Welcome To ‘Banana Republic II’

This is the game where you can be really crazy, not so serious, yet with a touch of reality. No long boring games, things happen quickly, things go out of control, and then there is United Nations Intervention.

You become a ‘General’ in a small 'Banana Republic', or maybe some drug lords private army. Equip yourself with an assortment or war surplus equipment from the black or arms market. World War 2, Korea, Vietnam, or any other war, all provide left over, surplus equipment. And so does rearming, somebody buys the old equipment the 1st world is replacing. Now, surround yourself with some like minded, ruthless Lieutenants, and find some local boys to prop up your position. Now you are the commander of your Banana Republic.

‘Banana Republic’ was design for not so serious gaming from the start, a good game for as many people as you like. But seriously, it has a way of mirroring reality. I hope you enjoy playing as much as we enjoyed designing it. If you have any questions regarding these rule please contact myself for any help I can provide.

The game is designed for 15-20mm figures, but could be used for 1/200 or 25mm at a fix. The suggested scale of 1” (inch) = 25m, or 1mm = 1m could be changed to your requirements. The game is presented with all measurements in inches.

Enjoy, and don’t take things seriously, some technical things are deliberately modified to suit the game style and atmosphere.

Copyright © 1999 Gordon J. Roach, New Zealand

Game Requirements

Some 6 sided dice, a ruler in inches (centimeters will do), an army or 2 (see Army Lists).

Game Scales

Ground scale is 1” = 25m (1mm = 25m)

1 troop base = 1 section

1 vehicle = 1 vehicle

Pre-Game Setup

1. Draw up Army Lists

2. Place terrain

3. Draw 1 Event Card for each side

4. Deploy troops up to 12” in or quarter table depth, whichever the lesser.

Terrain may be placed in any old way, preferably cluttered. Suggest 1 side sets up terrain, the other may then change or add up to 1d6 pieces of terrain in any way they like. Dice for troop deployment, lower placing first. Event cards are drawn, and any that must be played immediately are done so.

Troop Basing & Representation

Figures may be based on bases 1"(25mm) x 1.5" (38mm) for 20mm or 1/72nd or 1/76th scales. This will accommodate most support weapons as well as infantry. Heavy weapons may be based on the above or a base that fits them if larger. Vehicles do not need basing. 15mm can use 1" (25mm) x 1" (25mm).

Turn sequence

1. Place Orders, order markers are placed for each platoon face down.

2. Roll Initiative, 1d6 rolled each, +2 if all troops grade ‘Grunty’, -1 if force has any grade ‘Greenhorns’.

3. Hold Fire phase, side with initiative first. Each side alternates firing a platoon of  troops  in Hold (does not have to fire), then other side does same.

4. Advance Fire phase, as Hold Fire phase but for troops in Advance.

5. Movement, sides alternate moving Platoons, side with initiate first. When no more alternating is possible then movement phase is finished. All Charges are declared, morale checks are made, and results applied (see Morale).

6. Hold Fire phase, as before. 

7. Hand to Hand phase, all hand to hand combat is resolved in the order of the side with initiatives choice of order.

8. Advance Fire phase, any Elite troops may fire as Advance above.

9. Morale phase, check morale for most troops in combat
10. Admin phase, 

Movement Modes

All elements of a Platoon use the same mode during a turn. Any Platoon may use any mode during the turn. The mode used is that of the Order Marker placed with the Platoon at the start of the turn. If the ‘General’ element is within 6” of all the elements of a platoon, he may change the order given at the appropriate new orders phase.

The Orders available are as follows;-

Hold
No movement except to turn. If turning the element may not fire. Allows firing.

Advance
May move the base movement rate, and fires in the Advance fire phase. May not move closer than 1” to enemy elements.

Charge
Troops may move into hand to Hand combat. No firing. Moves 1.5 x base movement. Elements intending to move into base to base contact must first make a morale check, if failed, remain in charge mode but stop 1” short of the intended target.

March
May move in column up roads at up to 2 x base movement. 

Movement

Element
Base Move
Notes

Infantry
4”
Elite +1".

