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1. INTRODUCTION
From Alamein to Tunis is designed to supplement the Storm of Steel set, and contain a number of rules and tables that will help any gamers wanting to refight battles between British, German and Italian Forces during the campaigns in North Africa 1941-42.

2. SPECIAL RULES
A. Skill Levels. As a rule, Italian armies are Raw, British are Regular and German are Veteran, to reflect the 'Rommel' factor.

B. Fortifications. Both players may build fortifications of any type, although Dragons Teeth would only be found near defended towns like Tobruk..

C. Panzer Scare. (Early '41 scenarios only) The first time in the Game a British Foot unit is assaulted by a German Armoured unit, roll 1d6 for each British Foot and Artillery unit within a radius of 15cm. If  "6" the unit panics and run away: it is simply removed from play.

D. Requests for Off-Board Artillery. The Italian/German Player gets his request for Off-Board Artillery (OBA) granted on a roll of 5-6 on a 1d6. The British Player gets his request for OBA granted on a roll of 4-6.

E. Off-Board Artillery Availability. The Artillery of the British Army after Alamein was very strong, stronger than the Artillery of the German Army. To reflect this the British Player may use up to 30% of his points total to aquire Off-Board Artillery.

F. Air Strikes. Both the British & Italian/German Player get their request for Air Strikes granted on a roll of 5-6. And when determining what type of Aircraft that will attack, the German player modifies his die roll with +1.

G. Hull-Down.  AFVs may assume a hull-down poition behind ridges, in depressions on behind hill crests. When hull-down they have extra protection from AT fire, use either of the following 2 methods;

1. Subract 1 from the firing roll of the attacker.

2. Use the following table to resolve hits; '1'-Gun Hit, '2-3'-Miss, '4-5'-Immobilised, '6'-Destroyed

3. NEW RANDOM EVENTS CARDS
The following Random Events cards are added to the Standard Random Events Deck. Note that the procedure for preparing and using this deck is still the same.

1 x Sandstorm!
A sandstorm sweeps across the battlefield, visibility is 5cm.  No artillery or airstrikes are allowed.  Roll a d6 each turn, when a 5-6 is rolled the sandstorm finishes and visibility increases 10cm/turn.
1x Bloody Maps!
You discover that your maps bear no relation to the surrounding terrain. Roads are for all purposes treated as Open Terrain.
2x Soft Sand!
Roll 1d6 for each AFV, the first 3 times that a "1" is rolled that AFV has hit a patch of soft sand,  and must make difficulty roll to escape the soft patch.  After the 3rd AFV is affected stop rolling.
1x Arabs have stolen petrol!
The Player rolls 1d6 for each of his vehicle on the table. The first time a "1" is rolled, that vehicle is immobilised due to lack of fuel, and the die rolling stops.
1x Italians decide that enough is enough!
Roll 1d6 for each Italian unit on the board, if a "1" or "2"  is rolled then the unit will surrender if within 15cm on a British unit otherwise they will leave the board as quickly as possible, only firing at units which seek to prevent them.

1x Flash Flood!

A sudden rain storm causes flash flood in all wadis on the board, roll d10 for each unit in a wadi and apply the following results; Infantry: 10 - Eliminated, 7-9 - Suppressed, 3-6 - Pinned; Armour 6-10 - Caught in swamp (difficult terrain), 2-5 - lose 2d10 movement points.
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SPECIAL TABLES

4. AFV CAPABILITY TABLE

 Type 

Movement 

Armour Value 

AT Die 

Soft Die 

Assault Attack Die 

Note 

Stuart 

25cm 

5 

d6 

d6/HMG 

d8 

Very Fast  

Crusader 

20cm 

3 

d6 

d6/HMG 

d6 

  

Grant 

20cm 

4 

d6/d4 

d6/d10/HMG 

d10 

2 guns 37mm & 75mm  

Valentine 

10cm 

4 

d6 

d6/HMG 

d4 

  

Matilda 

10cm 

4 

d6 

d6/HMG 

d4 

  

Marder 

20cm 

4 

d10 

d10/HMG 

d4 

  

PzIIIh 

15cm 

4 

d6 

d6/HMG 

d8 

  

PzIIIj 

15cm 

5 

d8 

d6/HMG 

d8 

Rare 

PZIVe 

15cm 

4 

d6 

d10 

d12 

  

PzIVe 

15cm 

4 

d10 

d10/HMG 

d6 

Very Rare 

M13/40 

15cm 

2 

d8 

d6/HMG 

d6 

  

Semovente 

15cm 

2 

d8 

d10 

d4 

  

Range modifications: If range is short +1 on die roll, if range is long -1.

Note: When two values are given, e.g. d6/HMG, the owning player may use either. It represents the Tank commander choosing between using the Artillery piece or the Machine gun.

  

5. AT GUN TABLE

Die used Gun type
d4 AT Rifle, Autocannon, 37mm (short)
d6 37mm (long), 75mm Infantry or Field Gun
d8 47-50mm AT, 105, 150 or 155mm Howitzer

6. Notes on AFVs & Terrain Types

The Stuart (AKA the Honey) has reasonable armour, but was also on the small side and fast.

The Grant has 2 guns as main armament, a 37mm AT gun in a 360º turret and a low velocity 75mm in a sponson on the right side of the vehicle - so the Grant can only fire it's 75mm gun in an 90º arc from straight ahead to straight right.  First value is for 37mm and second is for 75mm

The M13/40 has a much lower armour rating that the thickness would suggest, the armour was badly distributed making the M13/40 vulnerable.

The Semovente was a turretless variant of the M13/40 sharing it's weak armour.

The PzIIIh & PzIIIj have a higher armour value and lower movement value than the PzIII in  Sedan to Dunkerque due to the Afrika Corp practise of 'bolting' on extra armour.

When we say that the PzIVe Special was rare we mean exceedingly rare, only ~15 were sent to Africa.

Wadis - Dry valleys eroded in the rock, liable to flash flooding (more people are drowned in deserts than died of thirst - strange, but true)

Soft Sand - Exactly what it sounds like, treat as swamp.

Depression - Dip in terrain allowing AFVs to assume a hull-down position.

Ridges - Sharp ridges of rock or sand dunes allowing AFVs to assume a hull-down position

  


  

