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PROLOGUE

Every time I have begun to play a set of rules
I have ended up getting bored or tired with some
problem with the rules. Whatever the level, squad,
platoon, company or battalion, they all lacked certain
aspects that drove me on to look for something more
realistic.

In some it was the excessively large distances and
forces, and dozens of armoured vehicles joined with
heavy artillery that barely managed to make it to the
other side of the table. In others, lists were studied
to ensure the most powerful unit or vehicle at that
moment was in position, or they were designed so
that both forces exchanged fire from one cover or
another, but at the moment of attack, and having
rolled dozens and dozens of dice, you had the feeling
that you had completely wasted your time.

Having flitted from one manual to another for
some years and having discarded a large number of
rules that did not respond to the expectations of my
gaming group, | bought Rattenkrieg! after reading the
level of detail it appeared to have on its web page.

I have to admit that the first time I opened the
set of rules I entered into an initial state of “shock”
just looking at the volume of rules and tables that I
thought I'd have to learn in order to be able to play,
and the level of detail that needed to be depicted in
the game, so I immediately discarded it, leaving it
practically untouched.

After some time, and not having discovered
a system for simulating battles between tanks, I
decided to reread it. Despite the large number of
vaguely explained and often confusing rules in the
first edition, I was impressed by the simplicity with
which they could be applied to the gaming table.

Following several trial games we were pleasantly
surprised to see that what initially seemed was
going to be a long and cumbersome game, actually
became a highly intense one where both sides were
completely embroiled in the fight.

The majority of rules are optional so we were
able to introduce them bit-by-bit to gain greater
experience of the game. The tables and modifiers
become self-explanatory after just a couple of uses,
and you soon stop needing to refer to them as they
are, for the most part, very intuitive.

The set of rules has a high level of detail that
allows you to freely coordinate various units until
you appreciate the difference between left and
right-handers in combat. All this without reducing
playability and without unnecessarily lengthening
games.

Having adopted the set of rules and contacted
Barriage Miniatures to solve some queries, a
friendship soon developed and we began to test the
second edition of the rules, as the first proved to be
more of a beta than a complete set of rules.

This lead us to try out the new rules little by little
as they were being incorporated into the new set
and even comment on these changes to improve
playability and understanding.

The effort and commitment that those from
Barrage Miniatures have put in to this publication
over the past two years are clearly reflected in the
level of detail in Rattenkrieg! which allows you
to dive with a Stuka on a tank or cross a river in a
rubber dinghy under enemy fire, and even interrogate
a prisoner following an attack or crush an enemy
antitank component under the tracks of your T34.

Those who enjoy reading the memoires of fighters
such as Otto Carius “Tigers in the mud” will see a
great number of details reflected in these rules.

I hope you enjoy reading or playing as much as we
have enjoyed collaborating with Barrage Miniatures

to help, where possible, in achieving the publication
of this great set of rules.

David Lacunza
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In Spring 2015, we decided to extend our cata-
logue with modular buildings (for 28mm) and give
our customers (and ourselves) a tool to play skirmish
games focused in urban combat. When we finally got
the first prototypes, we tried to find a set of rules to
use them with.

With so many sets of rules in the market we
thought that we just needed to find one which cov-
ered the three aspects we love in a wargame: The
historical, to understand and learn how men and
machines interact under battle conditions; the aes-
thetic, to reproduce visually the places and situations
where these men and machines found their destruc-
tion or Glory, and of course, the playability and fun,
because this is a hobby and our lives are too short to
waste our time with boring and slow rules.

But after several months buying, learning, testing
and discarding rules, we discovered that the balance
between these three aspects was not easy to find.
Some games gave us fast ways to solve a tactical
situation, but in return, their abstraction level was
too high, but, in other rules, the love for detail and
meticulousness turned even the simplest combat
into a tedious and complex process where the player
needed to spend most of the time looking the tables
up in the rules.

1 « Why Rattenkrieg?

This is exactly what we never wanted to happen, but
we saw no alternative if we really wanted to play his-
torical, aesthetical and fun wargames.