Support Weapons
3”
No Charge, or firing from Advance orders.

Heavy Weapons
1”
No Charge or Advance orders

Ridden Animal
6”
Not in buildings or in Jungle or scrub

Light Wheeled
12”
Not in buildings or in Jungle or scrub

Heavy Wheeled
9”
Not in buildings or in Jungle/Woods or scrub

½ Track
9”
Not in buildings or in Jungle

Tracked

- Slow, up to 18 mph
6”


- Medium, up to 30 mph
9”


- Fast, over 30 mph
12”


Swimming Vehicle
4”

Boat
7"

Helicopter
60”


All unloading of a vehicle takes ½ a move, Crossing of an obstacle or difficult ground costs ½ move. Multiple types of difficult ground reduce movement to ¼. Movement can not be reduced below ¼.

An Obstacle is any terrain feature bar roads or a gentle slope. 

Difficult Ground is the type of ground that would make movement difficult. For foot troops this is scrub, a hill, jungle/bush, a building, a stream or river ford, and similar. Vehicles are similar but include woods. Only tracked vehicles may move through anything stronger than a thatched hut. Unless an amphibious vehicle, rivers may only be crossed at fords or bridges. Use common sense to decide all possible terrain effects. When crossing difficult ground, an element may ditch and become stuck for the entire game. Only 1 roll is made for each element per turn. Roll 1d6 and consult following, requiring equal or greater to avoid ditching;-

Support Weapon
2

Heavy Weapon
3

Wheeled
5

½ Track
4

Tracked
3

A support weapon that ditches is not lost, but may not move that turn.

Target Acquisition

All targets must be acquired before they may be fired at. Roll 1d6 and consult following chart.


Range

Target
2”
6”
12”
24”
48”
96”

Infantry
0
1
1
2
4
6

Support weapons
0
0
1
2
3
5

Heavy weapons &
D
0
0
1
2
5

    Light vehicles

Others & AA
D
D
0
1
2
3

+1
For every 2” of cover the line of sight passes through.


If target is Infantry or Support in Hold.


If target is Infantry/Support and observer is AFV.


If night, but has night vision system.

+3
Night without night vision.

-1
Target in Charge.

-2
Target Fired

D = Automatic detection, except night, then treat as 0.

Cover may be foliage, a wall if infantry/support/heavy/light vehicle. Cover may also be Dusk or Dawn. 

Firing – Direct Fire

Firing occurs at 2 ranges, Short and Long. The base number to hit at Short is 2, Long 4. The following are ranges for different weapon types, all in inches. Damage for generic type weapons is given, more specific after. The number to hit is modified (see below), and the result is the to hit number required. Roll 1d6, requiring at least the ‘to hit’ number to hit. If a hit is scored, consult the damage tables. All misses have no effect.


Ranges
Damage  Modifiers

Weapon
Short
Long
vs. Foot
vs. Vehicles

Infantry Section


SMG
2
4
0
-1


Bolt ‘Rifle’
4
16
0
-2


SLR
4
16
0
-1


ASR
6
12
0
-1


+ Machinegun
8
20
+1
-1

Sustained Fire Machinegun


Heavy Machinegun
8
32
+1
+0

Bazooka

4
8
+1
+3*

LAW

4
10
+1
+4*

Rifle Grenades
2
6
+1
+2*

Grenade Launcher
1-4
8
+1
+2*

Auto Grenade Launcher
1-8
32
+3
+3*

Auto Cannon


Up to 20mm
16
40
+2
+2*


Up to 30mm
16
50
+2
+3*


Up to 40mm
16
50
+2
+4*

Guns over L27


Up to 57mm
16
30


Up to 100mm
20
60


Larger
20
80

Howitzers & Artillery
16
100

Recoilless guns


57mm
6
12
+2
+3*


Up to 90mm
8
16
+2
+4*


Larger
12
30
+2
+5*

* A damage roll of a unmodified ‘6’ always destroys as if a modified ‘7’.

