British Army List '40-42

(Version 1.7)

	British Army Special Rules


The British Army rightly regards its action during the Second World War as its 'Finest hour'.  It somehow managed to turn a seemingly endless tide of defeats into a string of victories.  The opening years of the war saw a succession of reverses as whole Divisions were marched into captivity in France, Africa and the Far East.  British Generals seemed to stumble from one catastrophe to the next while the Axis was triumphant in every theatre.  Somehow, the British, Commonwealth and Free Forces endured the nightmare until, by 1942, they finally began to wrest the initiative from the foe, and the following year saw offensives on all fronts.

The volunteer citizen soldier was, with the exception of the Indian Army, the hallmark of the early war Commonwealth armies. All had suffered from severe funding deficiencies in the interwar years, and comprised a small cadre of regular soldiers, where only the artillery and other specialist branches were approaching establishment strengths. The bulk of the army was made up of part-time volunteers. Even when these men answered the call to arms in September 1939 there still was not enough men to raise the Divisions (or Division in New Zealand’s case) to serve overseas. Large numbers of civilians volunteered and were soon after basic training embarked for service overseas. At first enthusiasm and vigor made up for deficiencies in training and equipment, but in their first actions; Greece, Crete and in the Desert they suffered some hard blows, and soon emerged as hardened warriors.

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.

Fear Naught
The motto of the Royal Tank Regiment was Fear Naught, and British tank crews lived up to this ideal, fighting gallantly to the last tank, no matter the odds or chances of success.
Unlike other vehicles, British "Tanks" (those with the word Tank in their name) may ignore Vehicle Morale tests that are caused by another friendly vehicle within 8" and LOS being destroyed or falling back.
Fix Bayonets! 

Dating back for decades, the British infantryman was traditionally trained at using and assaulting with the fixed bayonet. The British advance was carried for the most part, as it had always been, by the walking rifleman with fixed bayonet.  Anytime a British Infantryman armed with a rifle charges/assaults an enemy unit he is assumed to have and is using a bayonet, and accrues all benefits associated with the weapon. This bonus only applies when a British unit is charging, not when being charged by an enemy.

Tow Hooks On Tanks

All British tanks were equipped to tow artillery pieces. Any British “Tank” class vehicle may also tow 1 gun.

Victor Target

The British artillery system was one of the best of the war (many say it equaled and even surpassed the US system). British artillery developed an incredibly flexible method of controlling large numbers of guns, and enabling infantry commanders to call on the support of a multiple artillery battalions within minutes. 
Once per battle, for one whole turn, each British off board artillery piece can fire twice at the same target. These additional shots always scatter 3d6".
Rolling Barrages

British Infantry tactics emphasized a solid, steady advance over small unit actions. This enabled them to use their superb artillery barrages with massed batteries to pave the way for the infantry with a methodical bombardment of enemy positions.

A British Army player may always elect to conduct a Preliminary Barrage on the enemy, even if not normally permitted to do so.  If the British player elects to do so, he is automatically the attacker for the scenario.
However, if any “1’s” are rolled for any Preliminary Barrage attack against an enemy, then that barrage or payload has gone off the mark; re-roll it as a preliminary barrage attack against a random British unit instead.

Panzer Fright (1940 Only)

British infantry had no practical experience and little training dealing with the revolutionary German-style mobile armored blitzkrieg, or countering enemy armor. Rather, that was supposed to be the job of their own tanks. When faced with enemy armor for the first time, most simply broke and ran. 

During 1940 only, British/Commonwealth units suffer a -1 Ld penalty to all Tank Shock tests.

Hurry Up and Wait (1940 Only)

The British command structure lacked dynamism throughout the first part of the war. This was particularly obvious during their early forays into mobile warfare. 

During 1940, roll 1D6 whenever a British armored vehicle (Armored Car, Tank, etc.) moves. On a die roll of "1", the unit may not move this turn as the officers wait for orders or attempt to decipher the last set.  Any other roll allows the unit to move as normal. The tank may still shoot as normal. 

Tally Ho! (1940-41 Only)

British cavalry regiments have long been known for their enthusiasm for brave, glorious, but sometimes rash charges.  Only recently re-equipped with armored vehicles in lieu of horses, British cavalry units continued to use the same 'saber and lance' tactics they had employed when still on horseback.

