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Type-96

Type 96 w/125mm Gun (T), .50cal MG 

(E, AA) and MG (C)

4        6"      4xD10                8+           4+       11+

ARMOUR

125mm Gun

Range 60" Damage D10+3

7.62 Machine Gun

Range 30" Damage 3xD6

.50cal MG

Range 36" Damage 2xD6+1

9M119 Refleks ATGM

Range 20-80" Damage D10+2

Add 9M119 Refleks for +30 points

125mm Gun: This weapon causes a -3 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6+1 with no penalty to Armour rolls) against every model 

within 2ò of 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 weaponôs 

Damage Dice against that model, rather than allocate normally.

9M119: This weapon causes a ï3 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, rather than allocate 

normally. Two shot systems, the Type-96 must take a ready action before using it 

and none of its actions may include movement. May not fire in the same turn as the 

main gun. It may be fired against Flyers moving at VSTOL or Loiter speed.

.50cal MG: This weapon causes a ï1 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.

MG: This weapon causes a ï1 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.

Tough: The Type-96 will ignore the first three failed Armour rolls. An attack that 

rolls its Kill score will destroy it as normal.
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 the MG.
Tracked: This vehicle will ignore all terrain 1ò high or less for the purposes of 
movement
Ignore the effects of smoke (see main rulebook).
Immune to suppression. Subject to the Button Up rule (see Rules Updates)

280

Late second-generation Chinese MBT
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Type-99

Type 99 w/125mm Gun (T), .50cal MG 

(E, AA) and MG (C)

4        7"      4xD10                8+           3+       11+

ARMOUR

125mm Gun

Range 60" Damage D10+3

7.62 Machine Gun

Range 30" Damage 3xD6

.50cal MG

Range 36" Damage 2xD6+1

9M119 Refleks ATGM

Range 20-80" Damage D10+2

Add 9M119 Refleks for +30 points

125mm Gun: This weapon causes a -3 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6+1 with no penalty to Armour rolls) against every model 

within 2ò of 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 weaponôs 

Damage Dice against that model, rather than allocate normally.

9M119: This weapon causes a ï3 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, rather than allocate 

normally. Two shot systems, the Type-99 must take a ready action before using it 

and none of its actions may include movement. May not fire in the same turn as the 

main gun. It may be fired against Flyers moving at VSTOL or Loiter speed.
.50cal MG: This weapon causes a ï1 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.
MG: This weapon causes a ï1 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.
Tough: The Type-99 will ignore the first three failed Armour rolls. An attack that 
rolls its Kill score will destroy it as normal.
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 1ò high or less for the purposes of 
movement
Ignore the effects of smoke (see main rulebook).
Immune to suppression. Subject to the Button Up rule (see Rules Updates)

310

Third-generation Chinese MBT
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Type 86 IFV

Type 86 w/2A28 (T), HJ-73 (E), PKT (C)

3        7"      4xD10               7+          4+       9+

TRANSPORT

2A28 73mm Gun firing AP

Range 30" Damage D8

2A28 73mm Gun firing HE

Range 30" Damage D6+1

PKT MG

Range 30" Damage 3xD6

HJ-73 ATGM

Range 20-60" Damage D10+1

None

HJ-73: This weapon causes a ï2 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, rather than allocate 

normally. Two shot systems, the BMP-1 must take a ready action before using it 

and none of its actions may include movement.

Transport : The Type-86 may carry up to 8 size 1 models. Models may mount the 

Type-86 simply by moving on to it, and may leave with a Move action in the same 

way. If models either enter or leave the Type-86, then both the models and the 

BMP-1 may only take a single action in that turn. If the Type-86 is destroyed, every 

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

Tough: The Type-86 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 ï1 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.

2A28 73mm Gun: This gun may fire either AP or HE rounds. AP rounds cause -1 

penalty to Armour rolls. If a model of Size 3 or greater is within the Fire Zone, you 

may opt to roll this weaponôs Damage Dice against that model, rather than allocate 

normally. HE rounds cause -1 penalty to Armour rolls of the target and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 2ò of the centre of the model its first Damage Dice is allocated to - these 

extra models need not be in Line of Sight. The 2A28 may be fired only once per 

turn.
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 the MG.
Tracked: This vehicle will ignore all terrain 1ò high or less for the purposes of 
movement
Immune to suppression. Subject to the Button Up rule (see Rules Updates)

130

The Type 86 is a Chinese copy of the Russian BMP-1 

infantry fighting vehicle.
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Type-59D

Type 59D w/105mm Gun (T), Gun-

launched ATGM (T), .50cal MG (E, AA) 

MG (FF), MG (C)

4        6"      4xD10               7+           3+       9+

ARMOUR

105mm Gun

Range 60" Damage D10+1

Gun-launched ATGM

Range 20-80" Damage D10

7.62 Machine Gun

Range 30" Damage 3xD6

.50cal MG

Range 36" Damage 2xD6+1

None

105mm  Gun: This weapon causes a -2 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs 

Damage Dice against that model, rather than allocate normally.

