British Airborne List '43-45

(Version 5.3)

	British Airborne Special Rules


1944 saw the first mass employment of British airborne forces with the Normandy landings. These were followed by a series of aborted landings to support the breakout and Operation Market Garden to capture the Rhine bridges at Arnhem. The airborne troops were well-trained and keen to prove their worth and eager for battle after being stood down repeatedly over the years.

British Bulldog 

200 years ago, a French general ago remarked that the British infantry his troops attacked appeared to have taken root and be stuck to the ground because they refused to run away when most other troops would have. Nothing has changed since that time, and British soldiers still have a reputation for tenacity and stubbornly refusing to give up ground that they have taken.

All British units may re-roll any failed Morale tests they take during, or otherwise related to, an Assault. The second result must be taken regardless of the result.
Stiff Upper Lip

The British NCO was renowned for steadiness. 

Any British unit that includes an NCO may re-roll any failed Pinning tests they take. The second result must be taken regardless of the result.
Intractable 

British Airborne forces were extremely tenacious, even to the point of occasionally letting it overcome their better judgment, and will sometimes stubbornly refuse to move, even when it might be in their better interests to do so! 

All British Airborne units are Intractable. If a British Airborne unit fails a Morale Test due to shooting casualties, they do not fall back, but may not move or assault in the their next turn. They may still shoot as normal. Note that this rule only applies to losses incurred by enemy shooting, and does not cover assault losses. So it is still possible to make units fall back by winning an assault, or similar means.
Air Superiority (1944+)

By 1944, the RAF’s Fighter Command had, along with its allies, wrested almost total air superiority from the German Luftwaffe.

A British Army player may spend 50 points to have total air superiority. If this option is taken, 1D3 Spitfire fighters may fire once at the Rear Armor of each enemy aircraft, immediately before they arrive on table. Spitfire fighters are armed with 2 x linked .30 cal MMGs (2 x Linked Heavy 4, Strength 3, BS 2) and 1 x linked 20mm cannon (1 x Linked Heavy 3, Strength 4, BS 2).

Parachute Landings

The Deep Strike special rule applies to all "Parachute" troops. 

Note that Deep Striking is treated as the unit's movement for the turn, so units Deep Strike when activated. Parachuting is a hazardous method of deployment, with many parachutists being injured or lost.  Each model landing by parachute must make a Landing Save roll on a D6. The score needed to survive is given in the following table. Failed rolls result in the model being removed from play.

	
	Open Terrain
	Difficult Terrain

	Each Paratrooper model
	No Roll Required
	3+

	Each piece of heavy equipment (mortars, heavy machine-guns, artillery, radios, etc.)
	3+
	5+


Parachute troops may always be brought on from reserve in the first turn, without rolling for them, if the player wishes. If they are not brought on in the first turn, they arrive randomly as normal.

Parachute troops drop from aircraft, so any enemy units on the board capable of firing at aircraft may fire at any airdropped troops within range on the turn after they land, regardless of intervening terrain.  It is assumed that they are being shot at as the parachute troops come in for landing.

Parachute troops that land within 2" of an enemy model are destroyed.

Night Landings: Dropping parachute troops and gliders by night reduced the vulnerability as they landed. However, the difficulty in finding the correct place to drop the parachutists or release the gliders increases dramatically.

Models that paradrop at night ignore the rule about being able to be fired at by any enemy unit in range capable of firing at aircraft. However, add an extra 1D6" to the scatter rolls for night landings, reflecting the difficulty of accurately locating the drop zone or landing zone. If two or more of the scatter dice roll 1 at the same time, the glider tug or troop transport suffered such a serious navigation error that the troops were dropped too far away to take part in the battle!

Canadian Airborne Forces

Canada fielded an Airborne force during WW2, and the British considered the Canadians very ‘American’. They were seen to ‘rush about madly’ rather than approach things in the slow and steady way favored by the British. 

You may downgrade the entire army to Canadian, which reduces the cost of each and every non-vehicle unit in the army by –5 points, no matter the size or type. The “Stiff Upper Lip” rule does not affect Canadian units. 

Polish Airborne Forces

Poland also fielded an Airborne force during WW2. Polish Airborne units are treated as normal British Airborne units.