During 1940-41, each British/Commonwealth Armored Car and Light Tank unit must roll a dice at the start of each turn/activation. On a roll of "6" the unit immediately moves D6” towards the nearest enemy unit. The unit counts as moving, although it may still move as normal up to the full distance in the movement phase. The unit cannot move further away from the enemy during its movement. Any other roll allows the unit to move as normal.

Maneuver Under Fire (1940-1941 Only)

Early British tank doctrine required that tanks be either concealed in hull-down positions or moving when under enemy fire. Under no circumstances should they halt in the open. In addition, fire should be opened at long range and maintained as the enemy closes. To this end, their training emphasized long range fire and prolific use of ammunition, for which their tanks were well equipped.

During 1940-41, any British "Tank" (vehicles with the word "Tank" in their name) that is not in a Hull Down position (in cover or concealment of some kind) must move at least 1" every turn, minimum, if it is able to do so. However, British tanks are always treated as if moving 1" less than they actually do, for shooting purposes (i.e. treat a tank that moves 7" as if moving 6", for shooting purposes.)

Gaelic Forces

Irish, Scottish, and Welsh regiments used the traditional bagpipes to pipe them into battle. 

Any British army may be Gaelic instead.  Any Gaelic HQ choice may include one “Piper” for +30 points (the figure must be properly modeled!). The Piper is an independent character with the same characteristics as an Infantryman, but with the following special rule: A Gaelic Piper inspires any British unit who hears the skirl of bagpipes. All British units within 12” of a Piper may re-roll any failed Morale Tests.

Commonwealth Forces

Canadian, Australian, New Zealand, South African, and later even Czechoslovakian forces served alongside the British, in their own separate units. These are collectively known as Commonwealth forces.

Any British Army may be downgraded to Commonwealth, 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 apply to Commonwealth forces.

Indian Army Forces

The Indian Army was predominantly recruited from the ‘war-like' groups, such as the Gurkhas, Sikhs, and Rajput. Their pride in their martial tradition and warrior culture makes them determined fighters willing to put up with hardship and danger. Combined with their British officer's unwillingness to let the side down, they can be very formidable.

Any British Army may be upgraded to Indian, for +5 points for each and every Officer in the army. 

The entire army must be upgraded together. The “Stiff Upper Lip” rule applies to all Indian units within 12” of an Officer, rather than units with an NCO. The entire army must be downgraded together. Indian troops should be modeled accordingly.

Gurkhas: Gurkhas were typically rather short in stature, but possessed fantastic fighting ability.

You may upgrade any single (0-1) Indian "choice" to Gurkhas for +1 point per model in the "choice".  The entire "choice" (platoon, etc.) must be upgraded together.

Gurkhas carried their wicked Kukri fighting knives, and tradition dictated that these weapons could not be drawn unless they shed blood. The Gurkhas’ proficiency with these weapons means that Gurkha models may re-roll any failed To-Wound rolls in Assaults. Gurkhas should be modeled accordingly.

New Zealand Forces

The ‘colonial’ New Zealanders were seen as somewhat undisciplined and individualistic, but fairly keen. 

New Zealand forces are treated as Commonwealth forces in all respects. New Zealand forces may include Maori.

Maori: The Maori Battalions of the 2nd NZ Division had a unique reputation among its opponents, and inspired fear in the German Army. They fought well and hard, and this, combined with stories about their warrior history, made them a dreaded foe. 

You may upgrade any single (1) New Zealand Rifle Platoon (not Motor Platoon!) to Maori, which also makes them an Elites Choice, for an additional cost of +15 points per Rifle Section or Rifle Platoon HQ in the Maori Platoon. Maori should be modeled accordingly. Maori Infantrymen have Leadership of Ld 8. Maori Lieutenants, and NCOs (Corporals and Sergeants) have a Leadership of Ld 9. All Maori models have a Weapons Skill of WS 4. 

Maori units loved automatic weapons and acquired them as often as they could from friend and foe alike. Each Maori Rifle Section may have up to 2 additional Bren LMGs for +10 points each, and up to 2 additional submachine-guns (of any type) for +1 point each.

South African Forces (1941+)

The South African Brigades suffered a series of unfortunate defeats in 1941. Like the New Zealand Division, South Africa could not afford to replace their forces when they were wiped out. Unfortunately, the caution displayed by the South African commanders in attempting to protect their national troops gained them a reputation for timidity. 

