4 g = - :
MX-10P IFV @

M pr—

French IFV used by Mexican Army
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Materiel

Size Move Close Combat Target Armour Kill

3 7" 3xD10

French light armored vehicle used by Mexican forces

Materiel

- ol

None

Size Move Close Combat Target Armour Kill

2 10" 2xD10 4+ 8+

Statistics

B

VBL WIMG (E, AA) 5

M693 F1 20mm Chain Gun
Range 40" Damage 2xD6+1
7.62mm Machine Gun
Range 30" Damage 3xD6
Milan ATGM

Range 48" Damage D10+2

Milan: This weapon causes a i 3 penalty to Armour rolls, and will roll extra Damage
Dice (but only D6 with no penalty to Armour rolls) against every model within 160f
the centre of the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight. It may only be fired once per turn, and never as a
reaction. If a model of Size 2 or greater is within the Fire Zone, you may opt to roll
this weapon& Damage Dice against that model, rather than allocate normally. Two
shot systems, the Marder must take a ready action before using it and none of its
actions may include movement. No other weapon may be fired at in the same
action as the Milan i even machine guns.

Transport : The AMX-10P may carry up to 8 size 1 models. Models may mount the
AMX-10P simply by moving on to it, and may leave with a Move action in the same
way. If models either enter or leave the AMX-10P, then both the models and the
AMX-10P may only take a single action in that turn. If the AMX-10P is destroyed,
every model on board will immediately suffer a D6-1 Damage Dice.

Tough: The AMX-10P will ignore the first two failed Armour rolls. An attack that
rolls its Kill score will destroy it as normal.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage Dice this
weapon rolls will count as two for the purposes of Suppression only. If every model
in the target unit is assigned two or more Damage Dice when this weapon is used,
the unit will lose two actions from Suppression, rather than just one.

M693 F1: This weapon causes a i 1 penalty to Armour rolls.

Armoured: This vehicle has an Armour score of 4+ to the Side or Rear facings. It
may never make any reactions except to Shoot with the MG.

Tracked: This vehicle will ignore all terrain 16high or less for the purposes of
movement

Immune to suppression. Subject to the Button Up rule (see Rules Updates)

7.62mm Machine Gun
Range 30" Damage 3xD6

Tough: The VBL will ignore the first two failed Armour rolls. An attack
that rolls its Kill score will destroy it as normal.

MG: This weapon causes a T 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

Transport : The VBL may carry up to 4 size 1 models. Models may
mount the VBL simply by moving on to it, and may leave with a Move
action in the same way. If models either enter or leave the VBL, then
both the models and the VBL may only take a single action in that
turn. If the VBL is destroyed, every model on board will immediately
suffer a D6-1 Damage Dice. Transported models may fire their
weapons if the VBL takes a Shoot actioni up to 1 model to either
side, each creating his own separate Fire Zone. They fire at -1
penalty to their Fire Dice.

Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)




AGL
Range 36" Damage 3xD6+1

Tough: The VBL will ignore the first two failed Armour rolls. An attack
that rolls its Kill score will destroy it as normal.

AGL: This weapon causes a i 1 penalty to Armour rolls.It will roll
extra Damage Dice (but only D6 with no penalty to Armour rolls)
against very model within 100f the centre of the model its first
Damage Dice is allocated to - these extra models need not be in Line
of Sight.

Transport : The VBL may carry up to 4 size 1 models. Models may
mount the HMMWYV simply by moving on to it, and may leave with a
Move action in the same way. If models either enter or leave the
HMMWYV, then both the models and the VBL may only take a single
action in that turn. If the VBL is destroyed, every model on board will
immediately suffer a D6-1 Damage Dice. Transported models may
fire their weapons if the VBL takes a Shoot actioni up to 1 model to
either side, each creating his own separate Fire Zone. They fire at -1
penalty to their Fire Dice.

Size Move Close Combat Target Armour Kill ivsvgﬁeaﬁg;;]rhis vehicle gains +3 inches to its Move if its entire move
Immune to suppression. Subject to the Button Up rule (see

2 10" 2xD10 Rules Updates)

e b1 Milan 1ll ATGM
" = Range 48" Damage D10+2

Tough: The VBL will ignore the first two failed Armour rolls. An attack

French light armored vehicle used by Mexican forces that rolls its Kill score will destroy it as normal.
Milan Ill: This weapon causes a i 3 penalty to Armour rolls, and will
roll extra Damage Dice (but only D6 with no penalty to Armour rolls)
against every model within 160f the centre of the model its first
Damage Dice is allocated to - these extra models need not be in Line
of Sight. It may only be fired once per turn, and never as a reaction. If

s a model of Size 2 or greater is within the Fire Zone, you may opt to
VBL w/Milan IlI (E) roll this weapon& Damage Dice against that model, rather than
allocate normally. Two shot systems, the VBL must take a ready
action before using it and none of its actions may include movement.
No other weapon may be fired at in the same action as the Milan Il 7
even machine guns.
Ignore the effects of smoke (see main rulebook).
Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road
Size Move Close Combat Target Armour Kill Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
2 10"  2xD10 43 o ?r:g?geLlst. Up to two VBLs may be deployed as a single Support
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7.62mm MG
Range 30" Damage 3xD6

Transport : This vehicle may carry up to 10 size 1 models. Models
may mount this vehicle simply by moving on to it, and may leave with
a Move action in the same way. If models either enter or leave this
vehicle, then both the models and this vehicle may only take a single
action in that turn. If this vehicle is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice.

Armoured: This vehicle an Armour score of 5+ to the Side or Rear
VAB APC wW/MG (E, AA) sceings. It may never make any reactions except to Shoot with the
Tough: This vehicle will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

Size Move Close Combat Target Armour Kill Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

4 8"  4xD10 Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

Wheeled APC used by the Mexican Marines
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| NS 90mm Gun
ERC-90 Lynx Range 48" Damage D10
o - 7.62mm Machine Gun
B *"‘"f’ ;

— Range 30" Damage 3xD6

90mm Gun: This weapon causes a -2 penalty to Armour rolls, and

9 . : will roll extra Damage Dice (but only D6 with no penalty to Armour
RokiaeiRliREer=ble WItERen(cTe rolls) against every model within 100f the centre of the model its first
Damage Dice is allocated to - these extra models need not be in Line
of Sight. It may only be fired once per turn. If a model of Size 3 or
greater is within the Fire Zone, you may opt to roll this weapon&
Damage Dice against that model, rather than allocate normally.
MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
ERC-90 w/90mm Gun (T) and MG (C) Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.
Armoured: This vehicle has an Armour score of 5+ to the Side or
Rear facings. It may never make any reactions except to Shoot with
one MG.
Tough: This vehicle will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.
Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road
Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
Ignore the effects of smoke (see main rulebook).
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Materiel

Size Move Close Combat Target Armour Kill

4 9" 4xD10 7+ 4+ 9+
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Armed variant of the popular HMMWV

HMMWY w/M-240 (E, AA)

e - = - \
E Upgrade armor to 4+ for +5 points 1.
(' a8

Size Move Close Combat Target Armour Kill

Materiel

2 10" 2xD10 6+ 5+ 8+

Statistics

TRANSPORT
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Armed variant of the popular HMMWV

HMMWY w/MK19 (E)

Materiel

Opions|

Size Move Close Combat Target Armour Kill

2 10" 2xD10 6+ 5+ 8+

- TRANSPORT
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Statistics

M-240 7.62mm Machine Gun
Range 30" Damage 3xD6

Tough: The HMMWV will ignore the first failed Armour roll. An attack that rolls its
Kill score will destroy it as normal.