Modifiers

+1
Firer Damaged


Green troops firing beyond 100m (4")


Target hull-down or in cover


Target in Charge


Firer Damaged


AA troops shooting at moving Helicopter

+2
Non AA troops shooting at moving Transport Helicopter


AA troops shooting at Attack Aircraft

Firer moved

+3
Non-AA troops shooting at Attack Aircraft

-1
Elite firer

Other Weapon Damages

Weapon
vs. Inf.
vs. Vehicle

Guns


37-40mm
+1
+3


57mm
+1
+4


75-76mmL31-43
+2
+4


75-85mmL48-56
+2
+5


17pdr, 90mm, 100mm
+2
+6


105-115mm
+2
+8


120-130mm
+2
+10

Howitzers


Up to 76mm
+2
+3


Up to 90mm
+2
+4


Up to 122mm
+3
+5


Larger
+4
+6

* A damage roll of a unmodified ‘6’ always destroys as if a modified ‘6’.

Damage To Infantry/Support/Heavy Weapons

Roll 1d6 adding the weapon DM for that target type,  +1 if within 1", and consult the following chart;-

Dice Result
Effect

1
No effect

2
May not move this turn without Base Morale Check.

3-4
May not fire this turn or move without Base Morale Check with a -1 modifier to dice.

5-6
Damaged, may not fire this turn or move, treat as Casualty
7+
Destroyed/Removed from play. Treat as 2 Casualties

If a 'Damaged' element is 'Damaged' again ten it is Destroyed as a 7+ result.

Damage To AFV & Soft Vehicles

Similar to infantry. Compare the firers damage to the defenders armour.

Result

Effect

Less

No effect

Equal
Morale check, failure and vehicle will Advance/Charge away next movement. +1 to firing. Failure by 3 or more and crew abandon vehicle immediately. Roll 1d6 a '6' destroys the vehicle as below.

1 greater
Morale check, failure and vehicle will Advance/Charge away next movement. +1 to firing. Failure by 2 or more and crew abandon vehicle immediately. Roll 1d6 a '5' destroys the vehicle as below.

2 greater
Dice to destroy, roll d6. A 5+ destroys vehicle, else Morale check, failure and vehicle will Advance/Charge away next movement. +1 to firing. Failure and crew abandon vehicle immediately. Roll 1d6 a '4' destroys the vehicle as below.

3 or greater
Vehicle Destroyed. Treat as Casualty

Hand to Hand Combat

This is only for troops who are in base to base contact after one of them charged into the other. Up to 2 elements may be in base to base contact with another element. To resolve, roll 1d6 for each side and modify as follows;-

+1
If attacker (Charged into contact)


If second attacker (in addition to above)


If SMG or ASR equipped troops


For every MG/HMG not roof mounted


If Grunty

+2
If defending behind an obstacle or defending building


If Elite

+?
Add side armour value

-1
If Damaged

-2
Vehicle open topped

If  scores are
Equal
Remain in Hand to Hand next turn unless vehicle


1 greater
The lesser is Damaged, or if vehicle is immediately  moved 2" away from attacker


2 greater
The lesser is removed from play, treat as 2 Casualties, or if vehicle,  destroyed.

Artillery Fire

Artillery weapons may fire using this option instead of direct. Mortars may only fire using this option. Troops using this option must be in Hold orders. To fire in this way an element of the Platoon firing or the ‘General’ must acquire the target. They then communicate this to the firing elements who may then fire.

The nominated target is then diced to land the fire on target. A roll of 5+ is required if the firer has acquired the target, 6 in other cases. If the target is hit, the area of effect is centered on that point. If it misses, it deviates. Roll a Deviation Dice/Marker, then roll 1d6 re-rolling any '6' if observed fire. This gives the direction and distance of the deviation This gives the new center for the fire. Double the deviation distance if the fire is not observed by a member of the firing Platoon, or the range is over 40”.
The Attack radius is the area of effect. Any target touched by this area is able to be hit. See the following chart.


