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Theserulesare not meant to be acompl ete set encompassing all aspectsof modernwarfare. Togive
thought to such afeat istoo mind-boggling to comprehend. DOGS OF WAR hasbeen devel oped primarily to
focuson afour—-man fireteam’sexistencein modern day war. DOGS OF WAR isaredistic smal unit action
war gamethat iseasy tolearn and relatively quick to play, while containing the depth needed to meet the
players desrefor aredistictactica tabletop miniaturesgame.

Asfor whereand when DOGS OF WAR takesplace. It ispresent day, and anywhereintheworld you
want to takeyour fireteam and fight isup to you and your imagination. Collecting alargearmy isnot necessary
inorder to play DOGSOF WAR. All it takesisaminimum of four soldiersto enter thefirefight of your life.
Thestandard fireteamisderived fromtheU.S. Military Infantry Squad. For every squad therearethreefire
teams. Ineachfireteamtherearefour soldiers. afireteam|eader and threeriflemen. Anexampleof this
would bethe U.S. Marine Corpsfireteam consisting of thefireteam leader carryingthe M 16A2/M203 Gre-
nade L auncher, arifleman with an M 16A 2 assault rifle, aMarinewith asquad automatic weapon a so known as
a“SAW”, and another Marinewith aM 16A 2 assault rifle asan assistant to the SAW gunner.

That'sit!!! Four, lean, mean fighting machinesready to spread some death and destruction al over the
field of battle. Serioudy though, the gamesyou decideto play can beassmall astwofireteamsfighting against
each other, or several fireteams placed together in order to form squads. Not every country issimilar tothe
United Statesintheway it bresksdownits squadsinto fireteams. Playerswishing to play aterrorist faction
such asthe Al Qaedaor lead aRussian Spetznaz team will have the appropriate configuration of troopsand
equipment assignedtother fireteam.

Thegameisbased onaD10 system, andisplayed under randominitiativerules. DOGSOFWARis
based on apoint system. Each soldier inyour fireteam isworth so many pointsbased on hisability scores,
weapons, and profession. A typical gameisroughly five hundred pointsper side. Thereisasetup phase
determining who placestheir troopsfirst and where. Scenario-based gameswill determineterrain and objec-
tives. Otherwisethesetwo factorsareleft up to player discretion. Thegameiswonwhen either player suc-
cessfully compl etesthe objectives stated or destroys hisopponent’s ability to fight another turn.

Redlismistheroot of theserules. Too often war gamesdiminishinto dicerolling contestsjust to see how
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fast each player can pull hisopponent’s piecesoff thetable. You havelittleregard for your ownarmy, aslong
asit meansremoving moreof your enemies. Youmight aswell just roll diceall night, and forgo the miniatures.
Theobjective hereisfor the player to want to keep histroops alive and to understand the val ue of each member
of histeam.

THINGS YOU WILL NEED
Hereisall youwill needin additiontotherulesto play DOGS OF WAR!
Dice: D10and D6
M easuring tape/stick marked ininchesfor measuring movement and firedistances
Modern Miniatures
Terran

MODERN MINIATURES/ MODELS

Modelsarethe miniatures and/or vehiclesthat are used to represent your forcesduring agame. Each
model has statistics, which governitscapabilitiesinand out of battle. The most important of theseisitsAction
Point pool. Every model hasacertain number of action pointsthat are expended each turn. Modelsoperating
vehiclesusetheir action pointsto useand maneuver thevehicle. Theminiaturesdesigned for DOGS OF WAR
are sculpted by Devil Dog Design. Therewill beacontinued seriesof miniatures produced and released ona
periodic basis. Specific rulesfor these miniatureswill be posted onthe DOGS OF WAR website.

BATTLEFIELD/TERRAIN

Asfor whereto play the game, anywherefrom akitchen tableto alarge e aborate gaming tablewith all the
trimmingsisfine. Asmentioned earlier, DOGS OF WAR isbased on smdll unit actions. A gameistypicaly
played on afour foot by four foot gaming area.

Inthat theserulesarefor small unit actionswheretypica weapons can cover most of theboard, alot of
terrainisusualy preferable.
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Themost important aspect about DOGS OF WAR isitsfluid ability to allow playersto effectively deter-
minethefate of each oneof their model sthrough the use of action points. Because of thistherewill begames
whereplayerswill haveadiscrepancy or will bein astalemate becausethe rulesmay not cover every situation
that may arise. Inorder to resolve such acasethe playersmust let theroll of adiedecide and pressonwiththe
game. Theplayersmay want to decide an effectiveway totreat any problems met during agame by establish-
ing houserules. Thebest timeto resolveany conflictsnot covered by therulesisbefore or after the game, but
not during thegame.

ABILITIES

Every member of your fireteam hasability scoresthat are used to measure hisor her capabilities. Some
of these scorescan beimproved at acost by obtaining special abilitiesduring the building phase. Duringthe
building phaseyou select afireteam and outfit it. You may customizeit to your liking aslong asyou stay within
the parametersof your given soldier’sprofession. Theabilitiesarelisted below. Each scoreisbetween oneand
ten with ten being the best or highest in each category.

ABILITY ABBREVIATION

Weapon Proficiency WP
Weapon Knowledge WK
Close Quarters cQ
Strength ST
Fortitude FT
Health Points HP
Armor Rating AR
Morale ML
Command & Control CC
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Weapon Proficiency (WP) isthesoldier’sability to handle weapons he/she has been trained to use.
WhenusingaweaponaD10isrolled andif thenumber rolled islessthan or equal tothe WP ahitismade.
Thisscoreismodified by rangeto thetarget, cover, and other factors.

Weapon K nowledge (WK) representsthe soldier’ sability to adapt to an unfamiliar weapon. Not all
soldierswill be ableto recognize or havetheability to useal theweaponsfound onthe battlefield.

EXAMPLE: Anlraqi soldier findsa U.S. M16A2 assault rifle. Before he can use this weapon he would need to roll to see if
heis proficient using his WK number versus the difficulty score of the weapon. The Iraqi soldier has a WK of 4 and therifle
has a difficulty of 3. Therefore taking the difference of the two (which is 1) and adding to a base of 5 we come up with a
score of 6. Thelraqi soldier must role a score of 6 or less on a D10 to use the weapon. He must expend 3 action points per
attempt to understand the use of the weapon. He may use all his action pointsin a turn to check his progressin learning
how to use the weapon. If after a turn (or part of a turn) of failing to learn he must abandon his attempt and press on with
an attempt on a new weapon or going without. It simply means he has exhausted his knowledge and cannot figure out how
to operate the weapon (or any others of the same model). It is assumed that under combat conditions soldiers cannot take
time to train others so knowledge of a weapon use cannot be transferred during a game.

CloseQuarters(CQ) combat isthe soldier’sability to fight in hand-to-hand combat. Thiscanbedone
barehanded or using anything the soldier can grab to use asaweapon. Solong asthe playershave predeter-
mined objects on the battlefield such aschairs, pipes, bottles, knives, etc. theseitems can be picked up and
usedin CQ combat. It makesfor somenasty fights.

Strength (ST): A strength check (D10roll)

Fortitude(FT): A Fortituderoll will be used to determinethe coutcome of model sexerting themselves
beyondtherr limitations.

Health Points(HP) isthe number of pointsasoldier has before heisrendered unconscious. Oncea
soldier hasreached zero Heal th Pointsheisunconsciousand will continueto loseapoint around until he has
beengivenaid or hefailshissurvivability roll.

Armor Rating (AR) isused only for those soldierswho have some sort of body armor. Modelscan only
take advantage of thisability if they arehit by aprojectilein an areaprotected by armor. For instanceaMarine
wearing aFlak jacket and aKevlar helmet may roll for an Armor Saveif heishitinthe head, thechest, or the
abdomen. Hemay not roll for an Armor Saveif heishit anywhereelse, suchasanarmor leg.
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Morale(ML) isusedfor Moralechecksduring therally phase of thegame.

Command & Control (CC) isthemodd’sability to maintain communicationsinthefield. Aslongasa
leader’ssoldiersarewithin hisCommand & Control range he may command them. Technology hasgivenway
to small hand-held radios, and for the dlite units, earpiece and throat radios. Inthese cases, whichwill be
explained in depth later, aleader’s CC rangeincreases, and isnot limited by line of sight and/or range. If a
model ventures outside his CC range hemust roll aCouragetest (by rolling lessthan or equal to hisMoralewith
aD10) to continue away from hisfireteam. Hemay only make asingle Couragetest when he venturesaway
fromhisfireteam. If hefailsthetest hemust spend hisremaining action pointsmoving back towardshisfire
team, and continueto do so in subsequent turnsuntil he returnsback within CC range. CC rangeisalso
referred to as Command range.

THE GAME SEQUENCE

PRE GAME

* BuildingPhase

» SetinguptheBattlefield
» Deploying Forces

GAME TURN

Roall for Initiative
* Alternatly Activating Fire Teams(Meat of the Gameand Action)
* Resolvedl Moralefor each Team at the end of the Turn
 Endof Turn

BUILDING PHASE

During this phase both players choosetheir fireteams, appropriate weapons, and gear. Thefireteamyou
choosewill belong to agroup, abranch of themilitary (any country), aterrorist faction, militia, police, gangs,
mercenaries, etc. Theplayerswill aso have opportunitiesto purchase extraabilitiesto enhancetherr fireteam.
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SETTING UP THE BATTLEFIELD

In the setup phasethe playerswill set up theterrain prescribed by the scenario. They will roll aD10for
which sideof thetablethey will set their forcesup on (low diewins), unlessthe scenario dictatesotherwise. A
second roll of aD10will decidewhich player placeshismodelsonthetablefirst. Thewinner canaso choose
to have hisopponent setup first. Deployment isdetermined by the scenario, or in astandard engagement players
deploy on oppositetable edges no further than 6 inches onthetableedge.

INITIATIVE AND TURN SEQUENCE

Theplayersroll for initiative. Initiativewill berolled at thebeginning of eachturn. Theplayerswill each
roll asingle D10 and subtract their leader’s Command and Control score. Thelowest modifiedroll wins. The
winner of theinitiativeroll decidesif hewantsto activate histeam first or have hisopponent activate histeam
first. Onceinitiativeisdecided playerswill dternate activating asinglefireteam or if they likeasinglemember
of afireteamuntil they havefinished activating each of their unitsor members.

ACTION POINTS

Theheart of thegameisgoverned by Action Points. Every soldier hasaction pointsthe player usesto
decidewhat hissoldierswill do during their activation. The standard number of action pointsfor asoldier isten.
These action pointsare often referred to asthemodel’'s A Pt pool. A player may move histeam members
simultaneoudy by keeping track with how many action points he has used for each modd withaD10 besideits
base. Most actionsasoldier takeshave aset number of pointsthat must be subtracted from hispool in order
for himtoact. Thereisabrief list below of actionsasoldier can takefor the specific point cost. Someactions
haveaper turnlimit and arelisted accordingly. Otherwiseasoldier can repesat an action aslong ashe hasthe
required number of action points. Thislistisexpandable by theplayers' judgment. Thereare numerouscases
that evolve during game play where players can decide on an appropriate point cost for aspecific action not
lisgedwithintherules.
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Movement

Walk 1 AP/ Walk cost is 1 action point per inch of movement. Any soldier may fire
Inch his weapon with a slight modification and make LOS checks as normal
while walking.

