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 4 D6 4+ S5+ 6+/6+ —

Radio Operator 1 4 D6 4+ 5+ 6+ —

ks Unit: Licutenant (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 | & -"a

resilient, pushing forward when other forces would

give up and cower. So long as the Radio Operator <4 g B A3 =
is within 27, the Lieutenant or Sergeant may take a Rt s '
Ready action to promote any one model in an out of 13
command unit to become its unit leader. Only one {144
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 4 i
platoon as the out of command unit. 2 T

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

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 47 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.

38



Future Force Warrior O All models in the unit can be placed within 15” of the
The Land Warrior system was but a stepping stone. unit leader and remain in command.
Selected units of US Army soldiers in the near future can O  The Move score of all models in the unit will be 5.
count on using the most advanced technological wargear, O The Armour Save of every model in the unit will
including widespread data links, refined full body armour, improve by 1.
and caseless ammunition.
Armoured Forces
Whole squads and teams may be upgraded to use Future Armoured forces are organised differently to infantry. A
Force Warrior for +10 points per model, gaining the Troop is the equivalent of a platoon and usually fields
following benefits. four armoured vehicles. Three Troops make a squadron,
the equivalent of a company.
O Any enemy model targeted by any weapon from these

units will count as being in one level of Cover lower. You may include the following Assets in your armoured
Those in Light Cover will count as being Obscured. force for every 2,000 points, so long as you obey the
Obscured models still count as Obscured. minimum and maximum units listed for each.

The integrated helmet cameras allow these soldiers to

effectively fire around corners. Those in Light Cover 1-2 Command Assets

will count as being in Medium Cover, and those in 2-9 Armour Assets

Medium Cover will count as being in Heavy Cover. 0-3 Battalion, Squad and/or Air Force Assets

Command Assets

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

Platoon Command - 60 points
Trained in one of the finest military academies in the world, US Army officers are trained to handle a wide variety of
battlefield situations, utilising the strengths of their military.

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

Radio Operator 1 4 D6 4+ S5+ 6+ —

Soldier 1 4 D6 4+ 5+ 6+ —

Unit: Lieutenant (unit leader) with M4, Sergeant with M4, Radio Operator with M4, and Soldier with M4.

Field Promotions: So long as the chain of command is intact, the
US 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 Platoon 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 Platoon Sergeant
on the table. The Lieutenant or Platoon Sergeant need not come
from the same platoon as the out of command unit.

Options: The section may be mounted on board an M2A3 Bradley
for +120 points, or an HMMWYV for +45 points.
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United States Army

- Battalion Assets
\ The following are all the Battalion Assets available to a US Army force.

4 e 164 Apache Longbow - 330 points
With a reputation for annihilating entire squadrons of tanks, the Apache Longbow is a dreaded sight on the battlefield.

Type Size Move Close Combat  Target Save Kill  Traits
AH-64 Apache 5 V/STOL 3xD10 6+ 3+/5+ 10+  Hits/4
Loiter

Unit: Apache Longbow with eight Hellfire 11 missiles (FaF), CRV7
rockets (FaF), and M230 Chain Gun (FaF).

¥ Longbow: If the Apache Longbow moved at V/STOL speed in both
this turn and the last, and did not make a Shoot action in the last turn, it
may fire up to 8 Hellfire II missiles in a single Shoot action, each with
their own separate Fire Zone. Each Fire Zone may only be attacked by
one Hellfire Il missile. Otherwise, up to two Hellfire II missiles may be
fired in every Shoot action.

Artillery Strike - 50 points

By co-ordinating the firepower of strike jets, self-propelled guns or even cruise missiles, a competent commander can
turn the tide of an enemy attack with one well-positioned strike launched from miles away.

Command Privilege: Only a Lieutenant or other model permitted to call an
artillery strike may use these weapons. This is used as an Artillery attack, but
with no minimum range (yes, you can call it down right on your own head!).

Options: The Artillery Strike may be upgraded to an Artillery Precision Strike
for +50 points.

CH-47 Chinook - 120 points
Able to carry four squads or two HMMVWs, the Chinook is a heavy transport

helicopter.
Type Size  Move  Close Combat Target Save  Kill  Traits
Chinook 7 V/STOL 5xD10 5+ 5+ 7+ Hits/8

Loiter

Unit: Chinook with GPMG (FaA).

Transport: A Chinook can carry up to 33 Size points of models (each
maximum Size 1), or up to 4 Size points of models (each maximum Size 2).

Landed: The Chinook may use its weapons when landed.

Options: Two L94A1 chain guns (FaL and FaR) may be added for +25
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PP-19: Both light and easily concealed, the PP-19 is a
new generation submachine gun based on the AK-series
of rifles.