Weapon

Attack
To
Dm
DM

Weapon
Range
DM vs. Foot
DM vs. Vehicle
Attack Radius

Mortars



60mm
40
+1
+0
0.5


80-82mm
60
+2
+0
1


105-120mm
80
+3
+2
2

Guns/Howitzer


Up to 90mm

+1
+1
2




Up to 122mm

+2
+2
2.5




Larger

+3
+3
3

Aircraft Rockets

+3
+3
2

Aircraft Bombs
20
+3
+4
1.5

Aircraft Napalm
20
+4
+2
2

Mortars have a minimum range of 8”. Guns and howitzers a minimum range of 20”. Guns and Howitzers have an unlimited range in this game. Mortar fire ignores all cover except buildings

Any elements within the area or touched by are diced to hit. Roll 1d6, a score of 5 or 6 is required to hit if guns/howitzers, 4, 5 or 6 if mortars. Any element hit dices for damage. 

Use the previous damage tables for results. Any hit by these types of weapons is slightly different to normal fire. The damage they inflict is a 1d6 plus the DM for that type of attack, but any unmodified roll of a ‘6’ automatically causes the element to be destroyed.

All hits on vehicles strike flank armour. Open topped vehicles subtract 1 from their side armour.

Air Support

There are 2 types of air support, Transport and Attack.. Transport is provided by transport helicopters. Attack is Helicopter Gunships and Attack Aircraft. Now none of these is very sophisticated.

Transport helicopters may move as normal troops. All Attack using Advance mode, and other movement is performed in March mode (does not require a road obviously). Once transport helicopters have landed, they move off table as quickly as possible. Transport helicopters take-off and land using Advance mode. All aircraft and helicopters start the game off table. Attack helicopters may stay on table for 2 + 1d6 turns, this is rolled the turn they appear on table.

Attack Aircraft appear on the table at a random time. Roll 2d6, this is the turn on which the aircraft return. They move in the Advance phase. They fly a straight path to the point of weapons release. Targets must be acquired to fire on by the aircraft. After weapons release the plane continues its straight flight.

Transport helicopters may have a single machinegun on a side mount on either side if possible. Attack helicopters may have a number of weapons (as original). Rocket weapons may fire once for each pod and are treated as artillery fire. Other weapons as direct fire. Bombs and napalm are released 20” short of the target, directly in line with the planes axis of travel.. Other Attack Aircraft weapons are able to attack targets 8-24” directly in the line of flight.

AA Fire

AA troops/vehicles may fire at any air target (see direct fire). Other troops may also fire but at reduced effectiveness. Landing helicopters may be shot at by all troops as if a ground target.  Treat all helicopters as soft vehicles, attack aircraft as AFV armour 1/1. An element must be in Hold mode to use AA fire.

Morale

Morale checks are made for each Platoon or HQ unit (except General) when any of the following happen to it;-

· When Platoon or HQ unit take casualties

· When a vehicle has enemy infantry within 4”

· The unit is under artillery or air attack (not transport)

· Unit was Charged this turn

· To make a Charge into base to base contact.

· A friendly unit has elements within 8” which rout.

Morale is based on troop classes, Greenhorn, Average, and Grunty. To make a morale check the troop classes base morale is checked, then 1d6 is rolled and modified as below. The modified result is then compared to the results table and the indicated result applied immediately.

Base Morale -
Greenhorns
4


Average
3


Grunty
2


Elite
0

Morale Modifiers

-1
For each Casualty the Platoon or unit has suffered (all elements removed from play, or moved to ‘General’ this turn).

Under artillery attack.

Friendly unit within 8” routs.

-2
Under air attack (except transport).


Platoon HQ lost.

+1
CHQ within 4” of an element of Platoon.


In hard cover with no known enemy within 2"

+2
‘General’ within 4” of an element of the Platoon.

Morale Check Results

Modified dice roll was -
Equal or greater
Carry on. No effect.


Failed by 1
May not move towards known enemy. 


Failed by 2-3
Move full Advance move away from all enemy. Only fire if Base Morale check passes.


Failed by 4-5
As 2, but using Charge, or March if on road.


Failed by 6
Platoon is placed within 6” of ‘General’, may not move 



or fire next turn.


Failed by 7+
Unit routs off table immediately, remove from play. 



Any friendly unit that has any elements within 8” of any 



of the routed units elements must make a morale check.