Gun-launched ATGM: This weapon causes a ï3 penalty to Armour rolls, and will 

roll extra Damage Dice (but only D6 with no penalty to Armour rolls) against every 

model within 1ò of 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 weaponôs Damage Dice against that model, rather than allocate 

normally. Two shot systems, the Type-59D must take a ready action before using it 

and none of its actions may include movement. May not fire in the same turn as the 

main gun. It may be fired against Flyers moving at VSTOL or Loiter speed.

.50cal MG: This weapon causes a ï1 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

MG: This weapon causes a ï1 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

Tough: The Type-59 will ignore the first two failed Armour rolls. An attack that rolls 

its Kill score will destroy it as normal.
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 1ò high or less for the purposes of 
movement
Immune to suppression. Subject to the Button Up rule (see Rules Updates)

135

A heavily modified variant of  obsolete Chinese MBT
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Type 86-I IFV

Type-86-I w/25mm cannon (T) and MG 

(C)

3        7"      4xD10               7+          4+       9+

TRANSPORT

25mm cannon

Range 30" Damage 2xD8

PKT MG

Range 30" Damage 3xD6

None

Transport : The Type-86-I may carry up to 8 size 1 models. Models 

may mount the Type-86-I simply by moving on to it, and may leave 

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

the Type-86-I, then both the models and the BMP-1 may only take a 

single action in that turn. If the Type-86-I is destroyed, every model 

on board will immediately suffer a D6-1 Damage Dice. 

Tough: The Type-86-I 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 ï1 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

25mm cannon: this weapon causes -1 penalty to Armour rolls

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 

the MG.

Tracked: This vehicle will ignore all terrain 1ò high or less for the 

purposes of movement

Immune to suppression. Subject to the Button Up rule (see 

Rules Updates)

150

The WZ505 (Type 86-I) is fitted with an one-man 25mm 

automatic cannon turret and 7.62mm Type 59 coaxial 

machinegun.
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Type 86 CV

Type 86 w/.50 cal MG (E, AA)

3        7"      4xD10               7+          4+       9+

COMMAND

.50cal MG

Range 36" Damage 2xD6+1

None

Tough: The Type-86 will ignore the first two failed Armour rolls. An 

attack that rolls its Kill score will destroy it as normal. 

.50cal MG: This weapon causes a ï1 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

Command Unit: So long as this vehicle remains on the table , one 

friendly unit may be given a bonus third action. A unit may only take 

one bonus action, no matter how many Command Units  are on the 

table. 

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 

the MG.

Tracked: This vehicle will ignore all terrain 1ò high or less for the 

purposes of movement

Immune to suppression. Subject to the Button Up rule (see 

Rules Updates)

100

WZ506 armoured command vehicle is designed for the 

commanders of the an armoured company or battalion. 
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Type 92 IFV

Type 92 w/25mm Cannon (T) and MG 

(C)

3        7"      4xD10               7+          4+       9+

TRANSPORT

25mm Cannon 

Range 40" Damage 2xD8

PKT MG

Range 30" Damage 3xD6

None

Transport : The Type 92 may carry up to 9 size 1 models. Models 

may mount the Type 92 simply by moving on to it, and may leave 

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

the Type 92, then both the models and the Type 92 may only take a 

single action in that turn. If the Type 92 is destroyed, every model on 

board will immediately suffer a D6-1 Damage Dice. 

Tough: The Type 92 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 ï1 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

25mm Cannon: This weapon causes a ï1 penalty to Armour rolls. 

Amphibious 

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 

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)

150

The Type 92 wheeled infantry fighting vehicle has been in service with 

the PLA ground forces since 1995. The vehicle serves as the primary 

carrier for the rapid reaction light mechanised infantry divisions.
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Type 92A APC

Type 92A w/.50 cal MG (E, AA)

3        7"      4xD10               7+          4+       9+

TRANSPORT

.50cal MG

Range 30" Damage 2xD6+1

None

Transport : The Type 92A may carry up to 11 size 1 models. Models 

may mount the Type 92A simply by moving on to it, and may leave 

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

the Type 92A, then both the models and the Type 92A may only take 

a single action in that turn. If the Type 92A is destroyed, every model 

on board will immediately suffer a D6-1 Damage Dice. 

Tough: The Type 92A will ignore the first two failed Armour rolls. An 

attack that rolls its Kill score will destroy it as normal. 

