ADVANGCED RULES

The rules in this section are not necessary to play the
game and can be added when you are comfortable with
the previous sections. They will add greater depth to your
battles and provide you with more tactical options for
your army. Many of the scenarios found later in this book
also use the advanced rules detailed here.

Aerial Deployment

Troops trained to use helicopters and similar vehicles
to enter battle are usually trained to not only disembark
in short order when the transport lands, but also to
rappel from it while still airborne. Though the troops
risk coming under fire from nearby enemy forces, this
tactic not only means the transport is placed in danger
for a shorter period of time, but the troops themselves
can be deployed in places where the helicopter could
not normally land, such as within a jungle or on top of a
small building.

Any Air Unit capable of transporting other units
and a flight speed of V/STOL can take part in Aerial
Deployment. Only Size 1 models may leave an Air Unit
in this manner.

The Air Unit must make a Move (Fly) action as its second
action in the Air Phase, moving at V/STOL flight speed.

In their next turn, the unit inside the Air Unit must make
two Ready actions. At the end of their first Ready action,
enemy units may react against them from up to 30” away,
as if they were an Air Unit. After the second Ready
action, they may be deployed anywhere on the ground
within 6” of the Air Unit’s position. This may be within
terrain or on top of structures.

Covered Advance

A typical playing surface for any miniatures game is
flat with various terrain pieces placed upon it. In the
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real world, however, very few battlefields are like this.
The ground tends to be uneven, filled with patches of
vegetation or rock, all of which can be used to gain a
little protection from enemy fire.

To represent this, any unit of Size 1 models may make a
Covered Advance by performing a Ready action before
a Move action. If attacked by an enemy, they will count
as being in an obscured Line of Sight, even if they would
normally be in a clear Line of Sight.

This only applies to enemy shooting attacks made in
the enemy’s turn. Models do not receive the benefit of
obscured Line of Sight if the enemy is shooting at them
because of a Reaction, as they are able to catch the unit
as it moves from concealment.

BElevated Firing Positions
Infantry nestled within terrain or structures can be
incredibly difficult to shift without a costly frontal
assault or sustained bombardment. However, there are
other reasons for infantry to take terrain and dominate the
battlefield. Troops that gain a good height advantage over
their enemies can often target weak areas of armoured
vehicles and similar units, making them extremely
vulnerable.

If a unit is more than 6” above an enemy it makes a
shooting attack against, and is within 15 on a horizontal
level, it is said to be in an Elevated Firing Position. :

If the enemy unit has the Lumbering trait, then it will
suffer an additional —1 penalty to its Armour rolls against
shooting attacks made by units in the Elevated Firing
Position.




British Army

Command Assets

The following are all the Command Assets available to a British Army force.

Command Section — 50 points
The heart of every platoon, the lieutenant, aided by his sergeant and a radio operator, commands his men effectively
during the fiercest battles.

Type Size  Move Close Combat Target Save Kill  Traits
Lieutenant 1 4 D6 4+ 5+ 6+ Independent
Sergeant 1 47 D6 4+ 5+ 6+/6+ —

Radio Operator 1 4 D6 4+ 5+ 6+ —

Unit: Lieutenant (unit leader) with L85A2, Sergeant with L85A2, Radio Operator with L85A2

Field Promotions: So long as the chain of command
is intact, the British Army can prove to be remarkably
resilient, pushing forward when other forces would
give up and cower. So long as the Radio Operator
is within 27, the Lieutenant or Sergeant may take a
Ready action to promote any one model in an out of
command unit to become its unit leader. Only one
model may be promoted in this way at any one time
for every Lieutenant or Sergeant on the table. The
Lieutenant or Sergeant need not come from the same
platoon as the out of command unit.

Options: The section may be mounted on a Warrior
for +140 points or a Land Rover for +30 points.

Section Assets

The following are all the Section Assets available to a British Army force.

Manoeuvre Support Section — 90 points
Armed with grenade launchers and machine guns, this section can lay down a disproportionate amount of firepower for
its size.

Type Size Move Close Combat Target Save Kill Traits
Soldier 1 4” D6 4+ 5+ 6+ —
Corporal 1 4 D6 4+ 5+ 6+ —

Unit: Corporal (unit leader) with L85A2, three Soldiers with L85A2 (AG36), two Soldiers with Minimi Para.
Support: Only one Manoeuvre Support Section may be purchased for every two Rifleman Sections in your platoon.

Options: The section may be mounted on board a Saxon for +60 points, a Warrior for +140 points or a Land Rover for
+30 points. Any Minimi Paras may be replaced with MBT LAWSs for +40 points each.
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