Vehicles & Other Weapons

Vehicles have the same modes and work in pretty much the same way as infantry. To load or unload passengers, the passengers may not move more than a half move to the vehicle, load, and the vehicle moves up to half its move, which must be in Advance. Unloading is the reverse of loading.

Armoured vehicles (AFV), have more protection than normal elements. This extra protection is divided into two areas of protection, front and flank. Front armour is  an arc of 180 degrees across the front of the vehicle , positioned at the front of the chassis. Flank armour is the rest of the vehicle.

Armoured protection is rated from 0 (soft skin vehicles) to 9 (large main battle tanks). Open top vehicles will be generally rated lower than comparable vehicles.

Vehicles also can carry weapons, and these function as normal weapons. Those mounted in AA mounts, turrets, or in cupola mounts may traverse over 360 degrees, Others have a 45 degree arc left and right of the direction they point, i.e. front, side, rear, turret front. Heavy and support weapons also are also limited to the same 45 degree arc as above. 

Vehicles also have an assault factor so they may Charge in to Hand to Hand (so to speak).

Army Lists

Army lists are fairly free and easy, but we have some structure to follow. Platoons may all be structured differently, but all elements of the platoon have the same troop grade. Points values follow.

‘General’

This is you, the big cheese. He may have his own APC/Truck/Jeep/tank. May have 3 infantry elements as bodyguards. Only one ‘General’ per side.

Infantry Company

An army may have up to 3 of these. Each is made up of an HQ (CHQ), up to 1 Weapons Platoon, and up to 4 Infantry Platoons. The HQ may be vehicle mounted (APC or jeep). Two of the companies may be motorised with trucks. One company may have APC's. One infantry platoon may use helicopters.

There are also a number of other types of Platoons which can be added to your force, none requiring a CHQ.

Unit

Element Types
Number of

‘General’
SMG
1



Jeep or APC/tank
1


Body Guards
SMG, Rifle, SLR, ASR
0-3



Truck or APC
0-3

CHQ
SMG, Rifle, SLR, ASR
1

Infantry Platoon

1-4


Platoon HQ
SMG, Rifle, SLR, ASR
1


Platoon Sections
As HQ.
2-3


Platoon Support
MG, Bazooka, SMG+LAW, or
0-2



SLR/ASR+ Grenade Launcher

Weapons Platoon

0-1


Platoon HQ 
SMG, Rifle, SLR, ASR
1


Gun Section
1-2 MG or HMG
0-1


Mortar Section
1-3 Mortars up to 82mm
0-1


A/T Section
1-3 Recoilless (up to 90mm) or
0-1



Bazooka, or SMG+LAW

Recce Platoon

0-1


Platoon HQ
Jeep or APC or Armoured car
1



Jeep or Armoured Car or APC
2-4

Tank Platoon

0-2


Platoon HQ
Tank
1



Tank
2-4

Note – If any Heavy Tanks are used then a maximum of 3 tanks are allowed. 

Anti-Tank Platoon

0-2


Platoon HQ
SMG, Rifle, SLR, ASR
1



Jeep or APC
1



Jeep + Recoilless, or Jeep towing
2-3



37mm, 40mm, 57mm, 76mm  A/T 



gun. 

SP Anti-Tank Platoon

0-1


Platoon HQ
SP A/T
1



SP A/T
2-3

Artillery Platoon

0-1


Platoon HQ
SMG, Rifle, SLR, ASR
1



Jeep
1


Artillery Sections
Mortar or Arty. Gun/Howitzer towed
2-3



By truck, or SP Arty.

AA Platoon

0-1


Platoon HQ
SMG, Rifle, SLR, ASR
1



Jeep
1


AA Sections
SP AA or AA gun towed by truck
2-3

Attack Helicopter
Attack Helicopter
0-1

Attack Plane
Attack Plane
0-1

Troop Grade Costs

Troops of different grades cost different amounts. The better the troop grades, the bigger the cost. The cost is measured in a percentage. Add this percentage to the basic cost to get the total cost. 

Note – All troops in a Platoon or HQ unit must all be of the same grade.