South African forces are treated as Commonwealth forces in all respects. South African forces may include Afrikaners.

In addition, when you downgrade any British HQ choice to South African, it reduces the Leadership of any Captain models by –1 Ld, and reduces the cost of the Rifle or Motor HQ containing him by –5 points.

Afrikaners: You may choose to have a high proportion of Afrikaners in your South African units. In this case their rather stern outlook and paramilitary background makes them less inclined to worry about the vagaries of war. 

You may take any South African unit as an Afrikaner unit instead, at no cost. Afrikaner units are treated as South African units, except that they may re-roll any failed Pinning tests they take, in the same manner as the “Stiff Upper Lip” rule. The second result must be taken regardless of the result.
However, due to their sympathies with the German cause, the player must roll 1D6 for each Afrikaners unit that attempts to fire on a German unit. On a die roll of a “1” the unit may not shoot at any German models this turn, on a “2-6”, the unit may shoot as normal. Only one test per unit is made per turn.

	British Army 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.

Extra Armor
Vehicle is covered with large amounts of extra plating, tank tracks, tank wheels and sandbags. The AV value of both the Front and Side of the vehicle is now +1 against "Infantry Weapon" attacks. The upgrade offers no extra protection against "Tank Weapons". The vehicle must be properly modeled if this upgrade is chosen.

Track Guards
Track guards protect the vulnerable track mechanism of an armored vehicle. The vehicle treats Immobilized results as Crew Stunned instead, on a D6 roll of 4+. The vehicle must be properly modeled if this upgrade is chosen.

Mine Sweeper 

The vehicle is fitted with a heavy front steamroller or similar, designed to clear minefields (see the Warhammer 40,000 rules). It can enter a minefield without being attacked. Any minefield that the vehicle moves across is cleared and removed from play.

AA MG
Some vehicles had cupola or pintle mounted anti-aircraft machine guns for supporting infantry and anti-aircraft roles. On British vehicles the AA MG was either a LMG or a .30cal MMG, and will be specified for each vehicle. The AA MG may only be used when the vehicle is Unbuttoned (except for open-topped vehicles), at which point the vehicle's main cannon suffers a -1 BS when fired. The AA MG is treated as an anti-aircraft mount. The vehicle must be properly modeled if this upgrade is chosen.

Canister (1941+)
The US 37mm gun could fire the Canister round. This shotgun-type shell was very effective against infantry. When a canister round is fired, place the flamer template D6" from the end of the gun.

	
	Range
	Str
	AP
	Type

	37mm AT w/ Canister
	Template + D6"
	4
	-
	Heavy 1


	British Army Infantry Weapons


	Weapon
	Range
	Str
	AP
	Type

	Webley Service Revolver
	12"
	3
	-
	Pistol

	Lee-Enfield Rifle
	24”
	3
	-
	Rapid Fire

	Sten Gun SMG
	12”
	3
	+1
	Assault 2 (see note)

	Lend-Lease Thompson SMG
	12"
	3
	-
	Assault 3

	Bren LMG
	36”
	3
	-
	Rapid Fire or Heavy 3

	Vickers HMG
	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

	Besa LMG
	48"
	3
	-
	Heavy 3

	.30cal MMG
	48"
	3
	-
	Heavy 4

	.50cal HMG
	48"
	4
	-1
	Heavy 4

	15mm Besa HMG
	48"
	4
	-1
	Heavy 4


Early British submachine guns were poorly designed and highly unreliable. It took multiple redesigns to get the Sten Gun to the point where it was a useful weapon. The Sten Gun was not popular among troops, who called it the "Plumber's Nightmare" or "Plumber's Abortion" (in reference to its' ungainly appearance and resembling to a piece of tubing).  In addition to jamming, it was also very prone to accidentally discharging, especially if dropped.  Many Commonwealth soldiers were wounded or even killed by Sten Guns even before being committed to battle.  
British "Tommie's" preferred the US-made "Tommy gun" submachine gun instead, whenever possible.

	British Army 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+

	Infantryman
	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 Webley Service Revolvers, and are “Independent Characters”.

Leftenants 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, Thompson SMGs, or Webley Service Revolvers.