.50cal MG: This weapon causes a ï1 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

Amphibious 

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 

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)

110

The Type 92A armoured personnel carrier is almost identical to the Type 

92 infantry fighting vehicle in hull design. The main armament is replaced 

by a manually operated 12.7mm machinegun.
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Type 89 ATGM Carrier

Type 89 w/HJ-8 (T) and MG (E, AA)

3        7"      4xD10               7+          4+       9+

TRANSPORT

MG

Range 30" Damage 3xD6

HJ-8 ATGM

Range 10-60" Damage D10+2

None

HJ-8: This weapon causes a ï2 penalty to Armour rolls, and will roll 

extra Damage Dice (but only D6 with no penalty to Armour rolls) 

against every model within 1ò of 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 weaponôs Damage Dice against that model, rather than 

allocate normally. Four shot systems, the Type 89 must take a ready 

action before using it and none of its actions may include movement.

Tough: The Type 89 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 ï1 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 5+ 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 1ò high or less for the 

purposes of movement

Immune to suppression. Subject to the Button Up rule (see 

Rules Updates)

90

The Type 89 is a mobile anti-armour weapon system using 

the HongJian-8 ATGM
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Type 99 Command Vehicle

Type 99 w/.50cal MG (E, AA)

3        7"      4xD10               7+          4+       9+

COMMAND

.50cal MG

Range 30" Damage 2xD6+1

None

Tough: The Type-99 will ignore the first two failed Armour rolls. An 

attack that rolls its Kill score will destroy it as normal. 

.50cal MG: This weapon causes a ï1 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

Command Unit: So long as this vehicle remains on the table , one 

friendly unit may be given a bonus third action. A unit may only take 

one bonus action, no matter how many Command Units  are on the 

table. 

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 

the MG.

Tracked: This vehicle will ignore all terrain 1ò high or less for the 

purposes of movement

Immune to suppression. Subject to the Button Up rule (see 

Rules Updates)

100

The Type 99 armoured command vehicle has an enlarged 

passenger compartment with raised roof to provide more 

comfort
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QL-550

2        8"      2xD10               7+          4+       9+

SUPPORT

None

110

Based on the 6X6 armoured vehicle technology, the QL550 

provides a lower profile and higher mobility while still 

providing the same level of crew protection.

QL-550 w/.50cal MG (E, AA)

.50cal MG

Range 30" Damage 2xD6+1

Tough: The QL-550 will ignore the first two failed Armour rolls. An 

attack that rolls its Kill score will destroy it as normal. 

.50cal MG: This weapon causes a ï1 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

Recon Vehicle: An army with at least one of these units may re-roll 

its dice for set up and deployment

Transport : The QL-550  may carry up to 8 size 1 models. Models 

may mount the QL-550  simply by moving on to it, and may leave 

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

the QL-550  , then both the models and the QL-550 may only take a 

single action in that turn. If the QL-550 is destroyed, 

Army List: Up to three QL-550s may be deployed as a single 

Support choice

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 

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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FAV

FAV w/CQ MG (E, AA) and 23mm 

Cannon (E, AA)

4        10"      D10               5+           6+       7+

SUPPORT

CQ 7.62mm Machine Gun

Range 30" Damage 3xD6

23mm Cannon

Range 30" Damage 3xD6+1

None

Transport : The FAV may carry up to 4 size 1 models. Models may 

mount the FAV simply by moving on to it, and may leave with a Move 

action in the same way. If models either enter or leave the FAV , then 

both the models and the FAV may only take a single action in that 

turn. If the FAV is destroyed, every model on board will immediately 

suffer a D6-1 Damage Dice. 

CQ MG: This weapon causes a ï1 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

Tough: The FAV will ignore the first failed Armour roll. An attack that 

rolls its Kill score will destroy it as normal.

23mm Cannon: This weapon causes a -1 penalty to Armour rolls, It 

may be used as an AA weapon.

Agile: If the Fast Attack Vehicle moves more than 8ò in 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)

75

Fast Attack Vehicle used by PLA special forces and airborne 

forces
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FAV

FAV w/CQ MG (E, AA) and Recoilless 

Rifle (E)

4        10"      D10               5+           6+       7+

SUPPORT

CQ 7.62mm Machine Gun

Range 30" Damage 3xD6

Recoilless Rifle

Range 30" Damage D10+2

None

Transport : The FAV may carry up to 4 size 1 models. Models may 

mount the FAV simply by moving on to it, and may leave with a Move 

action in the same way. If models either enter or leave the FAV , then 

both the models and the FAV may only take a single action in that 

turn. If the FAV is destroyed, every model on board will immediately 

suffer a D6-1 Damage Dice. 

CQ MG: This weapon causes a ï1 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

Tough: The FAV will ignore the first failed Armour roll. An attack that 

rolls its Kill score will destroy it as normal.

Recoilless Rifle: This weapon causes a ï2 penalty to Armour rolls, 

and will roll extra Damage Dice (but only D6 with no penalty to 

Armour rolls) against every model within 1ò of 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 weaponôs Damage Dice 

against that model, rather than allocate normally.