Greenhorn
+0%

Average
+15%

Grunty
+30%

Equipment Guide

Equipment
Points
Weapons
Armour
Movement
Passengers



Cost

F/S
Type

Infantry

SMG

Inf.




Rifle

“




SLR

“




ASR

“




MG

“

Extra if also armed with




Rifle Grenades




Grenade Launcher




Bazooka




LAW

Support Weapons


Auto Grenade

Auto GL

Support


HMG

HMG

“


57mm RR

57mm Recoilless

“


75-84mm RR

Recoilless

“


90mm RR

Recoilless

“


60mm Mortar

Mortar

“


80-82mm Mortar

Mortar

“

Heavy Weapons


120mm Mortar

Heavy Mortar

Heavy Weap.


37mm A/T Gun



“


57mm A/T Gun



“


76mm A/T Gun



“


17pdr A/T Gun



“


106mm RR

Recoilless

“


70-76mm How.

Howitzer

“


88-90mm How.

Howitzer

“


105-122mm How

Howitzer

“


150mm + How.

Howitzer

“


20mm AA Gun

20mm A/C AA

“


40mm AA Gun

40mm A/C AA

“


57mmAA Gun

57mm A/C

“

Soft Vehicles


Jeep

HMG (R)
0/0
Wheel
1 Inf./Support


Truck


0/0
Wheel
2 Inf./Supp, or tow 1 Heavy Weapon.

APC’s


M3 ½ Track

HMG (R)
1/1
½ Track
2 Inf./Supp


M113

HMG (R)
1/1
Fast
2 Inf./Supp


Universal Carrier

MG (R)
1/1
“
1 Inf./Supp


BTR 152

MG (R)
1/1
Wheel
2 Inf./Supp.


LVT Buffalo

HMG (R), HMG (R)
1/1
Medium
3 Inf./Supp.




Amphibious


White Scout Car

HMG (R)
1/1
Wheel
1 Inf./Supp


Sdkfz 251

MG (R)
1/1
½ Track
2 Inf./Supp

Armoured Cars


White Scout Car

HMG (R)
1/1
Wheel
1 Inf./Supp


M8 Greyhound

37mm A/T, MG (T)
1/1
“





HMG (R)


Sdkfz 222

20mm A/C, MG (T)
1/1
“



Ferret

MG
1/1
“


Fox

30mm A/C, MG (T)
1/1
“


AML 90

90mm Gun, MG (T)
1/1
“


BRDM-2

HMG, MG (T)
1/1
“

Light Tanks


M3 Stuart

37mm Gun, MG (T)
2/1
Fast




MG (H)


M5 Stuart

37mm Gun, MG (T)
3/2
Fast




MG (H)


Chaffee

75mm L40 Gun, MG (T)
3/2
Fast




MG (H), HMG (R)


Scorpion

76mm How, MG (T)
2/1
Fast


Skoda 38t

37mm Gun. MG (T)
2/1
Medium




MG (H)


PT-76

76mm L40 Gun, MG (H)
2/1
Fast




Amphibious


M41

76mm L55, MG (T)
3/2
Fast




HMG (R)

Medium Tanks


M4  Sherman

75mm L40 Gun, MG (T)
4/2
Medium




MG (H), HMG (R)


M4 Sherman 76mm
76mm L55 Gun, MG (T)
4/3
Medium




MG (H), HMG (R)


T34/76

76mm L40 Gun, MG (T)
4/3
Fast




MG (H)


T34/85

85mm L55 Gun, MG (T)
4/3
Fast




MG (H)

Heavy Tanks


Centurion

84mm Gun, MG (T)
6/3
Medium


Chieftain

120mm Gun, MG (T)
9/4
Slow


T54/55

100mm Gun, MG (T)
7/4
Fast




HMG (R)


T62

115mm Gun, MG (T)
7/4
Fast




HMG (R)


T72

125mm Gun, MG (T)
8/4
Fast




HMG (R)


M48

90mm Gun, MG (T)
6/3
Fast




HMG (R)


M60

105mm Gun, MG (T)
7/4
Fast




HMG (R)


Leopard 1

105mm Gun, MG (T)
7/4
Fast




MG (R)