Coming up with the rules was an interesting pro-
cess. We started to read documentation about the
topic -from army manuals and personal accounts
of men who fought at Betio, Stalingrad, Berlin or
Warsaw. We also watched many World War Il train-
ing films in order to be able to reproduce the combat
procedures. In order to reproduce the combat effects
we consulted numerous casualty reports not only to
learn how many people were killed or wounded, but
also what was the cause of their injuries. Due to the
fact that | spent most of my career working in simu-
lators, our very first approach (given the complexity
of the problem) was to create an app to help the
players to play, but soon we learned that people pre-
fer a more traditional approach to wargaming, roll-
ing dice and checking tables, so we “modeled” a game
engine to simulate the game world. A few rules and
a coherent set of formulae gave us the scaffolding to
start building such a world.

So, Rattenkrieg! was born as a set of rules about
urban skirmish during World War Il, and was designed
to transmit the complexity of this sort of combat to
the player in the simplest, fastest, and closest way.
But once we started the playtesting, we felt that we
should go one step further. The “simulator” worked
at a very small scale (one platoon per side, fight-



ing to take a two storey building), so we started to
play with a tank. And it worked! The formula used
to calculate the effects of explosives against walls
worked seamlessly when we used AP shells against
armor, AA ammunition against landing crafts or the
bombs dropped from a Typhoon against a column of
trucks.

If the game engine was able to do all these
things, there was no reason to use it only in urban
combat, so we pushed the limits a little further and
Rattenkrieg! turned into what you have in front of
you right now.

Our goal is to keep the world as “real” as we could
- most of the data regarding radius of destruction
and lethality of the explosives, penetration, etc is
sourced from military manuals, post action reports
and related documentation - but at the same time, to
design a fast and easy to play game.

1.2. The Rattenkrieg! design

We found immediately that, in order to have an
historical approach to the Second World War, it was
not easy to find ‘consistent” information that covered
from the effects of small arms to artillery shells, so
we needed to dive deeper into the world of mathe-
matics and physics to create the logical and numeri-
cal roots of the game.

For example, in the case of the light weapons, we
calculated the penetration using the “F-Formula”
designed to model the ballistic impacts and pen-
etration of naval armor, computing the collision
energy keeping in mind the caliber, weight,
shape and type of the projectile and the
muzzle velocity, and then we crossed this
information against some forensic
and military reports about the resis-
tance of exterior walls against high
velocity projectiles in order to
find the equivalences. Of course,
we needed to “tweak” the real-
ity a little bit, but it was the only way
to make the game both accurate and
easy to play.

For the number of dice for
every weapon, we assigned one
to every pistol, revolver and bolt
action rifle, assuming that most of

the times these shots would be aimed at an enemy.
For those with high rates of fire, like submachine
guns or machine guns, we assigned one die per every
ten cartridges in their magazines, assuming that in
one action, there is enough time to cock and shoot
all the cartridges stored in the magazine, but not to
change it, and that these bursts were not as carefully
aimed as single shots.

For artillery shells, we used the same formulas, but
in many cases we needed to take into account the
energy added by the blast wave (we based the calcu-
lations on the TNT data, the explosive used in one or
another form in World War Two).

For grenades, land mines and some other explo-
sive devices, charges, etc, we used only blast wave
energy and - where applicable - the effects of the
fragmentation.

But the damage done to the target is in function
of the overpressure produced by the shockwave, and
the effects are absolutely different depending on if it
hits a building or a living being. The building struc-
tures collapse long before the humans inside them
start to be seriously affected by the overpressure
(ruptured eardrums).

This is a wargame; and this means that it should
“represent” the war with the risks, perils and oppor-
tunities inherent in it. In other words, we haven’t
modified the “world” to fit the wishes of the players.
This means that if you play the game ignoring the
military doctrine, there is a high chance that your

troops will be destroyed very fast.

However Rattenkrieg! is not only that. A
wargame should be designed in such a way
that the players could have fun without
spending 30% of the game time reading

the manual, waiting, frustrated or argu-

ing. The sources of the players problems
should be the terrain and the actions

of the enemy, not strange and random
“designer artifacts” created to introduce

artificial stress in the game.