RuUN 3 AP/ Run cost is 3 action points for up to 5 inches of movement. If a soldier

5 Inches is running he may not roll for Spot checks. If a soldier runs for two turns
in a row he must make a Fortitude check. If he fails he must spend half
his Action Point pool catching his breath on the next turn.

Crawl 2 AP/Inch Crawl cost is 2 action points per inch moved.

Prone Free Prone cost is 0 action points for a model to lie down.

Stand 3 AP Stand cost is 3 action points to rise from a prone position.

walk in 2 AP/inch Walking in Rubble costs 2 action points per inch of movement, but is

Rubble otherwise treated as Walk (see above).

Run in 5 AP/ Running in Rubble is a risky maneuver that costs 3 action points for

Rubble | 5 ches up to 5 inches of movement. In addition to the normal Run effects (see
Run above) the model must also roll less than or equal to his ST or fall
prone at the end of this action.

Climb 2 AP/Inch A model may Climb any structure as long as it does not exceed twice
the model’s height. When using a rope a model may climb a rope for a
cost of 2 action points for every inch climbed.

Jump 3 AP/Inch A model may Jump his first inch of distance from a standing position

2Inch Max | for a cost of two action points. If a model must jump a two—inch gap he

first must spend three action points for a running start and spend
another four for the jump. A total of seven action points will be
deducted from his pool for the two—inch jump. A jump of two inches
must be started from three inches from the actual jump point. This
represents the model running before he makes his jump. In some
cases, players may wish to have the models test to see if they make
the jump or not.
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Pick Up | 1 AP/ Battlefield gear can be recovered from fallen models or discovered
Item item caches at the cost of 1 AP per item retrieved. (Note that weapons
retrieved are still subject to a Weapons Knowledge check when
appropriate.)

Drop Free There is no cost to drop an item at a model's current location.

Item

Throw 3AP It costs 3 AP to throw a grenade.

Grenade

Op-Fire | 10AP A model may spend 10 AP to wait and watch for an opportunity to fire

on the enemy. He may choose to make a ranged combat attack any
time after he has gone on Op-Fire. At this point he will have 6 AP to
spend. Any of the 6 AP not used in a ranged combat attack at that time
are lost. None of these 6 AP can be used in other actions such as
reloading unless specifically stated.

Change | Free There is no cost to turn in place to face a new direction.

Facing

Trigger 1 AP It costs 1 action point to trigger a remotely-controlled device such as a
Claymore mine.

Bandage | 5 AP It costs 5 action points to bandage a wound.

MODEL PLACEMENT/FACING

Placement of modelswithinteamsisup to theplayer. Inorder for theplayer to maintain constant control
of histeam hismodelsmust stay within Command & Control range of oneanother. Thereareexceptionstothis
rule. Somefireteamshave been trained to use hand signasto maintain cohesion and communication whilenot
remaining within command range of their fireteam. Morediteteams havethe benefit of hand—held and even
hands—free communication gear that allowsthem to stay within constant communi cation with one another
wherever they areonthebattlefield.

A model’sfacingisimportant inthat he can draw line of sight 90 degreesto hisleft and 90 degreesto his
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right. 1f modelsarewithin command range of one another and are not using communi cation gear then they may
verbally tell one another of targetsthey have spotted on the battlefield. If they are not in command rangeand do
not benefit from specia communication gear or use hand signasthey may not alert each other of targets. In
order to represent thisaplayer who hasamodel that hasatarget inline of sight but does not have any other
team memberswithin command range or sight and does not benefit from special com gear or hand sgnasmay
not useany other model against that target. The player must either move hisother modelstowithin LOS of that
target or within LOS and Command Range of thefriendly model who hasLOSto thetarget.

MOVING AND SHOOTING THROUGH MODELS

Modelsmay not move or shoot through one another. 1f amodel isoneinch or more above another model
then hemay shoot over hishead. Thisaso meansastanding model may shoot over amodel that isprone.
Modelsmay pass over dead model's, but may not passthrough model sthat are wounded.

OBSTACLE EFFECTS

Terrainisavery important aspect inDOGS OF WAR. Terrainisdefined asanything placed on top of the
gametablethat isimmobile (trees, buildings, wreckage, bunkers, rivers, swamps, etc.). |nmany gamespeople
arguewhat can be seen and what cannot be seen when amodel entersaterrain piece, i.e. ahouse or bunker.
TheLOSrules specifically describe how aplayer can see and target another player’smodel oncehehas
entered into aterrain piece.

COMBAT

Dogsof war combat comesintwo forms. ranged and close quarterscombat. Following isastep-by—step
processfor each type.

RANGED COMBAT — RANGED WEAPONS

Weapon cost isthe number of action pointsit coststo useaweapon. Someweaponshavealimited use
per turn. Consult the Weapons Chart to view the different action point costs. All weaponshavetheir own
inherent characteristics. Oneisthedifficulty level of theweapon. Thisisthe number that isused to determineif
asoldier iscapableof learning or knowing how to useit properly and effectively. Ranged weapons haverange
modifiersfor short, medium, and long ranges. They aso haveaDamage Potentia Rating (DPR) usedto

PAGE
10




determinethe damage doneto atarget, and they havean Armor Rating Modifier (ARM). Someweaponshave
selectivefire- depending on the weapon, acombination of singleshot (SS), semi-automatic (SA), burst fire
(BU) (threerounds) or fully automatic (FA). Some ranged weapons can be used in hand-to-hand combat and
have aClose Quarters (CQ) bonusvalue.

STEP-BY-STEPBREAKDOWN
: Lineof Sight Check
Declare Target
Measure Range
Roll ToHit
Roll for Location
Determineany Cover Rolls
Armor Saves
DamageRall

LINE OF SIGHT (LOS) CHECKS

L OS checksare madewhenever aplayer activates ateam member and can be made at any timeduring his
turn. A sighting check isperformed by the player looking over themode’ shead and shoulders. Alternately,
somegroupsuseaninexpensvelaser pointer, placed just aboveor next to thefiring figure, to assist in determin-
ing LOS. If the player can see an enemy model aong thislineof sight, and can seemorethan half of thefigure,
hemay target that modedl. (Half of thefigureisdefined asseeing either half of the base or half of themodd) If
all you can seeisahead or apiece of theintended target you may not target the model, except asnoted inthe
next paragraph. . Sighting checksmade on vehiclesare performed similarly, inthat the player doesal of the
aboveexcept if he seesaquarter of thevehiclehemay target it.

If lessthan haf of theenemy modd isvisible, you can till seeitif that model hasfired awesapon that isnot
equipped with aflash suppressor inyour line of sight. Anaimed shot can a so alow amode to target an enemy
whenlessthan half thetargetisvisible.

Darknessreducesamodel’slineof sight to only 10inches(or 20 yards). If amodel isequipped with
Night Vison Goggleshislineof sight capabilitiesarerestored to normal, yet he may have anegative Weapon
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Proficiency modifier added to hisToHitrolls. Hemay also havealaser targeter attached to hisweapon, which
offsetsthispenalty.

Smokedsolimitssighting checks.If aplayer triesto target amodel whichisin or on the opposite side of
smokethereisa—3 modifier tothemodels To Hitrolls. This-3 modifier aso affectsmode sattemptingtofire
out of smoke.

Terrainin DOGSOF WAR isconsidered literal. Playerswill treat al terrain asit standswithout adding or
detracting from the piece. Assuming thereare shutterson awindow of ahouse, whenin actuality thereare not
any ontheterrain piecewould beaviolation of thisprincipal. Thispreventsplayerswho are moving through
terrain denying an attacker’sline of sight by declaring theterrain piece“if it wasred” it would havethisor that
onit. If aplayer moveshismodelsintoterrain withtheintent of remaining out of sight then hemust takecarein
placing hismodel to ensureheissuccessful.

DECLARE TARGET

Ranged combat can only take place when severa thingsoccur. One, your soldier must have sufficient
ammunition, hemust have LOSto histarget inthe current turn, and he must be physically abletofire hisweapon
—I.e. enough action pointsto use hisweapon and no wounds causing him not to be ableto fire. Oncetheplayer
activateshisfireteam hemay chose any member of that fireteamto begin hisactions. At thispoint theplayer
can make asighting check along any line of sight the current team member has. Once he has spotted atarget he
may declarehistarget. Theactivated model may have severa availabletargetsand the player may choose
which oneisthegreatest threat or the best target for histactical plan. Modelsmay fireat any target outside of
10inches. Any enemy modelswithin 10 inchesof thefiring model must betargeted first. Theseenemy models
areconsidered priority targets, and must bededt withfirst! If therearemultipletargetswithin 10 inchesof the
firing model he may choose between any of them, but may not choose any targets outside of teninches. Once
theplayer declareshistarget hewill then measuretherangeto thetarget.

MEASURE RANGE

Beforeaplayer measurestherangeto atarget, he awaysdeclareswhat histarget isand what hewantsto
do (e.g.fireanassault rifleonfull auto, throw agrenade, etc.). He then measuresthe distance from the base of
the attacking model to the base of thetarget. If for somereasonterrain impedesthe player’sability to measure
accurately then hold thetapejust abovethe mode to gain an approximate measurement. Try to avoid moving
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theterrain during thegame. Misplacing apieceof terrain even dightly may have adverse affectsuponthe game.
Oncetherange hasbeen measured, determineif there are any modifiersdueto the distance measured. If by
chancethedistanceto thetarget isout of rangethe attacking model still must make hisattack and may not
changetargets. Eventhoughthetarget can’t behit inthiscase, action pointsand ammo arestill expended as
declared.

ADD MODIFIERS

RANGE MODIFIER

DOGSOF WAR isredlisticinmany ways. Oneof themost important isthat it staystrueto the effective-
nessof red infantry weapons. Oneway of representing thisisapplying appropriate range modifierstothe
weapons. Most weapons (especidly rifles) havevery long effectiveranges. Someonewithout practical knowl-
edge of infantry weapons could assumethat by just looking at theselong effective rangesthat asoldier could
stand 500 yardsaway from histarget all day and be effectiveinawar. Thisunfortunately isnot the case.
Obvioudy thecloser asoldier isto histarget theeasier it will befor himto hit hismark. Modifiershavebeen
placed on every weapon to represent itsaverage capabilitiesin combat. Thesemodifierscanbefoundinthe
Weapon Chart.

COVER MODIFIER

Onceaplayer hasdeclared histarget, measured the range, and taken the appropriate range modifier, and
thenrolled to hit, hemust check to seeif histarget istaking advantage of any cover. Cover isdefined asany
object partially obscuring the attacker’sLOSto histarget. A shrub or branch from atree can make abullet
stray wildly fromitsintended target. A brick wall can completely stoparound. Theruleisthat if ahitisscored
on atarget and thelocation of the hit isfound to passthrough cover to reach thetarget then acover roll must
be made by the attacking player. Cover Rollsaredetermined by two factors. Thefirst isbased onwhat type of
cover ispresent, either soft or hard. The second isbased onwhat type of weaponisbeing used. Theweapons
tablelistsall the appropriate cover rolls. Sometypesof cover may have modifiersadded to the cover rollsto
represent degrees of resstancewithinthe cover. Cover rollsareperformed by rollingasingleD10witha
successful roll being lessthan or equal to the scorelisted in theweapons Chart.

