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This book is the first supplement for Konflikt ‘47 and aims to develop the original rulebook in a number of different directions. The largest addition is the much anticipated Imperial Japanese Army Lists, but Finnish players will find out what has befallen their country in the latter years of the war as well. We have also taken this opportunity to consolidate the errata and clarifications that have cropped up since the release of the core rulebook. Players of the original four armies in the rulebook will also find something new as we develop the specialist units and characters of their nations.

The book is divided into five sections. The first details further background to the Konflikt ‘47 universe. The second covers the new rules and errata, as well as the rules for playing vehicle- or walker-heavy platoons in Konflikt ‘47. Then we add new units to the existing nations. Next up, we introduce the complete Japanese and Finnish Army Lists. Finally, we provide some new scenarios and their associated special rules for players to enjoy, with a specific Konflikt ‘47 flavour to their narrative.
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Imperial Japanese Army Exoskeleton Trooper
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This supplement adds some more information regarding the history and backstory of the Konflikt ‘47 universe. Chronologically, the northern flank is introduced, depicting the fate of Finland as it is caught between the German and Russian juggernauts. Across the world, an additional three months of history is added, bringing the timeline from March 1947 to the beginning of June 1947.

WESTERN EUROPE

NOVEMBER 1946–FEBRUARY 1947

With the Western European theatre gripped in the most severe winter in living memory, the first months of the new year are a period of re-armament and re-organisation for both sides. Germany, with renewed morale after the victories of 1946, uses the time to refit its tired and battered units with the latest vehicles and equipment. Ammunition and a new synthetic fuel arrive at frontline units in unprecedented quantities, and German commanders take the chance to train and drill their newest recruits and conscripts. Likewise, the Allies move vast mountains of resources across from the Normandy beachheads and the heavy ports in Antwerp and Amsterdam. The industrial might of the US is going to be a decisive factor in the fighting to come.

Part of this industry is focussed on the re-armament of the French Army. General de Gaulle’s triumphant return to Paris in November 1944 was followed with a rapid call to arms and the French population responded. Although eager to exact their revenge on their former occupiers, the French Army is prepared carefully through 1946, with a focus on training and quality over quantity. Equipped along US lines, the French Army is poised to field four corps of heavily equipped and highly trained forces at the start of 1947. Larger infantry formations provide rear area security across France. The US, having already equipped the First French Army, begins adding Heavy Armoured Infantry and M8 Grizzly walkers to the French order of battle. A similar story is unfolding in Italy, where the Royalist Italian Forces of southern Italy are keen to prove their value to the Allied cause and are equipped from the industrial stockpiles of the US. The Allies remain cautious of the Italian’s will to fight their fellow countrymen, and although well equipped with conventional vehicles and weapons, Italian access to Rift-tech weaponry is limited.

Despite this impressive display of industrial muscle, at night, German Rift-tech monstrosities continue to raid Allied lines, ensuring units never truly get a chance to fully relax on the front lines. To counter this, the enhanced soldiers of the US Paragon Programme often set traps for the Shreckwulfen and Nachtjäger, and achieve a high success rate, but the Paragons can’t be everywhere and the average Allied soldier spends the night watchful and fearful.

Although the weather prevents the easy movement of forces, the US pushes its new Rift-tech formations to forward staging posts in anticipation of a spring offensive. Brigade formations of Heavy Armoured Infantry, supported by Pershing and Tesla-armed tanks, prepare to throw the Germans back across the Rhine. However, their preparations are matched by Germany; Shock Brigades of fanatical SS troops are being made ready to storm out of the beachheads to try and repeat the blitzkrieg tactics of seven years earlier.
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Heavy metal! German panzers and walkers combine with infantry support



MARCH 1947

As the worst of the weather begins to break, the lull in fighting rapidly comes to an end. Looking to seize the initiative, the combined French–US 7th Army, under General Patch, pushes forward at Karlsruhe. The objective is to crush the German beachhead on the west bank of the Rhine and open a gap in the German defences to the south of the main Allied effort further north. Starting on 13 March and acting within the spirit of Eisenhower’s intent, but before the British and other American forces were co-ordinated, Patch takes a huge gamble that almost pays off. Striking the prepared German defences hard, the 7th Army succeeds in penetrating deep into the beachhead, but at tremendous cost. German reinforcements slow the US advance and then bring it to a halt.

