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The German MBT in Polish service

Leopard [1A4/Rh-M-120 L44 (T), MG
(©), MG (E, AA)

Size Move Close Combat Target Armour Kill

4 8"  4xD10 25 Lk

g P —
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. F-16 Block 52+

F-16 Block 52+ is the newest aircraft in Polish Air Force
inventory

F-16 w/M-61, 2xAIM-9X, 4xAIM-120C

Size Move Close Combat Target Armour Kill
6 Loiter 4xD10 7+ 5+ 9+

Cruise
Burn

Rh-M-120 L44 120mm Gun
Range 72" Damage D10+3
MG3 7.62 Machine Gun
Range 30" Damage 3xD6

Rh-M-120 Gun: This weapon causes a i 4 penalty to Armour rolls,
and will roll extra Damage Dice (but only D6+1 with no penalty to
Armour rolls) against every model within 200f 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
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 Leopard will ignore the first four failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

Armoured: This vehicle has Armour score of 3+ 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

Ignore the effects of smoke (see main rulebook).

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

M61 Vulcan 20mm cannon
Range 36" Damage 2xD6+1
Mk 83

Range - Damage D10+4
CBU-87 CEM

Range - Damage D8
AIM-9X

Range 72" Damage D10
AlIM-120C

Range 12-96" Damage D10

M61 Cannon: This weapon causes a i 2 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: The F-16 will ignore the first three failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

Mk 83: This weapon ignores Armour rolls, and will roll extra Damage
Dice (but only D8 with -2 penalty to Armour rolls) against every model
within 400f 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.

CBU-87: This weapon causes -2 penalty to Armour rolls, and will roll
extra Damage Dice (D8 with -2 penalty to Armour rolls) against every
model within 600f 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.

AIM-9X: 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

AIM-120C: 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
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A reconnesaince variant of the BWP-1, sold by soviets in
small quantities

BWR-1D w/2A28 (T), PKT (C)

Size Move Close Combat Target Armour Kill

3 7" 4xD10

SUPPORT
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Reconnesaince variant of the BMP developed in
Czechoslovakia, purchased by Polish army

BWR-1S w/2A28 (T), 9M14M (E), PKT
©)

Size Move Close Combat Target Armour Kill

3 7" 4xD10 7+ 4+ 9+

_ SUPPORT
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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

Tough: The BWR-1D 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.

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 weapon&®
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 200f 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.

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

Armoured: This vehicle has 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 10high 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)

Amphibious

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
9M14M Malutka ATGM
Range 20-60" Damage D10+1

Malutka ATGM: 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 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 system, the BWR-1S must take a ready action before using it
and none of its actions may include movement.

Tough: The BWR-1S 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.

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 weapon® 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 200f 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.

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

Ignore smoke

Amphibious

Armoured: This vehicle has 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 10high 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)




2A46 125mm Gun

Range 60" Damage D10+3
PKT MG

Range 30" Damage 3xD6
NSW 12.7mm MG

Range 30" Damage 2xD6+1

Tough: The T-72 will ignore the first three 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.
125mm Gun: 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 200f the centre of the model its first
Damage Dice is allocated to - these extra models need not be in Line
T-72 w/2A46 125mm Gun (T), NSW (E, - 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®
AA) and MG (C) Damage Dice against that model, rather than allocate normally.
NSW: 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.
Ignore smoke
Size Move Close Combat Target Armour Kill Armoured: This vehicle has Armour score of 4+ to the Sidelor 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
Ignore the effects of smoke (see main rulebook).

b Immune to suppression. Subject to the Button Up rule (see
= ARMOUR ’ Rules Updates)
p— - --- - - — ! _

T-72 has been manufactured under license in Poland and is
the mainstay of its tank forces
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4 7" 4xD10 3+ 11+
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| i 1 5 2A46 125mm Gun
PT-91 Twardy Main Battle Bange o IR . .

Tank i PKT MG

———— - Range 30" Damage 3xD6
NSW 12.7mm MG
Range 30" Damage 2xD6+1

Tough: The PT-91 will ignore the first three 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
Polish upgrade of the aging T-72M with increased mobility Suppression only. If every mpdel in theAtarget unit is a;signed two or
and survivalability as well as enhaced fire control more Damage Dice when this weapon is used, the unit will lose two
actions from Suppression, rather than just one.
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 200f the centre of the model its first
PT-91 w/2A46 125mm Gun (T), NSW Damage Dice is allocated to - these extra models need not be in Line
(E, AA) and MG (C) 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.
NSW: This weapon causes a i 1 penalty to Armour rolls.Every
ool 1 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
E This vehicle must be equipped with ERA or Advanced ERA more Damage Dice when this weapon is used, the unit will lose two
o | 3 actions from Suppression, rather than just one.
r &

Ignore smoke

Size Move Close Combat Target Armour Kill Armoured: This vehicle has Armour score of 4+ to the Side or Rear
facings. It may never make any reactions except to Shoot with the
4 8" 4xD10 8+ 2+ 11+ MG

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

b ® purposes of movement

Ignore the effects of smoke (see main rulebook).

£z Immune to suppression. Subject to the Button Up rule (see
f ARMOUR ; Rules Updates)
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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
9M14M Malutka ATGM
Range 20-60" Damage D10+1

Malutka ATGM: 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. If a model of Size 2 or greater is within the Fire Zone, you
. P q .. may opt to roll this weapon& Damage Dice against that model, rather than allocate
The soviet BMP-1 s Fhe most Oumerous infantry fighting normally. Two shot system, the BMP-1 must take a ready action before using it and
vehicle in Polish Army none of its actions may include movement.
Transport : The BWP-1 may carry up to 8 size 1 models. Models may mount the
BWP-1 simply by moving on to it, and may leave with a Move action in the same
way. If models either enter or leave the BWP-1, then both the models and the
BMP-1 may only take a single action in that turn. If the BWP-1 is destroyed, every
model on board will immediately suffer a D6-1 Damage Dice.
Tough: The BWP-1 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.
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 weapon& 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
Size Move Close Combat Target Armour Kill within 200f 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.
3 7 4xD10 7+ 4+ 9+ Amphibious
Armoured: This vehicle has 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 10high or less for the purposes of
movement
Immune to suppression. Subject to the Button Up rule (see Rules Updates)
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KPV 14.5mm MG

Range 30" Damage 2xD6+1
PKT MG

Range 30" Damage 3xD6

Tough: The BRDM-2 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.
KPV: 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.
Recon Vehicle: An army with at least one of these units may re-roll
its dice for set up and deployment
Transport : The BRDM-2 may carry up to 2 size 1 models. Models
may mount the BRDM-2 simply by moving on to it, and may leave
with a Move action in the same way. If models either enter or leave
the BRDM-2 , then both the models and the BRDM-2 may only take
a single action in that turn. If the BRDM-2 is destroyed,
Army List: Up to three BRDM-2s may be deployed as a single
Size Move Close Combat Target Armour Kill Support choice
Armoured: This vehicle has Armour score of 4+ to the Side or Rear
2 8" 2xD10 6+ 3+ 8+ E((:;ings. It may never make any reactions except to Shoot with the
Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road
Ignore the effects of smoke (see main rulebook).