AIMED SHOT
Anaimed shot coststhemodel 2 action pointsbut allowshim to add abonusof plusoneto hisTo Hitroll.
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Moreimportantly it allowsaplayer to target any model that iscovered by morethan 50% cover. Itasoalows
the player the option of subtracting onefromthelocation rolled ontotheHit Location Chart.

PRONE

If amodel isproneit will gainaplusoneoffensvebonustoits“ To Hit” roll duetothe stability of firing
whilelying down. Being prone aso makesafigure harder for enemy figuresto hitin most cases. Enemy figures
within 3inchesor whosebaseisat least half ashigh asthe horizontal distance between thefiguresnegatethis
defensive advantage. (For instancetwo figuresare4 inchesapart and oneof themisprone. Normally the
pronefigurewould be harder to hit. However, if the other figureisin aposition elevated by 2 inchesor more,
the pronedefensive advantageis|ost.)
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RANGED COMBAT MODIFIERS

ACTION MODIFIER EXTRA ACTION POINT
Aimed Shot +1 To Hit 2 AP/shot
Sniper Scope +1 To Hit 2 AP/shot
Dedicated Spotter +1 To Hit 5 AP/shot
Prone Firing +1 To Hit
Firing Burst —1 To Hit
Firing Fully Automatic —3 To Hit
Walking and Firing —2 To Hit
Running and Firing —4 To Hit
Target is Running —2 To Hit
Target is Walking —1 To Hit
Target is Prone —1 To Hit
Smoke Between You and -3 To Hit
Target
Firing at Night at Targets Over -3 To Hit
10 Inches Away
Firing at Night at targets Less -1 To Hit
than 10 Inches Away
Night Vision Goggles —1 To Hit
Laser Targeter +1 To Hit
Can only be used in conjunction
with Night Vision Goggles
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ROLL “TO HIT” DICE

. Thenumber dicerolledisdetermined by whet type of weapon heisusing, and whether itissemi-automatic,
pump action, or capableof burst (3 shots) or fully automatic fire (5-10 shotsdepending on theweapon). One“To
Hit” D10isrolledfor each shot. Unmodifiedrollsof 1 awayshit and unmodifiedrollsof 10awaysmiss.

Target number = Attacker’ sSWP+ rangemodifier + ranged combat modifier(s)

Automaticwegponsfireisimportantinthat it crestesawall of leed flying downrange. A modd usingfull auto
will produceathree-inchwidecorridor of fire. Any mode scaught inthepath of thishall of firearesubject topossible
“tohit” ralls. Theattacking player will declareatarget model and fromaninchand haf oneach Sdeof thetarget
model any modelsfalingwithinthat areawill besubject toany tohitrolls. Any modesbehind or infront of thetarget
modd and within range of thewegpon and not covered by any other mode swill dsobesubject tothisfire. All cover
andrangemodifiersgpply.

HIT LOCATION
After determining aHit, the attacking player rollsaD10 on thelocation chart to determinewhich location
isstruck. If themodel Aimed, hemay subtract the same (-1) modifier from hislocationroll. If cover obstructs
thelocation hit then the player must perform acover roll before determining damage.

ARMOR CHECK

AnArmor Check ismadeif amode iswearing body armor inthelocationwheretheHit wasmade. Otherwise
theattacking player continueswith hisDamage Assessment. An Armor Check isperformed by rollingasingleD10
lessthan or equd tothemodd’sAR score. Inmost casesthisscorewill bemodified by theattacker’ swegpon's
Armor RatingModifier (ARM).

Target number =target location AR vaue+wegpon'sARM

Arall of Lisadwaysasaveonan Armor Check regardiessof any modifiers(evenif they reducethetarget SAR
below 1). (If amode doesn't havean AR of 1 or moreinthat locationthisruledoesn't gpply.)

DAMAGE ASSESSMENT (DPR)
Theseverity of al ranged combat damage aswell asclose quartersdamageisdetermined by taking the
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weapon’'s Damage Potentia Rating (DPR) and subtractingit fromaD210roll. Thisresult will beindexed onthe

Location/\Wound chart to determinetheresult.

Roll aD10for location and aD10-DPR for the extent of the damage.

| Modified Roll of D10 minus weapon DPR Score

Location Roll (D10)

0 or less

1-2

3-5

6 +

1

Target instantly killed.

Skull severely wounded,
needs Immediate Medical
Attention. Subtract 4 Health
Points. Immobilized and
Unconscious

Minor flesh wound. Subtract
1 Health Point

Near miss. Target must
make Shell Shock Morale
check or duck for cover.

10

Left Arm

immediate medical attention.

Subtract 3 Health Points.
Bleeding causes 1 Health
Point loss each turn unless
bandaged. Can only use
single-hand weapons,
wounded arm useless.
Make Shell Shock Morale
check.

needs Immediate Medical
Attention. Subtract 2 Health
Points. Can only manage
one action per turn with arm
due to pain

1 Health Point

Head
Major internal bleeding. Chest severely wounded, Minor flesh wound. Subtract | Near miss. Target must
Needs Immediate Medical needs Immediate Medical 1 Health Point make Shell Shock check or
2 3 Attention. Subtract 4 Health | Attention. Subtract 3 Health duck for cover.
Points. Bleeding causes 1 Points. Movement costs are
Health Point loss each turn doubled, impossible to run.
Chest unless bandaged.
Immobilized. Make a Shell
Shock Morale check.
Major internal bleeding. Stomach severely wounded, | Minor flesh wound. Subtract | Near miss. Target must
Needs Immediate Medical needs Immediate Medical 1 Health Point make Shell Shock check or
4 5 Attention. Subtract 3 Health | Attention. Subtract 3 Health duck for cover.
Points. Bleeding causes 1 Points. Movement costs are
Health Point loss each turn doubled, impossible to run.
Stomach unless bandaged.
Immobilized. Make a Shell
Shock Morale check.
Major internal bleeding. Abdomen severely Minor flesh wound. Subtract | Near miss. Target must
Needs Immediate Medical wounded, needs Immediate 1 Health Point make Shell Shock check or
6 Attention. Subtract 3 Health Medical Attention. Subtract duck for cover.
Points. Bleeding causes 1 2 Health Points. Movement
Health Point loss each turn costs are doubled,
Abdomen unless bandaged. impossible to run.
Immobilized. Make a Shell
Shock Morale check.
Major bleeding. Needs Leg severely wounded, Minor flesh wound. Subtract | Near miss. Target must
Immediate Medical needs Immediate Medical 1 Health Point make Shell Shock check or
7 Attention. Subtract 3 Health | Attention. Subtract 2 Health duck for cover.
Points. Bleeding causes 1 Points. Movement costs are
Health Point loss each turn doubled, impossible to run.
Right Leg unless bandaged.
Immobilized. Make a Shell
Shock Morale check.
Major bleeding. Needs Leg severely wounded, Minor flesh wound. Subtract | Near miss. Target must
Immediate Medical needs Immediate Medical 1 Health Point make Shell Shock check or
8 Attention. Subtract 3 Health | Attention. Subtract 2 Health duck for cover.
Points. Bleeding causes 1 Points. Movement costs are
Health Point loss each turn doubled, impossible to run.
L eft Leg unless bandaged.
Immobilized. Make a Shell
Shock Morale check.
Major bleeding. Needs Arm severely wounded, Minor flesh wound. Subtract | Near miss. Target must
Immediate Medical needs Immediate Medical 1 Health Point make Shell Shock check or
9 Attention. Subtract 3 Health | Attention. Subtract 2 Health duck for cover.
Points. Bleeding causes 1 Points. Can only manage
Health Point loss each turn one action per turn with arm
Rig ht Arm unless bandaged. due to pain
Immobilized. Make a Shell
Shock Morale check.
Major bleeding. Needs Arm severely wounded, Minor flesh wound. Subtract | Near miss. Target must

make Shell Shock check or
duck for cover.




KILL ZONE

TheKill zoneisreferred to when modelsuse blast weaponsthat have an areaeffect. A kill zoneexists
withinthe center of thisarea. Somekill zonesarelarger than othersdepending onthesize of theblast. If a
model or modelsare caught withinthekill zonethey areautomatically killed. Blast wegponsalso havemultiple
wound ringswithin theareaof effect. Weaponswith blast areaswill list the number of hitsamodd will takeif
caught withinaparticular ring.

DAMAGE DEFINITIONS

HEALTH POINTS

Thisismeasure of how much torture and pain your team members can endure beforethey arerendered
unconsciousand/or die. Thisisalsotheability for your soldier to go beyond unconsciousnessinto anegative
state. Thisrepresentsa®bleeding out” of your soldier ashedowly dies. Your soldier typically has6 Hedlth
Pointsincluding zero. At zero Health Points he becomes unconsciousand unableto useaction points. Once
unconscious heloosesone HP per turn (removed at the start of the new turn) until hefailshissurvivability roll.

Combat Medics havetheability to restore Health Pointsin some cases. See Giving Aid.

Another option for playerswho wishto speed up their gameistoignorethe survivability rollsand declare
unconsciousmodelsas* out of action” for theduration of thegame. Survivability rollsarevery important for
playersto track when playing campaigns, dueto the collection of pointsawarded to fallen modelsin combat
versusmodelsthat arejust wounded.

IMMEDIATE MEDICAL ATTENTION
Themodel must bandage hiswound at the first opportunity. Theonly other actionswhich may betaken
before bandaging awound arewalking or crawling to alocation providing cover.

BLEEDING CONTINUES
If amode’ swounds have not been bandaged by the end of hisactivation, check to seeif he succumbsto
the shock effect of hiswounds by making aSurvivability Test withaD10.

Survivability Test target number = 10 + mode’sHP number
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If youroll lessthan or equal to thetarget number, subtract oneHealth Point. If youfail theroll, the model
isautomatically KIA dueto shock. If themodel reaches-10 Heath Pointshedies.

For example, if amodel isat 2 HPsand iswounded for alossof 3HPsheistakento-1HP. Atthe start
of thenext turnhemust roll lessthana9onaD10. If no aid weregiven to him then on the next turn hewould
fall toa-2. Hemust now roll lessthanan 8 onaD10in hisnext turn.

IMMOBILIZED
Thevictimfallsproneand may not move.

UNCONSCIOUS

Thevictimfalls proneand may not move. Modelsmay berendered unconsciousin many different circum-
stances besides being wounded to zero HP. One exampleisbeing knocked out dueto aclose quartersfighting
or theconcussionfromagrenade. Theplayer may check insubsequent turnsto seeif themodel regains
consciousness. Roll aD10. If thenumber rolled islessthan or equal to hiscurrent Health Points, he has
regained consciousness. Checking for regained consciousness does not cost any action points. Thevictim can
only make one check to seeif he hasregained consciousnessat the beginning of hisactivation. Other modelsin
base-to-base contact with the victim can spend 3 action pointstrying to wake him - thisallowsa-2 modifier to
be applied to the number rolled. Combat Medicsautomatically awaken unconscious model swhenthey spend 5
action pointsGiving Aid. Note: Modelsthat areat zero or lessHealth Pointsmay not beawakened
under any circumstances.