SP A/T


M10

76mm L55 Gun (T), 
4/3
Medium




HMG (R)


M18

76mm L55 Gun (T), 
4/3
Fast




HMG (R)


M3 GMC

75mm L40 Gun (H),
1/1
½ Track




MG (R)


SU-76

76mm L40 Gun (H)
2/1
Fast




HMG (R)


M113

106mm Recoilless,
1/1
Fast




HMG (R)


ISU-152

152mm How (H), 
5/4
Slow




HMG (R)

SP Artillery


M7 Priest

105mm How, HMG (R)
2/1
Medium


M113

120mm Mortar (H)
1/1
Fast




HMG (R)


M21 Mortar Carrier
81mm Mortar (H), 
1/1
1/2 track




HMG ®

SP AA


M16

4x HMG (T)
1/1
½ Track


M42 Duster

2x 40mm A/C
2/1
Fast

Attack Helicopters


Sioux Scout

4x MG (H)



UH-1B/D

4x MG, 2x 7 70mm Rocket (H)




1x MG (LS) 1xMG (RS)


MD-500

3x MG, Auto G/L (H)

Attack Aircraft


OV-10 Bronco

4x MG, 2x 7 70mm Rocket


AC-37 Dragonfly

9x MG, 2x 70mm Rocket, Napalm


Skyraider

4x 20mm A/C, Napalm, Bomb


P51 Mustang

6x HMG, 6 76mm Rocket

Transport Helicopter

UH-38

1x MG (RS) 1x MG (LS)

UH-1D

1x MG (RS) 1x MG (LS)

Event Cards

These are drawn before play and reflect some of the funny characteristics of the game, the tongue in cheek side of things. Each side may draw 2 cards at the start. They are played at the time of choosing or when the card states. The effects of each card is described on the card. For these cards a pack of normal playing cards will suffice. Only 2 suits are required + the 2 Jokers. Shuffle before drawing. The cards number/picture corresponds to a card type below.

ACE - Nullify - This cards nullifies any card played by the opposition. It must be played at the time the other card is.

TWO - Head Start - Played on friendly company. One company may add 50% to their first move. Played before game start.

THREE - Late - Played on an opposing platoon. The platoon may not enter the game until turn 2 moving on from the table edge. Played before game start.

FOUR - Bribe - Played on an opposing platoon within 4" of a friendly element. Roll 1d6, on a 4 plus the unit is bribed and leaves the battle, removed from play.

FIVE - Minefield - Played on an opposing platoon. Each element of the platoon dices rolling 1d6. A roll of 4+ damages infantry/support/heavy weapons/wheeled vehicle (wheeled are destroyed). 5+ causes all AFV to be destroyed.

SIX - Booby Trap - Played on an infantry element (not the General or an CHQ). The element is Automatically Damaged. 

SEVEN - Rapid Fire - Played on a friendly platoon. They may fire again immediately in the fire phase that this is played in. 

EIGHT - Lucky - Played on a friendly element. They may add +1 to all to hit rolls and +1 to all damage rolls. If hit and Damaged/Destroyed, it may roll a dice, a 4+ and it is missed. Played before game start. 

NINE - Miracle - Played on a friendly element. All shots at them this turn will miss. Played at turn start.

TEN - Stalled - Played on a opposing vehicle. This turn it may not move. Played at turn start.

JACK - Inspired Leadership - Played on a friendly platoon. All morale checks for this platoon are at a +2 for the rest of game.

QUEEN - UN Post - A UN post is placed on the table. It is 6" x 6". Must be placed before game start. It has 4 Grunty infantry, one in each corner, and all in Foxholes (hard cover). They are equipped with Assault Rifles+Machinegun+LAW+Night Vision. They will fire at any who fire within 2" of them or try to move through them, or who fire at them.

KING - Out Of Fuel - Played on an opposing platoon. The platoon may not move for 3 turns.

JOKER - Oh Shit!!! - Played on a opposing artillery platoon (mortar/gun/howitzer) which is firing in area fire. The fire instead hits any friendly platoon between the firer and target. The player of the card may nominate the targets.