On 22 March, French forces attempt to rebuild momentum with a thrust north towards Mannheim, but after initial success they stall well short of their objective. Even so, the German defensive line has been penetrated and the Allies have caused enough damage that any German plans to advance in the sector are thwarted. However, 7th Army now has Germans to its front and flanks, and the decision has to be made whether to withdraw or prepare to defend the territory seized. To Patch, the decision is simple: hold and reinforce the breach. His efforts to convince Eisenhower to provide more resources are echoed by de Gaulle, keen to see the French flag at the forefront of the renewed offensive.

Elsewhere, the Allies are more cautious and initial probes in the British and Canadian sectors reveal strong defensive positions with few signs of weakness. Reluctant to commit forces without clear objectives, the activity in the northern sectors of the front are characterised by a series of raids and reconnaissance- in-force operations. On 19 March, the British use their new Meteor rockets for the first time, with 5 Royal Tank Regiment’s newly issued Churchills attempting to punch through a German strongpoint as a test of this new Rift-tech weapon. Results are good, but a more concentrated effort is going to be required to create a breakthrough.

In the centre, the US 3rd Army under General Patton conducts similar operations, and likewise finds little evidence of a weakness to exploit. With Patch calling for reinforcements for the 7th Army, General Bradley opts to continue with raids and probes in the north, confident that an opportunity will reveal itself.

On the Gustav Line in Italy, the improving weather gives each side the opportunity to determine the other’s intent. It is rapidly clear to the Germans and Italians defending the fortifications across the centre of the country that the Allies are in little better shape to attack than they were before the winter lull. Whilst a boost to the defender’s morale, the knowledge is of little military use as the Axis forces are well dug in and prepared, and see no reason to risk defeat by going on the offensive. One battle of note on 9 March, north of the Sangro River, sees two units of Italian troops encounter each other in simultaneous recce operations. Perhaps as neither force wants to seem weak in front of their allies, the meeting engagement leads to significant commitment of additional forces. After a full days fighting, both sides withdraw, having fought fiercely and acquitted themselves well. Allied and Axis concerns over the reliability of their Italian allies are allayed, at least for the time being.

APRIL–MAY 1947

With initial efforts to gain the initiative less effective than desired, Eisenhower orders twin offensive efforts in the north and south. In the north, Montgomery is tasked with forcing a path to the Rhine and into the Ruhr to target Germany’s industrial facilities in the region. Under orders, the Canadian 1st Army crosses the start line first and pushes hard for the Rhine. Gradual progress is made but German defences prove costly to assault and dangerous to bypass. By the start of May, the Rhine seems in reach but the majority of the 1st Army’s combat power is spent.

With the offensive stalling, Montgomery orders Dempsey’s British 2nd Army into the fight to attempt to secure the gains made by the Canadians. However, confusion during the forward passage of lines loses the Allies precious time, allowing German forces the opportunity to launch Operation Trident, the offensive they have been preparing for during the winter months. Crossing the Dutch–German border on a narrow front between Roermond and Venlo, the lead elements of Army Group B punch deep in to Dempsey’s weakened lines. With 5th Panzer Army leading the German advance, they make rapid progress against thinly spread British forces. Their objective is the Dutch port of Antwerp (with secondary objectives of Brussels and Rotterdam), which is critical to the flow of Allied raw material into Europe. At the end of May, the Germans are fighting for Eindhoven in a combined panzer and Fallschirmjäger assault. Bitter fighting between British and German forces rages from street to street. The pinnacle of German Rift-tech equipment is fielded to maximise every advantage, from heavy-armoured grenadiers and panzermechs to Shreckwulfen and Nachtjäger skirmishers terrorising the night. With forward elements further north and fatigued by their attempted assault, Dempsey’s 1st Army is in disarray and the Canadian 1st Army is rapidly thrown into the fight to stall the German advance.

Patch’s 7th Army is locked in combat with the German 1st Army in the vicinity of Karlsruhe. Using the Black Forest to the south, the Germans are able to raid and harass the flanks of Patch’s forces. As the French 2nd Corps prepares to push northeast in response, it is surprised by a German offensive directed by Himmler himself. In an attempt
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