


.O'T./?

_ i it s
e g' to keep a ,Ig;y pmﬁfe as it Im#fﬁd over .rba#gmd gfa.r.r and

‘ Operation Jagerhund \

3 broken bricks. Suddenly, it canght the young Russian's scent and
snapped its eyes to gage directly at bin.......

This Scenario uses the same rules as the Sniper Scenario with the following changes

Replace all references to player two forces with a unit of 3 Jagerhunds.

Victory conditions are modified for player one as follows: Kill the
Hellspawn: The sniper team wins if at the start of any turn 3 enemy
werewolves have suffered either a "He's a Goner!" result, have fled off of
the board during a previous turn, or are sufferering a "Man Down" result
in the current turn.
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Jagerhund Special Rules NG

Jagerhunds are not subject to coherency rules either in platoon or
squad level games as they range out to surround their prey from all sides
and close in for the kill. A Jagerhund has a Cool of 8 and may attempt to
Rally and Regroup on their its own unmodified Cool, regardless of
proximity or lack of Officers.

Preternatural Speed: Werewolves have a base move of 6" per turn. They
may move up to 12" On The Double.

Horror- Jagerhunds cause Horror.

Ultimate Predator: Attacks in HTH with 2 dice base. Follow up distance
is 4".

Claws and Teeth: Jagerhunds counts as having two close combat
weapons for a total of +2 to its attack rolls. Jagerhunds have no ranged
attack.

Wolf Senses: Can detect Hidden models within 8" measured
horizontally.

Crealure of the Wood: Enemy models suffer an extra -1 to hit Jagerhund
models in wooded terrain.

Hellspawn: Werewolves are tough to kill but many of the old legends
about their weaknesses are true. Silver weapons, energy weapons and
fire weapons roll on normal wound table. Non-silver, Energy or Fire
weapons roll on the "Heavily Armored” chart.