RPG-7: A reliable and tough RPG, it lacks the armour
penetration of more modern designs, but is incredibly
cheap and widespread.

RPG-22: A one-shot weapon designed to be carried in
number by infantry squads, the RPG-22 lends a significant
anti-tank capability to those who use it.

RPK: Based heavily on the AK-74, these two weapons
j have many interchangeable parts. The RPK has a better
range and increased capability for sustained fire.

RPO: A single-shot rocket launcher, this weapon uses a
thermobaric warhead to blast enemies out of cover.

S-8 rockets: Available with a variety of warheads, the
S-8 is often used to saturate an area with high explosives,
ripping apart light targets.

The Russian Army

S-24 rockets: Much larger and heavier than the S-8, this
rocket is designed to destroy single targets rather than
saturate an area.

SA-19 Grison: Using a two stage system, this missile is
deadly to the fastest aircraft. When fired in a pair by the
2S6 Tunguska, the chances of an aircraft escaping safely
are virtually nil.

SV-99: Designed for Spetznaz units, the SV-99 relies
on its user’s skill rather than raw punch for successful
elimination of targets.

SVD: Capable of sustaining a lot of punishment and
still fire accurately, the SVD is a capable sniper rifle for
squads expected to remain in the field for some time.

Twin 2A38M 30mm cannon: With a combined fire rate
0f 4,000 rounds per minute, these cannon form a superior
anti-aircraft defence, and are devastating when applied
against infantry.
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The German Heer

Puma, IFV - 130 points

Due to completely replace the Marder, the Puma has already developed a reputation for being exceptionally well-
armoured,

Type Size Move Close Combat  Facing Target Save Kill  Traits
Puma 3 4” 3xD10 Front 8+ 3+ 11+ Hits/3, Lumbering,
Multifire/All,
Tracks/12”
Side 8+ 3+ 10+
Rear 8+ 4+

Unit: Puma with MK 30-2/ABM autocannon and MG4.
g Transport: A Puma can carry up to 6 Size points of models (each maximum Size 1).

Options: Extra armour that increases the Save to Front 2+ and Rear 3+, may be
added for +20 points. A Spike LR may be added for +25 points.

Wolf - 30 points

Used as a light infantry vehicle, the Wolf is comparable to the British Land Rover. © deagel.com
Type Size Move Close Combat  Target Save Kill Traits

Wolf 2 6” 2xD10 5+ 6+ 7+ Hits/2, Wheels/18”

Unit: Wolf.

Transport: A Wolf can carry up to 5 Size points of models (each maximum Size 1).

Multifire: If the Wolf transports other models, it gains the Multifire trait equal to the
number of models carried.

Options: An M2 .50 MG may be added for +15 points, or an HK GMG for +25 points.

Armour Assets

The following are all the Armour Assets available to a German Heer force.

Flakpanzer Gepard A3 - 275 points

Based on the chassis of the old Leopard 1, the Gepard mounts two fearsome 35mm autocannon.

Size Move Close Combat  Facing Target Save Kill  Traits

4 4” 4xD10 Front 8+ 2+ 11+  Hits/4, Lumbering,
Multifire/All, Tracks/8”

Side 8+ 3RF 10+
Rear 7+ 4+ 9+

Unit: Gepard A3 with two Oerlikon 35mm autocannon.
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Scenarios

GAUNTLET

A high priority target lies within reach of the air units
of one force, and an attack is launched to destroy it.
However, it lies within a valley that dictates only one
easy approach. The opposing army is well aware of
this weakness and has lined the approach with heavy
defences.

Attacker’s Briefing

Reconnaissance satellite feeds have indicated the
presence of an enemy command post that is ripe for
attack. However, the approach will not be easy. Heavy air
defences across the area will require your pilots to skim
through a network of valleys until they reach the target.
Fortunately, the air defences appear to be lighter within
the final valley itself.

O You may only choose Air units.
O You take the first turn, moving your entire army on
from your table edge at the start of the Air Phase.

Defender’s Briefing

You have protected a vital command post well, leaving a

variety of defences to keep it safe while your main army

is free to engage the enemy. There is no way an attack

will penetrate your carefully prepared ambush and cause

untold disruption with the destruction of the command

post. None at all. No way.

O You have a large bunker for no cost. This must be
placed as shown on the map.

O You may not choose any other Emplacements and
may not select any Air units.

O You may place your units anywhere on the table.

Scenario Rules

The scenario will last until the Victory Conditions have
been met. The attacker can bring his Air units back on
to the table if they leave as usual. However, they must
always move on from their table edge.

Victory Conditions

The scenario continues until either the bunker is destroyed
(victory for the attacker) or all attacking forces are shot
down (victory for the defender).

Attacker moves on
from this table edge
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