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

Up to 1/6 (per unit, rounded down) of all Infantrymen may upgrade to Sten Guns for +1 point each or Thompson SMGs for +2 points each.

All units have grenades.

	British Army Tank Weapons


	Weapon
	Range
	Str
	AP
	Type

	20mm AA
	60"
	4
	-1
	Heavy 3

	French S25mm AT
	48"
	5
	-1
	Heavy 2

	40mm Bofors AA
	60"
	5
	-1
	Heavy 2

	37mm AT
	48"
	3*
	+1
	Heavy 1/Blast

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

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

	75mm AT
	60"
	4*
	-1
	Heavy 1/Blast

	95mm (3.7") HE
	48"
	5
	+1
	Heavy 1/Large Blast

	3.7" Smoke Mortar
	36"
	Smoke Only
	*
	Heavy 1/Large Blast

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

	18-pounder HE
	48"
	4
	+1
	Heavy 1/Large Blast

	25-pounder (87mm) HE
	48"
	5
	+1
	Heavy 1/Large Blast


Note: The 3.7" Smoke Mortar is only capable of firing Smoke rounds.

	HQ


	RIFLE COMPANY

	Rifle Company:
1 Rifle Company HQ
0-2 Snipers



Rifle Company HQ .......................................................................................................45 points
	Section/Weapons:
	1 Captain
1 Leftenant

1 NCO
3 Infantrymen

	Options:
	1 Long Range Radio for +15 points.

1 Bren LMG for +10 points.

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

	Transport:
	1 Lorry for +15 points.


0-2 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


	0-1 MOTOR COMPANY

	Motor Company:
1 Motor Company HQ



Motor Company HQ ......................................................................................................70 points
	Section/Weapons:
	1 Captain
1 Leftenant

1 NCO

3 Infantrymen, 1 with Bren LMG

	Options:
	1 Long Range Radio for +15 points.

1 Bren LMG for +10 points.

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

	Transport:
	1 Lorry.


	ELITES


	0-1 PIONEER PLATOON

	Pioneer Platoon:
1-2 Pioneer Sections



1-2 Pioneer Section ..................................……............................................................45 points
	Section/Weapons:
	1 NCO
7 Infantrymen

	Options:
	2 may have Magnetic Mines for +2 points each.

	Transport:
	1 Lorry for +15 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.


	0-1 CARRIER PLATOON

	Carrier Platoon:
1 Carrier Platoon HQ
1-3 Carrier Sections



You may have 1 Carrier Platoon per Rifle Company.

Carrier Platoon HQ ................................................................……….....................….....45 points
	Section/Weapons:
	1 Leftenant
2 Infantrymen

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

	Transport:
	1 Universal Carrier.


1-3 Carrier Section ........................................................................................................110 points
	Section/Weapons:
	1 NCO

8 Infantrymen, 1 with Boys AT Rifle

	Options:
	1 2” Mortar for +8 points.

1 additional Boys AT Rifle for +5 points.

	Transport:
	3 Universal Carriers.


	0-1 MOTORCYCLE RECON PLATOON

	Motorcycle Recon Platoon:
1-2 Motorcycle Recon Sections



You may have 1 Motorcycle Recon Platoon per Motor Company.

1-2 Motorcycle Recon Section ......................................................................................90 points
	Section/Weapons:
	1 NCO

9 Infantrymen

	Options:
	Any Infantrymen may have Thompson SMG for +2 points each.

1 2” Mortar for +8 points.

1 Boys AT Rifle for +5 points.

	Transport:
	2 Motorcycles and 3 Motorcycle Combinations or
4 Motorcycles and 2 Motorcycle Combination or
7 Motorcycles and 1 Motorcycle Combination for +5 points.

	SPECIAL RULES:
	

	Dismounted:
	Motorcycle riders may dismount from their vehicle during the movement phase. When dismounted the vehicle may not move or fire, but the section is treated normally. The section may remount the vehicle anytime during their movement, subject to the normal mounting/dismounting and moving rules. On any turn either the vehicle may move or the section may, but not both in the same turn.

	Removable

Weapons and

Dismounting:
	Motorcycle Recon Sections 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 Infantryman 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. 


