ADF Infantry Section

Armour:

6+

Section:

1st Fireteam- Corporal w/ FRSA4, Private wf AICW, Private w/ F&9,
Private w/ F88A4

2nd Fireteam-Lance Corporal w/ FEEA4, Private w/ AICW, Private w/
F89, Private w/ FE8A4

Fi8A4: F89:
Range: 247 Damage D6 Range 307
ACIW: Damage 2x1D6
Range: 16" Damage Dé+1

- —
Special Rules:

Land 125: All units have a command range of 12" rather than the normal 6"
Land 125 also includes thermal sights that allow troops to make a mockery
of cover, any model in cover will only receive a 1+ to kill and target rather &
than the nermal 2+ when shot at by a FE8A4. Models also ignore the eflects

~ of smoke

Section Fire Teams: Team 2 may be split ofl from the section to act as an
independent unit with the Lance Corporal acting as unit leader, This may be
done before the start of the battle or at the beginning of any turmn,

W F89 Minimi: If a Ready action is taken to set this weapon up properly (lie

prone, extend tripod, 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 the weapon rolls counts as two for the purpose of Suppression only.

AICW: One Rifleman in each team has a grenade launcher attached to his
FR&A4. This weapon causes a -1 penalty to Armour rolls and will roll extra
Damage Dice (bt only D6 with no penalty to Armour rolls) against every
model within 1* of the center of the model the first Damage Dice is allo-
cated to. These extra models need not be in Line of Sight. The weapon may
be fired normally as an F88A4 Assault Rifle or as an ACIW twice a turm,
but may enly fire as a F88A4 during reactions,

Options:
Drop team 2 for —80pts

Section:
Corparal W/FB8A4, Private wiFN MAG 58, Private + AICW, Private w/
SR-98 Sniper Rifle.

FERAL: FN MAG 58:
Range: 247 Damage: D6 Range: 307 Damage: 3xD6
ACIW: SR-98:
Range: 16” Damage: D1 Range: 487 Damage: D6

Special Rules:

Land 125: All units have a command range of 12° rather than the normal 6°
Land 125 also includes thermal sights that allow troops to make a mockery
of cover, any model in cover will only receive a 1+ to Kill and target rather
than the normal 2+ when shot at by a FEEA4. Models also ignore the eflects
of smoke.

FN-MAG: If a Ready Action is taken o set the weapon up properly (lie

 prone, extend bipod, etc.) then all subsequent Shoot actiens 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 the weapon rolls counts as two for the purpose of Suppression only. If
every model in the target unit 15 assigned two or more Damage Dice when
this weapon 15 used, the unit will lose both actions from Suppression rather

™ than just one.

AICW: One Rifleman in each team has a grenade launcher attached to his
F88A4. This weapon causes a -1 penalty to Armour rolls and will roll extra
Damage Dice (but only 16 with no penalty to Armour rolls) against every
model within 1* of the center of the model the first Damage Dice is allo-
caled to. These extra models need not be in Line of Sight. The weapon may
be fired normally as an F88A4 Assault Rifle or as an ACIW twice a turn,
but may only fire as a F88A4 during reactions.

SR-98; The SR-98 gains +2 bonus to its damage dice against size one tar-
gets only, it may not be fired during reactions and mav be only fired once a
turm. If a ready action is taken before the SR-98 shoots, you may opt to roll
its damage dice against the model in the center of the fire zone rather than
allocate normally

Army List: One Maneuver Support Section may be purchased per platoon



Section:

Ist Fireteam- Corporal w/ M4AL, Private w/ FE9, Private with M4A1 M203, Private
with M4A1

Ind Fireteam-Lance Corperal w/ M4Al, Private w/ F89, Private with M4A1 M203,
Private with M4Al

M4AL: FR9:
Range: 247 Damage D6 Range 307
AM203: Damage 2xD6

Range: 16™ Damage D6+1

Special Rules:
Land 125: All units have a command range of 12" rather than the normal 67 Land

125 also includes thermal sights that allow troops 1o make a mockery of cover, any
moxdel in cover will only receive a 1+ to kill and target rather than the normal 2+
when shot at by a M4AlL Models also ignore the effects of smoke.

Section Fire Teams: Team 2 may be split ofl from the section 1o act as an independ-
ent unit with the Lance Corporal acting as unit leader. This may be done before the
| start of the batile or at the beginning of any turn,

F89 Minimi: If a Ready action is taken to sef this weapon up properly (lie prone,
extend tripod, etc.) then all subsequent Shoot actions will gain two banus Damage
Dice though it may only shoot in its forwand facing. These bonus dice are lost as soon
asthe model moves. In addition, every Damage Dice the weapon rolls counts as two
for the purpose of Suppression only.