GIVING AID

When amodd isserioudy wounded he must be bandaged, or hewill continueto lose one Heal th Point per
turnuntil hefailshissurvivability roll. A wounded mode may spend 5 action pointsto bandage hisown wound
aslong ashehasonegood arm. If both hisarmsareincapacitated then he must have aid from another model in
order to stop thebleeding. At 0 Health Pointsor lessthe mode isunconscious and unableto bandage himself.
Any model in base-to-base contact may spend 5 action pointsto apply adressing to awounded model in order
to stop the bleeding and stabilizethevictim’s condition. Once stabilized thewounded model will nolonger have
to perform survivability rolls.
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In some cases, afireteam may beallowed to haveaCombat Medic. Combat Medicsaretrainedinfield
medicine and havethe ability to make minor wound repairs. A Combat M edicin base-to-base contact can
spend 5 action pointsto stop the bleeding, repair thewound, and alow thewounded model toregainasingle
Hedlth Point. Notethat Combat M edicsdo not negate wound effects (for instance being Immobilized). They
can only restore Health Pointsand awaken unconscious models.

CARRYING WOUNDED

Carrying awounded Team Member (or abound or unconscious enemy model) isaccomplished by having
acapableteam member moveinto base-to-base contact with thewounded figure and the player declaring he
wantsto carry thewounded soldier. The player must spend 5 action points picking up thewounded soldier and
organizing hisown gear and getting situated before hemovesout. A Load check against Strength will be made
at the beginning of eachturnto determineif theteam member carrying thewounded soldier can managetorun
with hisload. If theplayer rollslessthan or equal to theteam member’s Strength scoreon aD10 he may run
with hisload. If hefailshemay only walk. Movement costs are doubled dueto theextraload. Walking costs
2 action points per inch of movement, running costs 6 action points per 5inches. Notethat itisnot possibleto
jump whilecarrying awounded soldier.

Whenever amodel carrying another model ishit during combat, roll aD10 to determinewho takesthe
damage. Onaroll of 1-5, thefigurebeing carriedishit. Onaroll of 6-10thecarrying figureishit. Roll for
locations, armor, and damage asusua. Thefiguresare not considered to block locationson each other. If the
figuresareinan areaof effect for ablast weapon, roll for effectsfor each figure.

CLOSE QUARTERS COMBAT

Compare CQ scores (Target number =5 + opponent’s CQ —your CQ)
Addmodifiers
Roll dice

Close Quarters Combat isdightly different in mechanicsto ranged combat in that you usethe attacker’s
CQ vauewith any modified bonusesversusthe defender’ s CQ val ue with any modifiersto determineabhit. In
thisway, the opponent has an opportunity to defend him or hersalf. Once modified CQ scoresare determined,
the attacking player subtractsthe defender’ s score from hisown and addsthe difference to abase number of
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five. If thedefender’s CQ scoreishigher than the attacking player’s CQ scorethen the difference between the
two CQ numbersissubtracted from abase of five. Thisresulting scoreisthe number that the attacking player
must roll lessthan or equal to in order to makeasuccessful hit. Action Point cost for close quarters combat
beginsonce aplayer iswithin base-to—ase contact with hisopponent. Anunarmed attack costs2 Action
Points. If the player usesaweapon such asacombat knifeor aclub, etc. thoseweaponswill increasethe point
cost to makethe attack.

Damageisassessed in the sameway asranged combat, with one exception. The DPR usedinranged
combat isreplaced with CQDPR. Thisnumber can befound for all applicableweapons on theweapons chart.

CLOSE QUARTERS COMBAT MODIFIERS

CHARGE
Plusoneto CQ. Attacker must run at least threeinchesto declareacharge.

CHARGING WITH FIXED BAYONET
Gainaplusoneto CQ value. A bayonet may be attached to an appropriate weapon for acost of two
action points. Thismust be done beforethe model closesinto base-to-base contact.

HIGH GROUND
Either opponent with higher ground gainsaplusoneto CQ vaue. TheHigh Ground bonusisgivenif theheight
differenceisoneinch or more.

PRONE
If either opponent isproneitisat aminusonetotheir CQ value. If both modelsare pronethereisno
modifier.

CHARGED IN COVER:
If the opponent being chargedisin cover, hegetsaplusoneto hisCQ value.

TRAINED
If either opponent istrained in hand-to-hand combat, he gainsaplusoneto CQ vaue.
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DEADLY HANDS

if either opponentistrained with Deadly Hands(Oriental Martid Arts) hegainsaplus2tohisCQvaue.
(Deadly Handsisnever combined withthe Trained bonus. Deadly Handsisamoreintensveformof the Trained
bonus))

OPPONENT MADE RANGED ATTACK
Ganaplusoneto CQ vdueif your opponent wasdistracted from Close QuartersCombat in hislast actionin
order to makearanged attack.

KNOCK OUT

For amode to knock out another model hemust useablunt object (riflebuitt, club, etc...) and either bein
CloseQuartersbattleor have hisopponent subdued by atackle. Theattacking player must declarehisintenttotry
and knock out hisopponent beforethe combat begins. Theplayer must scoreaoneon his* ToHit” roll andaoneon
thelocationroll in order to successfully knock out hisopponent in closequarterscombat. If thedefender issubdued,
theattacking player just hasto makeasuccessful “ To Hit” roll inorder to scoreaknock out. Attacking playerstill
must usetheappropriate action pointsnecessary to makethe r knock out attacks. If usngawegponsuchasarifleor
handgun astheblunt object the attacking player will add the gppropriate action point cost Theseaction point values
arefound ontheweaponschart.

TACKLING

Theremay bedtuationsinwhichyour team needstoimmohilize but not kill an opponent. Onesuchinganceis
taking aprisoner or hostage. Oneway toincapacitate an opponent without killing himisto tackleand overpower him
withyour strength. To represent this, your modd must berunning and must makean opposed strength check. Thisis
doneby comparing thetwo Strength scores, taking thedifferenceand adding or subtracting thet differenceto abase
of five, andthenrollingasingle D10to determinethe outcome.

Opposed Strength Check Target =5+ Your Strength—Opponent’s Strength

If theattacking player rollslessthan or equa to the Strength Check score he successfully tacklesthe defender
and overpowershim. If hefallsthe Strength Check hed sofail sto tacklethe defender, and isnow inbase-to-base
contact withthe defender. Inorder to subduethe opponent once he hasbeen overpowered the attacking player can
gpend two action pointsto flex cuff or tiethe defender’ shands, or he may elect to try and knock out the defender.
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MOVING OUT OF CLOSE QUARTERS COMBAT
For amodel to move out of Close Quarters Combat meansthe model either had to beat hisopponentin
hislast action or he may attempt to break free and risk taking an attack of opportunity by hisopponent. If the
model choosesto flee combat, and did not win thelast CQ action, hisopponent receives an attack of opportu-
nity. Anattack of opportunity allowsthe non—leeing model three extraaction pointsto makeanimmediate
attack on thefleeing opponent.

FIRING INTO CLOSE QUARTERS COMBAT

A modd may fireinto aclosequartersbattle but riskshitting friendly models. Any player choosingtofire
into aclose quarters combat between two modelsmust roll asingle D10 after hehasrolled hisToHitroll. Ona
scoreof 5 or lessthemodel hitshisintended target. Ona6to 10 theattacker hashit afriendly model and will
work out damageaccordingly. If there aremultiple combatantsbeing fired upon the number of modelsthat are
inthemajority will haveamodifier added or subtracted fromtheroll depending on whether they arefriendly or
enemy models.

EXAMPLE: If a USRanger firesinto a melee and there are 3 friendly models and there are 2 enemy models, the roll needed
to keep from hitting the friendly modelsisa 4 or less. Taking the difference between the two and subtracting that difference
from a base of five to get the score needed to roll equal to or under. If the Rangers were outnumbered by 2 enemy models
then the Ranger firing into the combat would need a 7 or less to hit an enemy model.

FIRING OUT OF CLOSE QUARTERS COMBAT

For amodel tofireout of Close Quarters combat he must have beaten hisopponent in hispreviousaction
of closecombat. Thisrepresentsthemodel knocking hisopponent out of theway just long enough for himto
make aranged attack. Doing thisallowsthe close quarters opponent to recover and have an advantagein his
next attack. If the player choosesto make an attack outside of hiscurrent close quartersbattle, hisopponentin
meleewill gain aplusonebonusto hisnext To Hit roll.

TEMPLATES
Templatesfor ranged weaponsinclude the automatic weaponsand al indirect fireweapons causing ablast
effect. Theshotgun and the Claymorearea soincluded.

GRENADES
Throwing agrenade costs 3 action pointsand can be done until aplayer hasused all of hisaction pointsor
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availablegrenades. Determining if ahitismadeisdoneby using the model’s WP scoreand applying any
appropriatemodifierstothat roll dueto range and/or adifficult throw. Examplesof difficult throwsarethrowing
agrenadethrough awindow or doorway from over Sinchesaway, or lobbing agrenade over asmal building.
Grenades produce ablast effect and in some casesrel ease shrapnel and other nasty things. Intheweapons
chart youwill notice severa thingssuch as Grenadetype, itsrange (whichisstandard for all hand grenades), its

Damage Potentia Rating, Armor Rating M odifier, and itseffects.

Tothrow agrenadeamode must possessthetypeof grenadeto bethrown. Hemust pick atarget whether itis
avehicle, person, or agpot ontheground. For an attacker to placeagrenadeinsdeavehiclehemust bein base-to-
base contact withthat vehicle. If thetargetisnot avehiclethentheplayer will measuretherangeand determineif there
isarangependty. Thenhewill determineif itisadifficult throw. Anything other than throwing agrenadeinto open
terrainisadifficult throw. Thismeansif thetargetisbehindawall orinabuilding or onaroof, inabunker, etc. To
insurethat agrenade makesit through adoor or window or bunker dit theattacker must beadjacent to that opening.
Otherwisehemust takearange pendty tohisToHit roll. Oncetheplayer hasdetermined the To Hit valuehemakes
hisrall. If hescoreslessthan or equd tothat roll helandsthegrenadeexactly onhismark. If herollsover that score
hisgrenadehasdeviated. Theplayer must now roll aD10, whichwill determinethedirection of thegrenadeby usng
thepoint of thedie, andaD6 whichwill givethedistanceit deviated. If thetarget waslessthanteninchesaway from

theattacker theD6ishaved for thedistanceit deviated.

DIFFICULT THROW MODIFIERS

RANGE TO TARGET To HiT
MODIFIER
2-5 INCHES -1 ToHiT
6-9 INCHES —2ToHIT
10-15 INCHES -3 ToOHIT

Determining awound isthe same asranged attacks. Takethe DPR of thegrenadeand subtractitfroma

D10roll and consult thewound chart.

Notethat the DPR of agrenade varies based on the distance from the point of explosion. For example, a
Fragmentation grenade hasaBlast number of 3 producing a3-inchradiusblast. IthasaDPR of 5inits1-inch
radiusand 4inits2-inchradius, andlastly aDPR of 3inits3-inchradius.