M-240: This weapon causes a i 1 penalty to Armour rolls.Every Damage Dice this
weapon rolls will count as two for the purposes of Suppression only. If every model
in the target unit is assigned two or more Damage Dice when this weapon is used,
the unit will lose two actions from Suppression, rather than just one.

Transport : The HMMWV may carry up to 4 size 1 models. Models may mount the
HMMWYV simply by moving on to it, and may leave with a Move action in the same
way. If models either enter or leave the HMMWYV, then both the models and the
HMMWYV may only take a single action in that turn. If the HMMWV is destroyed,
every model on board will immediately suffer a D6-1 Damage Dice. Transported
models may fire their weapons if the HMMWYV takes a Shoot actioni up to 1 model
to either side, each creating his own separate Fire Zone. They fire at -1 penalty to
their Fire Dice.

Wheeled: This vehicle gains +3 inches to its Move if its entire move is on a road
Immune to suppression. Subject to the Button Up rule (see Rules Updates)

Mk19 AGL
Range 36" Damage 3xD6+1

Tough: The HMMWV will ignore the first failed Armour roll. An attack that rolls its
Kill score will destroy it as normal.

Mk19 AGL: This weapon causes a i 1 penalty to Armour rolls.It will roll extra
Damage Dice (but only D6 with no penalty to Armour rolls) against very model
within 100f the centre of the model its first Damage Dice is allocated to - these
extra models need not be in Line of Sight.

Transport : The HMMWYV may carry up to 4 size 1 models. Models may mount the
HMMWV simply by moving on to it, and may leave with a Move action in the same
way. If models either enter or leave the HMMWYV, then both the models and the
HMMWYV may only take a single action in that turn. If the HMMWV is destroyed,
every model on board will immediately suffer a D6-1 Damage Dice. Transported
models may fire their weapons if the HMMWYV takes a Shoot actioni up to 1 model
to either side, each creating his own separate Fire Zone. They fire at -1 penalty to
their Fire Dice.

Wheeled: This vehicle gains +3 inches to its Move if its entire move is on a road
Immune to suppression. Subject to the Button Up rule (see Rules Updates)




Blindcide 81mm Anti-tank Rocket
Range 20" Damage D10

Tough: The HMMWV will ignore the first failed Armour roll. An attack
that rolls its Kill score will destroy it as normal.
Blindcide: This weapon causes a i 2 penalty to Armour rolls, and will
roll extra Damage Dice (but only D6 with no penalty to Armour rolls)
! against every model within 100f the centre of the model its first
Rimed eiietiiie pop T MVYY Damage Dice is allocated to - these extra models need not be in Line
of Sight. It may only be fired once per turn, and never as a reaction. It
may be used only against targets of Size 2 or greater. If such model
is within the firezone roll this weapon& Damage Dice against that
model, rather than allocate normally.
Transport : The HMMWYV may carry up to 4 size 1 models. Models
HMMWYV wi/Blindcide (E) may mount the HMMWYV simply by moving on to it, and may leave
with a Move action in the same way. If models either enter or leave
the HMMWYV, then both the models and the HMMWYV may only take a
single action in that turn. If the HMMWYV is destroyed, every model on
" board will immediately suffer a D6-1 Damage Dice. Transported
models may fire their weapons if the HMMWYV takes a Shoot actioni
up to 1 model to either side, each creating his own separate Fire
Zone. They fire at -1 penalty to their Fire Dice.
. . Wheeled: This vehicle gains +3 inches to its Move if its entire move
Size Move Close Combat Target Armour Kill is on a road
Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
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2 10" 2xD10 6+ 5+ 8+
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HMMWYV Weapons Carrier w/Recoilless

Rifle
106mm Recoilless Rifle
Range 30" Damage D10+1

Tough: The HMMWV will ignore the first failed Armour roll. An attack
that rolls its Kill score will destroy it as normal.
Armed variant of the popular HMMWV Blindcide: This weapon causes a i 2 penalty to Armour rolls, and will
roll extra Damage Dice (but only D6 with no penalty to Armour rolls)
against every model within 160f the centre of the model its first
Damage Dice is allocated to - these extra models need not be in Line
of Sight. It may only be fired once per turn, and never as a reaction. It
may be used only against targets of Size 2 or greater. If such model
is within the firezone roll this weapon& Damage Dice against that
model, rather than allocate normally.
Transport : The HMMWYV may carry up to 4 size 1 models. Models
may mount the HMMWYV simply by moving on to it, and may leave
i with a Move action in the same way. If models either enter or leave
- - — — —— the HMMWYV, then both the models and the HMMWV may only take a
: single action in that turn. If the HMMWYV is destroyed, every model on
board will immediately suffer a D6-1 Damage Dice. Transported

O ¥ models may fire their weapons if the HMMWYV takes a Shoot action
t . up to 1 model to either side, each creating his own separate Fire
Sizalijove CleselcombatiigidetArmounsil Zone. They fire at -1 penalty to their Fire Dice.
Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road
Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

L.

HMMWYV w/106mm Recoilless Rifle (E)

Materiel

2 10" 2xD10 6+ 5+ 8+
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M2 .50cal Machine Gun
Range 36" Damage 2xD6+1

Tough: The HMMWYV will ignore the first failed Armour roll. An attack that rolls its
Kill score will destroy it as normal.
M2: This weapon causes a i 1 penalty to Armour rolls.Every Damage Dice this
weapon rolls will count as two for the purposes of Suppression only. If every model
in the target unit is assigned two or more Damage Dice when this weapon is used,
the unit will lose two actions from Suppression, rather than just one.
Transport : The HMMWV may carry up to 4 size 1 models. Models may mount the
HMMWYV simply by moving on to it, and may leave with a Move action in the same
way. If models either enter or leave the HMMWYV, then both the models and the
HMMWYV may only take a single action in that turn. If the HMMWV is destroyed,
every model on board will immediately suffer a D6-1 Damage Dice. Transported
models may fire their weapons if the HMMWYV takes a Shoot actioni up to 1 model
i to either side, each creating his own separate Fire Zone. They fire at -1 penalty to

B their Fire Dice.
HMMWV W/M2 (E' AA) Wheeled: This vehicle gains +3 inches to its Move if its entire move is on a road
Immune to suppression. Subject to the Button Up rule (see Rules Updates)

Armed variant of the popular HMMWV

Size Move Close Combat Target Armour Kill

10" 2xD10

1)
=
=
£
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Transport : The HMMWV may carry up to 7 size 1 models. Models may mount the
HMMWYV simply by moving on to it, and may leave with a Move action in the same
way. If models either enter or leave the HMMWYV , then both the models and the
HMMWYV may only take a single action in that turn. If the HMMWV is destroyed,
every model on board will immediately suffer a D6-1 Damage Dice. Transported
models may fire their weapons if the HMMWYV takes a Shoot actioni up to 3
models to either side, each group creating their own separate Fire Zone. They fire
at -1 penalty to their Fire Dice.