	0-1 BRITISH SAS UNITS (1941+)

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



	0-1 BRITISH COMMANDO UNITS

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



	TROOPS


	1+ RIFLE PLATOON

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



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

Rifle Platoon HQ ........................................................................................................35 points
	Section/Weapons:
	1 Leftenant
1 NCO

3 Infantrymen

	Options:
	1 Boys AT Rifle for +5 points.
May ADD 1 2" Mortar and 2 Infantrymen for +20 points.

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

	Transport:
	1 Lorry for +20 points.


2-3 Rifle Section ...................................................................................................……..60 points
	Section/Weapons:
	1 NCO
9 Infantrymen, 1 with Bren LMG

	Transport:
	1 Lorry for +20 points.


	MOTOR PLATOON

	Motor Platoon:
1 Motor Platoon HQ
1-3 Motor Sections



You may have 1 to 2 Motor Platoons per Motor Company.
Motor Platoon HQ ………...................................................................................……...60 points
	Section/Weapons:
	1 Leftenant
1 NCO 
5 Infantryman

	Options:
	1 Boys AT Rifle for +5 points

1 2" Mortar for +8 points.

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

	Transport:
	1 Lorry.


1-3 Motor Section ........................................................................................................75 points
	Section/Weapons:
	1 NCO 
9 Infantrymen, 1 with Bren LMG

	Options:
	1 additional Bren LMG for +15 points (1942+).

	Transport:
	1 Lorry.


	MACHINE GUN PLATOON

	Machine Gun Platoon:
1 Machine Gun HQ
1-2 Machine Gun Sections




You may have 1 Machine Gun Platoon per Rifle or Motor Company.

Machine Gun HQ ………………………………………...………………………..….….….35 points
	Section/Weapons:
	1 Leftenant

1 NCO

3 Infantrymen 

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

	Transport:
	1 Lorry for +15 points or
2 Universal Carriers for +40 points (if a Motor Company is taken).


1-2 Machine Gun Section ………………………………………………………..….….….60 points
	Section/Weapons:
	2 Vickers HMG teams, with a crew of 3 Infantrymen each. 

	Transport:
	1 Lorry for +15 points or
2 Universal Carriers for +40 points (if a Motor Company is taken).

	SPECIAL RULES:
	

	MG Mount:
	The Universal Carrier was designed to mount and fire the Vickers HMG, providing a stable platform. The crew of each gun may elect to move and still fire the MMG, or the carrier's weapon, but not both. The MMG may also be removed and used normally from a static position.


	0-1 ARMORED CARS 

	Armored Cars:
0-2 Rolls Royce/Fordson Armored Cars (1940-41 Only)

0-3 Morris Armored Cars (1940-41 Only)

0-3 Marmon Herrington Armored Cars

0-4 "Dingo" or "Lynx" Scout Cars

0-3 Humber LRC Scout Car (1941+)

0-3 Daimler Armored Cars (1942+)
0-3 Humber I/II Scout Cars (1941+)

0-3 Humber I/II/III Armored Cars (1942+)
0-2 AEC I Armored Cars (1942+)




You may have up to 4 Armored Cars as a single choice.

SPECIAL RULES:
Scouts: Armored Cars may be deployed on the board 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 Armored Cars you deploy do not count against the limit for the scenario.
Also, after both sides have deployed, Armored Cars may make a free 2D6" 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.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Rolls Royce 1924 or Fordson Armored Car
	35
	8
	8
	8
	3


Type: Fast, Tank, Wheeled.

Crew: 4, British Army.

Weapons: The Rolls Royce is armed with either a turret mounted Vickers HMG.

Options: A Rolls Royce may be upgraded to "1940 Standard", and be armed with a turret mounted Boys AT Rifle and LMG instead, and be Open-Topped, for no cost.

A Rolls Royce may have the following vehicle upgrades: Heavy Camo at +5 pts, AA LMG (1940 Standard only) at +10 pts, Smoke Launchers (1940 Standard only) at +3 pts.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Morris CS9 Armored Car
	40
	9
	8
	8
	3


Type: Fast, Tank, Wheeled.

Crew: 4, British Army.

Weapons: The Morris is armed with a turret mounted Boys AT Rifle and LMG.

Options: A Morris may have the following vehicle upgrades: Heavy Camo at +5 pts, AA MMG at +10 pts, Smoke Launchers at +3 pts.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Marmon Herrington Armored Car
	40
	9
	8
	8
	3


Type: Fast, Tank, Wheeled.

