
 

 

 

 
 

Heat of Battle VI Late-War Flames of War Tournament 
 

Official Rules 
 

National WWII Museum, New Orleans, LA 
Sunday, August 12, 2012 

   
GM: Andy Bouffard 

Email: anybouffard@comcast.net with any questions. 
 

Welcome to Heat of Battle VI and its official Flames of War (FOW) Late-War Tournament, one of 
two Flames of War Tournaments being offered at this year’s convention. 
 
It is the goal and intent of the organizers of this event that this Tournament will serve as an official 
Regional Qualifier for the 2011/2012 US National Flames of War Championships, to be held as 
three separate events (early-war, mid-war, and late-war), during the course of next year. 
 
Battlefront is aware of our interest to qualify players for 2011/2012 and they have been very 
generous again with prize support.  We’d like to thank Joe Krone and the staff of Battlefront USA 
for their ongoing support. 
 
The following paragraphs lay out the official rules for this Tournament and provide, at the end of 
this document, three separate army roster sheets which may be used to submit official lists for 
use in the Tournament (see below for further information). 
 
Without further ado, then, here are the details of the “how”, “what”, “where”, and “when” for this 
year’s event.  The “who”, hopefully, will include YOU!! 
 

HOW? 
 

This Tournament will consist of a single Late-War competition, modeled after the Tank 
Aces campaign fully described in the Battlefront book, Blood, Guts, & Glory. 
 
There will be three (3) rounds of games played.  The first round will last 90 minutes, the 
second and third rounds will each last longer, to provide more time to complete each 
game to a conclusive result.  All players will get a chance to play in all three rounds, 
unless there are an odd number of players in the Tournament (see below). 
 
There will be up to twelve (12) tables available for this Tournament.  Each table will be a 
6’ x 4’ playable area, the total number of tables designed to accommodate twenty-four 
(24) players playing twelve (12) simultaneous games per round. 

 
Should there be an odd number of players in the event, then one player, selected at 
random, may be required to sit out each round.  To prevent this, as an alternative, the 
GM may play to ensure an even number of players (the GM will of course not be eligible 
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to win prizes should he play).  If a player is required to take a “bye” round, in this way, he 
will be awarded six (6) victory points for that round.  Volunteers may step forward if they 
are willing to accept an available “bye”.  The GM will make the final decision as to who 
gets any “bye” that may become necessary. 
 
The Swiss Chess method shall be in use in the event.  In this method the highest scoring 
player plays the second highest scoring player, the third highest scoring player plays the 
fourth highest scoring, etc.  The system makes sure players don’t play the same person 
twice and tries to match Axis and Allied commanders against each other.  The system 
also attempts to allocate playing areas so that players do not play on the same area 
twice. 
 
If there are one or more players in the Tournament that you play regularly, and by mutual 
consent you’d prefer to minimize the chances that you are forced to play each other in 
this Tournament, then please let the GM know soonest and he will try and ensure you are 
not paired up.  There is no guarantee this will be possible throughout the Tournament, 
depending on how the victory points tally in latter rounds of the event. 

 
Once play commences, all disagreements should be dealt with by players in a fair and 
courteous manner, resorting to a dice-off if a final decision cannot be otherwise reached.  
Please appeal to the GM for a decision or rule interpretation, as needed.  The GM’s 
decision is always final, even if it is later determined to be an incorrect rule interpretation. 
 
If time expires before a game is completed then please complete the last player’s full turn 
and then try and make a determination as to who has won and by what margin.  If there 
is disagreement between two players about the victory results for their game then the GM 
will review the situation and decide the matter. 
 
Game result slips will be handed out to each pair of players, one per play area, during 
each game.  One player in each game should complete the slip for that game, indicating 
who won and by what victory point margin.  Please hand each completed result slip to the 
GM as soon as a victor has been determined and the slip filled in. 

 
The official rules from Flames of War 3rd Edition will be in effect.   