Tough: The HMMWYV will ignore the first failed Armour roll. An attack that rolls its
Kill score will destroy it as normal.

Wheeled: This vehicle gains +3 inches to its Move if its entire move is on a road
Immune to suppression.

—

Materiel

Size Move Close Combat Target Armour Kill

10" 2xD10 6+ 5+ 8+
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MG
Range 36" Damage 3xD6

Flyer: It will ignore the effects of smoke (see main rulebook) and
supression. May be attacked only by weapons with AA trait unless it
is at V/STOL speed. It must take Move as its first action in a turn.
Tough: The UH-60 will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.
Transport : The UH-60 may carry up to 11 size 1 models. Models
may mount the UH-60 when it is on the ground simply by moving on
to it, and may leave with a Move action in the same way. If models
either enter or leave the UH-60, then both the models and the UH-60
may only take a single action in that turn. If the UH-60 is destroyed
while on the ground, every model on board will immediately suffer a
D6-1 Damage Dice. If the UH-60 is destroyed while in the air, every
model on board will immediately suffer a D6+2 Damage Dice.
MG: This weapon causes a i 1 penalty to Armour rolls. Every
Damage Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
Size Move Close Combat Target Armour Kill more Damage. Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one. Each of the mounted
6 V/STOL 3xD10 MGs may fire to one side of the UH-60 and has to be operated by
Loiter one of the transported models.Both may be fired in a single action

\ |
|

ﬁ' i e i P ——
Bell 212 Huey
-

Hydra

Range 30" Damage D8

M2 MG

Range 36" Damage 2xD6+1
Mk 19

Range 36" Damage 3xD6+1

Hydra This weapon causes a i 2 penalty to Armour rolls, It will roll its
damage dice against every target in the firezone, the targets dond need to
be in LOS.

M-2: This weapon causes a i 1 penalty to Armour rolls. Every Damage Dice
this weapon rolls will count as two for the purposes of Suppression only. If
every model in the target unit is assigned two or more Damage Dice when
this weapon is used, the unit will lose two actions from Suppression, rather
than just one. May be used as an AA weapon.

Mk-19: This weapon causes a i 1 penalty to Armour rolls.It will roll extra
Damage Dice (but only D6 with no penalty to Armour rolls) against very
model within 100f the centre of the model its first Damage Dice is allocated
to - these extra models need not be in Line of Sight.

Linked weapon pods: if not equipped with the Stinger or TOW missiles,
the Defender may fire weapons from both hardpoints in a single action.
Flyer: It will ignore the effects of smoke (see main rulebook) and

= — = = —y L supression. May be attacked only by weapons with AA trait unless it is at V/

Each hardpoint may carry one of the following: 1xHydra launcher, M2 gun STOL speed. It must take Move as its first action in a turn.
L Pt d or Mk-19 “ d Y 4 Tough: The UH-1 will ignore the first two failed Armour rolls. An attack that
O Bo G rolls its Kill score will destroy it as normal.

¢ Transport : The UH-1 may carry up to 12 size 1 models. Models may
Size Move Close Combat Target Armour Kill mount this helicopter when it is on the ground simply by moving on to it, and

may leave with a Move action in the same way. If models either enter or

5 VISTOL 4xD10 6+ 5+ 8+ leave this helicopter, then both the models and the UH-1 may only take a
Loiter single action in that turn. If the UH-1 is destroyed while on the ground,

every model on board will immediately suffer a D6-1 Damage Dice. If the

UH-1 is destroyed while in the air, every model on board will immediately

suffer a D6+2 Damage Dice.

Bell 212 w/two hardpoints

Materiel
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Bell 206

A light scout helicopter

Bell 206 5

r
Size Move Close Combat Target Armour Kill

3 V/STOL 2xD10 6+ S5+ S
Loiter

Statistics

Mexico operates a number of MD-500 gunships

MD-500 w/2xM-134 and two hardpoints

Materiel

.y
- - - .
s 2xStinger, 2xTOW-2, M2 gun pod or Mk-19 gun pod 1}
P )
Size Move Close Combat Target Armour Kill

3 V/STOL 2xD10 6+ 6+ 8+
Loiter

Statistics

Flyer: It will ignore the effects of smoke (see main rulebook) and supression. May
be attacked only by weapons with AA trait unless it is at V/STOL speed. It must
take Move as its first action in a turn.

Tough: This aircraft will ignore the first two failed Armour rolls. An attack that rolls
its Kill score will destroy it as normal.

Forward Observer: the helicopter may spot for off-board support like it was a
Command Team.

Recon Vehicle: An army with at least one of these units may re-roll its dice for set
up and deployment

Hydra

Range 30" Damage D8
Stinger AAM

Range 96" Damage D10

M2 MG

Range 36" Damage 2xD6+1
Mk 19

Range 36" Damage 3xD6+1
M-134

Range 30" Damage 4xD6
TOW-2 ATGM

Range 60" Damage D10+2

Flyer: It will ignore the effects of smoke (see main rulebook) and supression. May
be attacked only by weapons with AA trait unless it is at V/STOL speed. It must
take Move as its first action in a turn.

Tough: The Defender will ignore the first two failed Armour rolls. An attack that
rolls its Kill score will destroy it as normal.

TOW-2: This weapon causes a i 2 penalty to Armour rolls, and will roll extra
Damage Dice (but only D6 with no penalty to Armour rolls) against every model
within 100f the centre of the model its first Damage Dice is allocated to - these
extra models need not be in Line of Sight. It may only be fired once per turn, and
never as a reaction. If a model of Size 3 or greater is within the Fire Zone, you may
opt to roll this weapon® Damage Dice against that model, rather than allocate
normally.

Stinger This weapon may only be used against Air Units and causes a -2 penalty
to Armour rolls. The Damage Dice may be re-rolled if they fail to reach the Target
score of their victim. Four shot system.

Hydra This weapon causes a i 2 penalty to Armour rolls, It will roll its damage dice
against every target in the firezone, the targets dond need to be in LOS.

M-134: This weapon causes a i 1 penalty to Armour rolls. Every Damage Dice this
weapon rolls will count as two for the purposes of Suppression only. If every model
in the target unit is assigned two or more Damage Dice when this weapon is used,
the unit will lose two actions from Suppression, rather than just one. May be used
as an AA weapon.

M-2: This weapon causes a i 1 penalty to Armour rolls. Every Damage Dice this
weapon rolls will count as two for the purposes of Suppression only. If every model
in the target unit is assigned two or more Damage Dice when this weapon is used,
the unit will lose two actions from Suppression, rather than just one. May be used
as an AA weapon.

Mk-19: This weapon causes a i 1 penalty to Armour rolls.It will roll extra Damage
Dice (but only D6 with no penalty to Armour rolls) against very model within 160f
the centre of the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight.