SUPPORT Immune to suppression. Subject to the Button Up rule (see
- - - — r— rm—
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BRDM-2 Malutka

Malutka launcher on the BRDM-2 chasis

BRDM-2 w/9M14M (T)

Size Move Close Combat Target Armour Kill

2 8"  2xD10

A heavily protected patrol vehicle

Dzik-2 w/UKM-2000 (E)

Size Move Close Combat Target Armour Kill

10" 2xD10 6+ 4+ 8+

e

9M14M Malutka ATGM
Range 20-60" Damage D10+1

Tough: The BRDM-2 will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

Malutka ATGM: 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 2 or greater is within the Fire Zone, you
may opt to roll this weapon& Damage Dice against that model, rather
than allocate normally. Six shot system, the BRDM-2 must take a
ready action before using it and none of its actions may include
movement.

Army List: Up to three BRDM-2s may be deployed as a single
Support choice

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

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

Ignore the effects of smoke (see main rulebook).

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

UKM-2000 MG
Range 30" Damage 3xD6

Tough: The Dzik-2 will ignore the first failed Armour roll. 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.

Transport : The Dzik-2 may carry up to 6 size 1 models. Models may
mount the Dzik-2 simply by moving on to it, and may leave with a
Move action in the same way. If models either enter or leave the
Dzik-2 , then both the models and the Dzik-2 may only take a single
action in that turn. If the Dzik-2 is destroyed, every model on board
will immediately suffer a D6-1 Damage Dice. Transported models
may fire their weapons if the Dzik-2 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.

Army List: Up to two Dzik-2s may be deployed as a single Transport
choice

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

Ignore the effects of smoke (see main rulebook).

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
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BRDM-2 Konkurs

9M113 Konkurs ATGM
Range 40" Damage D10+2

Tough: The BRDM-2 will ignore the first two failed Armour rolls. An

Konkurs launcher on BRDM-2 chasis attack that rolls its Kill score will destroy it as normal.
ATGM: 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
BRDM-2 w/9M113 (T) a model of Size 2 or greater is within the Fire Zone, you may opt to

3 roll this weapon® Damage Dice against that model, rather than
allocate normally. Five shot system, the BRDM-2 must take a ready
action before using it and none of its actions may include movement.
Army List: Up to three BRDM-2s may be deployed as a single
Support choice
Armoured: This vehicle has Armour score of 4+ to the Side or Rear
facings. It may never make any reactions
Wheeled: This vehicle gains +3 inches to its Move if its entire move
Size Move Close Combat Target Armour Kill is on a road
Ignore the effects of smoke (see main rulebook).
2 8" 4xD10 6+ 3+ 8+ Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

9M31 Strela-1 SAM
Range 60" Damage D10-1

An air-defence variant of the BRDM-2 vehicle

Tough: The BRDM-2 will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

9M31: The BRDM-2 carries four of these AA missiles. They may only
be used against Air Units and cause a -2 penalty to Armour rolls. The
BRDM-2 W/9M31 (T) 512?3%%3_% may be re-rolled if they fail to reach the Target score of
Army List: Up to three BRDM-2s may be deployed as a single
Support choice

Armoured: This vehicle has Armour score of 5+ to the Side or Rear
facings. It may never make any reactions except to the Air Units
Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

Ignore the effects of smoke (see main rulebook).

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

Size Move Close Combat Target Armour Kill Rules Updates)

2 8"  4xD10 6+ 3+ 8+




NSW 12.7mm MG
— — — Range 30" Damage 2xD6+1
MSPQ 200 PKT MG

Pl TR LI

Poiand | i E Range 30" Damage 3xD6

Sm——— L
Tough: The BRDM-2 will ignore the first two failed Armour rolls.
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

An upgraded variant of BRDM-2 actions from Suppression, rather than just one.

NSW: 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.

BRDM-2 w/NSW (T) and PKT (C) Recon Vehicle: An army with at least one of these units may re-roll

its dice for set up and deployment

Transport : The BRDM-2 may carry up to 2 size 1 models. Models

may mount the BRDM-2 simply by moving on to it, and may leave

with a Move action in the same way. If models either enter or leave
the BRDM-2 , then both the models and the Rosomak may only take

a single action in that turn. If the BRDM-2 is destroyed, every model

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

Army List: Up to three BRDM-2s may be deployed as a single

Size Move Close Combat Target Armour Kill Support choice

Armoured: This vehicle has Armour score of 2+ to the Side or Rear

2 7 4xD10 fﬁgngs. It may never make any reactions except to Shoot with the

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

is on a road

Ignore the effects of smoke (see main rulebook).
SUPPORT 53 ' Immune to suppression. Subject to the Button Up rule (see
I3 Rules Updates)
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— Range 30" Damage 2xD6+1

BRDM-2B t bik
T &8 ] PKT MG
m&i 4 Range 30" Damage 3xD6

-

Tough: The BRDM-2 will ignore the first two failed Armour rolls
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
An upgraded variant of the BRDM-2 actions from Suppression, rather than just one.
NSW: 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.
Recon Vehicle: An army with at least one of these units may re-roll
its dice for set up and deployment
Transport : The BRDM-2 may carry up to 3 size 1 models. Models
may mount the BRDM-2 simply by moving on to it, and may leave
with a Move action in the same way. If models either enter or leave
the BRDM-2 , then both the models and the Rosomak may only take
a single action in that turn. If the BRDM-2 is destroyed,
Army List: Up to three BRDM-2s may be deployed as a single
Support choice
Size Move Close Combat Target Armour Kill Armoured: This vehicle has Armour score of 4+ to the Side or Rear
facings. It may never make any reactions except to Shoot with the
2 8 4xD10 6+ 3+ 8+ MG
Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road
Ignore the effects of smoke (see main rulebook).

Immune to suppression. Subject to the Button Up rule (see
SUPPORT p | Rules Updates)
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Rosomak w/Mk44 (T) and UKM2000C
©

Size Move Close Combat Target Armour Kill

4 8"  4xD10

TRANSPORT

e,

Up-armored variant of the Rosomak IFV

Rosomak w/Mk44 (T) and UKM2000C
©

Size Move Close Combat Target Armour Kill

4 7" 4xD10 8+ 4r 10+

e,

UKM2000C MG

Range 30" Damage 3xD6
Mk44 30mm Gun

Range 40" Damage 2xD8
Spike ER ATGM

Range 60" Damage D10+2

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

Mk44: This weapon causes a i 2 penalty to Armour rolls.