 
Please see…  
 
http://www.flamesofwar.com/Portals/0/Documents/Rules/FlamesOfWarThir
dEditionQandAApril2012.pdf  
 
...for questions and answers related to the 3rd Edition rules. 
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LISTS 
 
Prior to the beginning of the Tournament, each player intending to participate must 
provide to the GM three (3) lists, one for each round of the Tournament.  These three lists 
must all be rated as Tank Companies and must all be drawn from the same core army 
from an official Late-War Battlefront source.  Each list must adhere to the Tank Aces 
rules for list creation documented in the Blood, Guts, & Glory book, and summarized 
below, for its corresponding round in the Tournament.   
 
You may use the attached Tank Aces Company Sheet to document the composition of 
your three lists.  Email your completed sheet/lists to andybouffard@comcast.net or fax 
them to (281) 855-7177 at least one week prior to Heat of Battle. 
 
All lists must be legal for Late-War and must be drawn from one of the following 
resources: (the GM will make available, on the day, all relevant resources for reference). 

 
 3rd Edition Forces book 
 Earth & Steel 
 Turning Tide 
 Grey Wolf 
 Red Bear 
 Hell’s Highway 
 A Bridge Too Far 
 Dogs & Devils 
 Cassino 
 Blood, Guts, & Glory 
 Official Online Briefings 

o http://www.flamesofwar.com/Default.aspx?tabid=108&kb_cat_id=1
00 

 
All three of your lists must include at least one platoon drawn from the HQ, Combat, or 
Weapon sections of your chosen source.   You do not have to take compulsory 
selections, so treat all black boxes in the Company diagrams as grey boxes instead. 
 
Players cannot use Infantry, Fortified, or Mechanized companies in Tank Aces.  The one 
exception to this is the Tank Destroyer Company, found on page 32 of Blood, Guts, & 
Glory, even though it is classified as a Mechanized Company. 
 

 
Special List Rules for the First and Second Rounds 
 
You may spend up to 500 points on your Tank Company with Company HQ, Combat, 
and/or Weapons Platoons.  You can take any platoon listed as Company HQ, Combat, or 
Weapons Platoons; however, you cannot take Support Platoons in this first round of the 
Tournament. 
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In the second round of the Tournament you may spend up to 700 points, using the same 
type of Tank Company.  You may select Support Platoons to flesh out your force. 
 
Independent Operations 
In Tank Aces, all Tank Teams become Warrior teams.  Thus they operate independently 
and do not need to remain in command.  As Warrior teams, Tank Teams can join other 
Tank Teams (creating temporary platoons), or they can join other platoons, as per the 
Joining Platoons rule (see page 68 of the rulebook). 
 
Tank Teams Only 
All teams in your force that are not Tank Teams are removed from your force before each 
game begins.  So infantry, guns, soft-skinned vehicles, etc, are removed from the game 
before setup. 
 
Firing Mixed Bombardments 
When Artillery Teams with a variety of different Artillery weapons fire as a group (a 
temporary platoon), remember to use the Mixed Bombardments rule on page 131 of the 
rulebook. 
 
No Morale Checks 
No player will be required to take Platoon or Company Morale Checks. 
 
Your Tank Ace 
Choose one Tank Team from your HQ or Combat platoons to be your Tank Ace.  You 
may select a different team in each Tournament round, as long as it comes from your HQ 
or Combat platoons.  Company Command teams become normal teams and your Tank 
Ace vehicle becomes your new Company Command team, for all purposes. 

 
 

Special List Rules for the Third Round. 
 
In the third round of the Tournament you may spend up to 900 points, again using the 
same type of Tank Company.  Here too you may select Support Platoons as well as HQ, 
Combat, and Weapon Platoons. 
 
Normal Operations 
In the third round of the Tournament your company operates as a normal Flames of War 
force.  All teams and platoons operate in their usual way.  
 
Your Tank Ace 
Choose one Tank Team from your HQ or Combat platoons to be your Tank Ace.  
Remove that Tank Team from the platoon that it was originally a part of and make it a 
new Warrior team.  Company Command teams become normal teams and your Tank 
Ace vehicle becomes your new Company Command team, for all purposes. 
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FIGURES 
  

Players may NOT field unpainted miniatures.  Figures are considered painted for 
purposes of inclusion in the Tournament if they have at least three colors.  A primer and 
base coat alone is insufficient.   
 
Bases, when present, must be painted and/or detailed to at least a minimal level.  Bases 
that are simply primed and otherwise left bare will not be permitted in the Tournament. 
 