	British Airborne Vehicle Upgrades


Heavy Camo
Vehicle is heavily covered with local vegetation and expertly painted to fool even the most astute gunners. In scenarios using the hidden set-up rules (see the Warhammer 40,000 rules) vehicles carrying heavy camo can be set up hidden anywhere in their deployment zone, not just in or behind appropriate terrain features. The vehicle must be properly modeled if this upgrade is chosen.

	British Airborne Infantry Weapons


	Weapon
	Range
	Str
	AP
	Type

	Colt Automatic
	12"
	3
	-
	Pistol

	Lee-Enfield
	24"
	3
	-
	Rapid Fire

	Sten Gun SMG
	12"
	3
	+1
	Assault 3

	Bren LMG
	36"
	3
	-
	Rapid Fire or Heavy 3

	Vickers MMG
	48"
	3
	-
	Heavy 5

	2" Mortar
	G 12”-36"
	3
	+1
	Heavy 1/Blast

	3" Mortar
	G 12”-48"
	4
	+1
	Heavy 1/Blast

	Flamethrower
	Template
	4*
	-
	Assault 1, Encumbering, Volatile, Fire!

	Grenade
	G 12"
	3
	+1
	Assault 1/Blast

	Boys AT Rifle
	48"
	4
	-1*
	Heavy 1

	PIAT
	18"
	4*
	-
	Rapid Fire 1/Blast

	.30cal MMG
	48"
	3
	-
	Heavy 4

	.50cal Browning/Vickers HMG
	48"
	4
	-1
	Heavy 4


	British Airborne Tank Weapons


	Weapon
	Range
	Str
	AP
	Type

	20mm AA
	60"
	4
	-1
	Heavy 3

	2-pounder (40mm) AT
	48"
	3*
	-
	Heavy 1/Blast

	6-pounder (57mm) AT
	60"
	4*
	-
	Heavy 1/Blast

	3" HE
	36"
	4
	+1
	Heavy 1/Large Blast


	British Airborne Infantry and Armament

	
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Captain
	3
	3
	3
	3
	2
	3
	1
	8
	6+

	Leftenant
	3
	3
	3
	3
	2
	3
	1
	7
	6+

	NCO
	3
	3
	3
	3
	1
	3
	1
	7
	6+

	Paratrooper
	3
	3
	3
	3
	1
	3
	1
	6
	6+

	Sniper
	3
	3
	3
	3
	1
	3
	1
	7
	6+


Officers (Captains and Leftenants) are armed with Colt Automatics, and are “Independent Characters”.

Officers may upgrade to Sten Guns for +2 point each.

Snipers are armed with Lee-Enfield Rifles, and are “Independent Characters”.

NCOs are armed with Lee-Enfield Rifles, Sten Guns, or Browning HP Pistols.

Paratroopers are armed with Lee-Enfield Rifles, unless otherwise noted.

Up to 1/3 (per unit, rounded up of all Paratroopers may upgrade to Sten Guns for +1 point each.

All units have grenades.

	HQ


	PARACHUTE COMPANY

	Parachute Company:
1 Parachute Company HQ
0-3 Snipers



Parachute Company HQ ..............................................................................................55 points
	Section/Weapons:
	1 Captain
1 Leftenant

1 NCO

3 Paratroopers, 1 with Long Range Radio.

	Options:
	1 Bren LMG for +10 points.

1 Boys AT Rifle for +5 points or 1 PIAT for +10 points.

	Leadership:
	British Airborne units within 12” may use the Leadership of the Captain or Leftenant for all Leadership tests.

	SPECIAL RULES:
	

	Deep Strike:
	Parachute units may be airdropped using the Parachute Landing Deep Strike special rules, but only if the mission allows Deep Strike to be used.


0-3 Sniper ....................................................................................................…................15 points
	SPECIAL RULES:
	

	Infiltrators:
	In the right circumstances Snipers have the ability to work their way into a forward position on the battlefield. To represent this they may set up using the Infiltrators rule but only if the mission allows for Infiltrators to be used.
If the mission does not allow troops to use this rule then the Snipers must set up normally with the rest of the army.

	Camouflage:
	A Sniper gains a +1 to any cover save roll when they go to ground.

	Scope:
	A Sniper is armed with a scoped version of the standard rifle. Use the characteristics below.