Ignore smoke

Amphibious

Spike: 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 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 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 system, the Rosomak IFV 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 Spike i even machine guns.

Armoured: This vehicle has 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
Ignore the effects of smoke (see main rulebook).

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

UKM2000C MG

Range 30" Damage 3xD6
Mk44 30mm Gun

Range 40" Damage 2xD8

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

Mk44 This weapon causes a i 2 penalty to Armour rolls.

Armoured: This vehicle has 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

Ignore the effects of smoke (see main rulebook).

Immune to suppression. Subject to the Button Up rule (see
Rules Updates)
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Armed variant of the popular HMMWV

M1043A2 W/WKM-B (E)

Size Move Close Combat Target Armour Kill

2 10" 2xD10 6+ 5+ 8+

TRANSPORT

=, —— S —— - o

M1097A2 HMMWYV Troop
Carrier

M998 Cargo/Troop Carrier is used by light formations of
Polish Army

¥ 4,

Size Move Close Combat Target Armour Kill

2 10" 2xD10 6+ 5+ 8+

TRANSPORT

=, —— S —— - L

M1097A2 )

WKM-B 12.7mm MG
Range 36" Damage 2xD6+1

Tough: The M1043A2 will ignore the first failed Armour roll. An attack
that rolls its Kill score will destroy it as normal. The M1043A2 is
immune to Supression.

WKM-B: 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 M-M1043A2 may carry up to 4 size 1 models.
Models may mount the M1043A2 simply by moving on to it, and may
leave with a Move action in the same way. If models either enter or
leave the M1043A2 , then both the models and the M1043A2 may
only take a single action in that turn. If the M1043A2 is destroyed,
every model on board will immediately suffer a D6-1 Damage Dice.
Transported models may fire their weapons if the M1043A2 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.

Army List: Up to two HMMWVs may be deployed as a single
Transport choice

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)

Transport : The M1097A2 may carry up to 7 size 1 models. Models
may mount the M1097A2 simply by moving on to it, and may leave
with a Move action in the same way. If models either enter or leave
the M1097A2 , then both the models and the M1097A2 may only take
a single action in that turn. If the M1097A2 is destroyed, every model
on board will immediately suffer a D6-1 Damage Dice. Transported
models may fire their weapons if the M1097A2 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 M1097A2 will ignore the first failed Armour roll. An attack
that rolls its Kill score will destroy it as normal. The M1097A2 is
immune to Supression.

Army List: Up to two HMMWVs may be deployed as a single
Transport choice

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
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M1043A2 w/UKM-2000 (E)
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Size Move Close Combat Target Armour Kill
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Armed variant of the popular HMMWV

M1043A2 w/Mk19 (E)

Materiel
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Upgrade armor to 4+ for ?? points
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Size Move Close Combat Target Armour Kill

2 10" 2xD10 6+ 5+ 8+

: TRANSPORT _
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Statistics

UKM-2000
Range 30" Damage 3xD6

Tough: The M1043A2 will ignore the first failed Armour roll. An attack
that rolls its Kill score will destroy it as normal. The M1043A2 is
immune to Supression.

UKM-2000: 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 M1043A2 may carry up to 4 size 1 models. Models
may mount the M1043A2 simply by moving on to it, and may leave
with a Move action in the same way. If models either enter or leave
the M1043A2 , then both the models and the M1043A2 may only take
a single action in that turn. If the M1043A2 is destroyed, every model
on board will immediately suffer a D6-1 Damage Dice. Transported
models may fire their weapons if the M1043A2 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.

Army List: Up to two HMMWVs may be deployed as a single
Transport choice

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 M1043A2 will ignore the first failed Armour roll. An attack
that rolls its Kill score will destroy it as normal. The M1043A2 is
immune to Supression.

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 M-M1043A2 may carry up to 4 size 1 models.
Models may mount the M1043A2 simply by moving on to it, and may
leave with a Move action in the same way. If models either enter or
leave the M1043A2 , then both the models and the M1043A2 may
only take a single action in that turn. If the M1043A2 is destroyed,
every model on board will immediately suffer a D6-1 Damage Dice.
Transported models may fire their weapons if the M1043A2 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.

Army List: Up to two HMMWVs may be deployed as a single
Transport choice

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)




Tough: The M1043A2 will ignore the first failed Armour roll. An attack
that rolls its Kill score will destroy it as normal. The M1043A2 is
immune to Supression.

HMMWV carrying a Spike launcher team

Materiel

. Transport : The M1043A2 may carry up to 4 size 1 models. Models
4 may mount the M1043A2 simply by moving on to it, and may leave
M1043A2 g : ;
on board will immediately suffer a D6-1 Damage Dice. Transported
models may fire their weapons if the M1043A2 takes a Shoot actioni
up to 3 models to either side, each group creating their own separate

with a Move action in the same way. If models either enter or leave
L
s . 4 Fire Zone. They fire at -1 penalty to their Fire Dice. A transported

Opions

a single action in that turn. If the M1043A2 is destroyed, every model
¥

the M1043A2 , then both the models and the M1043A2 may only take
Spike Team may fire its Spike LR ATGM with no penalty to its Fire
Upgrade armor to 4+ for +5 points Dice. -
o Army List: Up to three HMMWVs may be deployed as a single
) Transport choice
Size Move Close Combat Target Armour Kill i Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road

2 10"  2xD10 6+ 5+ 8+ . Immune to suppression. Subject to the Button Up rule (see
Rules Updates)

Statistics

- TRANSPORT

Beryl AR

Range 24" Damage D6
Beryl SMG

Range 16" Damage D6
Spike LR ATGM

Range 48" Damage D10+2

Spike ATGM is one of the most modern anti-armor systems in Polish
inventory.

Spike: 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)

Team Leader w/Beryl SMG and Spike LR, Assistant against every model within 100f the centre of the model its first
Gunner w/Beryl AR, 2xRifleman w/Beryl AR 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.