Agile: If the Fast Attack Vehicle moves more than 8ò in 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)

80

Fast Attack Vehicle used by PLA special forces and airborne 

forces
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WZ-523 APC

WZ-523 w/.50 cal MG (T, AA)

3        7"      4xD10               7+          4+       9+

TRANSPORT

.50cal MG

Range 30" Damage 2xD6+1

None

Transport : The WZ-523 may carry up to 10 size 1 models. Models 

may mount the WZ-523 simply by moving on to it, and may leave with 

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

WZ-523, then both the models and the WZ-523 may only take a 

single action in that turn. If the WZ-523 is destroyed, every model on 

board will immediately suffer a D6-1 Damage Dice. 

Tough: The WZ-523 will ignore the first two failed Armour rolls. An 

attack that rolls its Kill score will destroy it as normal. 

.50cal MG: This weapon causes a ï1 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 5+ 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)

110

The WZ-523 is China's first generation indigenously-developed wheeled 

armoured personnel carrier.
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Z-11 Attack Helicopter

Z-11 w/two hardpoints

5     V/STOL   3xD10              6+       5+       8+

  

AIR

57mm Rocket Launcher

Range 30" Damage D6+1

HJ-8E

Range 15-60" Damage D10+2

.50cal MG Gun Pod

Range 36" Damage 2xD6+1

Equip each hardpoint with: 2xHJ-8E, 1x57mm Rocket 

Launcher, .50cal MG Pod

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 Z-9 will ignore the first two failed Armour rolls. An attack 

that rolls its Kill score will destroy it as normal.

57mm Rocket Launcher This weapon causes a ï1 penalty to 

Armour rolls, It will roll its damage dice against every target in the 

firezone, the targets donôt need to be in LOS.

HJ-8E: This weapon causes a ï2 penalty to Armour rolls, and will roll 

extra Damage Dice (but only D6 with no penalty to Armour rolls) 

against every model within 1ò of 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 weaponôs Damage Dice against that model, rather than 

allocate normally.

.50 cal MG Gun Pod: This weapon causes a ï1 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.

140

Attack variant of Z-11 Utility Helicopter

Loiter
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Z-9 Attack Helicopter

Z-9 w/Twin 23mm Cannon, two 

hardpoints

5     V/STOL   3xD10              6+       5+       8+

  

AIR

Twin 23mm Cannon

Range 36" Damage 3xD6+1

90mm Rocket Launcher

Range 30" Damage D6+2

TY-90 AAM

Range 60" Damage D10

HJ-8E

Range 15-60" Damage D10+2

.50cal MG Gun Pod

Range 36" Damage 2xD6+1

Equip each hardpoint with: 2xHJ-8E, 2x90mm Rocket 

Launcher, .50cal MG Pod, 2xTY-90 AAM

Twin 23mm Cannon: This weapon causes a ï1 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 unless it is at V/STOL speed. It must 

take Move as its first action in a turn.

Tough: The Z-9 will ignore the first two failed Armour rolls. An attack that rolls its 

Kill score will destroy it as normal.

90mm Rocket Launcher This weapon causes a ï1 penalty to Armour rolls, It will 

roll its damage dice against every target in the firezone, the targets donôt need to 

be in LOS.

TY-90: These missiles may only be used against Air Units and cause a -2 penalty 

to Armour rolls. The Damage Dice may be re-rolled if they fail to reach the Target 

score of their victim.

HJ-8E: This weapon causes a ï2 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, rather than allocate 

normally.

.50 cal MG Gun Pod: This weapon causes a ï1 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.

150

Attack variant of Z-9 Utility Helicopter

Loiter
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WZ-10

WZ-10 w/30mm Cannon, four 

hardpoints

7     V/STOL   5xD10              7+       4+       10+

  

AIR

30mm Cannon

Range 36" Damage 3xD8

90mm Rocket Launcher

Range 30" Damage D6+2

TY-90 AAM

Range 60" Damage D10

HJ-10

Range 15-60" Damage D10+2

Equip each hardpoint with: 4xHJ-10, 2x90mm Rocket 

Launcher, 2xTY-90 AAM

30mm Cannon : This weapon causes a ï1 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 unless it is at V/STOL speed. It must 

take Move as its first action in a turn.

Tough: The Z-9 will ignore the first three failed Armour rolls. An attack that rolls its 

Kill score will destroy it as normal.

90mm Rocket Launcher This weapon causes a ï1 penalty to Armour rolls, It will 

roll its damage dice against every target in the firezone, the targets donôt need to 

be in LOS.

TY-90: These missiles may only be used against Air Units and cause a -2 penalty 

to Armour rolls. The Damage Dice may be re-rolled if they fail to reach the Target 

score of their victim.

HJ-10: This weapon causes a ï3 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, rather than allocate 

normally. 