PAGE
24




A grenadeor any blast weapon can cause multiplewounds. TheKill Zoneisthesmalestringinthe
weapon’'shlast template. Inthiscasethe 1-inch radiusof the Frag grenadeisitsKill Zoneandif atargetis
insdethiszonehewill take not onewound roll but two. Other blast-type weapons such asmortarsand artillery
firecan causeingtant killsand/or severa wound rollsextending into other rings. Ontheweapon chart grenades
and other blast typeweaponswill haveaBlast number. Thisrepresentstheradiusof theblast. All fraggre-
nadeswill causetwowound rollswithinits 1-inchradius. Rocketswill cause2 wound rollswithinthe 1 and 2
inchradiusetc.

STRUCTURAL DAMAGE

Buildingsare capable of withstanding only acertain amount of damage beforethey are destroyed and
becomeapileof rubble. In some casesstructures may be destroyed instantly. Only certain weaponsin DOGS
OF WAR can damage and destroy structures. Theseweaponsall haveablast radius. Asmodelshave Health
Points, structures have Structure Points associ ated with their ability to withstand damage. Determining damage
isdonethe sameway asdescribed earlier, except the player will usethe appropriate Structural DPR valuewhen
rolling for damage. Structuresal so have alimited number of Structure Pointsbeforethey are destroyed. Build-
ingsmust take direct hitsby blast weaponsor theblast must originatefrom theinterior of thebuildingin order
for thestructureto takedamage. Playersshould determinethetype of structures placed onthegaming table
and their Structure Pointsbeforethe gamebegins. Buildingsalso areeasier to hit with ranged weapons,
thereforeabonusof plusone To Hit isgranted to the attacker for each level of thebuilding. Thistablelistsa
number of different typesof buildingsand their Structure Points.

Onceastructure hasbeen reduced to O structural pointsit collapses. Any levelsabove adestroyed level
will also collapse. Any mode swithinacollgpsed building will beautomatically hit and sustainadamageroll
withaDPR modifier equa to half of thetotal number of structural points (rounded up) that collapsed. If a
model ison the ground floor of atwo story concrete building and it collapses, then hewill takeasinglehitand a
damageroll withaDPR of 8.

Building Type StructurePaints
Wood 4 per leve
Stone 6 per leve
Concrete 8 perleve
Sted 9perleve
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Moral e checksaretaken by theplayer for histeam memberswhen they havereached their team
breakpoint or something overwhelming has happened to one or more of histeammateswhich forcesthe player
toroll amoraecheck. Thebreak—point for most fireteamsiswhen fifty percent of theteamisincapacitated
and/or killed. (Ingenera incapacitated meansamodel isunableto perform offensive operations. For instance
unconsciousor captured soldiersareincapacitated.) Thisof courseisnot alwaystrue, asmany fireteamsare
trained to compl ete the mission assigned no matter the cost. In other words someteamsareimmuneto fear and
will not take moral e checks unlessthey themselvesarewounded.

Another caseisshell-shock. Shell-shock isproduced in ateam member intwo Situations. Oneisif he
witnessesateam member being killed. Thesecondisif hehimself iswounded and aShell Shock check is
indicated onthewound chart. To check for morale, roll asingle D10 with any modifierslisted. If thescoreis
lessthan or equal to the soldier’sMoral e scorewith any modifiersthen he passesand can continuefighting. If
hefallshemust seek the nearest cover away fromtheenemy. Hewill moveusing al hisaction pointsrunning
towardsthat cover. If he cannot retreat from the enemy (incapacitated) or issurrounded hewill surrender tothe
enemy oncethey have entered afive-inch radius and the opponent has declared hisintentions. The broken
model’splayer will continueto roll amoralecheck onthismodel at the beginning of the model sactivation until
he has passed, or been captured.

Quartering by aplayer issmply thetaking of prisonersand isdone by capturing hisopponent’smodels.
Thisisdoneby movingwithinfiveinchesof an enemy mode and telling your opponent you demand hissurren-
der. If theplayer being asked isin abroken status he must surrender.

TYPES OF MORALE CHECKS

TEAM MORALE CHECKS
Thisistaken for thewholeteam and isdonewhen the team has been reduced to itsbreak—point. A single
D10will berolled using theteam’shighest morale score.

SHELL SHOCK
Thisisanindividual moralecheck madewhen ateam member iswounded or witnesses another team
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member beingkilled.

MORALEMODIFERS
Minusonefor Teamor individua member if they witnessed aL eader being killed.
Minustwo for amember losing hisentireteamin oneturn.

NOTE: Reworking this section to have one Special Equipment Description Section, and then alisting of

that specia equipment availableto each type of team. Thiswill reducerulessizequiteabit.

US ARMY AIRBORNE

AIrborne Fire Team ..c..cceivveieiiiiiieirsenrenennenennens. 200 POINES

Fire Team Leader .......coccvveiiiiiiiieeeieeeeeeeee e M4/M203 Grenade Launcher
POINTMEN/SCOUL ...eiiiiiieeiiieie ettt M4 Carbine
Machine Gunner ............ccoeeeeecvnnnnns M249 Squad Automatic Weapon PARA Version
ASSIStaNt MaChing GUNNET ........coiiiiiiiiiiiee et M4Carbine

STANDARD EQUIPMENT

Kevlar Helmet/Goggles —provides AR 5 for Head

Ranger Body Armor —provides AR 5 for Chest and Stomach
Combat Knife

Bayonet

Two M67 Frag grenades

210 Rds 5.56 mm each
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Four 40mm Grenades for the Fire Team Leader
400 Rds Extra Ammo carried by Assistant MG

Any other weapons and equijpment may be bought from the Weapons Chart excluaing the following:

AVAILABLE SPECIAL EQUIPMENT

Motorola Hand Held COMUMUIMICAUIONS ...................c.eeeueeeeeeeeeeeaeiaeeeeieeeiaeaeiaseeaisasisaastsasssssasesnnanen 25Point

This allows friendly Fire Team Leaders to communicate with each other. Reserved for Fire Team
Leaders only.

Global Positioning System (HANQ HEIQ) ...............o...e et 30 Points

Used primarily by long range reconnaissance patrols, this device allows the model to fix his
position down to the meter anywhere in the world.

NIGAL VISION GOQQIES .....evvveeseeeeeeseeesssssssssessiisssttttttttatssaaeaassasssssssssssssssssssssssssssnssnssssnsansssnss 25 Points Each

Allows the wearer to see during the night. However due to reduced depth perception, and green
distortion, as well as the inability to bring the weapon up to look through the sights, the wearer has a—2
modifier “To Hit".

Laser Designator 105 raNGEQ WEEIOIIS ..............cmumeeeeeeeaaaaaaeeeeeeeeesseessetsiiseeeaeaaaaaaaaaaaaeans 25 Points Each

When used in association with the Night Vision Goggles the wearer reduces the ‘To Hit’ penalty by
one.

AN-PEISONNEI MINES (2 EACH) ..ttt 25 Points

Small disk shaped minethat can be placed just below the surface and is detonated when pressure
is placed upon it. Has the same blast template as the M67 Fragmentation grenade.

SHAPEG CHIQIGE ......c.ccoeseeesstttttte e e et e e eeesssss sttt 22222ttt 2tssassaasaasssssssssssssssssssssssssses 20 Points Each

A shaped chargeis used by amodel to breach adoorway which is too strong to be kicked down or
forced open. The chargeis rolled tightly and placed in a circular pattern on the door or wall. Afuseis
used to ignitethe charge and may be set at varying lengths to delay the blast. It costs the model three
action points to set the charge and he must be at least three inches from the charge before it blows or
risks being injured. The player may declare when he wants the charge to blow, meaning either the same
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turn as it was set or alater turn. Only models with the Combat Engineer ability may use the shaped
charge.

A ettt s ettt e e e e e e e e e 25 Points per Ib

C4is asolid explosive and is used for many different purposes. It will cause ablast and is used
primarily in dismantling or destroying structures or vehicles. Only amodel trained with the Combat
Engineering ability may effectively use C4. Other elite forces may use C4 if listed within their Unitlist. To
use C4 amodel must spend 3 action points preparing a quarter piece of the explosive and setting up the
charge. In other words if the model wanted to use a pound of C4 he would have to use 12 action points
preparing the C4 and placing the charge. A quarter pound of C4 will cause ablast radius of 4inches with
the kill zone being the 2-inch radius, and the multiple wound radius extending outto 3inches. As each
quarter pound of C4is added the blast radius is expanded. So ahalf pound charge of C4 will have a
blast radius of 6inches with akill zone out to 3inches and multiple wounds outto 4inches. Any charge
over apound does notincrease in blast radius, but the kill zone becomes larger. For each quarter
pound of C4 used over afull pound, thekill zone increases oneinch. Consultthe C4 chart below for quick
reference.

Quarter Pound Kill Zone Multiple Wound Blast Radius
2—Inch Radius 3 to 4—Inch radius 4—Inches
Half Pound Kill Zone Multiple Wound Blast Radius
3-Inch Radius 4 to 6-Inch radius 6—Inches
Three Quarters Kill Zone Multiple Wound Blast Radius
4—Inch Radius 5 to 8—Inch radius 8—Inches
Full Pound Kill Zone Multiple Wound Blast Radius
5—Inch Radius 6 to 10—Inch radius 10-Inches
(O Lo - 20 Points Each

A Claymoreis an anti-infantry explosive that is placed in the ground connected by wire to ahand-
held detonating device also known as a clacker. The wire will extend up to 10inches away. The Clay-
moreis filled with an explosive and small round pellets similar to 00 buckshot. It produces acone-
shaped blast with akill zone up to 30 feet away (5inches) and awound zone up to 60 feet away (10
inches). A model may deploy the Claymore and then set an ambush for an unsuspecting enemy. A
Claymore may betriggered viathe clacker as an Op-Fire attack. Consult the weapons chart and tem-
plate for the blast effects.
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SPECIAL RULES

AIRBORNE: allowed to enter game using Para—Air Assault rules
UH-60 Black Hawk support available for no cost

ABILITY MODIFIERS (£act of these abitity perks can be bought only once per Ranger.)

Dedicated Marksman/gain @ plis ONE [0 WP ..............oeeeeeeeeeeeiiiiiiieeeeeeeeteiiiaeaeaeea 30 Points Each
GUN NUY/ Q@I @ fDIUS O LO WV . eeesessssstssstttttataaaaaaaassssssssssssssssssnsnnssnnnns 20 Points Each
Close Combat Expert/gain a pliS On€ 10 CQ..............oeeeeeeeeieaiscciiieiiaeeeeeeeetetiaaeeaea 30 Points Each
Golds Gym Member/gaim a plus ONE 10 ST ...t 20 Points Each
OCS Candidate/gam @PIIS ONE [0 CC .........cccoeeeeseesiiirsisiiiiiissasssassssssssssssssssssssssssssssnssnnnns 20 Points Each
Combat Engineer/carries shaped charge, ana 110 OF CA ............eeeeeeeeeeeeeiaaieesciiiieaen, 30 Points Each
ABILITIES
WP: Weapon ProfiCIENCY ....uuuiiiiiieiiiiie et e e e e e e aa e 6
WK: Weapon KNOWIEAGE .......ooiiiiiiiiiiee et e e e 7
CQ: Close QUArters COMDAL ..........ueiiieiiiiiiiee et 5
ST SEENGIN e 5
FT: FOITITUTE ..ot e s e e s e e 5
HP: HEAITN ... 5
AR: Armor Rating (with boay armor ANQAREITED)...................c..cccvevvevrsiesirsrsiesirsirsiessissssssssssans 0/5
ML MOTAIE ettt 8
CC: CommMaNd & CONIOL ......vviiiiiiieiiie e 7/LOS
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US RANGERS

Ranger Fire Team .......cccccccccceeiiiiiirrerrreeennneneens.... 250 POINES

Fire Team Leader ... M16A2/M203 Grenade Launcher
POINEMAN/SCOUL ..ooiiiiiiiiiiiee e M16A2 Assault Rifle
Machine Gunner ..........cccccoeeeiiiiiiiiiiis M249 Squad Automatic Weapon or M60E3 “ PIG”
Assistant Maching GUNNET ...........coeiiiiiiiiiiiii e M16A2 Assault Rifle

STANDARD EQUIPMENT

» Kevlar Helmet —provides AR 5 for Head

* Ranger Body Armor —provides AR 5for Chest and Stomach
*  Combat Knife

* Bayonet

* Two M67 Frag grenades

* 210Rds 5.56 mm each

* Four40mm Grenades for the Fire Team Leader

e 400 Rds Extra Ammo carried by Assistant MG

Any other weapons and equijpment may be bought from the Weapons Chart excluading the following.

