
 Iron Cross: Rapido to Rome
Saturday and Sunday 15 – 16 May 2021 

A"er months of figh/ng across the rugged terrain of Sicily and the toe of the Italian 
mainland, the Allied forces have become bogged in the mountainous regions of central Italy. 
Mul/ple rivers and increasing numbers of German divisions rushed to the southern front 
have retarded the previous quick advances enjoyed by the allied forces. 

1944 sees the allies with a new plan to break through the German defensive lines dubbed the 
Gustav Line. Two bloody assaults later and the expected breakthrough to Rome is a distant 
dream. OuLlanking the defensive lines is deemed a beMer op/on and results in a sizable 
Allied force landing at Anzio. 

As the Allies secure a beachhead will they be able to take advantage and cut-off the German 
forces holding the Gustav posi/ons? Or will cau/on see the opportunity slip through their 
fingers, as German High Command deploy the elite Hermann Göring Fallschirm-
Panzerdivision among others to contain the allied beachhead. 

Addi/onally, at Cassino Allied commanders now look to New Zealand and Polish troops to 
dislodge the tenacious German defenders who have for/fied the Rapido and Garigliano 
rivers, the Liri valley and the slopes below the historic 6th c. abbey of Monte Cassino.  
_____________________________________ 

Tournament Organiser: Tony Bates – batesinwellington@gmail.com 

The event covers the late war period during the figh>ng around Monte Cassino and the 
Anzio Beachhead in Italy and the eventual advance on Rome.  

Rules: 4th Edi>on of the Flames of War rules will be used. 

Points: Lists are to be built to 100 point maximum. No Command Cards should be included, 
unless they are for Forma>on building purposes. 

Army List Sources: Lists have been prepared using the older Flames of War books Fortress 
Italy and Road to Rome. All lists are consistent with the 4th edi>on. They will be provided via 
a Dropbox link.  Please refer to the Forma>on cards at the end of this document for an 
indica>on of the forma>ons available for play. It is intended to have a limited number of 
companies from each forma>on (i.e. only one Panzerkompanie from the Hermann Göring 
Fallschirm-Panzerdivision); these numbers may be increased depending on the number of 
players entered.# of Players: Minimum 5 aside (no maximum but must be equal numbers of 
allied and axis as there will not be any byes nor blue vs blue matches.) 
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Table Size: Games will be played on a standard 1200 x 1800 table. 

Army Minimum Standards: While there won’t be a beauty parade, armies are expected to 
be painted and based. All miniatures must look like the weapons they are represen>ng. 
However, infantry, trucks, motorcycles, etc. from other eras are able to be used as proxies. 

 
Compe>>on Format: The compe>>on will be a modified form of an Axis of AAack 
campaign. Each player’s progress advancing along the axis track (or retrea>ng as the case 
may be…) will be tracked on a strategic map.  

The compe>>on will be five rounds, with three rounds played on Saturday and the 
remaining two on Sunday. All match-ups will be predetermined by the TO, but with Allied 
forces as the aaackers for the first round. Aaacker/Defender in subsequent rounds will be 
determined by the results of prior rounds. 

Missions will be tagged to the player’s posi>on on the Axis of Aaack track. Depending on the 
outcome of baales, players may have the op>on of choosing the direc>on of their aaack and 
the subsequent mission.  

Table alloca>on will be managed by myself as TO. There will be surplus tables, so no one will 
be playing in the same table twice. As there will be an even number of allied and axis players 
on each team, there will be no byes. 

As the compe>>on dictates who is the aaacker/defender in each round, any company 
specific rule that makes them auto aAack or defend is ignored. 

Each game will run for two-hours. There will also be a 15-minute period before each game to 
allow for terrain defini>ons to be agreed, objec>ves/for>fica>ons to be placed and armies to 
be deployed. Players are reminded that they should be making decisions/placements at a 
quick pace to avoid >me outs.  



Veteran Cards: Each player from the 2020 
compe>>on will receive one Veteran Card. 
The card will grant a minor in-game benefit. 
This benefit will be reflec>ve of the player’s 
total points in the 2020 compe>>on. Each 
card will have instruc>ons on how they can 
be used. 
 
Timings (these are indica>ve only and 
subject to change depending on the length 
of games and any administra>ve hiccups 

that may occur). 

Saturday 15 May 2021 

Sunday 16 May 2021 

Awards: The following categories are to be awarded: 

1. Winning Team 

Table set up (if not done previous night) 0800 – 0845

Introduc>on and first draw 0845 – 0900

Round 1 0900 – 1115

Morning tea and second match-up 1115 – 1130

Round 2 1130 – 1345

Lunch and third match-up 1345 – 1415

Table 1415 – 1630

Afernoon tea and pack up 1630 – 1700

Welcome and fourth match-up 0815 – 0830

Round 4 0830 – 1045 

Morning tea and fifh match-up 1045 – 1100 

Round 5 1100 – 1315 

Lunch and sixth match-up 1315 – 1330

Round 6 1330 – 1545

Clean up and pack away tables, etc. 1545 – 1615

Prize giving 1615 – 1630



2. 1st, 2nd, and 3rd place overall 

3. Tank Killer, Infantry Slayer, and Assault Monster (awarded to the player who kills the 
most teams of the respec>ve type (there will be a sec>on on your score card to 
record these details). 

Winning Team: Each win during the five rounds will score your team 1VP.  

Addi>onally, winning alterna>ve scenarios within your respec>ve Axis of Aaack track will 
earn addi>onal VP. 

Measurement 

Players are free to determine how their games will be measured, so long as there is 
consensus. Metric will s>ll be the order of the day should there not be consensus between 
two players. 

Scoring 

The standard Flames of War scoring split of 9 points will be used in this year’s compe>>on 
itera>on for individual matchups. 

Games that >me out: At the two hour mark all games will be concluded at the end of the 
second player’s turn. If a game is currently in the first player’s turn, then play will con>nue 
(at a very quick pace!) through to the end of the second players turn. Victory condi>ons will 
then be tested and the game concluded. This will only occur if the result is in ques>on. If the 
result is a forgone conclusion and players are just trying to score more points through enemy 
unit destruc>on then the game will cease bang on two hours. 



 

 



 