350

New Chinese attack helicopter

Loiter
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Z-9 Utility Helicopter

Z-9

5     V/STOL   3xD10              6+       5+       8+

  

TRANSPORT

None

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 Z-9 will ignore the first two failed Armour rolls. An attack that rolls its 

Kill score will destroy it as normal.

Transport : The Z-9  may carry up to 10 size 1 models. Models may mount the Z-9 

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 Z-9  , then both the 

models and the Z-9 may only take a single action in that turn. If the Z-9 is 

destroyed while on the ground, every model on board will immediately suffer a D6-

1 Damage Dice. If the Z-9 is destroyed while in the air, every model on board will 

immediately suffer a D6+2 Damage Dice. 

100

Attack variant of Z-9 Utility Helicopter

Loiter
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Z-11 Utility Helicopter

Z-11

4     V/STOL   3xD10              6+       6+       8+

  

TRANSPORT

None

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 Z-11 will ignore the first two failed Armour rolls. An attack that rolls its 

Kill score will destroy it as normal.

Transport : The Z-11  may carry up to 4 size 1 models. Models may mount the Z-

11 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 Z-11  , then both the 

models and the Z-11 may only take a single action in that turn. If the Z-11 is 

destroyed while on the ground, every model on board will immediately suffer a D6-

1 Damage Dice. If the Z-11 is destroyed while in the air, every model on board will 

immediately suffer a D6+2 Damage Dice. 

75

Attack variant of Z-11 Utility Helicopter

Loiter
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PLA Sniper Team

Team 1: Squad Leader w/QZB95, Sniper w/QBU88

1        5"      2xD6               4+        -       6+

SUPPORT

QBZ95

Range 20" Damage D6

QBU88

Range 30" Damage D6

QBU88: The QBU88 gains a +2 bonus to its Damage Dice against Size 1 targets 

only. 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.

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 12ò further away from your 

table edge.

Support Squad, max. 1 per 3 Platoons

40

PLA, like any other military, makes extensive use of snipers

Add up to 3 teams identical to Team 1 for +40 points each
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PLA Special Forces Sniper Team

Team 1: Squad Leader w/QZB95, Sniper w/QBU88

1        5"      2xD6               4+        -       7+

SUPPORT

QBZ95

Range 20" Damage D6

QBU88

Range 30" Damage D6

QBU88: The QBU88 gains a +2 bonus to its Damage Dice against Size 1 targets 

only. 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.

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 12ò further away from your 

table edge.

Stealthy: If this unit is within Cover and did not make any shooting attacks with 

weapons other than with the QBU88 in the last turn, units beyond 20ò may not draw 

Line of Sight to it.

Support Squad, max. 1 per 3 Platoons

50

Special Forces Snipers are the elite of PLA forces

Add up to 2 teams identical to Team 1 for +50 points each
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PLA Infantry Squad

Team 1: Squad Leader w/QBZ95, Gunner w/Type 69, 

2x Rifleman w/QBZ95

Team 2: Team Leader w/QBZ95, Rifleman w/QBZ95, 

Machine Gunner w/QBB95

Team 3: Team Leader w/QBZ95, Gunner w/Type-69, 

Rifleman w/QBZ95

1        5"      2xD6               4+        -       6+

SQUAD

QBZ95

Range 20" Damage D6

QBB95 SAW

Range 30" Damage 2xD6

PF-89

Range 20" Damage D10+2

Type-69

Range 20" Damage D10

QBB95 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.

PF-89: This weapon causes a ï2 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, 

rather than allocate normally.

Type-69: This weapon causes a ï2 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, 

rather than allocate normally.

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

150

PLA infantry is the most versatile element of the ground forces, capable 

of a wide variety of missions including attack, defence, patrol, pursuit, 

escort, security, etc.

Replace both Type-69 with PF-89 for +20 points
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PLA Command Squad

Lieutenant w/QBZ95, 2 x Rifleman w/QBZ95, Radio 

Operator w/QBZ95

1        5"      2xD6               4+        -       6+

SQUAD

QBZ95

Range 20" Damage D6

Command: So long as the Lieutenant and Radio Operator remain on 

the table and within 2ò of each other, one friendly unit per turn may 

be given a bonus third action. A unit can only take one bonus action, 

no matter how many Lieutenants and Radio Operators are on the 

table. Only one Command Squad may be purchased for every 2,000 

points or part of in the army.

70

Command squads provide the PLA infantry with leadership

None
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PLA Mechanized Infantry Squad

Team 1: Squad Leader w/QBZ95, Gunner w/Type 69, 

2x Rifleman w/QBZ95

Team 2: Team Leader w/QBZ95, Gunner w/QBB95, 

2xRifleman w/QBZ95

1        5"      2xD6               4+        -       6+

SQUAD

QBZ95

Range 20" Damage D6

QBB95 SAW

Range 30" Damage 2xD6

PF-89

Range 20" Damage D10+2

Type-69

Range 20" Damage D10

QBB95 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.