Crew: 3, British Army.

Weapons: The Marmon Herrington is armed with a turret mounted Boys AT Rifle and LMG.

Options: One Marmon Harrington may have a captured 20mm AA or 37mm AT instead of the Boys AT Rifle, and be Open-Topped, for no cost.

A Marmon Harrington may have a 2-pounder AT instead of the Boys AT Rifle, and be Open-Topped, for no cost (1942+).

A Marmon Herrington may have the following vehicle upgrades: Heavy Camo at +5 pts, AA MMG at +10 pts Smoke Launchers at +3 pts.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	"Dingo" or "Lynx" Scout Car
	40
	10
	9
	8
	3


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

Crew: 2, British Army.

Weapons: The Dingo is armed with a hull mounted LMG or Boys AT Rifle.

Options: The Dingo may replace the hull-mounted weapon with a Short Range Radio for +10 points. 

Any Dingo may have the following vehicle upgrades: Heavy Camo at +5 pts, Smoke Launchers at +3 pts.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Humber LRC Scout Car
	45
	9
	9
	8
	3


Type: Fast, Tank, Wheeled.

Crew: 3, British Army.

Weapons: The Humber LRC is armed with a turret-mounted LMG and a hull-mounted Boys AT Rifle.

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

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Daimler Armored Car
	50
	9
	9
	9
	3


Type: Fast, Tank, Wheeled.

Crew: 3, British Army.

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

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

Commander/Loader: In many British armored cars, the loader also served as the commander. Therefore, the vehicle may not fire its turret weapons if Unbuttoned (see AWW2 rules).

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Humber I/II Scout Car
	40
	9
	9
	9
	3


Type: Fast, Tank, Open-Topped, Wheeled.

Crew: 3, British Army.

Weapons: The Humber Scout Car is armed with a pintle-mounted LMG.

Options: The Humber Scout Car may replace the pintle-mounted LMG with a Twin-Linked LMG, for +5 points.

A Humber Scout Car may have the following vehicle upgrades: Heavy Camo at +5 pts, Smoke Launchers at +3 pts.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Humber I/II/III Armored Car
	60
	10
	9
	9
	3


Type: Fast, Tank, Wheeled.

Crew: 3 or 4 (III), British Army.

Weapons: The Humber III Armored Car is armed with a turret-mounted 15mm Besa HMG and LMG.

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

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	AEC I Armored Car
	60
	11
	10
	9
	3


Type: Tank, Wheeled, Cumbersome.

Crew: 3, British Army.

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

Options: The AEC I may have the vehicle upgrades: Heavy Camo at +5 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:

Commander/Loader: In many British armored cars, the loader also served as the commander. Therefore, the vehicle may not fire its turret weapons if Unbuttoned (see AWW2 rules).

Cumbersome: Based on the chassis of a truck, the AEC was overloaded and not well designed for off-road use. A Cumbersome vehicle may not move faster than 6" per turn, except on a Road.

	0-1 SCOUT PLATOON

	Scout Platoon:
1 Scout Platoon HQ
1-3 Scout Sections



SPECIAL RULES:
Scouts: An Scout Platoon may be deployed on the board 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 Scout Sections you deploy do not count against the limit for the scenario.
Also, after both sides have deployed, Scout Sections may make a free 2D6" 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.

Scout Platoon HQ ..........................................……..............................…….......…..…..50 points
	Section/Weapons:
	1 Leftenant
2 Infantrymen

	Options:
	1 Short Range Radio for +5 points.

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

	Transport:
	1 Universal Carrier.


1-3 Scout Section ........................................................................................................100 points
	Section/Weapons:
	1 NCO

5 Infantrymen, 1 with Boys AT Rifle

	Options:
	1 2” Mortar for +8 points.

1 additional Boys AT Rifle for +5 points.

	Transport:
	3 Universal Carriers.


	0-1 LIGHT ANTI-AIRCRAFT PLATOON

	Light Anti-Aircraft Platoon:
0-2 Anti-Aircraft Sections



You may have 1 Light Anti-Aircraft Platoon per Rifle Company.