4RAR represer

e M203: Range 16" Damage [26+1 - One Rifleman in each team has a grenade
launcher attached to his M4AL This weapon causes a -1 penalty to Armor rells and
will roll extra Damage Dice (but only D6 with ne penalty to Armor rolls) against
every mode within 1" of the center of the model the first Damage Dice is allocated to.
These extra models need not be in Line of Sight. It may only be fired ONCE per tum,
and never as a reaction, The weapon may be fired normally as an M4A1 Assault Rifle
ar onee per furn as a grenade launcher.

Shock Foree: Commandos ignore the 15t suppression result cach tum also All mod-
els in this unit gain a +2 bonus to there armour rolls when in cover

€4z Every man is equipped with C4, they may be placed on any size 2 or more target
a charge action it will explode on the end ofthe ADF plavers next tum, doing
2xD10+2 damage with - 3 to armour saves, also any model within 2° receives D10
damage due 1o the blast

Options:
Drop team 2 for -1 10pis

Section:
1st Fireteam- Corporal w/ M4.A1 M203, Private w/ F89. Private with M4A1 M203,
Private with M4Al1 M203

2nd Fireteam-Lance Corporal w/ M4A1 M203, Private w/ F&9, Private with M4A1
M203, Private with M4A1 M203

M4AL: S5R-15:
Range: 247 Damage D6 Range: 407 Damage D6
M203: F89:
Range: 167 Damage D6+1 Range 307 Damage 2xD6

Special Rules:

Lanad 125: All units have a command range of 127 rather than the normal 6° Land 125 also in-
cludes thermal sights that allow troops to make a mockery of cover, any model in cover will only
receive a 1+ 10 kill and target rather than the nomal 2+ when shot at by 2 M4AL Maodels also
ignore the effects of smoke.

Section Fire Teams: Team 2 may be split of from the section 1o act as an independent unit with
the Lance Corparal acting as unit leader. This may be dane before the start of the battle or ai the
beginning of any tumn.

" F89 Minimi: 17a Ready action is taken 1o set this weapon up properly (lie prone, exiend tripod,
B et ) then all subsequent Shoot sctions will gaim two bonus Damage Dice though it may only
shoot i its forward facing These bons dice ane lost a5 s0on as the model moves. In addition,
every Damage Dice the weapon rolls counts as two for the purposs of Suppression only.

M203: cach SASE with a rifle has a grenade lsuncher attached to his M4A1. This weapon causes
a -1 penalty to Armor rolls and will roll exira Damage Dace (but only D6 with no penalty to
Armeor rolls] against every mode within 17 of the center of the model the first Damage Dice 15

S allocated 1. These extra models need not be in Line of Sight. It may aaly be fired ONCE per turn,
and never &5 a resction. The weapon may be fired normally as an M4AT Assault Rifle of onee per
tarn a5 & grenade launcher.

SR-25: The SR-25 gairs 2 +2 bonus to its Damage Dice, againa Size | targets only. If & Ready
action is taken before it shoots, you may opt to mll its Damage Dice against any model in the Fire
Zone, rather than allocate normally,

Elite Training: All models in this unit gain a +2 banus ta their Armocar rells when in Cover. They
may also re-roll their Close Combat dice.

Stealthy: [f this unit & within Cover and did not make any shooting altacks in the last turm, units
beyand 207 may not draw Line of Sight 1ot

Ambaush: This unit may be concealed in an area of werrain outside of the enemy’s deployment
zrne before the game begins. Write down the location of the unit before any models are deploved
Wou can reveal the unit at any time by placing the models on the table.

Options:
Drrep team 2 for —112pts, you replace both or just one F82 with the SR-23 at - 3pis
per FEY




Section:
Ome shooter w! SR-98, one spolter w\ SR-23

SR-98: SR-25:
Range: 487 Damage: D6 Range: 407 Damage D6
AW-S0:

Range 60" Damage D6

Special Rules:
Land 125: All units have a command range of 12° rather than the normal 6°

Elite Training: All models in this unit gain a <2 bonus to their Armour rolls when in Cover. They
may also re-rall their Close Combat dice,

Stealihy: 1T this unit i= within Cover and did not make any shooting atiscks in the last tuen, unis
beyond 207 may not draw Line of Sight to it

Ambush: This unit may be concealed in an area of terrain ouside of the enemy”s deployment
zo6e before the game begine. Write down the location of the unit befose any models are deployed.
You can reveal the unit at any time by placing the models on the table,

SR-15: The SR-25 gains a +2 bonus 1o its Damage Dice, against Size | targess only. If a Ready
action is taken befoce it shoots, 1T a ready sction is taken before the SR-9 shoots, you may opt 1o
roll its damage dice against the model in the center of the fire zone rather than allocate normally