Any Soviet Block Weapons
AVAILABLE SPECIAL EQUIPMENT

Mortorola Hand HelG COMIMUITICAIIONS ...............cccoueeeeimssireeieiesstseeee e eststeeee st ete e ess sttt eaeassssneeaaansnsas 25 Point
This allows friendly fire team leaders to communicate with each other. Reserved for fire team leaders
only.

Global Positioning SyStem (HANA HEIQ) ...............cooe ettt 30 Points

Used primarily by long range reconnaissance patrols, this device allows the model to fix his position
down to the meter anywherein the world.

NIGAL VISION GOQGQIES ....vvvveeeeeeiessseeeeeeeeeeeeessssstsssss2tttttttataaaaaaasaaasssssssssssssssssssssssssnssnssnnnnanssnnss 25 Points Each
Allows the wearer to see during the night. However due to reduced depth perception, and green distor-
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tion, as well as the inability to bring the weapon up to look through the sights, the wearer has a—2 modifier
“To Hit".

Laser Designator 05 raNGEQ WEEIOIS ...................uureeeeeeeaaaaaaeee ettt e e e e e e aaaaaaassnas 25 Points Each

When used in association with the Night Vision Goggles the wearer reduces the “ To Hit” penalty by one.

AN-PEISONNEI MINES (2 EQCHI) .ttt ettt e e eee e 25Points

Small disk shaped mine that can be placed just below the surface and is detonated when pressureis
placed uponit. Has the same blast template as the M67 Fragmentation grenade.

R 0=l O V(o = S 20 Points Each

A shaped chargeis used by amodel to breach adoorway which is too strong to be kicked down or
forced open. The chargeis rolled tightly and placed in a circular pattern on the door or wall. Afuseis
used to ignitethe charge and may be set at varying lengths to delay the blast. It costs the model three
action points to set the charge and he must be at least three inches from the charge before it blows or
risks being injured. The player may declare when he wants the charge to blow, meaning either the same
turn as it was set or alater turn. Only models with the Combat Engineer ability may use the shaped
charge.

............................................................................................................................................... 25 Points per b
C4is asolid explosive and is used for many different purposes. It will cause ablast and is used prima-
rily in dismantling or destroying structures or vehicles. Only amodel trained with the Combat Engineering
ability may effectively use C4. Other elite forces may use C4 if listed within their Unit list. TouseC4a
model must spend 3 action points preparing a quarter piece of the explosive and setting up the charge.
In other words if the model wanted to use a pound of C4 he would have to use 12 action points preparing
the C4 and placing the charge. A quarter pound of C4 will cause a blast radius of 4inches with theKill
zone being the 2-inch radius, and the multiple wound radius extending out to 3inches. As each quarter
pound of C4is added the blast radius is expanded. So a half-pound charge of C4 will have a blast
radius of 6inches with akill zone out to 3inches and multiple wounds out to 4inches. Any charge over a
pound does notincrease in blast radius, but the kill zone becomes larger. For each quarter pound of C4
used over afull pound, thekill zone increases oneinch. Consult the C4 chart below for quick reference.
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Quarter Pound Kill Zone Multiple Wound Blast Radius
2—Inch Radius 3 to 4—Inch radius 4—Inches
Half Pound Kill Zone Multiple Wound Blast Radius
3-Inch Radius 4 to 6-Inch radius 6—Inches
Three Quarters Kill Zone Multiple Wound Blast Radius
4—Inch Radius 5 to 8—Inch radius 8—Inches
Full Pound Kill Zone Multiple Wound Blast Radius
5-Inch Radius 6 to 10—Inch radius 10-Inches
CIAYITIONE ...ttt ettt ettt ettt ettt ettt e e e e e e e e e aasssnas 20 Points Each

A Claymoreis an anti-infantry explosivethat is placed in the ground connected by wire to ahand-held
detonating device also known as aclacker. The wire will extend up to 10inches away. The Claymoreis
filled with an explosive and small round pellets similar to 00 buckshot. It produces acone-shaped blast
with akill zone up to 30 feet away (5inches) and awound zone up to 60 feet away (10inches). A model
may deploy the Claymore and then set an ambush for an unsuspecting enemy. A Claymore may be
triggered viathe clacker as an Op-Fire attack. Consult the weapons chart and template for the blast
effects.

INNATE ABILITIES

Expert Rifleman—A Ranger model may re—roll asingle missed “to hit” roll once per game.
Disciplined—All Rangers ignoretheir first morale check.

SPECIAL RULES

Airborne Rangers: allowed to enter game using Para—Air Assault rules.
UH-60 Black Hawk support available for no cost.

ABILITY MODIFIERS (£act of these abitity perks can be bought only once per Ranger.)

Dedicated MarksSman/gai1 @ /IS ONE [0 WP ..............eeerririeeiiiiiaissaseeesesessssssssssssssssssssssssssnnsnnnns 30 Points Each
GUN NUY/ QAT @ PIUS ONE LO WK ...ttt eeeeeaes 20 Points Each
Close Combat EXpert/gaim @ plus ONE t0 CQ ............eeerieeieeaseeeeessssssiissiiisssaassssssssssssssssssssssnnnnnns 30 Points Each
Golds Gym MembBEer/gam @PIIS ONE £0 ST ....ccccoeeeecesiiiiiiiasaaee e e eeeessssssssssssssssssssnssnssnnns 20 Points Each
OCS Candidate/gai @ PIuS ONE IO CC ..........oooeeieeeeeeeeeeeeeeeeeeeeeeee et sssseeeeeees 20 Points Each
Combat Engineer/carries shaped charge, anad 1[0 OF CA ..........covvveeeeeieeeeeeesessssssssiiiissssssssensnnnn, 30 Points Each
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ABILITIES

WP: Weapon ProfiCIENCY ......uuiiiiiiiiiiieeie ettt 6
WK: Weap0on KNOWIEAGE ......uuuiiiiiiiiiieiiieeee et e e e e e e e e e e e e e e e e e s e s s e 7
CQ: Close QUAITErS COMDAL .......ouviiiiiiei ittt e st e s e e e s eeee s 5
ST SENGIN oo 5
[ I o T (1T o = PP USRI 5
HP: HEAITN e e e e e e e e e 5

Special Forces Group (SFG) GREEN BERETS
Green Beret Fire Team .....ccocoeeveveeiiieieieiiensenenns 250 Points

Weapons are Player’s Cholce purchased from the Weapons Chart. Weapons and equipment will be added
lo lotal point value.

Fire Team LEATEI .....ccuvveiiiiiiiee e
RIFIEMAN .. e
MaCRhINE GUNNET ....ouiiieiieee e

Assistant Machine Gunner

STANDARD EQUIPMENT
Kevlar Helmet —provides AR 5 for Head
Ranger Body Armor —provides AR 5 for Chest and Stomach

Motorola Earpiece and Throat Communications
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Combat Knife

Bayonet

Four M67 Frag grenades

Two Mini M67 Frag grenades

210 Rds of appropriate ammunition for weapon
Four 40mm Grenades for the Fire Team Leader

400 Rds Extra Ammo carried by Assistant MG

AVAILABLE SPECIAL EQUIPMENT

Global Positioning SyStem (HANQ HEIQ) ................eeeeerseieiiaeseeeeeeeeeessssssssiisssssssssisssnsssasssnsnnss 30 Points

Used primarily by long range reconnaissance patrols, this device allows the model to fix his
position down to the meter anywherein the world.

NIGAL VISION GOGQIES .....ccceeeeaaaeaeeeeeeeeeee ettt e e e 25 Points Each

Allows the wearer to see during the night. However due to reduced depth perception, and green
distortion the wearer has a—1 modifier “ To Hit” instead of the normal —3 To Hit value at targets over 10
inches away.

Laser Designator 105 aNGQEQ WEEIOIIS ............uweeeeeeeeeaaeaeeeeeeesseeseeessieteaaaaeeaaeeeeaeasssssssaanins 25 Points Each

When used in association with the Night Vision Goggles the wearer does not have any penalties
“To Hit” dueto the night or the use of goggles only.

ANU-PEISONNEI MINES (2 EQCHT) .....ceisiiiiittiaasa e e e eeetsssssssssssssssssssssssssssssssssssssssssssssssssssssssses 25 Points

Small disk shaped mine that can be placed just below the surface and is detonated when pressure
is placed upon it. Has the same blast template as the M67 Fragmentation grenade.

SHEAPEG CHIQIGE ...ttt et e e s s s nnrnnee 20 Points Each

A shaped charge is used by amodel to breach adoorway which is too strong to be kicked down or
forced open. The chargeis rolled tightly and placed in acircular pattern on the door or wall. Afuseis
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used to ignitethe charge and may be set at varying lengths to delay the blast. It costs the model three
action points to set the charge and he must be at least three inches from the charge before it blows or
risks being injured. The player may declare when he wants the charge to blow, meaning either the same
turn as it was set or alater turn. Only models with the Combat Engineer ability may use the shaped
charge.

A ettt e oo s s e ettt ettt it et e e e e e e e e e aaaaas 25 Points per b

C4dis asolid explosive and is used for many different purposes. It will cause ablast and used
primarily in dismantling or destroying structures or vehicles. Only amodel trained with the combat
engineering ability may effectively use C4. Other elite forces may use C4 if listed within their Unit list. To
use C4amodel must spend 3 action points preparing aquarter piece of the explosive and setting up the
charge. In other words if the model wanted to use a pound of C4 he would have to use 12 action points
preparing the C4 and placing the charge. A quarter pound of C4 will cause ablast radius of 4inches with
the kill zone being the 2-inch radius, and the multiple wound radius extending out to 3inches. As each
guarter pound of C4is added the blast radius is expanded. So a half pound charge of C4 will have a
blast radius of 8inches with akill zone out to 3inches and multiple wounds out to 5inches, and afull
pound of C4 will have aBlast radius of 16 inches. Any charge over apound does notincrease in blast
radius, but thekill zone becomes larger. Consultthe C4chart below for quick reference.