	Weapon
	Range
	Str
	AP
	Type

	Lee-Enfield Rifle w/Scope
	36"
	3
	-
	Heavy 1/+1 To-Hit


	AIRLANDING COMPANY

	Airlanding Company:
1 Airlanding Company HQ
0-3 Snipers (see Parachute Company entry)



Airlanding Company HQ ..........................................................................................….65 points
	Section/Weapons:
	1 Captain
1 Leftenant
1 NCO
5 Paratroopers, 1 with Long Range Radio

	Options:
	1 Bren LMG for +10 points.

1 Boys AT Rifle for +5 points or 1 PIAT for +10 points.

	Leadership:
	British Airborne units within 12” may use the Leadership of the Captain or Leftenant for all Leadership tests.


	ELITES


	0-1 AIRLANDING ENGINEERS PLATOON

	Airlanding Pioneer Platoon:
1 Airlanding Engineer Platoon HQ
1-2 Airlanding Engineer Sections



You may have 1 Airlanding Engineers Platoon per Airlanding Company.

Airlanding Engineer Platoon HQ  ...............................................................................30 points
	Section/Weapons:
	1 Leftenant

2 Paratroopers

	Options:
	All may have MRC body armor (5+ Save) for +3 points.

	Leadership:
	British Airborne units within 12” may use the Leadership of the Leftenant for all Leadership tests.

	Transport:
	1 Jeep for +10 points.

	SPECIAL RULES:
	

	Obstacles:
	Engineer units may place D3 obstacles (see the Warhammer 40,000 rules) per Engineer section before deployment of any troops.

	Mine Clearers:
	Engineer units are deployed to clear minefields (see the Warhammer 40,000 rules). An Engineer unit can enter a minefield without being attacked, but must treat it as Difficult Terrain for movement. A unit may not fire while attempting to clear a minefield. Any minefield that the section moves across is cleared and removed from play.


1-2 Airlanding Engineer Section ..................................……........................................45 points
	Section/Weapons:
	1 NCO

7 Paratroopers

	Options:
	1 Flamethrower for +20 points.

2 may have Magnetic Mines for +2 points each.

All may have MRC body armor (5+ Save) for +8 points.

	Transport:
	3 Jeeps for +30 points.

	SPECIAL RULES:
	

	Obstacles:
	Engineer units may place D3 obstacles (see the Warhammer 40,000 rules) per Engineer section before deployment of any troops.

	Mine Clearers:
	Engineer units are deployed to clear minefields (see the Warhammer 40,000 rules). An Engineer unit can enter a minefield without being attacked, but must treat it as Difficult Terrain for movement. A unit may not fire while attempting to clear a minefield. Any minefield that the section moves across is cleared and removed from play.


	RECCE TROOP

	Recce Troop:
1 Recce Section



You may have 1 Recce Troop per Airlanding Company.

Recce: Recce units may be deployed on the table at the start of the battle, even in scenarios where they could not normally be deployed. If the scenario is one where you can only deploy a limited number of units then any Recce Troops you deploy do not count against the limit for the scenario.
Also, after both sides have deployed, Recce units may make a free move before the first turn takes place or before any rolls to determine who gets the first turn. All of the normal movement rules apply.
Recce Section ...................................................................................................……...45 points
	Section/Weapons:
	1 NCO
7 Paratroopers

	Options:
	2 PIATs for +10 points each.

1 2” Mortar for +8 points.

	Transport:
	2 Jeeps for +20 points or 

2 Universal Carriers for +40 points.


	CARRIER TROOP

	Carrier Troop:
1 Carrier Section



You may have 1 Carrier Troop per Airlanding Company.

Carrier Section ..................................................................................................……...60 points
	Section/Weapons:
	1 NCO
5 Paratroopers

	Options:
	3 PIATs for +10 points each.

1 2” Mortar for +8 points.

	Transport:
	3 Jeeps or 

3 Universal Carriers for +30 points.


	0-2 BRITISH ARMY UNITS

	You may use up to 2 choices from the British Army list as Elites choices.



	0-1 BRITISH COMMANDO UNITS

	You may use any 1 choice from the British Commando list as an Elites choice.



