COUNTER
MEASURES

ALEXANDER HEAVY TANK

ARMOUR

DAMAGE
POINTS

TYPE

SRUAD SIZE:

ARC R(F) R(B) SHOTS Acc E SPECIAL
220MM EQUALISER u -
s Sl F/S/R 0 18 1 2+ 12 DEVASTATOR-3 (ALL)
MAELSTROM u n
BEENABE L AUNCIHER, F/S/R 18 6 2 3+ 7 PENETRATIVE
F/S " n
\ CHAINGUN (LEFT) 36 18 4 3+ 6 Focus-2
| F/S " i B
// CHAINGUN (RigHT) | 3€ 18 4 3+ 6 Focus-2
=G
X0 o)
NN e}
O ) ;’1 \ 24 O
z N2 @ />




PizzaArRO HAZARD WALKER

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

INFLTRATE 127, RARE

SRUAD SIizE: 1 E]6

This unit may replace its Chaingun with Deforestation Missiles for no cost.

R(F) R(C) SHOTS SPECIAL

CHAINGUN Focus-2

INDUSTRIAL CUTTING
CLAWS

DEFORESTATION
MISSILES

DEVASTATOR-3
(FLAMMABLE SCENERY)




HYDRA RELAY HOVERCRAFT

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

SKIMMER RESILIENT

R(C) SHOTS SPECIAL

- F 36" 9" 2 3+ 8 PENETRATIVE

DOUBLE MISSILE
Pob

SCANNER ARRAY

At any point during this unit's activation, pick an enemy unit within line of sight. Until the end of the round,
~ friendly units re-roll dice results of 1 when rolling to hit against that unit's squad.

/




ROCKET TECHNICAL

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

R(F) R(C) SHOTS SPECIAL

| ROCKET LAUNCHER PENETRATIVE, FOCUS-2

SYNCHRONISED ASSAULT
When shooting, this unit’s whole squad may combine its shots with the Focus special rule.

N\ o

> > ) \)\\Q\\ s




AA GuUN WAGON

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

RESILIENT

SPECIAL

| AA CANNON - F/S/R 36" 18" 2 2+ 6 AA-2




CIRCE ATTACK HOVERCRAFT

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE
POINTS

SKIMMER

SPECIAL

RESILIENT

SRUAD SIzZzE: 1-2

MoOVE

ARC R(F) R(C) SHOTsS Acc E SPECIAL
& FIRE
180MM VENGEANCE " DEVASTATOR-2
CANNON i F/8 iy 24 i 2+ 1 (SKIMMER, TANK)
FLAMETHROWER - F/S 6" 6" a 3+ a FLAME
HOVERCRAFT

| This unit does not have to start the game In Reserve, ignoring the Aerial Advantage rule.




PATTON AFV

COUNTER DAMAGE
ARMDUR
MEASURES POINTS
67 A 13 2 TANK -
-
SRUAD SIZE: 2-4 =3

This unit may replace its Autocannon with a Liberator Railgun for +10 points.

MoVE
& FIRE

ARC R(F) R(C) SHOTS Acc E SPECIAL

AUTOCANNON CoOVER (ALL)

GRENADE LAUNCHER PENETRATIVE

LIBERATOR RAILGUN

S (

i
- LIBERATOR RAILGUN
This weapon causes Critical hits when it beats the opponent’s Armour by 1 or more instead of 2 or more.

20N <o 2 V1 <




RESISTANCE FIGHTERS

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

INFANTRY 4+

SRUAD SIZE: 2-4 W 1
MOVE ARC R(F) R(C) SHOTS Acc E SPECIAL
& FIRE
ASSAULT RIFLES - F/S/R 36" 9" 5 3+ 3 ALT-1, REDUCED-1
" i i ALT-1, FOCUS-2,LIMITED 1,
HoOMEMADE RPGSs [=] F/S/R 18 6 5 3+ 6 PENETRATIVE, REDUCED-1
KNIVES AND PISTOLS - - ce [=1n] 5 - 3 REDUCED- 1




e ¢ 94 : BT 08

RESISTANCE VETERANS

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

INFANTRY 3+

SRUAD SIZE: 2-4 W]

