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Having played around with a lot of tanks in Battlefield 1942, I have put together some data on their characteristics to help the seasoned tank crewman to live a little longer.

autonumlgl  ARMOUR PENETRATION

For those who aren't interested in all the details, the tanks have the best armour in the following order:

1: M10/Tiger,

2: Panzer IV,

3: Sherman,

4: Chi Ha

Generally they have the best guns in the following order (but see details below):

1: M10,

2: Tiger,

3: Panzer IV/Sherman/Chi Ha.

In other words, the M10 appears to be the best vehicle overall (particularly as it does not have the strange exaggerated recoil and instability of the Tiger), but note reload times below.

autonumlgl Results

The main value in each box is the minimum number of hits required to destroy a tank that starts with 100% armour; the value in brackets is the actual armour percentage subtracted by each hit. Kills achievable with 1 or 2 rounds are highlighted in red and amber respectively.

	Sherman
vs:
	Turret
	Hull

	
	Front
	Side
	Rear
	Front
	Side
	Rear

	Sherman
	3 (40)
	3 (40)
	2 (85)
	3 (35)
	2 (50)
	1 (95)

	Panzer IV
	3 (40)
	3 (40)
	3 (40)
	4 (27)
	2 (50)
	2 (85)

	M10/Tiger
	10 (10)
	10 (10)
	10 (10)
	10 (10)
	4 (25)
	2 (50)

	Chi Ha
	2 (50)
	3 (40)
	1 (100)
	5 (20)
	3 (40)
	1 (100)


	Panzer IV vs:
	Turret
	Hull

	
	Front
	Side
	Rear
	Front
	Side
	Rear

	Sherman
	3 (40)
	3 (40)
	1 (~90)
	3 (35)
	2 (50)
	1 (95)

	Panzer IV
	3 (40)
	3 (40)
	3 (40)
	4 (30)
	2 (50)
	1 (95)

	M10/Tiger
	10 (10)
	10 (10)
	10 (10)
	10 (10)
	4 (25)
	2 (50)


	Tiger 
vs:
	Turret
	Hull

	
	Front
	Side
	Rear
	Front
	Side
	Rear

	Sherman
	4 (30)
	3 (40)
	2 (77)
	3 (35)
	2 (77)
	1 (100)

	Panzer IV
	3 (44)
	3 (44)
	3 (44)
	3 (35)
	2 (77)
	1 (100)

	M10
	5 (20)
	5 (22)
	5 (20)
	5 (20)
	3 (33)
	2 (75)


	M10
vs:
	Turret
	Hull

	
	Front
	Side
	Rear
	Front
	Side
	Rear

	Sherman
	3 (35)
	2 (52)
	1 (95)
	3 (43)
	1 (93)
	1 (100)

	Panzer IV
	2 (52)
	2 (52)
	2 (52)
	2 (56)
	1 (93)
	1 (100)

	Tiger
	3 (36)
	3 (36)
	3 (36)
	3 (36)
	3 (39)
	1 (93)


	Chi Ha
vs:
	Turret
	Hull

	
	Front
	Side
	Rear
	Front
	Side
	Rear

	Sherman
	3 (40)
	3 (40)
	1 (100)
	3 (32)
	2 (50)
	1 (100)


autonumlgl Discussion

The Panzer IV and Sherman are very similar in armour, except that the Sherman is much more vulnerable to being hit in the rear.

However, each tank's ability to penetrate other tanks appears to be inconsistent. For example, an M10 only takes half as many rounds to kill a Tiger as a Sherman does, but only takes 35% armour off a Sherman when hitting the hull front, whereas another Sherman would take off 40%.

All figures are approximate, of course, as it is very difficult to know exactly where a round hits. In particular, the Panzer IV seems to be out of scale with the other tanks (it's even bigger than the Tiger!) so when firing at other tanks, or being fired at, the relative heights of the vehicles may mean that a hit aimed at the side of the hull may occur on the side of the turret or even on the top of the hull. Similar problems occurred with the small Chi Ha, occasionally producing wildly different results, probably because the relative angles produced a glancing strike.

Note that there appears to be no correlation with historical fact, as in the game the low-velocity 76mm gun of the M10 is far more effective than the high-velocity 88mm gun of the Tiger, and the 47mm gun of the Chi Ha has a similar performance to the 75mm guns of the Sherman and Panzer IV.

autonumlgl Method

The values were determined by firing one tank point blank against the other when positioned at right angles to the armour. This was done by using two computers networked together playing Operation Battleaxe (CTF) or Wake Island (CTF), and both playing on the same side so that the current armour state was visible as a numerical percentage. Note that these are the maximum armour damage values achievable (i.e. minimum hits required) since the armour damage is significantly reduced both with range and with the angle of incidence to the armour.