Ignore smoke

Army Lists: You may take three Spike Teams per Support slot

Materiel

Size Move Close Combat Target Armour Kill

4" 2xD6 4+ 5+ 6+

2 SUPPORT _
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A light utility vehicle

Skorpion-3 w/UKM-2000 (E)

Size Move Close Combat Target Armour Kill

2 10" 2xD10 6+ 6+ 8+

TRANSPORT p
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Assault Squad - Iraq

Assault squads serve in Iraq as a part of the stabilization
force

Team 1: Sergeant w/Beryl AR, Gunner w/RPG-7 and
Mini-Beryl SMG, Rifleman w/Beryl AR, Grenadier w/
Beryl AR and Pallad-D
Team 2: Corporal w/Beryl AR, Gunner w/UKM-2000
LMG, Marksman w/SAKO, Rifleman w/Beryl AR,
Gunner w/LM-60K and Mini-Beryl SMG

Size Move Close Combat Target Armour Kill

4" 2xD6 4+ 5+

UKM-2000 MG
Range 30" Damage 3xD6

Tough: The Skorpion 3 will ignore the first failed Armour roll. An
attack that rolls its Kill score will destroy it as normal. The The
Skorpion 3 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 The Skorpion 3 may carry up to 3 size 1 models.
Models may mount the The Skorpion 3 simply by moving on to it, and
may leave with a Move action in the same way. If models either enter
or leave the The Skorpion 3, then both the models and the The Dzik-
2 may only take a single action in that turn. If the the Skorpion 3 is
destroyed, every model on board will immediately suffer a D6-1
Damage Dice. Transported models may fire their weapons if the The
Skorpion 3 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.

Army List: Up to three Skorpion 3s may be deployed as a single
Transport choice

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)

Beryl AR

Range 24" Damage D6
UKM-2000 LMG

Range 30" Damage 2xD6
Pallad-D Grenade Launcher
Range 16" Damage D6+1
RPG-7

Range 20" Damage D10
SAKO TRG-21 Sniper Rifle
Range 36" Damage D6
LM-60K

Range 48 Damage D6
Mini-Beryl SMG

Range 16" Damage D6

UKM-2000 LMG: 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.

RPG-7: 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. 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.

Pallad 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.

SAKO: The SAKO 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 cFire Zone rather than allocate
normally.

LM-60K: Before firing this weapon, the unit has to take a Ready action to set it up. Once it is
set up, it may be fired as long as the unit does not move again. 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 Atrtillery rules
(rulebook, page 34). The Firezone has 2" radius, roll this weapon@ Damage Dice against
every target within the Firezone This weapon causes a -1 penalty to Armour rolls. This
weapon may also be fired without being set up, in this case follow the normal shooting rules,
firing the weapon no more than once per turn. Blast radius and armor modifier stay the
same.

Fire Teams: Teams may be split off from the squad to act as independent units, with the
Corporals acting as unit leaders. The Sergeant 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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Assault Squad

Assault squads serve in Afghanistan as a part of the
stabilization force

Team 1: Sergeant w/Beryl AR, Gunner w/RPG-7 and
Mini-Beryl SMG, Rifleman w/Beryl AR, Grenadier w/
Beryl-AR nad Pallad-D
Team 2: Corporal w/Beryl AR, Gunner w/UKM-2000
LMG, Marksman w/SAKO, Rifleman w/Beryl AR

Size Move Close Combat Target Armour Kill

4" 2xD6 5+

p————
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Support Squad

Team 1: Sergeant w/Beryl AR, Gunner w/RPG-7 and
Mini-Beryl SMG, 1xRifleman w/Beryl AR
Team 2: Corporal w/Beryl AR, Gunner w/UKM-2000
LMG, Marksman w/SAKO
Team 3: Corporal w/Beryl AR, Gunner w/LM-60K and
Mini-Beryl SMG, Rifleman w/Beryl AR

Size Move Close Combat Target Armour Kill

4" 2xD6 4+ 5+ 6+

Beryl AR

Range 24" Damage D6
UKM-2000 LMG

Range 30" Damage 2xD6
Pallad-D Grenade Launcher
Range 16" Damage D6+1
RPG-7

Range 20" Damage D10
SAKO TRG-21 Sniper Rifle
Range 36" Damage D6
Mini-Beryl SMG

Range 16" Damage D6

UKM-2000 LMG: 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.

RPG-7: 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 2 or greater is within the Fire Zone, you may
opt to roll this weapon® Damage Dice against that model, rather than allocate
normally.

Pallad Grenade Launcher: One Rifleman in each fireteam has an underslung
grenade launcher attached to his Beryl. 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.

SAKO: The SAKO 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.

Fire Teams: Teams may be split off from the squad to act as independent units,
with the Corporals acting as unit leaders. The Sergeant 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.

Beryl AR

Range 24" Damage D6
UKM-2000 LMG

Range 30" Damage 2xD6
RPG-7

Range 20" Damage D10
SAKO TRG-21 Sniper Rifle
Range 36" Damage D6
LM-60K

Range 48 Damage D6
Mini-Beryl SMG

Range 16" Damage D6

UKM-2000 LMG: 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.

RPG-7: 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 2 or
greater is within the Fire Zone, you may opt to roll this weapon® Damage Dice against that
model, rather than allocate normally.

SAKO: The SAKO 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.

LM-60K: Before firing this weapon, the unit has to take a Ready action to set it up. Once it is
set up, it may be fired as long as the unit does not move again. 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 Atrtillery rules
(rulebook, page 34). The Firezone has 2" radius, roll this weapon® Damage Dice against
every target within the Firezone This weapon causes a -1 penalty to Armour rolls. This
weapon may also be fired without being set up, in this case follow the normal shooting rules,
firing the weapon no more than once per turn. Blast radius and armor modifier stay the
same.

Fire Teams: Teams may be split off from the squad to act as independent units, with the
Corporals acting as unit leaders. The Sergeant 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.




Beryl AR
Range 24" Damage D6

Command Team: So long as the Lieutenant and Radio Operator 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.

Lieutenant w/Beryl AR, Radio Operator w/Beryl AR,
2xRifleman w/Beryl AR

Size Move Close Combat Target Armour Kill

4" 2xD6 5+ 6+

Assault Platoons provide light assault and reconnesaince Motorised Platoons provide the stabilization forces with a
component of Polish stabilization forces

heavy component
Squad 1: Assault Platoon Command Team, M1043A2

w/UKM-2000
Squad 2: Support squad, M1043A2 w/UKM-2000,
M1043A2 w/WKM-B, M1043A2 w/Mk19
Squad 3: Assault Squad, M1043A2 w/WKM-B,
M1043A2 w/UKM-2000
Squad 4: Assault Squad, M1043A2 w/WKM-B,
M1043A2 w/UKM-2000

Materiel

Squad 1: Motorised Command Squad, Rosomak IFV
Squad 2: Motorised Squad, Rosomak IFV
Squad 3: Motorised Squad, Rosomak IFV

Materiel

Replace any Rosomal with Rosomak APC for -25 points
each. Upgrade any Rosomak to the Uparmored variant for +10

You can take up to 3 Support and 1 Armour choices per
Assault Platoon

You can take up to 2 Support and 1 Armour choices per
Assault Platoon
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Motorised Squads provide dismount infantry for units
equipped with Rosomak IFVs and APCs