	TROOPS


	1+ PARACHUTE PLATOON

	Parachute Platoon:
1 Parachute Platoon HQ
2-3 Parachute Sections



You may have 1 to 3 Parachute Platoons per Parachute Company.

Parachute Platoon HQ ................................................................................................40 points
	Section/Weapons:
	1 Leftenant
1 NCO
4 Paratroopers

	Options:
	1 Boys AT Rifle for +5 points or 1 PIAT for +10 points.

1 2” Mortar for +8 points.

All may have MRC body armor (5+ Save) for +6 points.

	Leadership:
	British Airborne units within 12” may use the Leadership of the Leftenant for all Leadership tests.

	SPECIAL RULES:
	

	Deep Strike:
	Parachute units may be airdropped using the Parachute Landing Deep Strike special rules, but only if the mission allows Deep Strike to be used.


2-3 Parachute Section ..........................................................................................…....50 points
	Section/Weapons:
	1 NCO

7 Paratroopers, 1 with Bren LMG

	Options:
	1 additional Bren LMG for +10 points.

All may have MRC body armor (5+ Save) for +8 points.

	SPECIAL RULES:
	

	Deep Strike:
	Parachute units may be airdropped using the Parachute Landing Deep Strike special rules, but only if the mission allows Deep Strike to be used.


	0-1 PARACHUTE WEAPONS PLATOON

	Parachute Weapons Platoon:
1 Parachute Weapons Platoon HQ
1-2 Weapons Sections



You may have 1 Parachute Machine Gun Platoon per Parachute Company.

Parachute MG Platoon HQ ..............................................................................................25 points
	Section/Weapons:
	1 Leftenant
2 Paratroopers

	Options:
	All may have MRC body armor (5+ Save) for +3 points.

	Leadership:
	British Airborne units within 12” may use the Leadership of the Leftenant for all Leadership tests.

	SPECIAL RULES:
	

	Deep Strike:
	Parachute units may be airdropped using the Parachute Landing Deep Strike special rules, but only if the mission allows Deep Strike to be used.


1-2 Weapons Section .......................................................................................……........60 points
	Section/Weapons:
	2 Vickers MMG teams, with a crew of 3 Paratroopers each.

	Options:
	The MMGs may be 3" Mortars instead for no cost.

All may have MRC body armor (5+ Save) for +6 points.

	SPECIAL RULES:
	

	Deep Strike:
	Parachute units may be airdropped using the Parachute Landing Deep Strike special rules, but only if the mission allows Deep Strike to be used.


	FAST ATTACK


	0-1 RECCE TANK TROOP

	Recce Tank Troop:
0-3 Tetrarch Light Tanks
0-2 M22 Locust Light Tanks




You may have 1 Recce Tank Troop per Airlanding Company.

You may have up to 3 tanks per Recce Tank Troop.
	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Tetrarch VII  (A17) Light Tank
	45
	9
	8
	8
	3


Type: Fast, Tank.

Crew: 3, British Airborne.

Weapons: The Tetrarch is armed with a turret mounted 2-pounder AT and LMG.

Options: The Tetrarch may upgrade to a 3" HE gun for +10 points.
A Tetrarch may have the following vehicle upgrades: Heavy Camo at +5 pts, Smoke Launchers at +3 pts.

	Weapon
	Range
	Str
	AP
	Type

	3" (76mm) HE
	36"
	4
	+1
	Heavy 1/Large Blast


SPECIAL RULES:
Commander/Loader: In some British tanks the loader also served as the commander. Therefore, the tank may not fire its turret weapons if Unbuttoned (see AWW2 rules).

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	M22 Locust Light Tank
	60
	10
	9
	9
	3


Type: Fast, Tank.

Crew: 3, British Airborne.

Weapons: The Locust is armed with a turret mounted 37mm AT and MMG.

Options: A Locust may have the following vehicle upgrades: Heavy Camo at +5 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:
Commander/Loader: In some British tanks the loader also served as the commander. Therefore, the tank may not fire its turret weapons if Unbuttoned (see AWW2 rules).

	AIRLANDING PLATOON

	Airlanding Platoon:
1 Airlanding Platoon HQ
2-4 Airlanding Sections



You may have 1 to 4 Airlanding Platoons per Airlanding Company.