Linked weapon pods: if not equipped with the Stinger or TOW missiles, the
Defender may fire weapons from both hardpoints in a single action.
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SA-319 w/MG

Replace MG with 20mm Cannon

Size Move Close Combat Target Armour Kill

3 V/STOL 2xD10 6+ 8+
Loiter

Trainer aircraft, used in counter-insurgency role by the
Mexican Air Force

PC-7 w/6l hardpoints

Size Move Close Combat Target Armour Kill

4 Loiter 4xD10 6+ 6+ 8+
Cruise

r

!-

MG

Range 36" Damage 3xD6
20mm Cannon

Range 40" Damage 2xD6+1

Flyer: It will ignore the effects of smoke (see main rulebook) and
supression. May be attacked only by weapons with AA trait unless it
is at V/ISTOL speed. It must take Move as its first action in a turn.
Tough: The AH-6J will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

MG: This weapon causes a i 1 penalty to Armour rolls. Every
Damage Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage. Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one. Each of the mounted
MGs may fire to one side of the UH-60 and has to be operated by
one of the transported models.Both may be fired in a single action. It
may only be fired at targets in the left 180 degrees arc.

M693 F1: This weapon causes a i 1 penalty to Armour rolls. It may
only be fired at targets in the left 180 degrees arc.

Rocket Pod

Range 36" Damage D6+1
M2 Pod

Range 36" Damage 2xD6+1

Flyer: It will ignore the effects of smoke (see main rulebook) and
supression. May be attacked only by weapons with AA trait. It must
take Move as its first action in a turn.

Tough: This aircraft will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

M-2 Pod: This weapon causes a i 1 penalty to Armour rolls. Every
Damage Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one. May be used as an
AA weapon. Up to two M-2 Pods may be fired in a single Shoot
action

Rocket Pod: This weapon causes a i 1 penalty to Armour rolls, It will
roll its damage dice against every target in the firezone, the targets
dond need to be in LOS. Up to two Rocket Pods may be fired in a
single Shoot action, each Rocket Pod may be used only once.
Army List: Up to two PC-7s may be bought as a single Air choice.
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T-33 w/4xMk 82

Replace 2 or 4 Mk 82 with a Rocket Pod each

Size Move Close Combat Target Armour Kill

5 Loiter 4xD10
Cruise

Mexican Air Force still utilizes the old F-5s

F-5 w/Two M39A2, 6xAIM-9L

Size Move Close Combat Target Armour Kill

6 Cruise 4xD10 6+ 6+ 8+
Burn

Rocket Pod

Range 36" Damage D6+1
Mk 82

Range - Damage D10+2

Flyer: May be attacked only by weapons with AA trait. It must take
Move as its first action in a turn.

Tough: This aircraft will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

Mk 82: This weapon ignores Armour rolls, and will roll extra Damage
Dice (but only D8 with -1 penalty to Armour rolls) against every model
within 300f the centre of the model its first Damage Dice is allocated
to - these extra models need not be in Line of Sight. Up to two bombs
may be dropped in a single BOMB action, each creating separate
firezone.

Rocket Pod: This weapon causes a i 1 penalty to Armour rolls, It will
roll its damage dice against every target in the firezone, the targets
dond need to be in LOS. Up to two UV-16-57 pods may be fired in a
single Shoot action

Immune to suppression.

Ignore the effects of smoke (see main rulebook).

M39A2 20mm Cannon
Range 36" Damage 2xD6+1
AIM-9L

Range 60" Damage D10
Rocket Pod

Range 36" Damage D6+1
Mk 82

Range - Damage D10+2

20mm Cannon: This weapon causes a i 1 penalty to Armour rolls.
Flyer: It will ignore the effects of smoke (see main rulebook) and
supression. May be attacked only by weapons with AA trait. It must
take Move as its first action in a turn.

Tough: This aircraft will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

AIM-9L: This weapon may only be used against Air Units and causes
a -2 penalty to Armour rolls. The Damage Dice may be re-rolled if
they fail to reach the Target score of their victim. Up to two missiles
may be launched in a single action. May be fired only from the rear of
the target

Rocket Pod: This weapon causes a i 1 penalty to Armour rolls, It will
roll its damage dice against every target in the firezone, the targets
dond need to be in LOS. Up to two UV-16-57 pods may be fired in a
single Shoot action

Mk 82: This weapon ignores Armour rolls, and will roll extra Damage
Dice (but only D8 with -1 penalty to Armour rolls) against every model
within 300f the centre of the model its first Damage Dice is allocated
to - these extra models need not be in Line of Sight. Up to two bombs
may be dropped in a single BOMB action, each creating separate
firezone.




HW-K 11 20mm

IFV developed for the Mexican Army

HW-K w/20mm Cannon (T), MG (C)

Size Move Close Combat Target Armour Kill

3 7" 3xD10

APC developed for the Mexican Army

HW-K W/MG (E)

Size Move Close Combat Target Armour Kill

3 7" 3xD10 7+ 3+ 9+

-
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i

20mm Cannon

Range 40" Damage 2xD6+1
7.62mm Machine Gun
Range 30" Damage 3xD6

Transport : This vehicle may carry up to 8 size 1 models. Models
may mount it simply by moving on to it, and may leave with a Move
action in the same way. If models either enter or leave the this
vehice, then both the models and this vehocle may only take a single
action in that turn. If this vehicle is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice.

Tough: This vehicle will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

20mm Cannon: This weapon causes a i 1 penalty to Armour rolls.
Armoured: This vehicle has an Armour score of 4+ to the Side or
Rear facings. It may never make any reactions except to Shoot with
the MG.

Tracked: This vehicle will ignore all terrain 10high or less for the
purposes of movement

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

7.62mm Machine Gun
Range 30" Damage 3xD6

Transport : This vehicle may carry up to 10 size 1 models. Models
may mount it simply by moving on to it, and may leave with a Move
action in the same way. If models either enter or leave the this
vehice, then both the models and this vehocle may only take a single
action in that turn. If this vehicle is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice.

Tough: This vehicle will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

Armoured: This vehicle has an Armour score of 4+ to the Side or
Rear facings. It may never make any reactions except to Shoot with
the MG.

Tracked: This vehicle will ignore all terrain 16high or less for the
purposes of movement

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
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AMX-VCI

French APC used by Mexican Army

AMX-VCI W/MG (T)

i

Equip the AMX-10 with Milan (E) for +35 points
@ B
r

Size Move Close Combat Target Armour Kill

3 7" 3xD10

French IFV used by Mexican Army

Size Move Close Combat Target Armour Kill

3 7" 3xD10 7+ 3+ 9+

TRANSPORT
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7.62mm Machine Gun
Range 30" Damage 3xD6

Transport : This vehicle may carry up to 10 size 1 models. Models
may mount it simply by moving on to it, and may leave with a Move
action in the same way. If models either enter or leave the this
vehice, then both the models and this vehocle may only take a single
action in that turn. If this vehicle is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice.

Tough: This vehicle will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

Armoured: This vehicle has an Armour score of 4+ to the Side or
Rear facings. It may never make any reactions except to Shoot with
the MG.

Tracked: This vehicle will ignore all terrain 10high or less for the
purposes of movement

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

20mm Cannon

Range 40" Damage 2xD6+1
7.62mm Machine Gun
Range 30" Damage 3xD6

Transport : This vehicle may carry up to 8 size 1 models. Models
may mount it simply by moving on to it, and may leave with a Move
action in the same way. If models either enter or leave the this
vehice, then both the models and this vehocle may only take a single
action in that turn. If this vehicle is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice.

