrees, on both
sides of the vertical. In effect each right angle has been
divided inte three equal sections. With this in hand,
we can make allowance for the strike angle and this is
done by simply adjusting the given Strike Value of the
gun firing. This was initially calculated as an optimum
—i.e. when the shot had impacted more or less at right
angles—and in this case the normal S.V. was used.
When, however, it strikes at an angle of between 30
and 6o degrees to the surface a deduction of 1 is made
to the Strike Value, and when the angle is less than
30 degrees, the reduction is 2. Lest this be thought to
be an exercise in geometry I hasten to reassure the
reader. Have another look at the half-circle you made
and mark the appropriate sections with ‘— 1’ and
‘— 2" as the case may be. You will have something
like that shown in diagram. This is looked at with
the horizontal side uppermost for the simple reason
that this is the way it will appear to the player using it.

Now take the graduated stick and down the centre
of the o in. — 10 in. section draw a straight line, to
indicate the exact path of the shell. The semicircular
card is now pinned to the extreme end and the final
result can be seen in diagram—this being the Tank
Range and Strike Angle Stick, which is a dreadful
mouthful and instead of which we shall simply say
the “ Tank Stick ”. An ordinary pin or fine nail may
be used for the job of joining the two component parts,
or a small nut and bolt, it does not matter so long as
the protractor’ part is allowed to pivot fairly easily
on its spindle. Quite certainly the enthusiast with the
requisite time and the necessary skill may desire some-
thing a little more substantial than that which I have
described, but even with this it might be necessary to
reinforce the beading at the swivel point, either with
a tiny block of wood, or with a blob of plastic putty.
In any case, some care will have to be taken in driving
the pin into the stick to prevent splitting, and yet to
get it as near to the end as possible. I have no doubt
that the ingenious reader will be able to complete the
device to a much more elaborate and solid specification
than that detailed.

Using the protractor

Now for its use. The diagram and the accom-
panying photograph make this pretty obvious, but in
brief, when tank “ A" fires at tank “ B, say, the
head of the Tank Stick is placed against the latter
and the Stick extended back over “ A", when, at
practically the same time the range and any required

The ** Tank Stick ** in use—a * Sturmgeschutz * having a
“go ' at a T.34—the * Stick * is placed alongside the former for
the sake of clarity.
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deduction to the Strike Value for angle can be read
off. At the same moment it can be seen where the
tank has been hit and any alteration to the standard
Defence Value noted. This all sounds terribly com-
plicated, but so indeed does the explanation of any
sort of simple action, and in practice it takes only a
few seconds. It is a remarkably quick process to place
the stick in position and do the rapid sums required,
then roll the necessary dice.

An example

Just one example—suppose a German Mark IV
with ‘long 75’ fires at a Sherman at 15 in. range;
Strike Value at this range is 6; the deflection was
between 30 and 60 degrees, therefore 1 is deducted,
making it 5. Defence Value of the Sherman is 14—
hit is on the side, so no deductions; two dice rolled
by the * Mark IV’ player—he gets a 6 and a 4 making
a total, with his Strike of 5, of 15—one more than the
Defence Value, therefore—a kill !

And next month, at long last, ACTION !

Correction

(Note:—In Part VIII of “ Barttle” (December 1968)
reference was made to the “ 21 possible variations ™ in
the throwing of two dice. I wrote that T was possible
to score 11 or 12 in two ways, and 7 or more in 12
ways out of the possible 21. This actually referred
to the apparent combinations, because there are ob-
viously 36 different ways in which the dice can fall—
six times six, in fact. The chances of getting a total
of 11 or 12 are actually three out of 36—a possibility
of 1 in 12—and 21 out of 36 of getting 7 or more—
or one in under two. All this hit me in the eye when

I read the published text and I hasten to apologise
for my carelessness in using the wrong set of figures.)
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BATTLE

Part XI—Armoured Action

by Charles Grant

HE FIRST * active service ” we take part in, will
of necessity be a fairly simple sort of thing,
involving only a few armoured fighting vehicles on
each side—a straightforward sort of terrain (vou can
see what it is like from the diagrams and photographs).
The idea is to provide a first illustration of how we
go about the business of fighting on the battlegame
table. The latter, by the way, for the purposes in
mind, is not enormous, and measures 7 ft. by 4} ft. (or
half the size of thar which we shall use later on). The
ground will be seen to be pretty flat, figure 1 (the small
hills are reckoned to be steep and unclimbable) and its
main features are a river, crossed by two bridges,
‘A’ and ‘B’, a few small woods, some walls and a
couple of ruined cottages. Then there are the roads,
of course, which, it goes without saying, are very
important. The tactical scheme is similarly without
complication—* RED ’, coming from the east, and
* BLACK ’ from the west, eack has orders to advance
and secure the river crossings, the background being
that the task forces involved are advanced guards of
much larger armies,

As to what we shall actually engage, then, * RED’
has four Russian T.34 tanks—equipped with the 85 mm.
gun—while * BLACK* has four German Mark IV
tanks—the variant with the ‘long’ 75 mm. gun—and
two heavy armoured cars, armed with so mm. guns.