Airlanding Platoon HQ ..................................................................................................50 points
	Section/Weapons:
	1 Leftenant
1 NCO
6 Paratroopers

	Options:
	1 Short Range Radio for +5 points.

1 Boys AT Rifle for +5 points or 1 PIAT for +10 points.

1 2” Mortar for +8 points.

All may have MRC body armor (5+ Save) for +8 points.

	Leadership:
	British Airborne units within 12” may use the Leadership of the Leftenant for all Leadership tests.


2-4 Airlanding Section ....................................................................................................60 points
	Section/Weapons:
	1 NCO

9 Paratroopers, 1 with Bren LMG

	Options:
	1 additional Bren LMG for +10 points.

All may have MRC body armor (5+ Save) for +10 points.


	HEAVY SUPPORT


	0-1 AIRLANDING MORTAR PLATOON

	Airlanding Mortar Platoon:
1 Airlanding Mortar Platoon HQ
1-2 Airlanding Mortar Sections



You may have 1 Airlanding Mortar Platoon per Airlanding Company.

Airlanding Mortar Platoon HQ ....................................................................................25 points
	Section/Weapons:
	1 Leftenant
2 Paratroopers

	Leadership:
	British Airborne units within 12” may use the Leadership of the Leftenant for all Leadership tests.


1-2 Airlanding Mortar Section ...........................................................................…......50 points
	Section/Weapons:
	2 3" Mortar teams, with a crew of 3 Paratroopers each.


	0-1 PARACHUTE ANTI-TANK PLATOON

	Parachute Anti-Tank Platoon:
1 Parachute Anti-Tank Platoon HQ
1-2 Parachute Anti-Tank Sections



You may have 1 Parachute Anti-Tank Platoon per Parachute Company.

Parachute Anti-Tank Platoon HQ ….................................................................……...35 points
	Section/Weapons:
	1 Leftenant
4 Paratroopers

	Options:
	1 Boys AT Rifle for +5 points or 1 PIAT for +10 points.

All may have MRC body armor (5+ Save) for +5 points.

	Leadership:
	British Airborne units within 12” may use the Leadership of the Leftenant for all Leadership tests.

	SPECIAL RULES:
	

	Deep Strike:
	Parachute units may be airdropped using the Parachute Landing Deep Strike special rules, but only if the mission allows Deep Strike to be used.


1-2 Parachute Anti-Tank Section …............................................................................60 points
	Section/Weapons:
	3 PIAT teams, with a crew of 2 Paratroopers each.

	Options:
	All may have MRC body armor (5+ Save) for +6 points.

	SPECIAL RULES:
	

	Deep Strike:
	Parachute units may be airdropped using the Parachute Landing Deep Strike special rules, but only if the mission allows Deep Strike to be used.


	0-1 AIRLANDING ANTI-TANK PLATOON

	Airlanding Anti-Tank Platoon:
1 Airlanding Anti-Tank Platoon HQ
1-2 Airlanding Anti-Tank Sections



You may have 1 Airlanding Anti-Tank Platoon per Airlanding Company.

Airlanding Anti-Tank Platoon HQ …...........................................................................40 points
	Section/Weapons:
	1 Leftenant
4 Paratroopers

	Options:
	1 Bren LMG for +10 points.
All may have MRC body armor (5+ Save) for +5 points.

	Leadership:
	British Airborne units within 12” may use the Leadership of the Leftenant for all Leadership tests.

	Transport:
	1 Jeep for +10 points.


1-2 Airlanding Anti-Tank Section ….................................…….................................50 points per gun
	Section/Weapons:
	1-2 6-pounder AT guns, with a crew of 4 Paratroopers each.

	Options:
	All may have MRC body armor (5+ Save) for +4 points per gun team.

Any gun may be a 17-pounder AT gun for +25 points each.

	Transport:
	1 Jeep per gun for +10 points each.


	0-1 AIRLANDING ANTI-AIRCRAFT PLATOON

	Airlanding Anti-Aircraft Platoon:
1 Airlanding Anti-Aircraft Platoon HQ
1 Airlanding Anti-Aircraft Section



You may have 1 Airlanding Anti-Aircraft Platoon per Airlanding Company.