(O L= 20 Points Each

A Claymoreis anti infantry explosive that is placed in the ground connected by wire to a hand held
detonating device also known as a clacker. The wire will extend up to 10-inches away. The Claymoreis
filled with an explosive and small round pellets similar to 00 buckshot. It produces a cone shaped blast
with akill zone up to 30 feet away (5inches)and awound zone up to 60 feet away (10inches). A model
may employ the Claymore and then set an ambush for an unsuspecting enemy. A Claymore may be
triggered viathe clacker as an Op-Fire attack. Consult the weapons chart and template for the blast
effects.

L S 25 Points per lb

INNATE ABILITIES

Expert Rifferman—A Special Forces model may re—roll asingle missed “To Hit” roll once per game.

Discpplined—All Special Forces model may ignore their first Morale check.
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SPECIAL RULES

SPECIAL FORCES: alowed to enter game using Para—Air Assault rules.
UH-60 Pave Hawk Support availablefor no cost.

ABILITY MODIFIERS (£act of these ability perks can be bought only once per Special Forces

model.)
Dedicated Marksman/gain a pliis ONE 0 WP ............ooooeeeeeeeeeeeeeeeiiiieeeieeeeee e
GUN NUY/ Q@I @ fDIUS O LO WV . eeeeesessssstssttttttttaaaaaaasassssssssssssssssssnsnnssnnnns
Close Combat Expert/gain aplus On€ 0 CQ............cvveeeeeeeeeeeessssssiiisieiisssaassssssssssisssssssnssnnnns
Golds Gym Member/gaim a plus ONE 10 ST ...
OCS Candidate/gam @PIIS ONE IO CC ........coccoeeeeseessiiirsisiieiiassssssassssssssssssssssssssssssssssnssnnns
Combat Engineer Carries shaped charge,and L1b of C4 ...,
Mountaineering Equipped to repell and fastrope ..ot
ABILITIES
WP: Weapon ProfiCiency ..........ccccceeeeeeeieeiiiieeiinns 7
WK: Weapon Knowledge ..........cccceeeiiiiiiiiiiiieninns 8
CQ: Close Quarters Combat ........cccceevvveeeeeeennnn. 6
ST: Strength ... 5
FT: Fortitude ... 6
HP: Health ... 5
AR: Armor Rating (with boay armor and 2 with helmet) 0I5
ML: Morale ... 8
CC: Command & CONrol .......ccovcvvviiiiiieinreee e 8

30 Points Each
20 Points Each
30 Points Each
20 Points Each
20 Points Each
30 Points Each

30 Points Each

PAGE
37



Delta Force Fire Team.......c.cccoecevevevieeivneenensanenenn. 300 Points

Weapons are Player's Cholce purchased from the Weapons Chart. Weapons and equipment will be added to
ltotalpoint value.

Fire Team LEAEr .......uueiiiiiiiiiiiiii et
RIFIEMEAN ..o
MaChINE GUNNET ..ottt
Assistant Machine@ GUNNET ..............uueiiiiiiiiiiiiiiiii s

STANDARD EQUIPMENT

* Plastic Hockey Helmet —provides AR 2 for Head

* Ranger Body Armor —provides AR 5for Chest and Stomach
» MotorolaEarpiece and Throat Communications

*  CombatKnife

* Bayonet

« Four M67 Frag grenades

*  Two Mini M67 Frag grenades

e 210Rds of appropriate ammunition for weapon

* Four40mm Grenades for the Fire Team Leader

* 400 Rds Extra Ammo carried by Assistant MG

AVAILABLE SPECIAL EQUIPMENT

Global Positioning SysStem (HANA HEI) ...............cooee ettt 30 Points
Used primarily by long range reconnaissance patrols, this device allows the model to fix his position
down to the meter anywherein the world.

NIGAL VISION GOGQIES ...ttt e e e e e e e e e aaaeaans 25 Points Each
Allows the wearer to see during the night. However due to reduced depth perception, and green distor-
tion the wearer has a—1 modifier “ To Hit” instead of the normal —3 To Hit value at targets over 10inches
away.
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Laser Desjgnator for ranged weapons

When used in association with the Night Vision Goggles the wearer does not have any penalties “ To Hit”
duetothe night or the use of goggles only.

AN-PEISONNEI MINES (2 EACHT) ..ottt ettt esse s nneeees 25 Points

Small disk shaped minethat can be placed just below the surface and is detonated when pressureis
placed upon it. Has the same blast template as the M67 Fragmentation grenade.

R 0=l O V(o = S 20 Points Each

A shaped chargeis used by amodel to breach adoorway which is too strong to be kicked down or
forced open. The chargeis rolled tightly and placed in acircular pattern on the door or wall. Afuseis
used to ignitethe charge and may be set at varying lengths to delay the blast. It costs the model three
action points to set the charge and he must be at least three inches from the charge before it blows or
risks beinginjured. The player may declare when he wants the charge to blow, meaning either the same
turn as it was set or alater turn. Only models with the Combat Engineer ability may use the shaped
charge.

............................................................................................................................................... 25 Points per b
C4dis asolid explosive and is used for many different purposes. It will cause ablast and is used prima-
rily in dismantling or destroying structures or vehicles. Only amodel trained with the Combat Engineering
ability may effectively use C4. Other elite forces may use C4 if listed within their Unit list. TouseC4a
model must spend 3 action points preparing a quarter piece of the explosive and setting up the charge.
In other words if the model wanted to use apound of C4 he would have to use 12 action points preparing
the C4 and placing the charge. A quarter pound of C4 will cause a blast radius of 4 inches with thekill
zone being the 2-inch radius, and the multiple wound radius extending outto 3inches. As each quarter
pound of C4is added the blast radius is expanded. So ahalf-pound charge of C4 will have a blast
radius of 8inches with akill zone out to 3inches and multiple wounds out to 5inches, and a full pound of
C4will have aBlastradius of 16 inches. Any charge over apound does notincrease in blast radius, but
thekill zone becomes larger. Consultthe C4 chart below for quick reference.

(O L2 =S 20 Points Each

A Claymoreis an anti-infantry explosive that is placed in the ground connected by wire to ahand-held
detonating device also known as aclacker. The wire will extend up to 10inches away. The Claymoreis
filled with an explosive and small round pellets similar to 00 buckshot. It produces a cone-shaped blast
with akill zone up to 30 feet away (5inches) and awound zone up to 60 feet away (10inches). A model
may deploy the Claymore and then set an ambush for an unsuspecting enemy. A Claymore may be
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triggered viathe clacker as an Op-Fire attack. Consult the weapons chart and template for the blast
effects.

G ettt e e oo oot e et e s s e s e ettt ettt e naaeaaaaaaans 25 Points per b
INNATE ABILITIES

SPECIAL RULES

DELTA FORCE: allowed to enter game using Para—Air Assault rules.
UH-60 Pave Hawk support available for no cost.

ABILITY MODIFIERS (£ach of these ability perks can be bought only once per Delta Operator,)

Dedicated Marksman/gain @ plis ONE 0 WP ...............oeeeeeeeeeeeieeeeeeeeeeeeeeeeteeeaeeee 30 Points Each
GUN NUY/ QAT @ PIUS ONE LO WK ...ttt eeeeeees 20 Points Each
Close Combat EXpert/gaim @ plus ONE t0 CQ ............eeevieeiieaaaeeeessssssiiissiiisssaaesssssssssssssssssssssnsnnnns 30 Points Each
Golds Gym Member/gam a plusS ONE F0 ST ..........cooeeeeeeeeeee et 20 Points Each
OCS Candidate/gai @ PIuS ONE FO CC .........coooeeeeeaeeeeeeeeeeeeeceeeeee ettt seeeeeees 20 Points Each
Combat Engineer Carries shaped charge,and L1b of C4 .......oooveeeiiiiiiiiiii e 30 Points Each
Mountaineering Equipped to repell and fastrope ........cooooiiiiiiiii i 30 Points Each
ABILITIES

WP: Weapon ProfiCienCy .........ueeeeeeieiiiiiiiiiieeeee e 7

WK: Weapon Knowledge ... 8

CQ: Close Quarters Combat .........ccuuvveeeeiniiiieiie e 6

ST Srength ..o 5

FT: FOrtitude .o 6

HP: Health ... 5

AR: Armor Rating (with boady armorand 2 with helmey) ....................... 0/5

ML: MOFAIE oo 8

CC: Command & CONtrol ........ccoecvvevireeeiiiec e 8/Radio
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3

United States Marine Corps
Regular Infantry Fire Team...........ccccccceeceiiiinneenenn. 250 Points

Fire Team Leader ... M16A2/M203 Grenade Launcher
RIFIEMEAN e M16A2 Assault Rifle
Machine Gunner ..........cccccoeeeiiiiiiiiiiis M249 Squad Automatic Weapon or M60E3 “ PIG”
Assistant Maching GUNNET ...........coeiiiiiiiiiiiii e M16A2 Assault Rifle

STANDARD EQUIPMENT

» Kevlar Helmet —provides AR 5 for Head
e Interceptor Multi Threat Body Armor —provides AR 5for Chest and Stomach

* Gas Mask
*  Combat Knife
* Bayonet

* Two M67 Frag grenades

¢ 210Rds 5.56 mm each

* Four40mm Grenades for the Fire Team Leader
e 400 Rds Extra Ammo carried by Assistant MG

Weapon selection is fixed for this fire team. The player may upgrade to MEU SOC Team or Marine Force Recon
Tearmn for the points listed below.

Upgraded Marine Fire Team:

MEU SOC (Marine Expeditionary Unit Special Operations Capable): Same base point cost with weapon selection
not fixed for this fire team. All weapons are available except the Soviet Block weapons.

Marine Force Recon: Same base point cost with weapon selection not fixed for this fire team. All weapons are
availableincluding the Soviet Block weapons.

AVAILABLE SPECIAL EQUIPMENT

Global Positioning SysStem (HANA HEIQ) ...............coo..ee ettt 30 Points
Used primarily by long-range reconnaissance patrols, this device allows the model to fix his position

down to the meter anywherein the world.

.

S ) \\'\"'.;t_

- " IR N
N\ w1

—
=

PAGE
41




30 Points Each
Allows the wearer to see during the night. However due to reduced depth perception, and green distor-
tion the wearer has a—1 modifier “ To Hit” instead of the normal —3 To Hit value at targets over 10inches
away.

Laser DeS[Gnator 10/ IANGEQ WEGIOIIS ..............ccvirsrrieeiesssssssessssssssssssssssssssssssssssssssssssssssssssssssssiss 30 Points Each

When used in association with the Night Vision Goggles the wearer does not have any penalties “To Hit”
dueto the night or the use of goggles only.

AN-PEISONNEI MINES (2 EACHT) ..ottt e s 25 Points

Small disk shaped mine that can be placed just below the surface and is detonated when pressureis
placed upon it. Has the same blast template as the M67 Fragmentation grenade.

R 0=l Oy V(o = S 20 Points Each

A shaped chargeis used by amodel to breach adoorway which is too strong to be kicked down or
forced open. The chargeis rolled tightly and placed in a circular pattern on the door or wall. Afuseis
used to ignitethe charge and may be set at varying lengths to delay the blast. It costs the model three
action points to set the charge and he must be at least three inches from the charge before it blows or
risks being injured. The player may declare when he wants the charge to blow, meaning either the same
turn as it was set or alater turn. Only models with the Combat Engineer ability may use the shaped
charge.