Move
=it ARC R(F) R(C) SHOTS Acc E SPECIAL
ASSAULT RIFLES - F/S/R 36" 9" 5 2+ 3 REDUECED-1
ASSAULT GRENADES - - [=4n] co 5 - 5 ALT-1, REDUCED-1
&N
X
| PLASMA RIFLES - F/S/R 12" 12" 5 2+ 3 FOcus-3, REDUCED- 1
®
| MACHINE PISTOLS - - [=1n] cQ 15 - 2 ALT-1, REDUCED-3
3 C
N

VETERANS

At the start of the game, before deployment, choose one special rule for all Resistance Veterans squads in your
, army to have:

e  Scourge Occupation: These fighters take to the battle with modified Scourge Plasma Rifles salvaged from their
foes. This squad replaces its Assault Rifles with Plasma Rifles. t
Marine Force Recon: Specially trained UCM allies that fight alongside Resistance forces. This squad gains
~Machine Pistols and the Dodge 5+ special rule.
“Kalium Volunteers: Iron disciplined soldiers who choose to continue serving long after their conscription is up.

Thls quad automatically passes Fortitude tests and galns the Resilient special rule. (17
2 Fl l

| )\ o)
2\ @ % ( > o)




P N . : Sm =m0

HANNIBAL TANK

COUNTER
MEASURES

[BVN P N=]S
POINTS

ARMOUR

SEUAD SIZE: 2-4 .3
This unit may replace its 120mm Punisher Cannon with a HI-EX Hammer Cannon for +10 points.

;gl\;EE ARC R(F) R(C) SHOTs Acc E SPECIAL
120MM PUNISHER "
& ANNEN F/S/R 0 18 1 2+ 10
90MM CANNON - F 0 18" 1 2+ 9 -
\ MACHINE GUN - F/S/R 24" 12" 3 3+ 4 -
|
/

OPTIONAL

(
o HI-EX HAMMER u n
S -
(O] CANNON F/S/R 12 12 1 2+ 11 DEVASTATOR-4 (SCENERY)




COUNTER
MEASURES

NAPOLEON HEAVY TANK

ARMOUR

[BVN P N=]S

POINTS

SRUAD SIzE: 1

:;\;EE ARC R(F) R(C) SHOTsS Acc SPECIAL
BANISHER ROTARY _ " " CoVvER (SoFT, Boby),
CANNON F/S 36 18 8 3+ Focus-2
BANISHER ROTARY A " " COVER (SoOFT, BODY),
CANNON F/S 36 i) 5, 3+ Focus-2
CHAINGUN - F/S 36" 18" a 3+ Focus-2
CHAINGUN - F/S 36" 18" 4 3+ Focus-2

. BANISHER ROTARY CANNON
- When using the Focus special rule with this weapon, no individual hit may go above Energy 10.




THUNDERSTORM HEAVY HOVERCRAFT

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

SKIMMER COMMAND CENTRE, LARGE

SRUAD SIzE: 1

MoOVE

5. e ARC R(F) R(C) SHOTsS Acc E SPECIAL
Lnu;i:'::é_:sMA &" F/S/R 18" 18" ] 2+ 12 DEVAETAE'I.'SE\:‘ZEQIYI;IFANTRY,
Lnugi?q:;:EMA &" F/S/R 18" 18" 1 2+ 12 DEVAETA;’SE;‘ZER(Iyl;IFANTRY,
S Lnn;iz:é_:EMA &" F/S/R 18" 18" 1 24 12 DEVAETA;S:’:‘ZEQIYI;FANTRY,
,/3 Lnn;i:'::é_:sMA &" F/S/R 18" 18" ] 2+ 12 DEVAETA;’SE\:‘ZE';IYI;IFANTRY,

- HOVERCRAFT

' When a unit disembarks from this unit, measure from any point on its edge rather than the centre. a disembarking
~ unitsuffers only a +1 penalty to its Accuracy instead of a +2, and can target Aircraft in the same round.
Additionally, this unit does not have to start the game In Reserve, ignoring the Aerial Advantage rule.