In fact, the game engine (examples
excluded) barely take up six
pages.

The Rattenkrieg! design ¢ 2



Chose a squad for each side
and follow the examples step by
step. Then play the Introductory
Scenario. You will find that the
mechanics work seamlessly and
that, as a Squad Leader, you need
to focus on keeping your men in
sight and to decide if they should
move, fire or react to the enemy
actions.

Using the Light Weapons tables
you will learn why the MG-42 was
so lethal compared to others, but
also why the Wehrmacht soldiers
in the East Front preferred the
PPSh41 over the MP-40.

As a tank commander you’ll
need to be conscious of your crew,
but also use the strengths of your
machine and the weaknesses of
the enemy one to your advan-
tage. If as a Red Army crewman
you follow the doctrine and fight
buttoned-up, you will not need to
worry about enemy snipers, but
your vision will be strongly lim-
ited.

Given that Rattenkrieg! cov-
ers nearly every aspect of the
World War Two combat, from very
small operations with just a few
Commandos to company sized
landings, we marked all the non
essential rules as “Optional” (Opt).
You, as the Player, are free to use
them or not.

Right now, we consider that the
‘comfort area” of Rattenkrieg! for
players with some experience, is
to deploy one platoon (plus sup-
port) per player. Many of your
games will probably be much
smaller or bigger than that, so feel
free to find your own limit. A typi-
cal game will last from one to two
and a half hours.

3 « Basic concepts

1.3. Basic concepts

1.3.1.The rules

We developed Rattenkrieg! to
be a “User Friendly Dice Powered
Combat Simulator”. This means
that you can act in your games as
you would act in a real combat.
This is a “Fat Free” set of rules,
so there are no “designer tricks”
to end the turns, or to stop the
enemy activating some of their
units, so if you want to pin the
enemy, or to halt their movement,
you will need to do it by yourself
using your figures, ingenuity, skill
and perhaps a little bit of luck.

1.3.2. The game

The playing time of a game
depends on the size of the forces
present in the scenario and the
experience of the players, but it
can take anywhere from 90 min-
utes up to three hours.

Given the intensity of the
engagements, this game is per-
fect for two players. If you want
to add more, keep in mind that
maybe the best option is to divide
the gametable in “sectors”, one for
every two players.



The game is divided in two parts. The Approach
Phase and the Engagement Phase.

The Approach Phase is a fast pace game where
the defender (if any)
deploys his forces, and
the attacker (or both
players, in the case of
“Encounters”) plans and
executes the approach.
This phase ends when
one of the players asks
to do so because the enemy is in his Line of Sight.

When the Approach Phase ends, the Engagement
Phase starts.

The Engagement Phase is where all the combat
takes place. This is not a IgoUgo game. Every turn is
divided in as many rounds as needed, and in every
round, both players can use part of their forces alter-
natively.

1.3.3. The battlefield

Keep in mind that the times when the wargam-
ing battlefields were flat and boring (maybe with
some “Old Style” hills) are gone. Now we can play
in 3D battlefields, with gentle hills, shallow valleys,
creeks and wide rivers you need to cross with boats
or bridges, so now you can (and probably should) use
these terrain features to protect your forces against
enemy observation or gunfire. The term “defilade”
again makes sense.

“"When soldiers were left to their
own devices, the vast majority of
them, on all sides, could not kill.”
Lt.Col. Dave Grossman, "On Combat:
The Psychology and Physiology of Deadly
Conflict in War and Peace”

The rules have been designed to handle nearly
every possible combat situation, so don’t worry if
you find systems to fight in low visibility conditions
- due to darkness, smoke or haze - or to approach the
target quietly in order to
avoid detection. We pro-
vide easy to use mechan-
ics to handle “Visibility”,
“Sound” and “Combat
Awareness” in the game,
but this doesn’t mean that
you need to know them.
They are there if you need them, but you can enjoy
many games without the need to use these systems.