Just to recapitulate, the technical data relevant to all
these is assembled for ease of reference in the Table
(Note that the speeds of the Mark IV are additional to
what was given in Part III of “ Battle ”*). I include it
as much for my own benefit as the reader’s—it is
designed to save a lot of checking through former
articles—as, at the time of writing, the action has
indeed yet to be fought. I don’t know how it is going
to go any more than anyone else. Before we start,
though, a quick word about the sequence of events.
In a * game move ’ each player moves his pieces—tanks,
etc.—the distance allowed by the rules (or less, of
course), and at the end of the  moving > his guns will
fire, again if he desires, and naturally, only if he has a
target within range. Damage is assessed, and that is
the end of the ‘game move’, which consists of a
combination of movement and fire. In the present case,
we assume that the contending forces are just off the
table, and will appear thereon on the first move.
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Having thrown dice to establish visibility, and happily
having found that it is maximum—that is to say, 30 in.
and 45 in. for unaided and aided respectively—we can
proceed to dispense with the former, all wvehicle
commanders doubtless being well supplied with binocu-
lars and so on.

With the task forces ready to come on to the table
by their various roads and being in column with, say,
a couple of inches between each vehicle, the first in line
will be able to make its maximum move from the edge
of the table, the others following up as appropriate.
So, off we go.

Coming from the west, BLACK, of course, headed
his column with the two fast armoured cars, and with
an eye to what he considered his own advantage, sent
them along the left hand fork—the North Road—while
his Mark IV tanks remained in column on the South
Road, moving their full 12 in. RED, on the other
hand, decided to deploy forthwith, his leading tank
sticking to the road, but moving only 6 in., to allow
the others to come up as far as possible into a line-
abreast formation, two on the right and one on the left
of the leader. Nothing was as yet in visibility, but we
are getting warm !

On the second game move, BLACK’s cars did
another 24 in. move along the North Road, while his
tanks trundled on in column, the head of which came
up to the nearer of the two ruined cottages. RED’s
No. 3 tank accelerated, doing its full 15 in. road move
and outdistancing the others, who were limited to the
8 in. cross country move. With all these moves com-
pleted, the situation was as shown in ficure 2. First to
note enemy activity were the armoured cars, but their
radio message to their tanks was unnecessary, as the
leading Mark IV had already seen the RED force, and
vice versa, (they were just inside the 45 in. visibility).
Both sides opened fire, this being a simultaneous
operation, naturally, and this is still the second move
we are working on, of course.

Let us take RED first, then. The range of the leading
armoured car from T.34/No. 3 is just within the 20 in.-
30 in. section—so to score a hit requires a throw of 8 or
more with two dice. RED throws, gets only 5—no hit.
T.34/No. 2 fires at the same target—range this time
30 in.-45 in.—g is required for a hit, and 10 is thrown !
A hit, a palpable hit, no less. The Tank Stick (see its
description in Part X) shows the strike angle of ‘ minus
1’, reducing RED’s Strike Value from 6 to s. He
throws 9, which with the 5 makes 14, and as the
armoured car’s Defence Value is only 12, it is therefore
well and truly * kaput’ and out of action. First blood
to Red !

(NOTE—I have said ‘out of action’ deliberately,
because later on we shall see that this can be a marter
of degree, or even time, the time being thar occupied
by the crew in getting the vehicle back into service,
if, of course, this is possible).

Now for BLACK’s armoured car; the nearest T.34

REFERENCE TABLE

Speed Strike Value
Vehicle Gun Maximum Defence Value
Road X-country Range 07-10 | 10"-20" | 20"-30" | 30"-45"
T.34/85 157 8" B85 mm. 60° 4] 9 8 3 14
Mik. 1V 12" &” 75 mm. 45" 7 [ 5 4 14
(long)
Armoured Car 24" 6" 50 mm. 30" 5 4 3 — 12














