Team 1: Sergeant w/Beryl AR, Gunner w/RPG-7 and
Mini-Beryl SMG, Rifleman w/Beryl AR, Grenadier w/
Beryl AR and Pallad-D, Gunner w/UKM-2000 LMG
Team 2: Corporal w/Beryl AR, Rifleman w/Beryl AR,
Grenadier w/Beryl AR and Pallad-D, Gunner w/LM-
60K and Mini-Beryl SMG, Marksman w/SAKO

Size Move Close Combat Target Armour Kill

4" 2xD6 5+

Motorised Command Squads provide leadership for
Motorised Squads

Team 1: Lieutenant w/Beryl AR, Radio Operator w/
Beryl AR
Team 2: Corporal w/Beryl AR, 3x Rifleman w/Beryl
AR
Team 2: Corporal w/Beryl AR, 3x Rifleman w/Beryl

Size Move Close Combat Target Armour Kill

4" 2xD6 4+ 5+ 6+

COMMAND
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Beryl AR

Range 24" Damage D6
UKM-2000 LMG

Range 30" Damage 2xD6
Pallad Grenade Launcher
Range 16" Damage D6+1
RPG-7

Range 20" Damage D10
SAKO TRG-21 Sniper Rifle
Range 36" Damage D6
LM-60K

Range 48" Damage D6
Mini-Beryl SMG

Range 16" Damage D6

e — —
UKM-2000 LMG: 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.

RPG-7: 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 2 or
greater is within the Fire Zone, you may opt to roll this weapon® Damage Dice against that
model, rather than allocate normally.

Pallad Grenade Launcher: One Rifleman in each fireteam has an underslung grenade
launcher attached to his Beryl. 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.

SAKO: The SAKO 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.

LM-60K: Before firing this weapon, the unit has to take a Ready action to set it up. Once it is
set up, it may be fired as long as the unit does not move again. 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 Atrtillery rules
(rulebook, page 34). The Firezone has 2" radius, roll this weapon& Damage Dice against
every target within the Firezone This weapon causes a -1 penalty to Armour rolls. This
weapon may also be fired without being set up, in this case follow the normal shooting rules,
firing the weapon no more than once per turn. Blast radius and armor modifier stay the
same.

Fire Teams: Teams may be split off from the squad to act as independent units, with the
Corporals acting as unit leaders. The Sergeant 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.

Beryl AR
Range 24" Damage D6

Command Team: So long as the Lieutenant and Radio Operator 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.

Fire Teams: Teams may be split off from the squad to act as independent units,
with the Corporals acting as unit leaders. The Sergeant 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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ZSU-23-4 MP

Upgraded variant of the popular ZSU-23-4

-

Materiel

Size Move Close Combat Target Armour Kill

3 8"  4xD10

Statistics
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Size Move Close Combat Target Armour Kill

3 8"  4xD10 7+ 4+ 9+

Statistics

2 ARMOUR .
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AZP-23

Range 36" Damage 6xD6+1
GROM SAM

Range 60" Damage D10

Tough: The ZSU-23-4MP will ignore the first two failed Armour rolls.
An attack that rolls its Kill score will destroy it as normal.

AZP-23: This weapon causes a i 1 penalty to Armour rolls. It may
only fire once per turn. 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.

GROM: The ZSU-23-4MP 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.

Armoured: This vehicle has 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 16high 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)

AZP-23
Range 36" Damage 6xD6+1

Tough: The ZSU-23-4 will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

AZP-23: This weapon causes a i 1 penalty to Armour rolls. It may
only fire once per turn. 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 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 16high 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)




Size Move Close Combat Target Armour Kill

4 8 4xD10 4+ 10+
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Snipel

-
r Team

Sniper Teams provide dedicated sniper support at company
level

Sergeant w/TOR and Mini Beryl, 2xSniper w/SAKO
and Mini Beryl, Gunner w/PKM and Mini Beryl

Size Move Close Combat Target Armour Kill

4" 2xD6 4+ 5+ 6+

Statistics
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35mm twin KDB cannon
Range 40" Damage 8xD6+1

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

KDB: This weapon causes a i 1 penalty to Armour rolls. It may only
fire once per turn. 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 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 10high 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)

Mini Beryl SMG

Range 16" Damage D6
PKM

Range 30" Damage 2xD6
SAKO TRG-21 Sniper Rifle
Range 36" Damage D6
TOR 12.7mm Sniper Rifle
Range 60 Damage D6

PKM: 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.

SAKO: The SAKO 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.

TOR: The TOR 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 in the
last turn, units beyond 200may not draw Line of Sight to it.

Crack Shot: Any model in cover targeted with the SAKO or TOR will
only receive a +1 bonus to its Target and Kill scores.

Loners: all models in this unit have a command range of 129 rather than the usual
6a

Support Squad, max. 1 per 3 Platoons




KPVT 14.5mm MG

Range 30" Damage 2xD6+1
PKT 7.62mm MG

Range 30" Damage 3xD6

Transport : The SKOT may carry up to 10 size 1 models. Models
may mount the SKOT simply by moving on to it, and may leave with
a Move action in the same way. If models either enter or leave the
SKOT , then both the models and the SKOT may only take a single
APC created as an effect of cooperation between Polish and 4 R=ction in. that turq. jfjhe RoSealgs destroyed,levew jiiccelen
Czechoslovakian engineers v board will immediately suffer a D6-1 Damage Dice.
Tough: The SKOT will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.
PKT: The SKOT carries a MG, which 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.
KPVT: This weapon causes a i 1 penalty to Armour rolls.It may be
used as an AA weapon. 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
Size Move Close Combat Target Armour Kill K Armoured: This vehicle has Armour score of 5+ to the Side or Rear
facings. It may never make any reactions except to Shoot with the
4 7" 4010 e . ; ) g
Wheeled: This vehicle gains +3 inches to its Move if its entire move
is on a road
Ignore the effects of smoke (see main rulebook).
Immune to suppression. Subject to the Button Up rule (see

Materiel

Statistics

- , Rules Updates)

PKT 7.62mm MG
Range 30" Damage 3xD6

Transport : The MTLB may carry up to 11 size 1 models. Models
3 may mount the MTLB simply by moving on to it, and may leave with
Russian-designed tracked APC v | aMove action in the same way. If models either enter or leave the
MTLB , then both the models and the SKOT may only take a single
action in that turn. If the Rosomak is destroyed, every model on

i board will immediately suffer a D6-1 Damage Dice.
= Tough: The MTLB will ignore the first two failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

MTLB w/PKT (T) PKT: The MTLB carries a MG, which 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.