Tough: This vehicle will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

20mm Cannon: This weapon causes a i 1 penalty to Armour rolls.
Armoured: This vehicle has an Armour score of 4+ to the Side or
Rear facings. It may never make any reactions except to Shoot with
the MG.

Tracked: This vehicle will ignore all terrain 16high or less for the
purposes of movement

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
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AMX VCI-M

Mortar Carrier variant of the VCI APC

AMX VCI-M w/81mm Mortar (E), MG (E,

Size Move Close Combat Target Armour Kill

3 7" 3xD10

SUPPORT o
k
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Squad Leader w/FX-05
Team 1: Team Leader w/FX-05, Grenadier w/FX-05
and M203, Gunner w/M249 SAW, Rifleman w/FX-05
Team 2: Team Leader w/FX-05, Grenadier w/FX-05
and M203, Gunner w/M249 SAW, Rifleman w/FX-05

Size Move Close Combat Target Armour Kill

5" 2xD6 4+

81mm Mortar

Range 24-72" Damage D6+1
7.62mm Machine Gun
Range 30" Damage 3xD6

81mm Mortar: Before firing this weapon, the vehicle has to take a
Ready action. You can create a Firezone anywhere within the range
of this weapon. The center of the Firezone has to be in LOS of this
vehicle or a unit able to spot for artillery. Work out scatter as per the
Attillery rules (rulebook, page 34). The Firezone has 3" radius, roll
this weapon®& Damage Dice against every target within the Firezone
This weapon causes a -1 penalty to Armour rolls.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

Armoured: This vehicle has an Armour score of 4+ to the Side or
Rear facings. It may never make any reactions except to Shoot with
the MG.

Tough: The AMX VCI will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

Tracked: This vehicle will ignore all terrain 10high or less for the
purposes of movement

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

FX-05

Range 24" Damage D6
M-249 SAW

Range 30" Damage 2xD6
M-203 Grenade Launcher
Range 16" Damage D6+1

M203 Grenade Launcher: This weapon causes a i 1 penalty to
Armour rolls and will roll extra Damage Dice (but only D6 with no
penalty to Armour rolls) against every model within 160of the centre of
the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight. It may only be fired once per turn, and
never as a reaction.

M249 SAW: If a Ready action is taken to set this weapon up properly
(lie prone, extend bipod, etc), then all subsequent Shoot actions will
gain two bonus Damage Dice though it may only shoot in its forward
facing. These bonus dice are lost as soon as the model moves. In
addition, every Damage Dice this weapon rolls will count as two for
the purposes of Suppression only. If every model in the target unit is
assigned two or more Damage Dice when this weapon is used, the
unit will lose two actions from Suppression, rather than just one.

Fire Teams: Teams may be split off from the squad to act as
independent units, with the Team Leaders acting as unit leaders. The
Squad Leader must join one of these teams and act as its unit leader.
This may be done before the start of the battle or at the beginning of
any turn
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FX-05
Range 24" Damage D6

waa b

Sy

Platoon Commander w/FX-05, Platoon Sergeant w/ 1

FX-05, Platoon Guide w/FX-05, Messenger w/FX-05 * Command Team: So long as the Platoon Commanger_ or Platoon
Sergeant and Messenger remain on the table and within 2" of each
other, one friendly unit may be given a bonus third action. A unit may
only take one bonus action, no matter how many Lieutenants and
Radio Operators are on the table.

Materiel

Size Move Close Combat Target Armour Kill

1 5" 2xD6 4+ 6+

2 COMMAND
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Statistics

FX-05

Range 24" Damage D6
M-249 SAW

Range 30" Damage 2xD6
M-203 Grenade Launcher
Range 16" Damage D6+1

M203 Grenade Launcher: This weapon causes a i 1 penalty to
Armour rolls and will roll extra Damage Dice (but only D6 with no
penalty to Armour rolls) against every model within 160of the centre of
the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight. It may only be fired once per turn, and
never as a reaction.

M249 SAW: If a Ready action is taken to set this weapon up properly
(lie prone, extend bipod, etc), then all subsequent Shoot actions will
gain two bonus Damage Dice though it may only shoot in its forward
facing. These bonus dice are lost as soon as the model moves. In
addition, every Damage Dice this weapon rolls will count as two for
the purposes of Suppression only. If every model in the target unit is
assigned two or more Damage Dice when this weapon is used, the
unit will lose two actions from Suppression, rather than just one.

Squad Leader w/FX-05
Team 1: Team Leader w/FX-05, Grenadier w/FX-05
and M203, Gunner w/M249 SAW, Rifleman w/FX-05
Team 2: Team Leader w/FX-05, Grenadier w/FX-05
and M203, Gunner w/M249 SAW, Rifleman w/FX-05

Materiel

Fire Teams: Teams may be split off from the squad to act as
independent units, with the Team Leaders acting as unit leaders. The
t . Squad Leader must join one of these teams and act as its unit leader.
Sizalijove CleselcombatiigidetArmounsil This may be done before the start of the battle or at the beginning of

any turn
1 5" 2xD6 4+

Parachute Deployment: Squad may enter the battlefield on any turn
from any edge other than the opponent& deployment zone instead of
deploying normally.




Materiel
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Materiel

Squad Leader w/FX-05
Team 1: Team Leader w/FX-05, Grenadier w/FX-05
and M203, Gunner w/M249 SAW, Rifleman w/FX-05
Team 2: Team Leader w/FX-05, Grenadier w/FX-05
and M203, Gunner w/M249 SAW, Rifleman w/FX-05

Size Move Close Combat Target Armour Kill

5" 2xD6

Platoon Commander w/FX-05, Platoon Sergeant w/
FX-05, Platoon Guide w/FX-05, Messenger w/FX-05

Size Move Close Combat Target Armour Kill

5" 2xD6 4+ 6+

COMMAND y
k
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FX-05

Range 24" Damage D6
M-249 SAW

Range 30" Damage 2xD6
M-203 Grenade Launcher
Range 16" Damage D6+1

M203 Grenade Launcher: This weapon causes a i 1 penalty to
Armour rolls and will roll extra Damage Dice (but only D6 with no
penalty to Armour rolls) against every model within 100f the centre of
the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight. It may only be fired once per turn, and
never as a reaction.

M249 SAW: If a Ready action is taken to set this weapon up properly
(lie prone, extend bipod, etc), then all subsequent Shoot actions will
gain two bonus Damage Dice though it may only shoot in its forward
facing. These bonus dice are lost as soon as the model moves. In
addition, every Damage Dice this weapon rolls will count as two for
the purposes of Suppression only. If every model in the target unit is
assigned two or more Damage Dice when this weapon is used, the
unit will lose two actions from Suppression, rather than just one.