1.3.4.The environment

In Rattenkrieg! a figure, vehicle and a crewed
weapon represent exactly what you see. Where pos-
sible, even the weapons, equipment - and in some
cases even the stance - of the figures should corre-
spond to those to be represented in the game. The
distances and objects have the same scale (1:56
for 28mm, 1:72 for 20mm and 1:100 for 15mm). For
28mm we recommend individual 20mm bases.

With regards to the battlefield, a 4'x6' table
means a combat area of 123 yards (112 meters) x
184 yards (168 meters) and a 6'x 8'; 184 yards (168
meters) x 245 yards (224 meters) in the real world.
Bear this in mind whenever you see a gun in front of
you.

Timings, however, are more abstract. Before the
actual combat starts, while the units move in the
‘Appoach Phase” each turn can represent from 30
seconds up to a few minutes. This means that for the
first turns the players have a lot of freedom to move
their forces until the first units are detected and the
fun begins as soon as you start playing. When the
forces start to fight and fast decisions need to be
taken, each turn can represent between 20 and 40
seconds, depending on the complexity of the fight
and the actions taken. For this reason, we ask you
to open your mind and be flexible when it comes to
determine "what could be done in X seconds”; the
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game has been designed to adapt especially to expe-
rience these stressful moments that seem to last for-
ever and those that occur in seconds, and to get rid
of the boring minutes when nothing happens.

1.4. Game terms

1.4.1. “Elements”

When we talk about “vehicles” we mean not only
those used on land (wheeled or tracked), but also
planes, gliders, boats, landing crafts. etc. In the rules,
an “Element” is every figure, fire team, support
weapon, leader, squad or vehicle that can be con-
trolled by the players.

1.4.2.“Quality”

Each figure has two characteristics; “Quality” and
‘Aggressiveness”; but don’t worry, you will not need
to use markers to keep track of these data because
they are already printed in the Scenario or in the
Order of Battle.

The “Quality” value is fixed and represents some-
thing much more generic than that implied by word
and encompasses concepts like commitment to
the cause, patriotism, self-sacrifice and, of course,
combat Quality.

It tells us how many actions the figure can do in a
turn (in other words, how many things it can do).

The normal value for an average soldier is three.
Higher values don’t mean that the figure is faster
doing things, it simply means that the figure knows
what to do and how to do it, so the higher the
position in the chain of command, the higher the
“Quality” value. Sometimes this value is also used
(against a D6) to know if a task (such as to fix a jam
in @ machine gun, or to spot a hidden enemy) will be
successful or not.

1.4.3. “Aggressiveness”

The “Aggressiveness” value is given in the scenario
and may change over time, depending on the situa-
tion.
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It tells us the disposition of a soldier to use a
weapon against another man with the aim of kill-
ing him, of his own free will.

The average value (for the men who fought in
the Second World War) is two and most of the times
is used - against a D6 - to know if an isolated sol-
dier, or detachment (out of sight of his leader) will
fire an aimed shot against an enemy (with a roll
equal or less than his “Aggressiveness”) or if he will
just pull the trigger in the general direction of the
enemy (with a roll bigger than his “Aggressiveness”).
Some situations and factors can reduce this value
down to zero (which means that the soldier is in
panic) or increase even beyond six (which means
that the soldier becomes bloodthirsty and is out of
control).

1.4.4. Smart scenery”

We tried to create a combat environmet as close
to the real one as possible in order to offer the
players the same challenges faces by the Second
World War officers and NCOs.

For example, in one scenario, the attacking player
could find himself forced to face the following ter-
rain.

As you can see, there are no signs of enemy pres-
ence. But lets take a closer look at one of these
bushes.



In fact, most of them are “boxes” where the
defender can hide his troops inside, waiting for the
perfect moment to ambush the attacker forces.

Nearly anything can be a piece of Smart Scenery. A
destroyed tank may hide an MG team. So look twice
before send your troops to the battlefield.