The GM is the final arbiter as to whether a figure is considered painted/based for 
purposes of these rules.  All figures considered unacceptable will be removed from the 
table by the GM before a game commences.  Alternatively, the GM reserves the right to 
penalize the errant player by docking points from their overall Tournament total. 
 
Players must include two objective markers with their armies.  The painting guidelines for 
said objectives are the same as for other figures (bare plastic, metal, or resin, with or 
without a primer coat of paint alone, is not acceptable).  The exception to this are 
purpose built markers that are designed or intended to be used as objectives, such as 
markers from manufacturers like Gale Force Nine or Litko Aerosystems. 
 
Figures do not have to be manufactured by Battlefront.  Any manufacturer’s 15mm scale 
figures, that accurately represent the list entries in question, are permitted.  Proxies are 
not, in general, acceptable.  Exceptions are permitted but only when the GM has been 
given prior notice.  The GM reserves the right to rule a particular proxy allowable or not.  
The more similar the model in question is to the model trying to be represented the more 
likely the GM will accept the proxy.  When a proxy is permitted it is the owning player’s 
responsibility to inform opposing players, prior to game setup. 
 
If a player chooses to include air support in a list, then it is preferred, but not mandatory, 
that the correct aircraft miniatures be available.  A proxy for said aircraft is permitted, so 
long as the proxy is at least as big as the standard size of a Battlefront aircraft model’s 
base.  Having actual aircraft models in a painted force, rather than proxies, will garner the 
player a higher score for his overall army’s aesthetic appeal.     

 
 
SCORING 

 
Generalship 
The Tournament Champion will be the player with the highest victory point score and will 
receive the grand prize.  The Best Allied General and Best Axis General will also be 
acknowledged. 
 
Game performance, in terms of victory points won in each round, will be totaled for the 
three rounds and be used to judge the winners of these Best General awards.  A special 
Dunkirk award will also be given to the player in the Tournament with the lowest victory 
point total. 
 



  
 

 

 
6 

If Tournament winners have already earned a place at Battlefront’s Nationals for 
2011/2012, the GM reserves the right to give the appropriate National passes to other 
players with the next best VP totals, and subsequent players in VP order, if necessary. 
 
Army/Objective 
The Best Army and Best Objective Marker awards will be awarded to the Tournament 
participants with the highest applicable scores, based on popular vote.  Following the first 
round games, each player will line up their fielded army for official photographs and for 
review by the other players.  We will conduct a brief “Parade” of armies, giving players 
time to review all the armies and photograph what they’d like.   
 
Each player should take some time during the parade and throughout the day to review 
the available armies and mark their ballot accordingly.  Armies and objectives should be 
judged on the quality of their paint job, the attractiveness of their basing, and the 
uniformity of the army and its objective markers overall.  Players clearly may not choose 
their own army/marker when voting. 
 
Unit histories are strictly optional.  If a player has a story to tell with his army and wants to 
impress the other players with the level of research that has been conducted, the player 
may include it as background information, verbally or in writing. 
 
Sportsman 
Players will each be allowed one vote to judge who of their three opponents they 
consider to be the better Sportsman.  The recipient of the most votes will win the Best 
Sportsman award. 
 
Ballots 
To simplify voting this year each player will receive one ballot sheet.  On this single sheet 
will be a place to indicate your favorite army, favorite objective marker, favorite 
sportsman, and favorite table (see below).  These ballot sheets will be handed out at the 
beginning of the day.  Please hang on to them and complete them during the course of 
the day and turn them in to the GM, completed, no later than 15:00 hours.  Extra sheets 
are available in case one or more are lost.  Only one sheet per player may be submitted. 
 
Awards 
No player shall receive more than one award, apart for the trophy awarded to the 
Tournament Champion and the Best Terrain award (see below).  Player’s that qualify for 
more than one award will receive the most prestigious award, as determined by the GM.  
Their second or subsequent award(s) will be given to the next runner-up(s) in the 
appropriate category (categories). 
 
The order of award prestige shall be: 
 

Tournament Champion 
Best Axis General Best Allied General 

Best Sportsman 
Best Army 

Best Objective Marker 
Runner-Up Generals in VP Order 

Dunkirk 
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WHAT? 
 