PF-89: This weapon causes a ï2 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, 

rather than allocate normally.

Type-69: This weapon causes a ï2 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs Damage Dice against that model, 

rather than allocate normally.

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

110

Mechanized infantry is highly mobile and very versalite component of the 

PLA.

Replace Type-69 with PF-89 for +10 points
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PLA AGL Team

Team 1: Squad Leader w/QBZ95, Gunner w/Type 87, 

Assistant Gunner w/QBZ95

1        5"      2xD6               4+        -       6+

SUPPORT

QBZ95

Range 20" Damage D6

Type 87 35mm Grenade Launcher

Range 30" Damage 3xD6+1

Type 87:  This weapon causes a ï1 penalty to Armour rolls.It will roll 

extra Damage Dice (but only D6 with no penalty to Armour rolls) 

against very model within 1ò of the centre of the model its first 

Damage Dice is allocated to - these extra models need not be in Line 

of Sight. This weapon has to be set up with a Ready action before it 

can be fired.

55

The Type 87 AGL is a very light and powerful support weapon system

Add Team 2, identical to Team 1 for +55 points
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Gangzhou Special Forces Squad

Team 1: Squad Leader w/QCW05, Gunner w/PF-89 

and QCW05, 2x Rifleman w/QCW05

Team 2: Team Leader w/QCW05, Rifleman w/

QCW05, Machine Gunner w/QBB95

Team 3: Team Leader w/QCW05, Gunner w/PF-89 

and QCW05, Rifleman w/QCW05

1        5"      2xD6               4+        -       7+

SUPPORT

QCW05 Silenced SMG

Range 12" Damage 2xD6-1

QBB95 SAW

Range 30" Damage 2xD6

PF-89

Range 20" Damage D10+2

QBB95 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.

PF-89: This weapon causes a ï2 penalty to Armour rolls, and will roll extra Damage Dice 

(but only D6 with no penalty to Armour rolls) against every model within 1ò of 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 weaponôs 

Damage Dice against that model, rather than allocate normally.

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 12ò further away from your table edge.

Stealthy: If this unit is within Cover and did not make any shooting attacks with weapons 

other than the QCW05 in the last turn, units beyond 20ò may not draw Line of Sight to it.

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

deployment

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

240

Guangzhou Military Region Special Forces Unit - Established in 1988 as 

the PLAôs first special reconnaissance group, and was later expanded in 

2000 to become the first PLA special operations unit to be capable of air-

, sea-, and land-operations.

None
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Chengdu Special Forces Squad

Team 1: Squad Leader w/QBZ95, Gunner w/PF-89, 

2x Rifleman w/QBZ95

Team 2: Team Leader w/QBZ95, Rifleman w/QBZ95, 

Machine Gunner w/QBB95

Team 3: Team Leader w/QBZ95, Gunner w/PF-89, 

Rifleman w/QBZ95

1        5"      2xD6               4+        6+       7+

SUPPORT

QBZ95

Range 20" Damage D6

QBB95 SAW

Range 30" Damage 2xD6

PF-89

Range 20" Damage D10+2

Type-69

Range 20" Damage D10

QBB95 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.

PF-89: This weapon causes a ï2 penalty to Armour rolls, and will roll extra Damage Dice 

(but only D6 with no penalty to Armour rolls) against every model within 1ò of 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 weaponôs 

Damage Dice against that model, rather than allocate normally.

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

Digitized Soldier: This equipment, through the use of computers and weapon-mounted 

cameras, allows a soldier to pinpoint shots and make a mockery of cover. Any model in 

cover targeted with the QBZ95 will only receive a +1 bonus to its Target and Kill scores. In 

addition, this unit has a command range of 12ò, rather than the normal 6ò. Models will also 

ignore the effects of smoke (see main rulebook).

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

255

Chengdu Military Region Special Forces Unit was used  to experiment 

various new concept equipments and tactics, including the digitised army 

soldier system and high-mobility land weapon platforms.

None
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Beijing Special Forces Squad

Team 1: Squad Leader w/QBZ95, Gunner w/ZM-87 

Laser Dazzler, 2x Rifleman w/QBZ95

Team 2: Team Leader w/QBZ95, Rifleman w/QBZ95, 

Machine Gunner w/QBB95

Team 3: Team Leader w/QBZ95, Gunner w/ZM-87 

Laser Dazzler, Rifleman w/QBZ95

1        5"      2xD6               4+        6+       7+

SUPPORT

QBZ95

Range 20" Damage D6

QBB95 SAW

Range 30" Damage 2xD6

ZM-87 Laser Dazzler

Range 20" Damage Special

QBB95 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.