1.4.5.“Mojons”

During the Approach Phase, the players will need
markers that will be used as “waypoints’, defensive
positions or decoys. We call them “Mojons” and we
will talk about them later. They can be of any shape
or size, but some of them will need to have numbers
on them. The defender will use the “Mojons” to mark
the defensive positions and which elements are
assigned to every position, and the attacking player
will use them to mark on the table the path every
unit will follow.

Keep in mind that the defender may hide “Mojons”
inside pieces of Smart Scenery. Once the combat
starts, and the Approach Phase is finished, almost all
the “Mojons” are removed from the table.

1.4.6. Tactical orders

The Tactical Orders are special markers used
to assign orders to the elements in each turn. We
will explain their use later. There are three types,
but they should all look the same on the back; on
the front, one will show something that means
“Movement”, another will show something meaning
“Fire” and the third type is used to foul (or ambush)
the enemy and should be numbered.
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1.5. Orders of Battle (ORBAT or OoB)

Every unit deployed in the game will have an
“Order of Battle” where the player will find all the
information needed to play, from hierarchical orga-
nization, command structure, strength, disposition
of personnel, and unit equipment and gear, along
with the data needed to play. The players will use
the OOB to keep track of casualties, changes in
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1.6. The units

You can play with only three figures (the surviv-
ing crew of a downed bomber) or land in a remote
island with a reinforced company of US Marines...
The “proportionality” of the rules allows you to focus
on details only when needed, so you can completely
ignore the rules about “Sound” or “Visibility” when
fighting a battle on a sunny day or you can play with
the shadows and try not to cough while trying to
infiltrate behind the enemy lines.

During the game, you can handle your units in the
way you want. Maybe in one turn you will move for-
ward a full platoon as a whole and the next one you
will move the same platoon by squads, fire teams
and even maybe detach a scout.

1.7. Command and control

The limits of command and controls depend on
the capacity of the leaders to reliably issue orders
- by voice, signs, whistle, or other means - to their
troops, so that in every situation the effective com-
mand distance may vary. For instance, in an urban
area, with partially collapsed buildings, haze and the
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sound of the roaring tank engines, the command dis-
tance will be much shorter than if the unit is mov-
ing through a quiet prairie. Forget the “clumps” of
soldiers around the squad leader and forget the “unit
cohesion” rules. Simply keep your men in sight of the
leader, or close enough to hear his whistle or see the
flare.

1.8. About armor

Usually armor thickness is considered the most
important factor when it comes to defeating a tank,
but the slope is at least as important as the thick-
ness, not only because it increases the chance of a
bounce, but because it makes the armor plate work
like a much thicker one.

So, for example, when a shell impacts on an armor
plate with a thickness of 100mm with a slope of
0 degrees, it must pierce only 100mm to reach the
other side. But if the same plate is at a 45 degree
slope, the same shell will need to pierce 141mm.
But if we shot the same shell against the plate
sloped at 45 degrees, and from one side (another 45
degrees), now it must go through 200mm of armor.
This is called “relative armor”, and you will find that
this is a very important question when you fight
against armored vehicles in Chapter 9.

1.9. Gun Sights: To Hit or not To Hit?

This is the question. In many games, you need to
roll in order to know if the shell you shot with your
tank hits the enemy or not. This makes sense in small
scales, when the enemy is more than three hundred
yards away. But in Rattenkrieg! the average combat
distance is between 50 and 150 yards. Maybe 200
yards playing with 15mm models.

So let’s take a look at what a gunner sees when he
aims the gun. We used a Zeiss sight used in the Tiger
| tank as template, but other tanks sights will look
quite similar to this one.

And we simulated what the gunner should see if
the 1:56 T-34/76 enemy tank was 50, 100 and 200
inches away in our battlefield. As you can see, is
not easy to miss the target. In fact, we gave more
“weight” to the speed of the target for this reason.
When the target is so close, the biggest challenge is
to follow the target.



T-34/76 50 inches away

1.10. The effects of weapons in Rattenkrieg

We based the casualty system of the game (and
many of the modifiers used in it) on the information
given by official military reports.