BERSERKER ASSAULT TROOPS

COUNTER DAMAGE
ARMOUR TYPE SPECIAL
MEASURES POINTS

INFANTRY 2+ BLOODTHIRSTY, RARE

R(F) R(C) SHOTS SPECIAL

REDUCED-3




COUNTER
MEASURES

FREERIDERS

ARMOUR

DAMAGE
POINTS

INFANTRY 3+

SPECIAL

INFLTRATE 3”, RESILIENT

SRUAD SIZE: 2-4

MoOVE

2

ARC R(F) R(C) SHOTS AccCc SPECIAL

& FIRE
MACHINE GUNS 9" F/S/R 24" 12" 3 3+ REDUCED- 1
KNIVES AND PISTOLS - < c cQ 3 & REDUCED-1

BIKES

. This unit loses its Evasion Countermeasures when in a Garrison. In addition, this unit may choose to retain its full

. STIEKY MINES

~ Move distance when exiting a Garrison, although cannot embark into a Transport if it does so.

D
- After completing a Moving action, pick one enemy unit that this unit moved within 1” of. That unitis hit by a
o Sticky Mine! That unit suffers an automatic hit from an Energy 9 weapon.

O




ATTACK ATVsS

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

INFANTRY 3+ RESILIENT

2

- SmUAD SIZE: 3-6

5’:";‘:’; ARc  R(F) R(C) SHOTS Acc E SPECIAL
Aspmomor | o | e | v | e | s |2 | = | o Agyrecues
IE;E::::ERJ e" F 6" 6" 6 3+ 3 ALT-1, FLAME, REDUCED- 1
WHEELS

| This unit may not enter Garrisons.
/




FLAME WAGON

COUNTER DAMAGE
ARMOUR TYPE SPECIAL
MEASURES POINTS

RESILIENT

R(F) R(C)

SPECIAL




STORM ARTILLERY WAGON

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

RESILIENT

SRUAD SIZE: 3-6
This unit may replace its Rocket Battery with a Golgotha Missile for +5 points.

MoOVE
& FIRE

SEERETELTIERY n 755 ﬂm--ﬂ IR, FENRTEATVE

OPTIONAL WEAPONS

ARC R(F) R(C) SHOTS SPECIAL

AREA, DEVASTATOR-2
(SCENERY), INDIRECT,
LIMITED 1

B BT

ROCKET BATTERY
* . This weapon has Accuracy 4+ when targeting Scenery pieces.

0O\ O




,;o’/:;’ —0 N\\\ o : c{/// e e

REMOTE BomMmB Bus

COUNTER
MEASURES

DAMAGE
POINTS

ARMOUR

R(F) R(C) SHOTS

SPECIAL

" ! AREA, L-1,
| RIGGED EXPLOSIVES (=14 F/S/R o o 1 o 12 BEVASTATOR-3 (AL

VOLATILE

When this unit is destroyed, roll a dice. On a 1-4 immediately make an attack with Rigged Explosives before
~ removing the unit.

 RIGGED EXPLOSIVES

. When firing this weapon, place the template over the firing unit. The firing unit is not hit, but all other units under
> ;>the template are hit as normal. Once resolving a shot with this weapon, this unit is destroyed. y
C

o




COUNTER
MEASURES

CONSTANTINE CM TANK

ARMOUR

DAMAGE

POINTS

TYPE

SPECIAL

SRUAD SIzZzE: 1-2

MoOVE

B3

ARC R(F) R(C) SHOTS AccCc SPECIAL
& FIRE
90MM CANNON - F o 18" 1 2+ -
MACHINE GUN - F/S/R 24" 12" 3 3+ -

COUNTERMEASURES PROJECTOR

. All friendly Vehicles with 4” of the Constantine gain Active Countermeasures.
COUNTERMEASURES BOOSTER

/

. Allfriendly vehicles with Armour 15 or more within 4” of the Constantine reduce the Countered Range of enemy ¢

N

© attacks against them by 4”