SR-98: The SR-08 gains +2 hanus to its damage dice against size one Largels only, it may not be
fired during reactions and may be only fired once a tum. I a ready action is taken before the SR-
% shoota, you may opt 10 roll its dsmage dice againat the mode] in the center of the fire zons
rather than allocate nermally

(ne shot, one

AW-50 The AW-50 gaina +3 bonus 10 its damage dice sgainst size one targeis only, it may not be
fired during reactions and may be only fired once & tum. If a ready action is 1aken before the AW-
50 shoots, you may opt 1o roll its damage dice agamst the model in the center of the fire zone
rather than allocate normally

ADF Sniper Team

Army List: up to 3 sniper pairs may be purchased per support selection, these pairs operate
independently and may select different “shoater” weapons

Options:
The Shooter may exchange his SR-98 for the following:
SR-235 for ~10pts

AW-50 for +20pts

Section:
Licutenant with F88A4, Sergeant with FERA4, Radioman with FES8A4

Range: 24" Damage [D6

Special Rules:
Land 125: All units have a command range of 12" rather than the normal
6" Land 125 also mcludes thermal sights that allow troops to make a mock-
ery of cover, any model in cover will only receive a 1+ to kill and target
rather than the normal 2+ when shot at by a F88A4. Models also ignore the
effects of smoke.

Command: As long as the Licutenant is within 27" of his radioman, 1
friendly unit may take a bonus 3rd action, note no matter how many Licu-
tenants and radiomen are on the table, units may only have 1 bonus action,
there may only be one Command Squad/Section per platoon

Army List: Il taken in a Special Operations Platoon, the section is armed
with the M4A1 Carbine from the SASR entry, in addition the M4A1 has

the benefits of Land 125

DF Platoon L
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Section:
Land Rover with M2 and a MG

M2 .50 cal

Special Rules:
M2 .50 Cal: This weapon causes -1 to armour saves, may be used as a AA
weapon, shots count as double for suppression

Tough: The Land Rover will ignore the 15t 2 failed armour rolls, a attack
that rells its “kill” will destroy it as normal

Transport: The Land Rover may carmy up to 4 size one models, models
may mount the Land Rover by moving on to it and may leave by making a
move action in the same way, if models enter or leave the Land Rover the
Land Rover may only take one action that turn. If the Land Rover is de-
stroved every model on board will take D6-1 Damage dice.

SASR: Ifa Land Rover is transporting SASR they may not Ambush, how-
ever they may elect to infiltrate instead. Land Rover’s attached to the
SASR gain the Stealthy trait for +20pts

Army List: Up to three Land Rovers may be purchased for each transport
slot.

“[The SASR and their jeeps]... became known as the "Devil s Chariats " by
the local fighters” - The Amazing SAS By lan MePledran

Section:
Bushmaster IMV with M2 and a MG

Special Rules:
M2 .50 Cal: This weapon causes -1 to armour saves, may be used as a AA
weapon, shots count as double for suppression

Tough: The Bushmaster IMV will ignore the 1st 2 failed armour rolls, a
attack that rolls its “kill” will destroy it as normal

Transport: The Bushmaster IMV may carry up te 9 size one models, mod-
els may mount the Bushmaster IMV by moving on to it and may leave by
making a move action in the same way, if models enter or leave the Bush-
master IMV the Bushmaster IMV may only take one action that tumn. If the
Bushmaster IMV is destroved every model on board will take -1 Dam-

age dice.

Army List: Up to two Bushmaster IMVs may be purchased for each trans-
port slot.




Armour

Section:
MI113A54 with M2

M2.50 cal
Range: 36™ 2D6+1

Special Rules:
M2 .50 Cal: This weapon causes =1 to armour saves, may be used as a AA
wieapor, shots count as double [or suppression

Armoured: The M1 13AS4 will ignores terrain up to 17 high for the pro-
poses of movement, it is immune to suppression, but only has a armour
score of 4+ on the side and rear facing, in addition it ignores the effiect of
smoke

Tough: The M113A54 will ignore the 1st 2 failed armour rolls. a attack
that rolls its “kill” will destroy it as normal

Transport: The M113AS4 may carry up to 9 size one models, models may
mount the M113AS4 my moving on to it and may leave by making a move
action in the same way, if models enter or leave the M113AS4 | the

M1 13A84 may only take cne action that turn, If the M1 13AS4 is destroved
every maodel on board will take D6-1 Damage dice.