Amphibious

Armoured: This vehicle has Armour score of 5+ to the Side or Rear
facings. It may never make any reactions except to Shoot with the
MG

Size Move Close Combat Target Armour Kill i [ Tracked: This vehicle will ignore all terrain 16high or less for the
purposes of movement

4 7 4xD10 7+ 5+ 9+ r Ignore the effects of smoke (see main rulebook).

Immune to suppression. Subject to the Button Up rule (see
: TRANSPORT j

Materiel

Statistics
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Materiel

Armed variant of a light utility helicopter

Mi-2UR w/NR-23 and 4x9M14M

Replace the 9M117P with S5
Size Move Close Combat Target Armour Kill

4 V/STOL 3xD10 6+ N6+ ERE T
Loiter

The Russian Alying tankoin Polish service

Mi-24W w/JakB-12.7, 4x9M114, 8xS-5

Size Move Close Combat Target Armour Kill

7 VISTOL 4xD10 7+ 4+ 10+
Loiter

9M14M Malutka ATGM
Range 20-60" Damage D10+1
S-5 57mm Rockets

Range 30" Damage D6+1
NR-23

Range 36" Damage 2xD6+1

GSz-23G 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 unless it is at V/STOL speed. It must
take Move as its first action in a turn.

Tough: The Mi-2UR will ignore the first two failed Armour rolls. An attack that rolls
its Kill score will destroy it as normal.

Malutka ATGM: 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 2 or greater is within the Fire Zone, you
may opt to roll this weapon& Damage Dice against that model, rather than allocate
normally.

S-5 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. It is a four-
shot system.

JakB-12.7 12.7 mm

Range 36" Damage 3xD6+1
9M114 Kokon

Range 15-60" Damage D10+2
S-5 57mm Rockets

Range 30" Damage D6+1

JakB-12.7 : 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 unless it is at V/STOL speed. It must
take Move as its first action in a turn.

Tough: The Mi-24D will ignore the first three failed Armour rolls. An attack that rolls
its Kill score will destroy it as normal.

9M114: 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 3 or greater is within the Fire Zone, you may
opt to roll this weapon® Damage Dice against that model, rather than allocate
normally.

S-5 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.
Transport : The Mi-24W may carry up to 8 size 1 models. Models may mount the
Mi-24W 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 Mi-24W , then
both the models and the Mi-24W may only take a single action in that turn. If the
Mi-24W is destroyed while on the ground, every model on board will immediately
suffer a D6-1 Damage Dice. If the Mi-24W is destroyed while in the air, every
model on board will immediately suffer a D6+2 Damage Dice.
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Size Move Close Combat Target Armour Kill

7 VISTOL 5xD10
Loiter

7+

4+

10+

Replace 2xS5 with 2x9M32M missiles

Size Move Close Combat Target Armour Kill

5 V/STOL 3xD10
Loiter

6+

5+

8+

JakB-12.7 12.7 mm

Range 36" Damage 3xD6+1
9M117P Skorpion

Range 15-60" Damage D10+2
S-5 57mm Rockets

Range 30" Damage D6+1

JakB-12.7 : 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 unless it is at V/STOL speed. It must
take Move as its first action in a turn.

Tough: The Mi-24D will ignore the first three failed Armour rolls. An attack that rolls
its Kill score will destroy it as normal.

9M117P: 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.

S-5 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.

Transport : The Mi-24D may carry up to 8 size 1 models. Models may mount the
Mi-24D 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 Mi-24D , then
both the models and the Mi-24W may only take a single action in that turn. If the
Mi-24D is destroyed while on the ground, every model on board will immediately
suffer a D6-1 Damage Dice. If the Mi-24D is destroyed while in the air, every model
on board will immediately suffer a D6+2 Damage Dice.

GSz-23G

Range 36" Damage 2xD6+1
S5

Range 30" Damage D6+1
9M32M

Range 60" Damage D10

GSz-23G 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 unless it is at V/STOL speed. It must
take Move as its first action in a turn.

Tough: The W-3WA will ignore the first two failed Armour rolls. An attack that rolls
its Kill score will destroy it as normal.

S-5 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.

Transport : The W-3WA may carry up to 12 size 1 models. Models may mount the
W-3WA 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 W-3WA , then
both the models and the W-3WA may only take a single action in that turn. If the W-
3WA is destroyed while on the ground, every model on board will immediately
suffer a D6-1 Damage Dice. If the W-3WA is destroyed while in the air, every
model on board will immediately suffer a D6+2 Damage Dice.

9M32M: 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.




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 W-3WA will ignore the first two failed Armour rolls. An attack that rolls

its Kill score will destroy it as normal.

Transport : The W-3WA may carry up to 12 size 1 models. Models may mount the
W-3WA is a medium-sized transport helicopter W-3WA 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 W-3WA |, then
both the models and the W-3WA may only take a single action in that turn. If the W-
3WA is destroyed while on the ground, every model on board will immediately
suffer a D6-1 Damage Dice. If the W-3WA is destroyed while in the air, every
model on board will immediately suffer a D6+2 Damage Dice.

Size Move Close Combat Target Armour Kill

5 VISTOL 3xD10 6+ S5+ S
Loiter

1)
1o
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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 Mi-2P will ignore the first two failed Armour rolls. An attack that rolls its
Kill score will destroy it as normal.

Transport : The Mi-2P may carry up to 6 size 1 models. Models may mount the
Mi-2P 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 Mi-2P, then both
the models and the Mi-2P may only take a single action in that turn. If the Mi-2P is
destroyed while on the ground, every model on board will immediately suffer a D6-
1 Damage Dice. If the Mi-2P is destroyed while in the air, every model on board will
immediately suffer a D6+2 Damage Dice.

A light utility helicopter

Size Move Close Combat Target Armour Kill

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

Statistics
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The Mechanized Squads provide dismount infantry in units
equipped with BWP-1

Team 1: Sergeant w/AKM, Gunner w/RPK, Rifleman
W/AKM, Gunner w/Pallad-D and AKM
Team 2: Corporal w/AKM 2xRifleman w/AKM, Gunner
W/RPG-7 and PM-63

Size Move Close Combat Target Armour Kill

1 5" 2xD6

The Mechanized Command Squads provide leadership in
units equipped with BWP-1

Team 1: Lieutenant w/AKM, Gunner w/RPK, Radio
Operator w/AKM, Gunner w/Pallad-D and AKM,
Marksman w/SVD

Size Move Close Combat Target Armour Kill

1 5" 2xD6 4+

AKM

Range 20" Damage D6
RPK

Range 30" Damage 2xD6
RPG-7

Range 20" Damage D10
Pallad-D Grenade Launcher
Range 16" Damage D6+1
Beryl AR

Range 24" Damage D6
PM-63

Range 12" Damage 2xD6-1

RPK: 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.

RPG-7: 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. 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.