Fire Teams: Teams may be split off from the squad to act as
independent units, with the Team Leaders acting as unit leaders. The
Squad Leader must join one of these teams and act as its unit leader.
This may be done before the start of the battle or at the beginning of
any turn

FX-05
Range 24" Damage D6

Command Team: So long as the Platoon Commander or Platoon
Sergeant and Messenger remain on the table and within 2" of each
other, one friendly unit may be given a bonus third action. A unit may
only take one bonus action, no matter how many Lieutenants and
Radio Operators are on the table.




FX-05

Range 24" Damage D6
81mm Mortar

Range 24-72" Damage D6+1

—

Team Leader w/FX-05, Gunner w/FX-05 and 81mm

81mm Mortar: Before firing this weapon, the vehicle has to take a
Mortar, 2xRifleman w/FX-05

Ready action. You can create a Firezone anywhere within the range
of this weapon. The center of the Firezone has to be in LOS of this
vehicle or a unit able to spot for artillery. Work out scatter as per the
Artillery rules (rulebook, page 34). The Firezone has 3" radius, roll
this weapon® Damage Dice against every target within the Firezone
This weapon causes a -1 penalty to Armour rolls.

Materiel

Size Move Close Combat Target Armour Kill

1 5" 2xD6 4+ 6+
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Bolt Action Rifle
Range 30" Damage D6

e

e,

Squad Leader w/Bolt Action Rifle, 3xRifleman w/Bolt
Action Rifle

Materiel

Bolt Action Rifle: Halve the number of Supression Dice from this weapon

\ |

Size Move Close Combat Target Armour Kill

1 5" 2xD6 4+




Fuerzas Especiales, better known as FES. Their specialty
are unconventional warfare, assault, counter-terrorism, and
special reconnaissance operations.

Squad Leader w/M4A1 SOPMOD,
4xRifleman w/M4A1 SOPMOD, Gunner
w/Minimi

]
&
5}
=

Squad Leader and/or any Riflemen may replace their M4A1
with PDW or Shotgun

Size Move Close Combat Target Armour Kill

[ |
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5" 2xD6 4+ 6+ 6+

Statistics
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Fuerzas Especiales, better known as FES. Their specialty
are unconventional warfare, assault, counter-terrorism, and
special reconnaissance operations.

L.

Squad Leader w/M4A1 SOPMOD, Sniper w/7.62mm
Sniper Rifle

Materiel

"

[]
= = = —i
Replace the 7.62mm Sniper Rifle with 12.7mm Sniper Rifle
O 5
>

Size Move Close Combat Target Armour Kill

5" 2xD6 4+ 6+ 6+
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Statistics

Shotgun

Range 12" Damage D6
M4A1 SOPMOD

Range 20" Damage D6
PDW

Range 12" Damage 2xD6
Minimi

Range 30" Damage 2xD6

Shotgun: This weapon causes a -1 penalty to Armour rolls and gains
+1 damage versus Size 1 targets only

Minimi: If a Ready action is taken to set this weapon up properly (lie
prone, extend bipod, etc), then all subsequent Shoot actions will gain
two bonus Damage Dice though it may only shoot in its forward
facing. These bonus dice are lost as soon as the model moves. In
addition, every Damage Dice this weapon rolls will count as two for
the purposes of Suppression only. If every model in the target unit is
assigned two or more Damage Dice when this weapon is used, the
unit will lose two actions from Suppression, rather than just one.

Elite Training: All models in this unit gain a +2 bonus to their Armour
rolls when in Cover.

Stealthy: If this unit is within Cover and did not make any shooting
attacks in the last turn, units beyond 200may not draw Line of Sight
to it.

Infiltrate: So long as your army sets up second and this unit starts
the game out of Line of Sight to the enemy, it may be deployed up to
120ofurther away from your table edge.

M4A1 SOPMOD
Range 24" Damage D6
7.62mm Sniper Rifle
Range 36" Damage D6
12.7mm Sniper Rifle
Range 60" Damage D6

7.62mm Sniper Rifle: This weapon gains a +2 bonus to its Damage
Dice against Size 1 models. It may only fire once each turn and never
as a reaction. If a Ready action is taken before it shoots, you may opt
to roll its Damage Dice against the model in the center of the Fire
Zone, rather than allocate normally.

12.7mm Sniper Rifle: This weapon gains a +3 bonus to its Damage
Dice against all models of Size 2 or less. It may only fire once per
turn and never as a reaction. If a Ready action is taken before it
shoots, you may opt to roll its Damage Dice against any model in the
Fire Zone rather than allocate normally.

Elite Training: All models in this unit gain a +2 bonus to their Armour
rolls when in Cover.

Stealthy: If this unit is within Cover and did not make any shooting
attacks with weapons other than 7.62mm Sniper Rifle in the last turn,
units beyond 200may not draw Line of Sight to it.

Infiltrate: So long as your army sets up second and this unit starts
the game out of Line of Sight to the enemy, it may be deployed up to
120ofurther away from your table edge.




Shotgun

Range 12" Damage D6
M4A1 SOPMOD

Range 20" Damage D6
PDW

Range 12" Damage 2xD6

Fuerzas Especiales, better known as FES. Their specialty

are unconventional warfare, assault, counter-terrorism, and

special reconnaissance operations. Command Team: So long as the Platoon Commander or Platoon

Sergeant and Messenger remain on the table and within 2" of each

other, one friendly unit may be given a bonus third action. A unit may

only take one bonus action, no matter how many Lieutenants and

Radio Operators are on the table.

Platoon Commander w/FX-05, Platoon Sergeant w/
FX-05, Platoon Guide w/FX-05 Elite Training: All models in this unit gain a +2 bonus to their Armour

rolls when in Cover.

Stealthy: If this unit is within Cover and did not make any shooting
attacks in the last turn, units beyond 200may not draw Line of Sight
to it.

Infiltrate: So long as your army sets up second and this unit starts
Size Move Close Combat Target Armour Kill the game out of Line of Sight to the enemy, it may be deployed up to
120further away from your table edge.

i 5" 2xD6 4+ 6+ 6+
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i TR TN M-16A4
i o Range 24" Damage D6
M-249 SAW

Range 30" Damage 2xD6

Batallones de Comandos Anfibios carry out special tasks for
the Amphibious Reaction Forces ( Marines). Minimi: If a Ready action is taken to set this weapon up properly (lie
prone, extend bipod, etc), then all subsequent Shoot actions will gain
two bonus Damage Dice though it may only shoot in its forward
facing. These bonus dice are lost as soon as the model moves. In
addition, every Damage Dice this weapon rolls will count as two for
Squad Leader w/M-16, 4xRifleman w/M- the purposes of Suppression only. If every model in the target unit is
AR assigned two or more Damage Dice when this weapon is used, the
16, Gunner w/Minimi unit will lose two actions from Suppression, rather than just one.

Materiel

Elite Training: All models in this unit gain a +2 bonus to their Armour
rolls when in Cover.