ZM-87 Laser Dazzler: Troops and vehicles which are in the firezone created by Laser 

Dazzler cannot fire as their reaction (even if their special rules would otherwise allow them 

to). In the subsequent turn they may fire at a penalty of -1 to their damage dice per Laser 

Dazzler they were targeted by (so if they were targeted by two Laser Dazzlers their fire is at -

2 penalty)

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

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.

240

Established in the early 1990s, this unit is equipped with various ñhigh-

techò equipment including unmanned aerial reconnaissance vehicle 

(UARV), individual explosion device, handheld laser dazzling weapon, 

etc.

None
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FHJ84 Twin Barrel Rocket 

Launcher

FHJ84: This weapon causes a ï1 penalty to Armour rolls, and will roll 

extra Damage Dice (D6 with -1 penalty to Armour rolls) against every 

model within 2ò of 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.

UPGRADE

The FHJ84 twin-barrel rocket launcher is an anti-infantry 

weapon used by the PLA special operations forces

Replace Gunnerôs weapon in any Special Forces Squad with FHJ84 for no 

cost. Any number of weapons may be replaced with FHJ84

FHJ84

Range 20" Damage D6+2
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PF-97 Thermobaric Rocket 

Launcher

PF-97:  This weapon ignores Armour rolls of Size 1 and 2 targets, as 

well as cover bonuses and will roll extra Damage Dice (D6+2 ignoring 

cover and Armour rolls) against every model within 2ò of 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 game, and 

never as a reaction.

UPGRADE

Licensed variant of the Russian RPO-A, this weapon is 

deadly against soft targets

Replace Gunnerôs weapon in any Squad with PF-97 and QBZ95 for no 

cost. Any number of weapons may be replaced with PF-97

PF-97

Range 20" Damage D6+2
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LG1 35mm UBGL

UPGRADE

35mm grenade launcher that may be attached to assault 

rifles.

Add the LG1 to the equipment of any trooper using the QBZ95 or QBZ03 

for +5 points

LG1

Range 16" Damage D6+1
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QBZ03 Assault Rifle

UPGRADE

This assault rifle offers better range and accuracy at large 

distances in comparison to the QBZ95

Replace the QBZ95 with QBZ03 for +10 points per squad

QBZ03

Range 24" Damage D6

LG1 Grenade Launcher: This weapon causes a ï1 penalty to Armour rolls and will roll 

extra Damage Dice (but only D6 with no penalty to Armour rolls) against every model 

within 1ò of 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.
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JS 12.7mm Sniper Rifle

UPGRADE

Anti-material rifle designed for the PLA

Replace any sniper rifle with the JS 12.7mm for +15 points
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JS 7.62 Sniper Rifle

UPGRADE

7.62mm Sniper Rifle developed to meet PLA requirements

Replace any sniper rifle with the JS 7.62mm for +5 points

JS: The JS gains a +2 bonus to its Damage Dice against Size 1 targets only. 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.

JS 7.62mm Sniper Rifle

Range 36" Damage D6

JS 12.7mm Sniper Rifle

Range 60 Damage D6

JS: The JS 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.
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HongQi-7

HongQui-7 w/HQ-7 SAM

4        8"      4xD10               7+           5+       9+

ARMOUR

HQ-7 SAM

Range 60" Damage D8+1

HQ-8: upgrade the Damage to D10 for +25 points

Tough: This vehicle  will ignore the first two failed Armour rolls. An 

attack that rolls its Kill score will destroy it as normal. 

HQ-7: The HQ-7 carries four of these AA missiles. They may only be 

used against Air Units and cause a -2 penalty to Armour rolls. The 

Damage Dice may be re-rolled if they fail to reach the Target score of 

their victim.

Wheeled: This vehicle gains +3 inches to its Move if its entire move 

is on a road 

Armoured: This vehicle has Armour score of 6+ to the Side or Rear 

facings. It may never make any reactions except to react against Air 

Units

Ignore the effects of smoke (see main rulebook).

Immune to suppression. Subject to the Button Up rule (see 

Rules Updates)

100

Air defense system
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Type 92 TY-90

Type 92 w/TY-90 (R), MG (E)

3        7"      4xD10               7+          4+       9+

ARMOUR

TY-90 SAM

Range 72" Damage D10

PKT MG

Range 30" Damage 3xD6

None

Tough: The Type 92 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 ï1 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

TY-90: The Type 92 carries eight of these AA missiles. They may 

only be used against Air Units and cause a -2 penalty to Armour rolls. 

The Damage Dice may be re-rolled if they fail to reach the Target 

score of their victim.

Amphibious 

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 

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)

150

The Type 92 wheeled infantry fighting vehicle has been in service with 

the PLA ground forces since 1995. The vehicle serves as the primary 

carrier for the rapid reaction light mechanised infantry divisions.
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EQ-2050 TY-90

EQ-2050 w/TY-90 (T)

2        10"      2xD10               6+           5+       8+

SUPPORT

TY-90 SAM

Range 72" Damage D10

Upgrade armor to 4+ for +5 points

TY-90: The EQ-2050 carries eight of these AA missiles. They may 

only be used against Air Units and cause a -2 penalty to Armour rolls. 