Historically, the common belief was that about
the 80% of the casualties in combat were caused
by mortars, but it seems that the origin of this idea
comes from the fact that the data was collected from
the second echelon hospitals, where only wounded
men were taken. Nobody asked about the dead.

In Europe, the moving front didn’t give time to
study the corpses. But in the Pacific, the very nature
of the war created the perfect conditions to learn
more about what really happenned in the battlefield.
When the fight was over, and before the units left
the island to fight again, there was time to discover
more about the worst face of combat.

So we studied the data gathered and organized
by Ashley W. Oughterson, M.D., Harry C. Hull, M.D.,
Francis A. Sutherland, M.D., and Daniel J. Greiner, M.D.
The Bouganville Campaign is - of course - a very dif-
ferent kind of war than the one fought in Europe,
because the Japanese had a very special military
doctrine (not to mention the use of their MG, tanks
and artillery) and the nature of the terrain was
quite peculiar. But the combats were fought at very
close range, and even taking into account that the
Japanese weapons were different to the German or
the Soviet ones, the effects were nearly the same
when used at close range.

T-34/76 100 inches away

T-34/76 200 inches away

“Information regarding the circumstances of wounding
in the living is relatively easy to obtain. Frequently, the
facts may be elicited by an interview with the person
wounded. However, the information will be still more
accurate if checked with an eyewitness. To secure
accurate details concerning the dead, however, is much
more difficult. Post mortem examinations should
be done, of course, whenever possible. Autopsies,
however, were limited by the fact that all bodies
could not be recovered and also by the fact that some
were decomposed when recovered. Unfortunately,
rapid deterioration occurs in the tropical climate
of Bougainville, and for sanitary reasons the dead
must be buried as soon as possible. The dead, when
recovered, frequently exhibit wounds other than
those which produced death. Wounds inflicted after
death were especially common in areas subjected
to concentrated artillery or mortar fire. Furthermore,
it was often difficult and frequently impossible to
identify the lethal weapon from the appearance of
the wound or the missiles recovered at autopsy. In
many instances, discrepancies were found when the
emergency medical tag, hospital record, and post
mortem findings were compared. It became apparent,
therefore, that the true sequence of events leading
to death could be secured only by careful personal
questioning of witnesses who saw the soldier killed or
who knew personally of the circumstances surrounding
his death. By adhering to this method of investigation,
a relatively high degree of accuracy was achieved, not
only in the records of the dead but also of the living’.
“Wound Ballistics’, Medical Department, US ARMY,
P313
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This is what we learnt from this study and the
basis of our casualty system.

It is possible that the MGs and grenades were
more lethal in Europe than in the Pacific. Also, the
statistical data suggests that, when the combat is
fought at less than a few hundred yards, the anatom-
ic location of wounds is critical.

The head or the legs gets hit as many times as
the chest and abdomen together. And the chance of
death is one third. A wound in the extremities rarely
means death.

| would like to end this note with the following
quotation from the same report.

"Records show that 90 percent of the dead killed by
bullets were hit at ranges under 100 yards (about
65" playing with 28mm figures). Furthermore, many
of these bullets had low velocities because they had
passed through brush or trees. Mortars and artillery
seldom killed at distances greater than 10 yards
from the burst, and close to 100 percent of casualties
from these weapons occurred at less than 50 yards.
No records are available that show men killed at
distances greater than 5 yards from a grenade burst.

Over 75 percent of casualties killed by fragments
from mortar and artillery shells were less than 10
yards from the source of the fragments.

Over 80 percent of casualties killed by fragments
from hand grenades were less than 3 yards from the
detonation’. "Wound Ballistics’, Medical Department,
US ARMY, P273

1.11.Routing or breaking contact?

In Rattenkrieg! there are no “shocks” or routed
units. Probably the concept of units “running away”
from the battlefield is a legacy from other wargames
based on other historical periods where there was
no military justice or court-martial and people simply
walked away when they had had enough of war.