............................................................................................................................................... 25 Points per b
C4dis asolid explosive and is used for many different purposes. It will cause ablast and used primarily
in dismantling or destroying structures or vehicles. Only amodel trained with the combat engineering
ability may effectively use C4. Other elite forces may use C4 if listed within their Unit list. TouseC4a
model must spend 3 action points preparing a quarter piece of the explosive and setting up the charge.
In other words if the model wanted to use a pound of C4 he would haveto use 12 action points preparing
the C4 and placing the charge. A quarter pound of C4 will cause a blast radius of 4inches with theKill
zone being the 2-inch radius, and the multiple wound radius extending out to 3inches. As each quarter
pound of C4is added the blast radius is expanded. So a half-pound charge of C4 will have a blast
radius of 8inches with akill zone outto 3inches and multiple wounds outto 5inches, and afull pound of
C4will have aBlast radius of 16inches. Any charge over apound does notincreasein blast radius, but
the kill zone becomes larger. Consult the C4 chart below for quick reference.

(O L2 - 20 Points Each

A Claymoreis an anti-infantry explosive that is placed in the ground connected by wire to ahand-held
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detonating device also known as a clacker. The wire will extend up to 10inches away. The Claymoreis
filled with an explosive and small round pellets similar to 00 buckshot. It produces acone-shaped blast
with akill zone up to 30 feet away (5inches) and awound zone up to 60 feet away (10inches). A model
may deploy the Claymore and then set an ambush for an unsuspecting enemy. A Claymore may be
triggered viathe clacker as an Op-Fire attack. Consultthe weapons chart and template for the blast
effects.

INNATE ABILITIES

Expert Rifierman—A Marine model may re—roll asingle missed “To Hit” roll once per game.
Discplined—All Marines ignore their first Morale check.
Go Faster—Marines are well known for their running ability. Ignore Battle Fatigue Checks.

ABILITY MODIFIERS (Eac/7 ofthese ability perks can be bought only once per Marine.)

Dedicated Marksman/gain @ pIis ONE [0 WP ... 30 Points Each
GUN NUY/ QAT @ PIUS ONIE LO WK ..ttt ettt ttaaaaaaaaasssssssssssssssssssnssnnns 10 Points Each
Close Combat Expert/gaimn apliS ONE 10 CQ ..............oveeeeeeeiieeaeeeseeieeeeeeeee et 20 Points Each
Golds Gym Member/gam @ plus ONE [0 ST ...t 20 Points Each
Hard Corps/allowed to re-roll second 1aied Morale CHECK ...............cccccuuuuuueeeeeiiiiiiinnaaaaaeeinnnnnn 30 Points Each
OCS Candidate/gam @ plus ONE [0 CC .............uuuuueeeeiiiiiiiiaiaa e 20 Points Each
Combat Engineer/carries shaped charge, ana 11D OF CA .............ooeeeeeeeeieiiiaaieiieeciiiiieeaeaa 30 Points Each
ABILITIES

WP: Weapon ProfiCIENCY ......uueiiiiiiiiiieeie ettt 6

WK: Weap0on KNOWIEAGE ......uuuiiiiiiieiiiieieee et r e e e e e e e e e e e e e e e e e s e s s nnnnnns 7

CQ: CloSe QUAErs COMDBAL .......ouveiiiiiei ittt e e e e s s e e e s s snaneeeee s 5

ST SEENGLN oo e 5

[ I o T (1T o = PP USRI 5

HP: HEAITN ... 5

AR: Armor Rating (with body armor ana AEIMEL). ...............coccoeeevecieeeasciiieiasciiaeeaacnn. 0/5

ML IMOTAIE .ot 8

CC: CommaNd & CONTIOI .....vveieiiiiie i 7/LOS
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................................................................................ AK-47 Assault Rifle

RS To7 0 11 | AK-47 Assault Rifle
MaChiNE GUNNET .......oieeiiiiee e RPD-46 Machine Gun/RPK
Assistant Machin@ GUNNET ..........cuuiiiiiiiii e AK-47 Assault Rifle

STANDARD EQUIPMENT

*  60rds of 7.62mm ammunition each

SPECIAL EQUIPMENT

RPG e 50 Points for Tube and one round/25 Points for extra ras
Fragmentation GreNAAE ((SOVIEL) ..........ccvrrrrrieeieeiiiisaasssseeeesssssssssssisssssssssssssssnssssssssssssssssssss 20 Points each
INNATE ABILITIES

Khat: Rolla D10 at the beginning of each turn, on a 1-5 they are high 6—10 they are not. Once they succeed
they will ignore all Battle Fatigue Tests and Morale Checks.

May not take advantage of Aimed Shots.

ABILITY MODIFIERS

ABILITIES
WP: WEAPON PIOTICIENCY ..o 5
WK: WEAPON KNOWIEAGE ... 5
CQ: Close QUArters COMDAL ..........ueiiieiiiiiiie et 4
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Somalia Armed Civilians

SoOMAlia CIiVIHIANS ..vivieiiiiiiieiiirererrensesesssrararasasnsenensss 0 POINtS

TeAM LEAUEK ...eiiiiieii e AK-47 Assault Rifle
SCOUL .ttt e e s e e e e e AK-47 Assault Rifle
MaChiNE GUNNET .......oiiiiiiiie e RPD-46 Machine Gun
AsSIStant Machin@ GUNNET ...........ccvviviiiiieiie e AK-47 Assault Rifle

STANDARD EQUIPMENT

e 30rds of 7.62mm ammunition each

SPECIAL EQUIPMENT

RP G . e ———— 50 Points for Tube 25 Points for extrards
Fragmentation Grenade (SOVIEt) .....uueveeveiiieiieiieeee e 20 Points each 50% Explosive Failure
INNATE ABILITIES

May not take advantage of Aimed Shots.
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ABILITIES

WP: Weapon ProfiCIENCY ......eiiiiiiiiiiiice ettt e e 4
WK: Weapon KNOWIEAGE .......oeiiiiiiiiiiiee et e e 4
CQ: Close QUArters COMDAL ..........eeiiieiiiiiiiee ettt 3
ST SENGN . 4
FT: FOITITUTE ..ottt e e e s e e 4
HP: HEAITH ... 5
AR ArMOT RAIING . .eeviiiiiiei ittt e et e e e st e e e e e s snrreeeeeeean 0
ML MOTAIE ettt e s 6
CC: CommMaAaNd & CONTIOL ......vviiiiriiie e 5/LOS

Al Qaeda Terrorist Fire Team.................... 200 Points

TEAM LEAUET ..eeeiiieiiiiieiiee ettt e e e AK-74 Assault Rifle
STl o 11 | AK-74 Assault Rifle
MACHINE GUNNET ....oiiiiiiiiiiiiee e RPK-74 Machine Gun
ASSIStaNt MacChine GUNNEN ........cviiiiiiiiiiee ettt AK-74 Assault Rifle

STANDARD EQUIPMENT

e 100rds of 5.45mm ammunition each

SPECIAL EQUIPMENT
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Fragmentation GreNade (SOVIEL) .....uuuuuuuiiiieiiiiiieeieeeee e e e e s e e s s s e e e e e e e e e e aaeaeae e e s e s e e s annnnnns 20 Points Each

Kevlar Vest/provides AR 4 for CHeSt ana SIOMACHT .............ccccoeeeeeeeeaiiiiieiiieeeeeetcciisieeaeeeae 30 Points Each
ABILITY MODIFIERS

Soviet War Veteran/gam apliS ONE 0 CQ .............ccoooeceeeeeeeee et 30 Points Each
Desert Survivall/gain a plus one 1o FT, bUt & MINUS ONE O HP ........ooeeeeeeeeeeeiieesctciiiiaeaaaa 20 Points Each
Jihad/ never take a morale test, Will Qe FGIIING ...........cceeeeeeeseessesssssiiississieiissssssssssssssssssssssssssssssnes 40 Points Each
Every second model w/Jihad (round down) in a fire team wears the equivalent of 1/41b of C4 w/deadman trigger.
Al Qaeda Camp Trained/gam & plisS ONE [0 WP ............oooeo oot 30 Points Each
ABILITIES

WP: Weapon ProfiCIENCY ......uuiiiiiiiiiiieeie ettt e s 5

WK: Weapon KNOWIEAGE ......uuuiiiiiiieiieiii et e e e e e e e e e e e e e e e e e s e s s nnnnnns 5

CQ: CloSe QUAErs COMDAL .......ouveiiiiiei ittt e s e e e s s sbereeeee s 5

ST SEENGEN e 4

[ I o T (1T o = PP USRI 4

HP: HEAITN ... e 5

AR AIMOT RAIING it s s e e e s s s bbb e e e s e e e e e e e e e aanrnes 0

ML IMOTAIE <.ttt st 7

CC: CommMaNd & CONTIOI .....vviieiiiiie i 6/LOS

Regular Taliban Infantry Fire Team ......... 150 Points

TEAM LEAUET ...ttt e e e e e e e e e e as AK-47 Assault Rifle
1S To o 11 | PSPPI AK-47 Assault Rifle
MACHINE GUINNET ...coiiiiiiiiiiie et e e RPK Machine Gun
Assistant Maching GUNNET ............ueeiiiiiiiiiiiiiiaa e AK-47 Assault Rifle
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STANDARD EQUIPMENT

*  60rds of 7.62mm ammunition each

SPECIAL EQUIPMENT

RP G e 50 Points for Tube, 25 Points for extrards
Fragmentation GreNade (SOVIEL) .....uuuuuuieeiieiiiiiieeieeeee e e e s s s se s e e e e e e e e e aaaeeeee e e s e e e e s annnnnns 20 Points each
ABILITY MODIFIERS

Al Qaeda Camp Trained/gam a plis ONE [0 WP ...........ooeeeeeeeeeeeeeeeeeeeecieeeeea e 30 Points Each:
Soviet War Veteran/gam ap/1UsS ONE [0 CQ ..........ccceeeeeeceiiririieiiaisssssaaesssssssssssssssssssssssnssnsssnnsenns 30 Points Each:
Desert Survivall/gain a plus one to FT, bUt & minus ONE IO HP .............ccooveeeeeiiiiiiiiiiiaeeeeaaee, 20 Points Each:
Jihad/never take a morale 1est, Will QIe HGAING ..........cooooeeee e 40 Points Each:
ABILITIES

WP: Weapon ProfiCIENCY ......uuiiiiiiiiiiieiie ettt 5

WK: Weap0on KNOWIEAGE ......uuiiiiiiiiiiieeiieee et e e e e e e e e e e e e e e e e s e s e nnnnnns 5

CQ: CloSe QUAIErs COMDBAL .......ouvviiiiieiiiieiiee ettt et e e s e e e s sbeeeeeee s 5

ST SENGIN oo e 4

[ I o T (1T o = PP USRI 4

HP: HEAItN POINTS ...t 5

AR AIMOT RAIING ettt e s e e e s s e bbb e e e e e e b e e e e e e e eanrnes 0

ML IMOTAIE <.ttt 6

CC: ComMANd & CONION ..o 5/LOS
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