This year’s Tournament will be based on the Tank Aces Campaign set in the Lorraine 
region of France and the accompanying escalation campaign published by Battlefront in 
their Blood, Guts, & Glory book.   
 
The Tournament will feature twelve playing areas/tables, up to four will be allocated to 
each of the three routes in the Tank Aces Campaign, so in any given round there will be 
up to four games played along each route to determine the ongoing progress of the 
campaign. 
 
 
Tournament Round One (500 Points) 
In round one of the Tournament players will be fielding 500 point Tank Company lists on 
4’ x 4’ playing areas.  Up to four round-one games will be played along the Combat 
Command A route, up to four will be played along the Combat Command B route, and up 
to four will be played along the Combat Command R route. 
 
All games played in round one will use the Scrapyard Mission (see below), a straight up 
tank brawl that uses Tactical Edge objectives and randomly determined deployment to 
keep games interesting.  The GM will provide Tactical Edge tokens/markers for all tables. 

 
 
Tournament Round Two (700 Points) 
In round two of the Tournament players will be fielding 700 point Tank Company lists on 
6’ x 4’ playing areas.  Up to four round-two games will be played along the Combat 
Command A route, up to four will be played along the Combat Command B route, and up 
to four will be played along the Combat Command R route. 
 
All games played in round two will use the Scrapyard Mission (see below), a straight up 
tank brawl that uses Tactical Edge objectives and randomly determined deployment to 
keep games interesting.  The GM will provide Tactical Edge tokens/markers for all tables. 
 

 
Tournament Round Three (900 Points) 
In round three of the Tournament players will be fielding 900 point Tank Company lists on 
6’ x 4’ playing areas.  Up to four round-three games will be played along the Combat 
Command A Route, up to four will be played along the Combat Command B Route, and 
up to four will be played along the Combat Command R route. 
 
All games played in round three will be randomly determined using the random missions 
table at the bottom of page 256 of the 3rd Edition Flames of War rulebook, and 
reproduced below. 
 
NOTE: A final tally of experience points at the end of the Scrapyard Mission 
determines who wins a given game.  Determine Tournament victory points based 
on the traditional 6:1, 5:2, 4:3 split once a game winner has been determined. 

 



  
 

 

 
8 

 



  
 

 

 
9 

 



  
 

 

 
10 

 



  
 

 

 
11 

 
 
  



  
 

 

 
12 

TANK ACES 

 
Besides the special missions and rules documented above, this Tournament will also be 
using the Tank Ace rules and special abilities.  
 
Normal Warriors are not allowed in this Tournament, instead, one of your Tank teams will 
become a Warrior and use all the rules for warriors found on page 78 in the Flames of 
War rulebook. 
 
In your first round games your company command Warrior team will have no special 
abilities. 
 
At the completion of your first round game, total up the following experience points and 
record them on your Tank Ace record sheet (attached). 
 
 
For playing in the round: 1 XP 
If your Ace is alive and on the table at the end of the game: 1 XP 
If you have more tanks in play than your opponent at the end of the game: 2 XP 
For destroying more tanks than your opponent: 2 XP 
For each five tanks destroyed by your Tank Ace team: 3 XP 
For each complete enemy platoon counted as destroyed: 1 XP 
 
 
In addition, at the start of round two, all players receive two (2) additional XP. 
 
After the XP have been tallied for each player following round one of the Tournament, 
those players that have earned medals may select an Ability from the categories below, 
from the Turn 1 rows of each of the Command, Support, or Specialist Ability categories. 
 
At the start of round three, all players receive two (2) additional XP. 
 
After the XP have been tallied for each player following round two of the Tournament, 
those players that have earned medals may select an Ability from the categories below, 
from the Turn 1 or 2 rows of each of the Command, Support, or Specialist Ability 
categories.  If selecting from the Turn 2 row, an Ability can only be selected if its 
predecessor from the Turn 1 row has also been selected. 
 
More than one medal may be earned at a time, if a player has earned enough XP in a 
single round of the Tournament. 
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WHERE? 
 

The Tournament will be conducted in the joined USS Arizona and USS Missouri 
conference rooms (commonly abbreviated AZMO) on the third floor of the Museum. 
 