Recon: An army with at least one of these units may re-roll its dice
for set up and deployment
Sizalijove CleselcombatiigidetArmounsil High Initiative: This squad may never lose two actions to supression

and can always fire as a reaction
1 5"  2xD6 4+ 6+
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FX-05

Range 24" Damage D6
M-203 Grenade Launcher
Range 16" Damage D6+1
Minimi

Range 30" Damage 2xD6

M203 Grenade Launcher: This weapon causes a i 1 penalty to
Armour rolls and will roll extra Damage Dice (but only D6 with no
penalty to Armour rolls) against every model within 100f the centre of
the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight. It may only be fired once per turn, and
never as a reaction.
Squad Leader V_V/FX'OS’ 3xRifleman w/ Minimi: If a Ready action is taken to set this weapon up properly (lie
FX-05, Grenadier w/FX-05 and M203, prone, extend bipod, etc), then all subsequent Shoot actions will gain
Gunner w/Minimi two bonus Damage Dice though it may only shoot in its forward
facing. These bonus dice are lost as soon as the model moves. In
addition, every Damage Dice this weapon rolls will count as two for
the purposes of Suppression only. If every model in the target unit is
assigned two or more Damage Dice when this weapon is used, the
unit will lose two actions from Suppression, rather than just one.

Materiel

Size Move Close Combat Target Armour Kill High Initiative: Thls squad may never lose two actions to supression
and can always fire as a reaction

5" 2xD6 4+ 6+ 6+
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Elite Training: All models in this unit gain a +2 bonus to their Armour
rolls when in Cover.

FX-05

Range 24" Damage D6
7.62mm Sniper Rifle
Range 36" Damage D6
12.7mm Sniper Rifle
Range 60" Damage D6

L.

7.62mm Sniper Rifle: This weapon gains a +2 bonus to its Damage
Dice against Size 1 models. It may only fire once each turn and never
as a reaction. If a Ready action is taken before it shoots, you may opt
to roll its Damage Dice against the model in the center of the Fire
Zone, rather than allocate normally.
Squad Leader w/FX-05, Sniper w/7.62mm Sniper i X ) . .
Rifle 12.7mm Sniper Rifle: This weapon gains a +3 bonus to its Damage
Dice against all models of Size 2 or less. It may only fire once per
turn and never as a reaction. If a Ready action is taken before it
shoots, you may opt to roll its Damage Dice against any model in the
Fire Zone rather than allocate normally.

Materiel

High Initiative: This squad may never lose two actions to supression
and can always fire as a reaction
Sizalijove CleselcombatiigidetArmounsil Elite Training: All models in this unit gain a +2 bonus to their Armour

rolls when in Cover.
5" 2xD6 4+ 6+ 6+

SUPPORT L
e w . — L ——— I—‘-




Materiel
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Platoon Commander w/FX-05, Platoon Sergeant w/
FX-05, Platoon Guide w/FX-05

Materiel

Size Move Close Combat Target Armour Kill

5" 2xD6 4+ 6+ 6+
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The High Command GAFE is a group with no more than 100
members, they are specially trained in counter-terrorist
tactics.

Squad Leader w/Customized PDW
2xRifleman w/Customized PDW
Entry Specialist w/Shotgun

Size Move Close Combat Target Armour Kill

5" 2xD6 4+ 6+ 7+
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FX-05
Range 24" Damage D6

Command Team: So long as the Platoon Commander or Platoon
Sergeant and Messenger remain on the table and within 2" of each
other, one friendly unit may be given a bonus third action. A unit may
only take one bonus action, no matter how many Lieutenants and
Radio Operators are on the table.

High Initiative: This squad may never lose two actions to supression
and can always fire as a reaction

Elite Training: All models in this unit gain a +2 bonus to their Armour
rolls when in Cover.

Shotgun

Range 12" Damage D6
FX-05

Range 24" Damage D6
Customized PDW
Range 12" Damage 2xD6

Customized PDW: This weapon gets +1 damage versus Size 1
targets only.

Shotgun: This weapon causes a -1 penalty to Armour rolls and gains
+1 damage versus Size 1 targets only

High Initiative: this squad may never lose two actions to supression
and can always fire as a reaction

Elite Training: All models in this unit gain a +2 bonus to their Armour
rolls when in Cover.

Infiltrate: So long as your army sets up second and this unit starts
the game out of Line of Sight to the enemy, it may be deployed up to
120ofurther away from your table edge.

Stealthy: If this unit is within Cover and did not make any shooting
attacks with weapons other than the Customized PDW in the last
turn, units beyond 200may not draw Line of Sight to it.




Amphibious Special Forces
Group

The Army& Amphibious Special Forces Groups are trained
in ampbhibious warfare.

Squad Leader w/FX-05, 3xRifleman w/
FX-05, Grenadier w/FX-05 and M203,
Gunner w/Minimi

Size Move Close Combat Target Armour Kill

5" 2xD6 4+

Statistics

Providing heavy anti-infantry firepower, Machine Gun squads are vital
both on the offensive and on defensive

Squad Leader w/FX-05
Team 1: Team Leader w/FX-05, Gunner w/HK21E
GPMG, Rifleman w/FX-05
Team 2: Team Leader w/FX-05, Gunner w/HK21E
GPMG, Rifleman w/FX-05

Materiel
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Size Move Close Combat Target Armour Kill

5" 2xD6 4+ 6+

Statistics

One squad member may replace FX-05 with Shotgun

=

Shotgun

Range 12" Damage D6
FX-05

Range 24" Damage D6
M-203 Grenade Launcher
Range 16" Damage D6+1
Minimi

Range 30" Damage 2xD6

M203 Grenade Launcher: This weapon causes a i 1 penalty to
Armour rolls and will roll extra Damage Dice (but only D6 with no
penalty to Armour rolls) against every model within 100f the centre of
the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight. It may only be fired once per turn, and
never as a reaction.

Minimi: If a Ready action is taken to set this weapon up properly (lie
prone, extend bipod, etc), then all subsequent Shoot actions will gain
two bonus Damage Dice though it may only shoot in its forward
facing. These bonus dice are lost as soon as the model moves. In
addition, every Damage Dice this weapon rolls will count as two for
the purposes of Suppression only. If every model in the target unit is
assigned two or more Damage Dice when this weapon is used, the
unit will lose two actions from Suppression, rather than just one.

High Initiative: This squad may never lose two actions to supression
and can always fire as a reaction

Elite Training: All models in this unit gain a +2 bonus to their Armour
rolls when in Cover.

Recon: An army with at least one of these units may re-roll its dice
for set up and deployment

FX-05

Range 24" Damage D6
HK21E GPMG

Range 30" Damage 2xD6

HK21E GPMG: If a Ready action is taken to set this weapon up
properly (lie prone, extend bipod, etc), then all subsequent Shoot
actions will gain two bonus Damage Dice though it may only shoot in
its forward facing. These bonus dice are lost as soon as the model
moves. In addition, every Damage Dice this weapon rolls will count
as two for the purposes of Suppression only. If every model in the
target unit is assigned two or more Damage Dice when this weapon
is used, the unit will lose two actions from Suppression, rather than
just one. If the GPMG has been set up, the Suppression is calculated
after the models have been removed.

Fire Teams: Teams may be split off from the squad to act as
independent units, with the Team Leaders acting as unit leaders. The
Squad Leader must join one of these teams and act as its unit leader.
This may be done before the start of the battle or at the beginning of
any turn
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Firos MLRS |

Light MLRS used by Mexican Army

Light Truck w/MRL (E)

Statistics

Materiel

Statistics

Size Move Close Combat Target Armour Kill

4 10" D10

Size Move Close Combat Target Armour Kill

4 10" D10 5+ 5+ 7+

SUPPORT .