V1

o



COUNTER
MEASURES

ZHuUuKov AA TANK

ARMOUR

SRUAD SIZE: 2-4

MoOVE

& FIRE ARC R(F) R(C) AccCc SPECIAL
. " AA-1, DEVASTATOR-2
32MM RAIL CANNON F/S/R © 24 2+ (AIRCRAFT)
90MM CANNON - F ) 18" 2+ -
MACHINE GUN - F/S/R 24" 12" 3+ -




COUNTER
MEASURES

CYCLONE ATTACK COPTER

ARMOUR

DAMAGE
POINTS

TYPE

AIRCRAFT

SPECIAL

SRUAD SIZE:

1-4

This unit may replace both of its Chainguns with Tornado Missiles and 2 Beowulf Missiles for no cost.

:S’:IEI\;EE ARC R(F) R(C) SHOTS yaN={=] E SPECIAL
CHAINGUN - F 36" 18" a 3+ 6 Focus-2
CHAINGUN - F 36" 18" a 3+ 6 Focus-2

v, HEAVYGI‘UA:CHINE " F 36" 12" 2 e 5 =

OPTIONAL WEAPONS

/ _

TORNADO MISSILES 8 F 36 18 1 a4+ 7 AREA, INDIRECT
" F/S " n
BEOWULF MISSILE 8 (RigHT) | 3© =] 1 3+ 10 LIMITED 2
" F/S " "
, BEOWULF MISSILE 8 (LEFT) 36 =] 1 3+ 10 LIMITED 2
C O
Q
O N o
Q& O\




BARREL BOMBER

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

SmRUAD SizE: 1
This unit may take an AA Cannon for +15 points.

:S’:IEI\;EE AR R(F) R(C) SHO SPECIAL
FRAG BARREL 8" F/S/R e" 6" 1 3+ 10 ALT-1, AREA, LIMITED 2
ALT-1, AREA, LIMITED 1,
GOoLIATH BoMBe g" F/S/R 6" &" 1 5+ 13 DEVASTATOR-2 (VEHICLE),
DEVASTATOR-8 (SCENERY)
\; MIsSsILE Pobp 8" F 36" 9" 1 3+ 8 PENETRATIVE
/
HEAVYEI‘L/]I:EHINE g F 36" 12" > 3+ 5 —

OPTIONAL WEAPONS

AA CANNON




STRIKEHAWK TILT-ROTOR

COUNTER
MEASURES

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

SRUAD SIizE: 1 4

This unit may replace its Ground Attack Missiles with 2 Sentinel Defence Turrets for +20 points.
Sentinel Defence Turrets are automatically embarked as if this were a Transport, and are counted as 2
separate squads. Once disembarked, the Sentinel Defence Turrets cannot embark again.

MoVE

o B ARC R(F) R(C) SHOTsS Acc E SPECIAL
ERD,::;ZIC;;ABK 9" F 36" 9" 2 3+ 9 PENETRATIVE, STRAFE 3
N MISSILE BATTERY 8" F 36" 9" 1 3+ 8 PENETRATIVE

HoOVER MODE
. Ifthis unit moves 10" or less, a squad disembarking out of it gains Rapid Insertion until the end of the round.
(S}




SENTINEL DEFENCE TURRET

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

RAPID INSERTION 107

R(F) R(C) SPECIAL

- F 18" 12" a 3+ 7 AA-1, PENETRATIVE

HORNETS NEST
MISSILES

AUTOMATIC TRACKING
This unit may Reaction Fire against non-Aircraft squads, following the same rules.




SAPPERS

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

INFANTRY 5+ INFLTRATE 187, RARE

T SRUAD SIZE: 2 W]

MoOVE

ARC R(F) R(C) SHOTS Acc E SPECIAL
& FIRE
TRIGGER DEMOD IED a" F/S/R 0 0 1 a4+ 11 DEVASTATOR-4 (SCENERY)
KNIVES AND PISTOLS - < cQ cQ 3 & 3 REDUCED-1

CLUSTER IED
\i When an enemy squad enters a Garrison this squad is in, roll 2D6. The enemy squad takes that much damage,
- distributed in the same way as Close Quarters weapons. Passive and Dodge saves may be used against this damage.
If a double is rolled, the explosion was a bit too powerful! Damage is dealt as normal, but one unit from this squad

|
(
. is then removed as a casualty (controlling player’s choice).