 
 
There will be a total of up to twelve (12) traditional 6’ x 4’ playing areas in AZMO. 
 
The 6’ x 4’ areas will be numbered 1 to 12. 
 
At the beginning of each round players will be assigned an opponent and a play area 
number.  We will try to ensure that players never play on any given area more than once. 
 

 
TERRAIN 

 
On a first-come-first-served basis, players may volunteer to help setup the terrain on one 
or more of the twelve playing areas, before we begin round one on Sunday morning.   
 
Volunteers must provide their own terrain.   
 
Volunteers are encouraged to work with the GM to arrive at the appropriate time, terrain a 
table, and then provide a write-up that describes their terrain setup and the rules they 
envision for the terrain they’ve laid out.   
 
The players playing on a given area are free to adopt the designer’s vision for that terrain 
setup but are also free to establish their own mutually agreed rules for the terrain before 
them. 
   
A special prize will be awarded to the volunteer who has setup the nicest terrain area for 
the Tournament, as determined by all players.  Each player-participant in the Tournament 
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will be asked to select their favorite terrain setup.  Players may not vote for a terrain 
setup that they volunteered for. 
 
The ballot sheet handed out at the beginning of the day should be used to select your 
favorite play area. 
 
Players need not have played on a given area in order to vote for it and they should use 
whatever criteria they desire to determine which area looks best. 

 
Contact the GM directly to sign up to be a terrain setup volunteer. 
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WHEN? 
 

The following is the planned schedule for Sunday, August 12th (as with all schedules, 
subject to change as needed).  The event MUST be done and cleaned up by 17:00 hours 
on Sunday, so it may be necessary to use some of the allotted break time if it looks like 
the schedule is slipping.   
 
The time allotted to each round includes the unpacking of figures, mission setup, etc.  
Once a particular pair of opponents has been matched up, and a playing area assigned 
for those players, then the players may begin mission selection, setup, and play. 

  
08:00 – 08:30    Introductions and first round draws 
08:30 – 10:00    Setup and play first round (500 point) games 
 
Note: Following your first round games, please quickly arrange your army (the full 
900 points) for photographs. 
 
10:00 – 10:45 First round results, army judging, and second round draws  
10:45 – 13:15    Setup and play second round (700 point) games 
 
Note: Following your second round games, please complete your best terrain and 
best army and objective marker voting.  Turn in your ballot sheets by 15:00 hours. 
 
13:15 – 13:45 Second round results and third round draws 
13:45 – 16:15    Setup and play third round (900 point) games 
 
16:15 – 17:00 Award prizes and pack up/clean up 
 
If players wander away during down-time in the Tournament, then they are encouraged 
to check with the GM first to ensure their presence is not immediately needed and to 
receive an estimate from the GM as to when they will need to be back.  Failing that then 
please let another Tournament player know where you are going, so you can be tracked 
down when the GM is ready to proceed. 
 
 
 
 

Thank you for coming to Heat of Battle and participating in this Tournament and… 
 
 
 

Best of Luck and Good Hunting!! 
 
 



3xp 3xp3xp3xp 3xp3xp

TANK ACES Company Sheet

Throughout the campaign, track your Ace’s kills on the tank barrel below by filling in the white lines. For each set of five kills, 
your Ace gains 3 XP points. These are in addition to any XP points earned regularly in your games.

YOUR TANK ACE

YOUR COMPANY

 ABILITY ABILITY ABILITY  ABILITY  ACE OF ACES

TANK COMPANY

1 XP Point for playing a game
1 XP Point if your Ace is not Destroyed and still on the 
table when the game ends

•
•

2 XP Points if you have more tanks in play than your 
opponent at the end of the game.
2 XP Points for destroying more tanks than your opponent

•

•

TANK ACE NAME

PLAYER NAME

TANK ACE NAMEAA

PLALL YERAA  NAR MEAA

SKILL

MOTIVATION

TANK COMPANY

HEADQUARTERS

COMBAT PLATOONS

WEAPONS PLATOONS S

SUPPORT PLATOONS

M

SM

CAMPAIGN TURN POINTS

TOTAL POINTS

T3 - 900 PTST2 - 700 PTST1 - 500 PTS

NO SUPPORT 
OPTIONS IN 

TURN 1