Multiple Rocket Launcher
Range 12-48" Damage D8

MRL: When this weapon is used create a Firezone anywhere within
the weapon's range but at least 12" away and in line of sight. Once
the firezone has been created your opponent rolls 2D6. He may
move this Firezone in any direction as many inches as rolled on his
dice. You may then roll 1D6 and move the Firezone any direction as
many inches as rolled on your dice. The damage dice are rolled on
every model within 4" of the center of the Firezone. This weapon
causes a -1 penalty on armor rolls. This weapon may only be fired
three times per game.

Tough: This vehicle will ignore the first failed Armour roll. An attack
that rolls its Kill score will destroy it as normal.

Army List: Up to two Firos MLRS may be purchased for each
Support slot.

Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

M60 7.62mm Machine Gun
Range 30" Damage 3xD6
AGL

Range 36" Damage 3xD6+1

M60 MG: This weapon causes a i 1 penalty to Armour rolls.Every
Damage Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one

AGL: This weapon causes a i 1 penalty to Armour rolls.It will roll
extra Damage Dice (but only D6 with no penalty to Armour rolls)
against very model within 100f the centre of the model its first
Damage Dice is allocated to - these extra models need not be in Line
of Sight.

Tough: The FAV will ignore the first failed Armour roll. An attack that
rolls its Kill score will destroy it as normal.

Agile: If the Fast Attack Vehicle moves more than 86in a turn, it will
gain a +1 bonus to its Target and Kill scores until the start of its next
turn.

Army List: Up to three Fast Attack Vehicles may be purchased for
each Support slot.

Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
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Armed Truck

Armed truck used for troop transport

Truck w/MG (E)

None

Size Move Close Combat Target Armour Kill

2 9"

TRANSPORT

2xD10 5+ 7+

Weapons

7.62mm Machine Gun
Range 30" Damage 3xD6

Tough: The truck will ignore the first failed Armour roll. An attack that
rolls its Kill score will destroy it as normal. truck is immune to
Supression.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

Transport : The truck may carry up to 10 size 1 models. Models
may mount the truck simply by moving on to it, and may leave with a
Move action in the same way. If models either enter or leave the
truck, then both the models and the truck may only take a single
action in that turn. If the truck is destroyed, every model on board will
immediately suffer a D6-1 Damage Dice. Transported models may
fire their weapons if the truck takes a Shoot actioni up to 3 models
to either side, each creating his own separate Fire Zone. They fire at
-1 penalty to their Fire Dice.

Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
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Size Move Close Combat Target Armour Kill

2 9"  2xD10 5+ 7+

g e — .

BDX APC

Belgian APC used by Mexican Armed Forces

BDX APC W/MG (E)

Size Move Close Combat Target Armour Kill

3 7" 3xD10 7+ 3+ 9+

TRANSPORT :

Tough: The truck will ignore the first failed Armour roll. An attack that
rolls its Kill score will destroy it as normal. truck is immune to
Supression.

Transport : The truck may carry up to 10 size 1 models. Models
may mount the truck simply by moving on to it, and may leave with a
Move action in the same way. If models either enter or leave the
truck, then both the models and the truck may only take a single
action in that turn. If the truck is destroyed, every model on board will
immediately suffer a D6-1 Damage Dice. Transported models may
fire their weapons if the truck takes a Shoot actioni up to 3 models
to either side, each creating his own separate Fire Zone. They fire at
-1 penalty to their Fire Dice.

Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

7.62mm Machine Gun
Range 30" Damage 3xD6

Transport : This vehicle may carry up to 9 size 1 models. Models
may mount it simply by moving on to it, and may leave with a Move
action in the same way. If models either enter or leave the this
vehice, then both the models and this vehocle may only take a single
action in that turn. If this vehicle is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice.

Tough: This vehicle will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

Armoured: This vehicle has an Armour score of 4+ to the Side or
Rear facings. It may never make any reactions except to Shoot with
the MG.

Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
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French APC used by Mexican Army

VCR TT w/12.7mm Machine Gun

Size Move Close Combat Target Armour Kill

3 7" 3xD10

Supacat ATMP '

The All-Terrain Mobility Platform (ATMP) &Gupacatdis a
versatile, lightweight load-carrying vehicle used by airborne
and air-mobile battalions.

ATMP w/MG

Size Move Close Combat Target Armour Kill

2 8" D10 5+ 6+ 7+

e

12.7mm Machine Gun
Range 36" Damage 2xD6+1

Transport : This vehicle may carry up to 9 size 1 models. Models
may mount it simply by moving on to it, and may leave with a Move
action in the same way. If models either enter or leave the this
vehice, then both the models and this vehocle may only take a single
action in that turn. If this vehicle is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice.

Tough: This vehicle will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

12.7mm MG: This weapon causes a i 1 penalty to Armour rolls.Every
Damage Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

Armoured: This vehicle has an Armour score of 4+ to the Side or
Rear facings. It may never make any reactions except to Shoot with
the MG.

Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

7.62mm Machine Gun
Range 30" Damage 3xD6
AGL

Range 36" Damage 3xD6+1

Transport : The ATMP may carry up to 6 size 1 models. Models may
mount the ATMP simply by moving on to it, and may leave with a
Move action in the same way. If models either enter or leave the
ATMP, then both the models and theATMP may only take a single
action in that turn. If the ATMP is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice.

MG: This weapon causes a i 1 penalty to Armour rolls.Every Damage
Dice this weapon rolls will count as two for the purposes of
Suppression only. If every model in the target unit is assigned two or
more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.

AGL: This weapon causes a i 1 penalty to Armour rolls.It will roll
extra Damage Dice (but only D6 with no penalty to Armour rolls)
against very model within 100f the centre of the model its first
Damage Dice is allocated to - these extra models need not be in Line
of Sight.

Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)




Mexico has 40 upgraded versions of the Mex-1 comprising the original 15 examples
plus a number of MAC-2 purchased from Spain. The original Chrysler HAT 8-
cylinder petrol engine was replaced with a new Detroit Diesel 6V-53 210hp engine.
Crew capacity was increased by three more personnel. An extra MAG 7.62mm
LMG on a ring-mount was fitted to the roof and a rear hatch was fitted along with a
new gun - a Giat 20mm.

Chrysler MAC-1 (Mex-1). (40) The MAC-1 [Lit; medium armoured car No 1] has a combat weight of 8,120 kg
and a crew of 4. It is powered by an Chrysler HAT 8-cylinder petrol engine of 163 hp (122 kW), has a
maximum road speed of 104 km/h and a range of 377 km. Main armament consists of a 20 mm gun.

Secondary armament is a 7.62 mm machine gun. Mexico use this vehicle as Armored Reconnaissance
Vehicle. It is know in Mexico as Mex-1.

DN-V Toro - The DN-V (or -5) 4x4 reconnaissance vehicle was developped in 1984

on the basis of the DN-IV 'Caballo’. The 'Toro' has the same DINA-Cumming V-504

V8 diesel engine. There are at least 4 models of the DN-V and they are often used
to tow the TDA 120mm mortar.