But in Rattenkrieg! only irregular units may leave
the battlefield without permission. All the other ele-
ments, must perform their duty and obey orders or
they will face a charge of “misbehavior before the
enemy” or cowardly conduct. The only way to with-
draw a unit or element from the battlefield is to use
a higher authority to issue such order to that unit.
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But of course, a unit can be rendered unable to
keep fighting, but this doesn’t mean that that unit
is removed from the table. More often than not, that
unit will become a new problem to solve.

1.12. Rattenkrieg! features

Prisoners and interrogation, war dogs, room to
room combat, landings, air landings, cavalry, bicycles,
demolition, damage to buildings, boats, combat psy-
chology and much more.

1.13. Promotion Points

These are points awarded for authenticity and respect for
the military doctrine. They are awarded in situations where
irrespective of the odds and outcome, importance is given
to the veracity of the situation and circumstances, be it
through your army, weaponry or combat procedure.

I always asked myself why people spent lots - and
| mean LOTS - of hours painting even the minut-
est detail on the uniforms of the figures (and
vehicles) they use, detailing every shoulder patch,
weapon, etc... but, when it comes to fighting on the
table, they use each of these figures in exactly the
same way, irrespective of whether they are German
Volksgrenadier, USMC Raiders, Japanese Jungle
Fighters or even Vikings or zombies.

They make “herds” of troops and, ignore the very
basic notions of fire and maneuver, or the recom-
mended space between men and units, or the way
they fought in combat. They move these herds across
the battlefield shooting everyone in sight until they
have caused enough damage to be able to run away,
leaving behind their comrades and the battlefield.

| know we are here to have fun and to overcome
challenges, but what we are using are figures that
resemble men (and women) who lost their lives - or
part of it - and their innocence for their countries and
their families, and | think we - all of us, as a human
race - should at least to try to show some respect for
their sacrifice.

Of course, this set of rules can be played in the
habitual manner: You are given a scenario, you take
the objective and you overcome the enemy. You will
enjoy a few hours of fun, in the same way (or hope-
fully even more so) as with other sets of rules.



However we would like to propose you try some-
thing different. The ultimate goal of course, is
the same, to seize the objectives and to force the
enemy to move out of his current positions, but the
most important thing is how this is done. You earn
“Promotion Points” for carrying out your job exactly
as the forces your figure represents on the game
table would have done.

For example, if you are a German Leader, you earn
PP if you simultaneously use one fire team to sup-
press the enemy with machine gun fire, while the
other advances. If you are a Japanese Leader, you
earn PP every time a machine gun opens fire at
very close range (ten inches), or displaces to a new
position every time it fires three magazines, and if
you are a US Army Leader, you earn points for each
enemy unit you spot using your scouts, before start-
ing to fight.

Only in very few cases will you get PP for killing
the enemy, but most of the time you will get nega-
tive PP for losing your men in battle.

These “Promotion Points” are not comparable with
the ones earnt by the enemy, these are used to mea-
sure your behavior as the leader of a military branch
of the military forces of a nation. In the near future,
you will be able to update this information on the
www.rattenkrieg.com to keep track of how you are
progressing.

Alf M Comps
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ADDITONAL DATACARDS

Additional datacards can be purchased from the
webpage www.rattenkrieg.com. These datacards are
purchased using CREDITS, which can be obtained
from the www.barriageminiatures.com homepage.

When you purchased this set of rules you
received an “Order Confirmation” email from Barrage
Miniatures. The Order Code will be used as the pass-
word, as long as you don’t change it.
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Click on the Login tab and type in your email
address and password.

Signin

Don’t worry, if you can’t find that email we sent
you, simply write something in the “password” and
click on the Login button. The system will tell you
that the password is wrong and it will show a new
button where you can ask for a password reset. Your
password will be sent to your email.

Signin

Once you have logged in two new tabs will appear
at the top left-hand side of the screen (one of them
is My credits: where you will find the number of
credits you have to purchase datacards), as well as
the main datacards search page.

Datacards
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This page will allow you to carry out searches for
different datacards, either by name, by part name,
by country, or category. The graphical filters can be
activated using the gray “switch” buttons below the
“search by name” section. When you activate them,
they will become black or colored to show the filter
has been applied. To remove these filters simply
click on them again and they will go back to grey.