Tip: When being fired at, position your tank at an angle of about 45 degrees in order to reduce the effect of any shells hitting you.

When the armour value is reduced below 10% this is considered to be a kill (see Spontaneous Destruction below).

Where it was found difficult to bring the gun down enough to hit the other tank's hull, the terrain was used to angle the whole vehicle down (see example screenshot above). This avoided any reduced damage values resulting from increasing the distance between vehicles. It is not clear if there is any effect from the relative vertical angle.

autonumlgl Damage Indication

Note that when a tank's armour drops below 50% it will start to smoke. The colour of the smoke appears to indicate the degree of damage – white smoke down to about 40%, grey smoke down to about 30% and black smoke below 30%.

autonumlgl Spontaneous Destruction

When a tank's armour drops below 10% it starts to self destruct, i.e. the armour drops to 9%, 8%, and so on very quickly, and the tank explodes at 0%. While self destructing the tank will become immobile.

If the armour can be repaired to 10%+ by an engineer this can be avoided. As a general note, a 'fully-charged' engineer is able to repair an armour value of about 80%.

When a tank is abandoned it usually self destructs after a minute. At 55s it will start to smoke and catch fire, and will explode at 60s (sooner if already damaged). However, it appears that an abandoned tank won't self destruct if near a tank spawn point (even if not the one at which it spawned).

autonumlgl  RELOAD TIMES

autonumlgl Results

1: M10/Tiger:



4.0 seconds

3: Panzer IV/Sherman/Chi Ha:
2.9 seconds

autonumlgl Method

The reload time was determined by simply measuring the time to fire 11 rounds (i.e. 10 reloads), when holding down the fire button continuously, and dividing by 10.

Tip: if all else fails and you are an engineer waiting for your tank to reload (and you can estimate when the opposing tank will fire again) it can make a crucial difference if you jump out and repair your tank during each reload.

autonumlgl  HISTORICAL ACCURACY

Battlefield 1942 is first and foremost a game, not a simulation, so pedantic criticism is pointless. However, it is very impressive in many aspects of its representation of tank fighting so it is appropriate to point out some of its more obvious errors (if only in the hope of having them corrected in a future patch or release). As well as those already mentioned above, these are:

· The tanks in the game all fire high explosive shells exclusively, whereas in reality tanks fight other tanks with armour piercing solid shot. This is why in the game tanks have to fire up in the air like artillery howitzers whereas they should fire in generally straight lines more like the coaxial machine gun, at least at typical battle ranges (the obvious exception being the model of the Panzer IV depicted in the game which is actually armed with a short-barrelled howitzer for infantry support). Perhaps the game should use a single key (or mouse wheel) to switch between shell and shot.

· Even though the tanks appear to fire high explosive, the effects of the shells bursting on infantry is minimal, which is what you would actually expect from the impact of shot.

· The tanks in the game are labelled as light and medium tanks, but there are no light tanks in the game – only medium and heavy tanks.

· The Tiger tank is the heaviest tank in the game (and one of the heaviest in the war) but has been given the recoil and instability characteristics of a very light tank.

· The tank labelled in the game "T34" is actually a very good depiction of a T-34-85. The tank labelled "T34/85" is made up – it has the approximate gun barrel length of a T-34-76 but in a T-34-85 turret.

· Tanks in reality are largely impervious to high explosive whether fired from another tank or from artillery, and are immune to hand grenades.

Notwithstanding the above, Battlefield 1942 is an excellent game and Digital Illusions are to be congratulated for producing a game that combines some good historical and technical representation with excellent gameplay. It is hoped that using the information given in this data file may help any budding tank commanders to live a little longer!

If there is interest in extending the data to consider the T‑34 tanks or other vehicles, or for general discussions concerning this data file (particularly from those with the patience to verify and/or correct the data), please drop me a line at:

trevor-larkum@armourarchive.co.uk
If you are interested in finding out about the real tanks depicted, particularly if you want to find out about preserved examples you can visit, please see my website at:

www.armourarchive.co.uk







Trevor Larkum ("Panzaman")








Ex- Royal Tank Regiment
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