Pallad-D 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 160f the centre of
the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight. It never be fired as a reaction.

Fire Teams: Teams may be split off from the squad to act as
independent units, with the Corporals acting as unit leaders. The
Sergeant 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.

AKM

Range 20" Damage D6

RPK

Range 30" Damage 2xD6
SVD

Range 36" Damage D6
Pallad-D Grenade Launcher
Range 20" Damage D6+1
Beryl AR

Range 24" Damage D6

RPK: 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.

SVD: The SVD 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.

Pallad 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 160f the centre of
the model its first Damage Dice is allocated to - these extra models
need not be in Line of Sight. It never be fired as a reaction.

Command Team: So long as the Lieutenant and Radio Operator
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.
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Mechanized Platoons constitute a large portion of Polish
infantry forces.

Squad 1: Mechanized Command Squad, BWP-1
Squad 2: Mechanized Squad, BWP-1
Squad 3: Mechanized Squad, BWP-1

You can take up to 2 Support and 1 Armour choices per
Assault Platoon

Team 1: Sergeant wW/AKM, Scout w/AKM

Add a Scout w/AKM for +10 points or a Gunner w/RPG-7 and
AKM for +30 points. Upgrade AKMs to Beryls for +5 points.

Size Move Close Combat Target Armour Kill

1 5" 2xD6 4+ 6+

AKM

Range 20" Damage D6
RPG-7

Range 20" Damage D10
Beryl AR

Range 24" Damage D6

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

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.

RPG-7: 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 2 or greater is within the Fire Zone, you may opt to
roll this weapon& Damage Dice against that model, rather than
allocate normally.
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Team 1: Sergeant w/Beryl, Scout w/Beryl

&

r
Size Move Close Combat Target Armour Kill

1 4" 2xD6 4+ 5+

Statistics
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Commando Team

Troops from the 1st Special Regiment (Commando) are
trained in Ayreendspecial operations

e

—

Sergeant w/Beryl, 4xRifleman w/Beryl, Gunner w/
UKM-2000

Materiel

\

Size Move Close Combat Target Armour Kill

i 4" 2xD6 4+ 5+ 6+

Statistics

Add a Scout w/Beryl for +10 points or a Gunner w/RPG-7 and
AKM for +30 points. 3

4,

RPG-7

Range 20" Damage D10
Beryl AR

Range 24" Damage D6

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

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
120further away from your table edge.

RPG-7: 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 2 or greater is within the Fire Zone, you may opt to
roll this weapon® Damage Dice against that model, rather than
allocate normally.

UKM-2000

Range 30" Damage 2xD6
RPG-7

Range 20" Damage D10
Beryl AR

Range 24" Damage D6

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

RPG-7: 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 2 or greater is within the Fire Zone, you may opt to
roll this weapon® Damage Dice against that model, rather than
allocate normally.

UKM-2000: 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.




Snipers provide essential support to commando teams
operating behind enemy lines
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Size Move Close Combat Target Armour Kill

1 4" 2xD6 4+ 5+ 6+
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Sergeant w/Mini Beryl, 4xRifleman w/Mini Beryl,
Gunner w/UKM-2000

Materiel

Size Move Close Combat Target Armour Kill

1 4" 3xD6 4+ 5+ 7+

Statistics

Sniper w/SWD

SWD Sniper Rifle
Range 36" Damage D6

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

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.

SWD: The SWD 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.

Army List: Up to three Snipers may be deployed as a single Support
choice

UKM-2000

Range 30" Damage 2xD6
Mini Beryl SMG

Range 16" Damage D6

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

RPG-7: 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 2 or greater is within the Fire Zone, you may opt to
roll this weapon& Damage Dice against that model, rather than
allocate normally.

UKM-2000: 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.

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.
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Polish airmobile forces are not numerous, but well equipped
and trained

Team 1: Sergeant w/Beryl AR, Gunner w/Carl Gustav
and Mini-Beryl SMG, Rifleman w/Beryl AR, Grenadier
w/Beryl AR and Pallad-D
Team 2: Corporal w/Beryl AR, Gunner w/UKM-2000
LMG, Marksman w/SWD, Grenadier w/Beryl AR and
Pallad-D

Size Move Close Combat Target Armour Kill

4" 2xD6 4+ 5+ 6+

Air Cavalry support squads provide extra firepower to air
cavalry units

Team 1: Sergeant w/Beryl AR, Gunner w/Carl Gustav
and Mini-Beryl SMG, 1xRifleman w/Beryl AR
Team 2: Corporal w/Beryl AR, Gunner w/UKM-2000
LMG, Marksman w/SWD
Team 3: Corporal w/Beryl AR, Gunner w/LM-60K and
Mini-Beryl SMG, Rifleman w/Beryl AR

Size Move Close Combat Target Armour Kill

4" 2xD6 4+ 5+

Beryl AR

Range 24" Damage D6
UKM-2000 LMG

Range 30" Damage 2xD6
Pallad-D Grenade Launcher
Range 16" Damage D6+1
Carl Gustaf

Range 20" Damage D10+2
SWD Sniper Rifle

Range 36" Damage D6
Mini-Beryl SMG

Range 16" Damage D6

UKM-2000 LMG: 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.

Carl Gustaf: 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 2 or greater is within the Fire Zone, you may
opt to roll this weapon® Damage Dice against that model, rather than allocate
normally.

Pallad-D Grenade Launcher: One Rifleman in each fireteam has an underslung
grenade launcher attached to his Beryl. 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 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.

SWD: The SWD 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.

Fire Teams: Teams may be split off from the squad to act as independent units,
with the Corporals acting as unit leaders. The Sergeant 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.

Beryl AR

Range 24" Damage D6
UKM-2000 LMG

Range 30" Damage 2xD6
Carl Gustaf

Range 20" Damage D10+2
SWD Sniper Rifle
Range 36" Damage D6
LM-60K

Range 48" Damage D6
Mini-Beryl SMG

Range 16" Damage D6

UKM-2000 LMG: 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.

Carl Gustaf: 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 2 or
greater is within the Fire Zone, you may opt to roll this weapon® Damage Dice against that
model, rather than allocate normally.

SWD: The SWD 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.

LM-60K: Before firing this weapon, the unit has to take a Ready action to set it up. Once it is
set up, it may be fired as long as the unit does not move again. 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 2" radius, roll this weapon& Damage Dice against
every target within the Firezone This weapon causes a -1 penalty to Armour rolls. This
weapon may also be fired without being set up, in this case follow the normal shooting rules,
firing the weapon no more than once per turn. Blast radius and armor modifier stay the
same.

Fire Teams: Teams may be split off from the squad to act as independent units, with the
Corporals acting as unit leaders. The Sergeant 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.