Airlanding Anti-Aircraft Platoon HQ …............................................................................30 points
	Section/Weapons:
	1 Leftenant
3 Paratroopers

	Leadership:
	British Airborne units within 12” may use the Leadership of the Leftenant for all Leadership tests.

	Transport:
	1 Jeep for +10 points.


Airlanding Anti-Aircraft Section ….............................................................…….…...30 points per gun
	Section/Weapons:
	1-3 Vickers MMGs, with a crew of 3 Paratroopers each

	Options:
	All Vickers MMGs may be Polston 20mm AA guns instead for no cost.

	Transport:
	1 Jeep per gun for +10 points each.

	SPECIAL RULES:
	

	Static:
	Once fired, a Polston 20mm AA platform cannot be moved for the entire game.

	Turntable Mounts:
	British Polston 20mm AA guns are mounted on a turntable. Turntables are treated like a turret mount. Weapons on turntable mounts may freely rotate to fire in any direction, without penalty.

	Anti-Aircraft Mount:
	An anti-aircraft mount allows the weapon to shoot at planes normally, without having to add 12" to the range or suffer the -1 to hit modifier. Weapons fitted in anti-aircraft mounts suffer a 

-1 penalty to hit ground targets, as it is difficult to depress the weapon low enough to hit ground targets.


	0-1 PACK HOWITZER BATTERY

	Pack Howitzer Battery:
1-4 75mm Pack Howitzers



1-4 M1 75mm Pack Howitzer .................................................................................60 points per gun
SPECIAL RULES:
Artillery Strike: Follows the rules for Artillery Barrages. Weapon uses stats below.

Offboard: This unit does not setup on the table, and cannot be targeted by any other unit.

	Weapon
	Range
	Str
	AP
	Type

	75mm Pack Howitzer
	Unlimited
	5
	+1
	Heavy1/Large Blast, Scatters


	0-1 HAWKER TYPHOON V FIGHTER BOMBER (1944+)

	Points
Front Armor
Side Armor
Rear Armor
BS
Hawker Typhoon V Fighter Bomber
115
10
10
9
2



Type: Flyer (see rules).

Crew: 1, British Army.

Weapons: The Typhoon is armed with 2 x Twin-Linked 20mm cannons.

Options: A Typhoon may also be upgraded to carry either 2 x 1000lb High Explosive bombs or 4 x Rockets for +20 points.

	Weapon
	Range
	Str
	AP
	Type

	20mm Cannon
	60"
	4
	-1
	Heavy 3

	1000lb HE Bomb
	48"
	7
	-
	Ordnance 1/Blast, Pinning


	TRANSPORTS


	UNIVERSAL CARRIER

	Points
Front Armor
Side Armor
Rear Armor
BS
Universal Carrier
20
9
8
8
3



Type: Small, Tank, Open-topped.

Crew: 1, British Army.

Weapons: None.

Options: The Universal Carrier may add a hull-mounted Bren LMG for +5 points. 

A Universal Carrier may have the following vehicle upgrades: Heavy Camo at +5 pts, Smoke Launcher at +3 pts.

SPECIAL RULES:
Transport: May transport up to 5 models and tow one gun.

SPECIAL RULES:
Removable Weapons and Dismounting: Units transported by Universal Carrier may dismount from their vehicle and remove the vehicle's weapon during the movement phase, taking it with them. For each carrier weapon dismounted, one Paratrooper becomes a gunner for the weapon while one other becomes an assistant gunner. The section may remount the vehicle anytime during their movement, subject to the normal mounting/dismounting and moving rules. 

	JEEP

	Points
Front Armor
Side Armor
Rear Armor
BS
Jeep
10
6
6
6
3



Type: Small, Fast, Open-topped, Wheeled.

Crew: 1, British Army.

Weapons: None.

Options: A Jeep may add a pintle-mounted .30cal MMG for +10 points or a .50cal Browning HMG for +15 points. 

A Jeep in any HQ section may add a Long Range Radio for +15 points.

A Jeep may have the following vehicle upgrades: Heavy Camo at +5 pts.

SPECIAL RULES:
Transport: May transport up to 5 models and tow one gun.

You can obtain updated versions of this and other Army Lists from the following web location:

http://games.groups.yahoo.com/group/WWW2alternaterules/files/
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