M2 .50 cal
Range: 367 2D6+1
MG:

M2 .50 Cal: This weapon causes —1 to armour saves, may be used as a AA
weapon, shois count as double for suppression

Armoured: The ASLAV-PC will ignores terrain up to 1 high for the pro-
poses of movement, it is immune to suppression, bul only has a ammour
score of 4+ on the side and rear facing, n addition it ignores the effect of
smoke

Tough: The ASLAV-PC will ignore the 1st 2 failed armour rolls, a attack
that rolls its “kill” will destrov it as normal

Transport: The ASLAV-PC may carry up to 8 size one models, models
may mount the ASLAV-PC my moving en to it and may leave by making a
move action in the same way, if models enter or leave the ASLAV-PC, the
ASLAV-PC may only take one action that tum. If the ASLAV-PC is de-
stroved every model on board will take D6-1 Damage dice.




Section: .
ASLAV-25 with 25mm Cannon, 32 MG

25mm Cannon:
Range: 40" 2D6+2

25mm Cannon: This weapon causes <2 (o armour saves

Armoured: The ASLAV-25 will ignores terrain up to 17 high for the pro-
poses of movement, it is immune Lo suppression, but only has a armour
score of 4+ on the side and rear facing, in addition it ignores the effect of
smoke

Tough: The ASLAV-25 will ignore the 15t 2 failed armour rolls, a attack
that rolls its “kill™ will destroy it as normal

Army List: you may select 2 ASLAV-25s per armour selection

Section:
MIAT AIM wf M256, M2 and x2 MG

120mm MZ256 gun
Range: 727 Damage:D10+3 Range: 36" Damage: 2D46+1
MG:

Armour:

Special Rules:
. M256 gun: This weapon causes —3 to armour rolls and will roll extra dam-
age dice (d6-1) to every model within 27 of the center of the 15t model dice
are allocated to—these extra models do not need to be in LOS, may only be
fired once a turn. This weapon may allocate its hits to any size 3 and over
model it its fire zone if it chooses.

M2 .50 Cal: This weapon canses —1 (o armour saves, may be usedas a AA
weapon, shots count as double for suppression

MG: the MIAI has 2 MGs, both cause —1 1o armour rolls, it may always
be fired in addition te another weapon in a single shoot action, and may
create ils own fire zone, one MG may be used as a AA weapon, shots count
as double for suppression

d Armaoured: The MIAL will ignores terrain up to 17 high for the proposes
of movement, it is immune to suppression, but only has a armour score of
3+ on the side and rear facing, in addition it ignores the effect of smoke

Tough: The M1AT will ignore the 1514 failed armour rolls




Section:
F-35A JSF with 2 JDAM and 2 AMRAAM

AMRAAM Cluster Bomb JDAM
Range: 727 Damage: D10+2 Range: - Damage: D6+1
1,000 1b, JDAM

Range: - Damage: D10+5

Special Rules:

AMRAAM: The F-35A carries 2 ASRAAMs. These are AA missiles and cause a =3
penalty to Armour rells. They may only be used against Air Units and up to two may
e fired in a single Shoot action.

1,000 Ib. JDAM: The F-35A carries two 1000 b, JDAM bombs, They are ordnance
weapons, as defailed in the Battleficld Evolution nilebook, but may only be used if
the F-35A is using the Cruise or Burn flight speeds. Up 1o twoe may be used in each
Shoot {Bomb) action, and they may create separate Fire Zones. These Fire Zomnes will
not be moved after they have been declared like other ondnance weapons. The JDAM
will rell extra Damage Dice (but only D10) against every model within 3 of the
centre of the model its first Damage Dice is allocated to - these extra models need not
Ibe in Line of Sight. This weapon ignores Armour rolls.

Cluster Bomb JDAM: Optional upgrade. The F-35A can carry two cluster bomb
JDAMz, mounted in pairs. They are ordnance weapons, as detailed in the Battlefield
Evolution rulebook. Up to two may be used in each Shoot (Bomb) action, and they
may freely ereate separate Fire Zones. These Fire Zones will not be moved afler they
have been declared like other ordnance weapons. The JDAM will roll its Damage
Diice against every model within 4 of the centre of the model its first Damage Dice is
allocated 1o - these extra models meed not be in Line of Sight.

Air Unit: The F-35A is an Air Unit and uses the rules provided in the Battleficld
Evolution rulehook. Tt will ignore the first four failed Armour rolls. An attack that
rolls its Kill score will destroy it as normal. It will also ignore the effects of smoke
{see main malehook).

Countermeasures: If attacked by an AA missile, roll one D6. On a 3 or more, the
countermeasures successfully decoy the missile, avoiding any damage

Options:
The 1,000 1b. JDAMs may be exchanged for Cluster Bomb JDAMs for no
exira cost.