>\ o




ScouT ATVs

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

INFANTRY 3+ RESILIENT

S@QUAD SizE: 2-4 @PY2

W HEELS

This unit may not enter Garrisons.

ENHANCED TARGETING ARRAY

Any friendly Indirect weapon targeting a unit within line of sight of one or more units with this special rule
receives a-1bonus to its Accuracy.

DISRUPTOR ARRAY

- Once per activation, pick an enemy Vehicle squad or Infantry squad with at least one unit in line of sight within 18"
' of this unit. That squad suffers a +2 penalty to its Accuracy until the end of the round. Multiple units in this squad
may affect multiple enemy squads, but each enemy squad may only be affected by this special rule once.

0O\ O




COUNTER
MEASURES

AA GUuUN TECHNICAL

[BVN P N=]S
POINTS

ARMOUR

HEAVY AA MACHINE
GuN

F/S

R(F) R(C) SHOTS

36" 12" 2

2+

SPECIAL

AA-O




RESISTANCE COLUMBUS BATTLEWALKER

COUNTER
MEASURES

[BVN P N=]S

ARMOUR
POINTS

SmUAD SIZzE: 1-3
This unit may replace its AA Cannon with a Heavy Flamethrower for no cost.

:S’:IEI\;EE ARC R(F) R(C) SHOTS yaN={=] = SPECIAL
TW":':"AE';":'ESER 3" F/S/R © 18" 2 z+ 10 -
MissILE Pobp - F 36" 9" 1 3+ 8 PENETRATIVE
B AA CANNON - F/S/R 36" 18" 2 3+ 6 AA-2

[
|
{
S HEAVY _ i "
N~ FLAMETHROWER F/S/R 6 6 6 3+ 4 FLAME

RETRO THRUSTERS
o When deploying this squad, you may declare that it will deploy via Retro Thrusters. It is placed in Reserve. An
- Infantry unit may use one action during their activation to call in this squad from In Readiness. Place 1 unit from
this squad within 6" of one of the Infantry units. Then place any other units from the squad within coherency. All
- ofthese units must be placed on Passable terrain, and cannot be placed within 3" of enemy units. The squad is free
to activate during their Battlegroup’s activation, but any Shooting attacks made by them suffer a +2 penalty to their
Accuracy. ‘
| &7:\\\ L ~ o /
5] \ & S K\KSL“’\\ 7 t)\ ; : e} v(>1//-F \I\




JACKSON APC

COUNTER [BVN P N=]S
ARMOUR
MEASURES POINTS

R(F) R(C) SPECIAL

PENETRATIVE




BATTLE Bus

COUNTER
MEASURES

[BVN P N=]S
POINTS

ARMOUR

SRUAD SIizE: 1 4 EJB

This unit may take a Rocket Launcher Battery for +10 pts or a Heavy AA Machine Gun
Battery for +15 points.

R(F) R(C) SHOTS Acc SPECIAL

OPTIONAL WEAPONS

ROCKET LAUNCHER " "
B Ay F/S 18 6 3 2+ 7 PENETRATIVE, FOCus-2
\ HEAVY AA MACHINE u u u
/; e BATTERY 6 F/S 36 12 6 2+ 5 AA-D

i\ . FIRING PORTS

- Infantry units embarked in this unit may make a Shooting action when this unit activates, regardless of how far it

~ moved. If they do so they suffer a +1 penalty to their Accuracy. Measure line of sight from the centre of this unit as
normal. The Infantry unit embarked may not make another Shooting action this round.

0O\ O
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|
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KRAKEN HOVERCRAFT

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

SKIMMER

R(F) R(C) SHOTS SPECIAL

| S0OMM CANNON - F ag" 18" 1 3+ 9 -

HOVERCRAFT

When a unit disembarks from this unit, measure from any point on its edge rather than the centre. a disembarking
unit suffers only a +1 penalty to its Accuracy instead of a +2, and can target Aircraft in the same round.
Additionally, this unit does not have to start the game In Reserve, ignoring the Aerial Advantage rule.

