Rommel Game Units — Turkey

The Turkish army started the war with a structure based on large numbers of WW1 style infantry divisions
with cavalry divisions in open areas and only one armoured brigade. There were limited anti-tank and AA
units. By the mid-war period they had received some modern equipment from the British to equip three
armoured brigades and a single tank regiment in reserve equipped by the Germans. A number of infantry
divisions received modern ATG and AA guns. However, the army responded poorly to training with the
new equipment, and officers were generally older and unwilling to adopt modern doctrines. As the army
saw no action it is difficult to assess their effectiveness but the command rigidity was likely to be similar to
the Soviets.
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T25 2 Conscript Infantry 3-2-1
R35 2-3 Regular Infantry 4-3-2
Vickers MkVI 1
[Wid War Armour | 321 | smm |01 |2 |8
Pz Ill-j 2 105mm 0-1 |3 12
Pz IV-h 4 25 pdr 0-1 3 12
Valentine 3 Bishop 0-2 |3 12
Stuart 2
Sherman 4
Early War Turkish Elements
2-3 Infantry Battalions A or B
0-1 | Lt. Artillery Battalion
0-1 | Attachments
2 Cavalry Regiments
0-1 | Attachments
3 Armoured Battalions
0-2 | Attachments
Battalions
4 3 Conscript Infantry Foot
6 3 Regular Infantry Foot
5 2 Regular Infantry Cav
3 2 T25 or Vickers Mot
5 2 R35 Mot
2 1 75mm gun
3 1 105mm Howitzer
4 |1 [155mm Gun e




Mid War Turkish Elements

2-3 Infantry Battalions A or B
0-1 | Lt. Artillery Battalion
0-1 | Attachments

2 Cavalry Regiments
0-1 Attachments

2 Armoured Battalions
0-1 Attachments

4 3 Conscript Infantry Foot
6 3 Regular Infantry Foot
5 2 Regular Infantry Cav
6 2 Valentine Mot
5 2 Stuart Mot
8 2 Sherman Mot
8 2 Pz I Mot
9 2 Pz IV Mot
2 1 75mm gun Foot
3 1 105mm Howitzer Foot | Mot
4 1 155mm Gun Foot




*

Turkey
Early/Mid War

Events

Defensive Tactics

(" Attack Broken Up

Defender’s barrage causes one attacking unit
(active choice) to retreat before combat.
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[ Concealed Positions
Defender gets one shift up.
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(" Defense in Depth
Attacker gets one shift down.
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Fast Reaction
One passive unit can move from an adjacent
uncontested square into this square, before
resolving the bat, if stacking p
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( Gun Line

All defending un-tipped ART units in this square
use their barrage value as their combat value.
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(" Withdraw

Defenders all retreat. There is no combat.
(Negated if attacker uses Pinning Attack.)
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General Tactics

Turn Record

Markers

Offensive Tactics




