Cecach Republican Army Spearpoint = (I

Infantry Squad Eisenfaust Main Battle Tank
1)/l Commissars 5+ C/As'lt: 1 L EA D E R

Type Commissars 5+
Move Infantry: 8cm Move i | ; .
. ry : Medium, Hvy Hover: 10cm Chaplaln Captaln
LN [V 5 Light cov’ +1, Heavy +2| | [DEICII<-I F 11,59, R9, T 8 .
LLETIIEN High-Tech Assault Rifle VEETIEN 250m Heavy Laser, £, Bittman LVS
it e M| I LPs o206 +
Suppress i by ;
P e only), Sh 2, FP 213 LPs is 2d6 + 12
VARIANTS Panel ADS, Sh 1 all up Elite skills: Lieutenant
Wortar & Grenade Squad: Combined TR CUIHN to Close 8cm, FP 4/2(3+) A Shaper of_ Men LV6
Grenade Launcher and Light Mortar:| | | VARIANTS Morale officer LPs is 2d6 + 6
e & Eisenfaust 2Al - with Enhanced A Command Material SIS
Anti Tank Squad: Assault Rifle Sh 1, W ¢ ith B m
FP 1/1 & Buzzbombs: Sh 1, FP 1/6 eapon systems with Boosted Laser .
hort I ’ ’ Burn Through. Always add 2 to Burn M a J or S e rg ea nt
00 range on ) . through dice result
Heavy Anti-Tank Squad: Medium LV1 0 LV 4
ATGW: Sh 1, FP 1/6 (no short range) ) .
LPsis 2d6 + 10 LPs is 2d6 + 4

DETACHMENTS

. e Each Detachment is 12TUs. All infantry must be in
P2266 Eisenfaust Laser Tank | Vvehicles at the start of the game.

B,

Kastenwagen APC 6x6 Support vehicles tc°mma;t"d° D:tachmen::Tﬁor?m?ndt M?rtre; A]; Lievhret )
h . ransports each carrying of infantry (one of each type);
Commissars 5+ Type Commissars 5+ o

: yp 1 Missile Belette; 2 MG Belettes. 1 Insurance Sergeant.
Move Medium, Lt Hover: 10cm Move Fast, Wheeled: 15cm Total: 355pts. Or
SN F9, S8 R7,T7 DISENIC- F 8, S7 R6,T6 ' o
TS Autocannon in front WCERIRN N weapons - may camy Heavy Mechanised Paqzer Grenad!er Detachment: 1
mount Sh 2, FP 2/3. Carries 5 TUs of 1TU of infantry who may fire any Kastenwagen APC carrying 5TUs of infantry (one of each
Infantry who may fire assault rifles weapons from vehicle at -1QR to hit type plus an extra standard infantry TU); 1 Kastenwagen
°“r|]¥ lup tto fggi Piftst'ﬁey ff%ml_ ; VARIANTS Command with Drones; 4 Eisenfaust MBTSs or Eisenfaust
venicle at - 0 nit throu an .
R firing arcs onl g Command Martre: with Carries no 2AI MBTs. 1 Insurance Sergeant.. Total: 1035pts. (Or

9 y . .
VARIANTS Infantry 1435pts with the Eisenfaust 2Al MBT)
. MG Armed Belette: with Twin Heavy . o
Command vehicle: as per standard Support weapon OR Gatling: Sh 4, FP | | Treat this force - whatever option is selected - as a SINGLE
Veh'tc"i but carries no '"fa”m;- May 1/3. Carries no Infantry detachment during play. Build a bigger force with two to four
ConoTTeconnaIssance asse's - Missile Armed Belette: with Light detachments duplicating where required or add Cecach
drones acting as Sniper Pods (see ATGW launcher: Sh 1, FP 0/5. Republican A pR |g g ditional plav sh Al
supplement 3). Drones may not be Carries no Infantry epublican Army Regulars (see additional play sheet).
targeted separately during the game detachments must have an Insurance Sergeant and they
(if hit they are simply replaced). regularly field officers of one rank higher than the command
requires. A single detachment would have a Captain

(80pts), a second a Major (200pts) three detachments
would undoubtedly have Chaplain Bittman (520pts)
although he may appear with any force of more than one
detachment.

PZ441 Kastenwagen Platoon APC Lievre 6x6 Infantry Pickup | Result of Laser Burn Through

Instead of two shots, adding a second die roll (indicated by the +1B) to
P O I N T S C 0 ST S the first shot and applying the following formula means that a penetration
may happen. On the second dice:

Eisenfaust: 200pts; Eisenfaust 2Al: 300pts; Kastenwagen APC: 85pts; 2 : 5A (_-j(mje {”tfj‘?ﬁreyffr;té’if;e frstdice

Command: With reconnaissance drones (sniper pod) 80pts; Lievre 1 = Burn out Barrel (as if using the Rapid Fire rule). Weapon may no
transport; 35pts; Belette MG: 35pts; Belette ATGW: 40pts; Command longer fire.

Martre: 25pts; Laser Burn Through: the +1B on the FP (S5

Infantry: 10pts; Mortar & Grenade squad: 20pts; Anti-tank squad: All lasers capable of firing two shots may sgcrigice their second
15pts; Heavy Anti-tank squad: 15pts. shot for added penetration (FP). Before firing - designate that they
Add 1 additional Commissar sergeant per detachment at 20pts. intend to 'Burn through' and simultaneously roll a second dice for
Elite skills when Chaplain Bittman is fielded FP. See above for added FP result.

A Shaper of Men: Select one TU each turn to give +1 Quality Value | Enhanced Laser Burn Through: The Eisenfaust 2Al has

on everything until the end of the turn. Morale Officer: Check for Enhanced Weapon systems with Boosted Laser Burn Through.
Morale takes place at 25% not 50% plus each TU gains +1 on morale | Always add 2 to Bum through dice result, so:

check to remain in the field (as Commissars, they are already 3+). g - g = ﬁgg t1hte '?gaf}tfthd'.’ to the first dice

Command Material: For LP, roll 3d6 and pick the best two. T o fhefirstdice
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