Datacards

]

-
A

Hs-123

0.40 €



Once you have applied your filters and carried out
your search, a list of Datacards with these charac-
teristics will appear below. All Datacards shown in
black can be purchased immediately by clicking on

BUY.
[

Datacards
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These will then be automatically added to your
Shopping Cart, which will then appear on the top
left-hand side of the screen.

Grayed-out datacards are work-in-progress. By
clicking on the PREORDER button, you will award the
card a priority status.

The more preorders (limited to one per client)
for these cards, the greater the priority number and
precedence will be given to the production of these
cards.

Please note that when you chose to preorder any
datacard, you will be required to pay 50% of the cost
of the card.

The card will automatically be added to your shop-
ping cart for payment at checkout. You will receive a
notification when this datacard has become available
and be invited to access your shopping cart to com-
plete the payment.

Datacards
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Any items can be removed from the cart before
completing your final purchase.
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Once the payment for any datacard is complete,
this new card will automatically appear in “My data-
cards”.

My Datacards
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In order to access the datacards, just press the
“GENERATE PDF” button. Please, allow the system a
few moments to prepare your datacard, and it will be
downloaded to your system, or opened (this depends
on the device you are using, in this case, the pdf
appears as downloaded).

My Datacards
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(Once generated, you can open directly the data-
card using the “OPEN PDF” button).




Of course, you have access to other options via the
“My Panel” drop down list. At this moment, the avail-
able options are:

« Datacards (the main page where you can find all
the available datacards)

* My datacards (In this section you will see all of
your purchased and preordered Datacards. A
specific search for one of your datacards can be
carried out in the same way as before. Similarly
all purchased datacards will appear in black
and pre ordered datacards will appear in gray.
Simply click on purchased datacards to generate
or open the corresponding pdf. You do not need
to save this pdf as it will always be stored in
your “My datacards” section).

* My profile (This section allows you to make
changes to your Profile, including password
changes).

* My notifications (This is essentially your
“Rattenkrieg inbox”. Notifications such as avail-
ability of pre ordered datacards will appear in
this section. You will then be invited to com-
plete the purchase of these cards in your shop-
ping cart).

¢ Logout (To logout of your Rattenkrieg datacards
store please click here).

FAQ's

Q: What do | do if | can t remember my login pass-
word or no longer have my order confirmation?

A: In this case, introduce your email as normal and
any word or number combination in the password
section, and click on RESET PASSWORD. An email
will automatically be sent to you providing you with
a new password. This password can then be changed
to one you are more likely to remember once you
have logged in, by simply clicking on the “My panel”
drop down tab and accessing “My profile”.

Q: What do | do if I have run out of credits or have
insufficient credits to complete my purchase?

A: Additional credits can be purchased at any
time from www.barriageminiatures.com. They will
automatically appear in your Rattenkrieg datacards
account when you next login.

OTHER ONLINE TOOLS

We provide the players other tools to make the
game easier. These tools don’t need to connect to our
server once loaded, so they will work offline as long
as you don’t try to ‘refresh” them.

The spotting calculator

To use the calculator simply slide the cursors to
the values you need and press “Calculate”. The tool
will tell you if the element you tried to spot was
spotted or not.

www.rattenkrieg.com/spot.php

Enter Spotter Quality 1/6 f

Enter Distance (in hundreds) 3/5 E
Enter |-Factor 12/36 g

Enter Positive Height 3/12 \ \

Enter Target Size 5/50 E

Enter Negative Height 1/12 B

Enter Target Quality 3/6 f

Enter Visor Modifier 0/6

Calculate
Enemy element SPOTTED

The Aggressiveness helper

Slide the cursors to the values and press the
“Calculate” button. The helper will tell you the wich
row you should use in the “AGGRESSIVENESS CHECK AT
THE END OF THE TURN" table.

www.rattenkrieg.com/agg.php

Initial size of element 4/12 i
Current size 2/12 E|
Aggressiveness 2/6 E|

Calculate

Result 2
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