Statistics

Polish airborne forces are not numerous, but well equipped

and trained

Team 1: Sergeant w/Beryl AR, Gunner w/Carl Gustav
and Mini-Beryl SMG, Rifleman w/Beryl AR, Grenadier
w/Beryl AR and Pallad-D
Team 2: Corporal w/Beryl AR, Gunner w/UKM-2000
LMG, Marksman w/SWD, Grenadier w/Beryl AR and
Pallad-D

Size Move Close Combat Target Armour Kill

4" 2xD6 5+

Airborne support squads provide much needed firepower to

airborne squads

Team 1: Sergeant w/Beryl AR, Gunner w/RPG-7 and
Mini-Beryl SMG, 1xRifleman w/Beryl AR
Team 2: Corporal w/Beryl AR, Gunner w/UKM-2000
LMG, Marksman w/SWD
Team 3: Corporal w/Beryl AR, Gunner w/LM-60K and
Mini-Beryl SMG, Rifleman w/Beryl AR

Size Move Close Combat Target Armour Kill

4" 2xD6 4+ 5+ 6+

Beryl AR

Range 24" Damage D6
UKM-2000 LMG

Range 30" Damage 2xD6
Pallad-D Grenade Launcher
Range 16" Damage D6+1
RPG-7

Range 20" Damage D10
SWD Sniper Rifle

Range 36" Damage D6
Mini-Beryl SMG

Range 16" Damage D6

UKM-2000 LMG: 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.

RPG-7: 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 2 or greater is within the Fire Zone, you may
opt to roll this weapon& Damage Dice against that model, rather than allocate
normally.

Pallad-D Grenade Launcher: One Rifleman in each fireteam has an underslung
grenade launcher attached to his Beryl. 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.

SWD: The SWD 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.

Fire Teams: Teams may be split off from the squad to act as independent units,
with the Corporals acting as unit leaders. The Sergeant 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.

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

Beryl AR

Range 24" Damage D6
UKM-2000 LMG

Range 30" Damage 2xD6
RPG-7

Range 20" Damage D10
SWD Sniper Rifle
Range 36" Damage D6
LM-60K

Range 48" Damage D6
Mini-Beryl SMG

Range 16" Damage D6

UKM-2000 LMG: 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.

RPG-7: 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 2 or
greater is within the Fire Zone, you may opt to roll this weapon® Damage Dice against that
model, rather than allocate normally.

SWD: The SWD 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.

LM-60K: Before firing this weapon, the unit has to take a Ready action to set it up. Once it is
set up, it may be fired as long as the unit does not move again. 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 2" radius, roll this weapon& Damage Dice against
every target within the Firezone This weapon causes a -1 penalty to Armour rolls. This
weapon may also be fired without being set up, in this case follow the normal shooting rules,
firing the weapon no more than once per turn. Blast radius and armor modifier stay the
same.

Fire Teams: Teams may be split off from the squad to act as independent units, with the
Corporals acting as unit leaders. The Sergeant 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.

Parachute Deployment: Squad may enter the battlefield on any turn from any edge other
than the opponent® deployment zone instead of deploying normally.
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Su-22M4 |

-

Su-22M4 w/NR-30, 2xR-60 and 6xFAB-
500

Materiel

|

.-#. - -

r
Size Move Close Combat Target Armour Kill
6 Cruise 4xD10 6+ 5+ 8+
Burn

Statistics

e

Russian frontline fighter used by Polish Air Force

—

MiG-29 w/GSz-301, 4xR-60 and 2xR-
27R

Materiel

|

e . n

¥
Size Move Close Combat Target Armour Kill
6 Loiter 4xD10 7+ 5+ 9+

Cruise
Burn

Statistics

Replace 2xR-60 or 2xR-27R with 2xFAB-500. The bombs may
= not be upgraded to LGBs 3
4,

The bombs may not be upgraded to LGBs

[ |

NR-30 30mm Cannon
Range 48" Damage 2xD8
FAB-500

Range - Damage D10+4
R-60

Range 60" Damage D10

NR-30 Cannon: This weapon causes a i 2 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: The Su-22 will ignore the first three failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

FAB-500: This weapon ignores Armour rolls, and will roll extra
Damage Dice (but only D8 with -2 penalty to Armour rolls) against
every model within 460f 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.

R-60 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

GSz-301 30mm Cannon
Range 48" Damage 2xD8
R-60

Range 60" Damage D10
R-27R

Range 12-96" Damage D10
FAB-500

Range - Damage D10+4

GSz-301 Cannon: This weapon causes a i 2 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: The MiG-29 will ignore the first three failed Armour rolls. An
attack that rolls its Kill score will destroy it as normal.

R-60: 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

R-27R: 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

FAB-500: This weapon ignores Armour rolls, and will roll extra
Damage Dice (but only D8 with -2 penalty to Armour rolls) against
every model within 400f 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.




GROM Team

HK416

Range 24" Damage D6
Minimi SAW

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

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

Elite Special Forces unit facip_gA These bonus dice are Io_st 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.

Sy

Squad Leader w/HK416 Elite Training: All models in this unit gain a +2 bonus to their Armour
2xRifleman w/HK416 rolls when in Cover.

Gunner w/Minimi

Materiel

Ambush: This unit may be concealed in an area of terrain outside of
the enemy® deployment zone before the game begins. Write down
- the location of the unit before any models are deployed. You can

[ |
. - - — . . 5
: . d , reveal the unit at any time by placing the models on the table.
Points. Equip the Squad Leader and Riflemen w/M-203 for +15 points.
@) B
¥

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
Size Move Close Combat Target Armour Kill tolit Y 4 9

5" 2xD6

SUPPORT
- v W e L 1 —

- =

Paramedics: You may re-roll the first failed armour save each turn

Statistics

Limited Availability: Only Special Forces platoons may include this
unit

GROM Team

N

MP5SD SMG

Range 12" Damage 2xD6-1
P90 PDW

Range 12" Damage 2xD6

L.

Elite Special Forces unit

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

Ambush: This unit may be concealed in an area of terrain outside of
the enemy& deployment zone before the game begins. Write down
the location of the unit before any models are deployed. You can
reveal the unit at any time by placing the models on the table.

Squad Leader w/MP5SD
3xRifleman w/MP5SD

Materiel

Stealthy: If this unit is within Cover and did not make any shooting
= attacks with weapons other than the MP5SD in the last turn, units

[ |
p - 5 . beyond 200may not draw Line of Sight to it.
Replace the MP5SD with P90 for +5 points
®) B
¥

Paramedics: You may re-roll the first failed armour save each turn

Size Move Close Combat Target Armour Kill Limited Availability: Only Special Forces platoons may include this

unit
5" 2xD6 4+ 6+ 7+
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Statistics