> G

D )
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LEVIATHAN HEAVY HOVERCRAFT

DAMAGE
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

SKIMMER

SmRUAD SizE: 1
This unit may replace its Multiple Rocket Battery with 4 AA Cannons for +30 points.

MOoOVE
& FIRE

INDIRECT, PENETRATIVE,

OPTIONAL WEAPONS

ARC R(F) R(C) SHOTS SPECIAL

MULTIPLE ROCKET
BATTERY

B AA CANNON 6" F/S/R 36" 18" 2 3+ 6 AA-2
A AA CANNON 6" F/S/R 36" 18" 2 3+ 6 AA-2
AA CANNON 6" F/S/R 36" 18" 2 3+ 6 AA-2
AA CANNON 6" F/S/R 36" 18" 2 3+ 6 AA-2
' HOVERCRAFT

When a unit disembarks from this unit, measure from any point on its edge rather than the centre. a disembarking
~unit suffers only a +1 penalty to its Accuracy instead of a +2, and can target Aircraft in the same round.
“Additionally, this unit does not have to start the game In Reserve, ignoring the Aerial Advantage rule.




i

109 SPLITTING DRILL

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

ACCESS, RARE

 SRUAD SIZE: 1 6

SUBTERRANEAN
When this unit enters play from In Readiness, place it anywhere on the board on Passable terrain. Any units
embarking in this Transport count as leaving the board for the purposes of scoring Objectives.

>\ o




i

209 BREACHING DRILL

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

ACCESS, LARGE, RARE

- SmuAD SiIzE: 1

SUBTERRANEAN
When this unit enters play from In Readiness, place it anywhere on the board on Passable terrain. Any units
embarking in this Transport count as leaving the board for the purposes of scoring Objectives.

>\ o




SWIFTHAWK TILT-JET

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

SEUAD SIZE: 1 2

MoOVE

ARC R(F) R(C) SHOTs Acc E SPECIAL
& FIRE
MissILE Pab 12" F 36" 9" 1 3+ 8 PENETRATIVE
MACHINE GUN - F/S/R 24" 12" 3 3+ a4 -

HOVER MODE
. Ifthis unit moves 12" or less, a squad disembarking out of it gains Rapid Insertion until the end of the round.




LIFTHAWK DROPSHIP

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

- SmuAD SiIzE: 1
This unit may take an AA Cannon for +15 points.

R(C)

SHOTS SPECIAL

MissILE PobD PENETRATIVE

HEAVY MACHINE
GuN

OPTIONAL WEAPONS

AA CANNON




LIFTHAWK TROOPSHIP

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

AIRCRAFT

| "SQUAD Size: 1 6

This unit may take a Flamethrower for +10 points.

SPECIAL

DOUBLE MISSILE

POD PENETRATIVE

SKULLTAKER HEAVY
MACHINEGUN

FLAMETHROWER




TEMPEST INTERCEPTOR

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

COUNTER
MEASURES

AIRCRAFT

247-36”

FAST, RARE

- SRUAD SIZE:

ARC R(F) R(C) SHOTs Acc E SPECIAL
HAILSTORM CANNON - F o 24" 2 a+ 7 AA-4
HAILSTORM CANNON - F 0 24" 2 a+ 7 AA-4




HELLHOG JUMPJET

COUNTER
MEASURES

[BVN P N=]S
ARMOUR TYPE SPECIAL
POINTS

67-30”

AIRCRAFT FAST, RARE

- SmUAD SIZE: 1-2
This unit may take a Double Missile Pod for +5 points.

R(F) R(C) SPECIAL

SATAN CHAINGUN Focus-2, STRAFE 2

COBRA MISSILE AA-3, LIMITED 2

DOUBLE MISSILE
Pob

PENETRATIVE

 TILT-JETS
o Ifthis unit moves at least 18", it gains Evasion+3 until the beginning of its next activation.