The Damage Dice may be re-rolled if they fail to reach the Target 

score of their victim.

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 EQ-2050 may be deployed as a single Support 

choice

Air Defense: The EQ-2050 may never make any reactions except 

against Air Units

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

Immune to suppression. Subject to the Button Up rule (see 

Rules Updates)

100

TY-90 launcher on the Chinese copy of HMMWV
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HN-5 Team

Team 1: Leader w/QZB95, Gunner w/

HN-5 and QZB95

1        5"             2xD6               4+           -       6+

SUPPORT

QZB95

Range 20" Damage D6

HN-5 MANPADS

Range 60" Damage D8+1

None

HN-5 MANPADS: This weapon may only be used against Air Units 

and causes a -2 penalty to Armour rolls. This missile may be only 

launched from the rear of the target

Army List: Up to four HN-5 Teams may be bought per Support Slot

45

Chinese first generation shoulder-launched SAM
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QW-1 Team

Team 1: Leader w/QZB95, Gunner w/

QW-1 and QZB95

1        5"             2xD6               4+           -       6+

SUPPORT

QZB95

Range 20" Damage D6

QW-1 MANPADS

Range 60" Damage D10

None

Stinger MANPADS: This weapon may only be used against Air Units 

and causes a -2 penalty to Armour rolls.

Army List: Up to four QW-1 Teams may be bought per Support Slot

55

Chinese second generation shoulder-launched SAM
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FN-6 Team

Team 1: Leader w/QZB95, Gunner w/

FN-6 and QZB95

1        5"             2xD6               4+           -       6+

SUPPORT

QZB95

Range 20" Damage D6

FN-6 MANPADS

Range 60" Damage D10

None

FN-6 MANPADS: 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.

Army List: Up to three FN-6 Teams may be bought per Support Slot

60

Chinese third generation shoulder-launched SAM
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JD-3 Laser Dazzler

UPGRADE

Laser self defence weapon mounted on Type 99 tanks, 

designed to detect threats and blind them.

Upgrade any Type 99 tank with this weapon for +20% of its cost.

This weapon may be fired by Type 99 only as a reaction to enemy fire. Troops and 

vehicles which are in the firezone created by Laser Dazzler cannot fire in this turn. In 

the subsequent turn they may fire at a penalty of -1 to their damage dice per Laser 

Dazzler they were targeted by (so if they were targeted by two Laser Dazzlers their fire 

is at -2 penalty). ATGMs launched against tank equipped with this upgrade must re-roll 

their successfull Damage rolls. 

JD-3 Laser Dazzler

Range 36" Damage Special



W
e

a
p

o
n

s
S

p
e

c
ia

l 
R

u
le

s

M
a

te
ri
e

l
O

p
ti
o

n
s

S
ta

ti
s
ti
c
s

Size Move Close Combat Target Armour Kill

Type-89 Tank Destroyer

Type 89 w/120mm Gun (T), .50cal MG 

(E, AA) and MG (C)

4        7"      4xD10                7+           3+       10+

ARMOUR

120mm Gun

Range 60" Damage D12+2

7.62 Machine Gun

Range 30" Damage 3xD6

.50cal MG

Range 36" Damage 2xD6+1

None

120mm Gun: This weapon causes a -3 penalty to Armour rolls, and will roll extra 

Damage Dice (but only D6+1 with no penalty to Armour rolls) against every model 

within 1ò of 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 weaponôs 

Damage Dice against that model, rather than allocate normally.
50cal MG: This weapon causes a ï1 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.
MG: This weapon causes a ï1 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.
Tough: The Type-89 will ignore the first two failed Armour rolls. An attack that rolls 
its Kill score will destroy it as normal.
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 1ò high or less for the purposes of 
movement
Ignore the effects of smoke (see main rulebook).
Immune to suppression. Subject to the Button Up rule (see Rules Updates)

230

Tank destroyer equipped with 120mm smoothbore gun, 

manufactured in small amounts
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Type 02 Assault Gun

Type 02 w/100mm Gun (T), MG(E) and 

MG (C)

3        7"      4xD10               7+          4+       9+

ARMOUR

100mm Gun 

Range 60" Damage D12-1

PKT MG

Range 30" Damage 3xD6

None

Tough: The Type 02 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 ï1 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

100mm Gun: This weapon causes a -3 penalty to Armour rolls, and 

will roll extra Damage Dice (but only D6+1 with no penalty to Armour 

rolls) against every model within 1ò of 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 weaponôs 

Damage Dice against that model, rather than allocate normally.

Amphibious 

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 

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)

130

The Type 02 assault gun is deployed along with the Type 92 IFV and 

APC