0-2 Anti-Aircraft Section .........................................................................................……..85 points
	Section/Weapons:
	1 NCO

3 Infantrymen

	Options:
	2 Boys AT Rifles for +5 points each.

	Transport:
	2 Jeeps with Twin-Linked Bren LMGs in anti-aircraft mounts (each with a crew of 3 rather than the usual 1), and 1 Lorry.

	SPECIAL RULES:
	

	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.


	FAST ATTACK


	0-1 LIGHT TANKS

	Light Tanks:
0-3 Vickers VI Light Tanks (1940-41 Only)

0-3 Lend-Lease Stuart Honey Light Tanks (1941+)




You may have up to 3 Light Tanks as a single choice.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Vickers VI Light Tank
	55
	9
	9
	7
	3


Type: Fast, Tank.

Crew: 3, British Army.

Weapons: The Vickers is armed with a turret-mounted .50cal or 15mm Besa HMG and LMG.

Options: A Vickers may have the following vehicle upgrades: Heavy Camo at +5 pts, AA LMG at +5 pts, Smoke Launchers at 3 pts.
	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Lend-Lease Stuart "Honey" (M3) Light Tank
	80
	11
	10
	9
	3


Type: Fast, Tank.

Crew: 4, British Army.

Weapons: The Stuart is armed with a turret-mounted 37mm AT and MMG and a hull mounted MMG.

Options: A Stuart may have the following vehicle upgrades: Heavy Camo at +5 pts, Extra Armor at +20 pts, AA MMG at +10 pts, Canister at +5 pts.

	0-1 CRUISER TANKS

	Cruiser Tanks:
0-2 Mark I (A9) Cruiser Tanks (1940 Only)

0-2 Mark II (A10) Cruiser Tanks (1940-41 Only)

0-3 Mark IV (A13) Cruiser Tanks (1941 Only)

0-2 Lend-Lease Sherman Medium Tanks (1942+)

0-4 Lend-Lease Lee/Grant Medium Tanks (1942+)

0-4 Crusader II Cruiser Tanks (1941+)




You may have up to 4 Cruiser Tanks as a single choice.

SPECIAL RULES:

Unreliable Cruiser Tanks (1940-41 Only)

Early British tank designs, especially those of cruiser tanks, were notoriously unreliable mechanically, and were scarcely tested before being rushed off to the battlefield. They would break down so often that on multiple occasions, the British Army had fewer than a dozen operational cruiser tanks in the entire Mediterranean theater.

During 1940-41, all British Cruiser tanks (not including Lend-Lease models) are considered to be Unreliable.

Each time an Unreliable tank moves, roll a die. On a die roll of 1, the vehicle is Immobilized as if stuck in Difficult Terrain. 

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Mark I (A9) Cruiser Tank
	50
	10
	9
	8
	3


Type: Lumbering, Tank.

Crew: 4, British Army.

Weapons: A Mark I A9  is armed with a turret-mounted 2-pounder AT and 2 hull mounted LMGs.

Options: One Mark I A9 may be a Mark I A9 CS, with a 3.7" Smoke Mortar instead of the 2-pounder, for no cost. 

An A9 may have the following vehicle upgrades: Heavy Camo at +5 pts, AA LMG at +5 pts.

SPECIAL RULES:
Lumbering: Due to the tank's slow speed, it may never move more than 6" per turn.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Mark II (A10) Cruiser Tank
	70
	11
	11
	9
	3


Type: Lumbering, Tank.

Crew: 4, British Army.

Weapons: A Mark II A10 is armed with a turret-mounted 2-pounder AT and LMG, and a hull-mounted LMG.

Options: One Mark II A10 may be a Mark II A10 CS, with a 3.7" Smoke Mortar instead of the 2-pounder, for no cost. 

An A10 may have the following vehicle upgrades: Heavy Camo at +5 pts, AA LMG at +5 pts.

SPECIAL RULES:
Lumbering: Due to the tank's slow speed, it may never move more than 6" per turn.
	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Mark IV (A13) Cruiser Tank
	65
	11
	10
	9
	3


Type: Tank.

Crew: 4, British Army.

Weapons: A Mark IV A13 is armed with a turret-mounted 2-pounder AT and LMG.

Options: One Mark IV A13 may be a Mark IV A13 CS, with a 3.7" Smoke Mortar instead for no cost. 

An A13 may have the following vehicle upgrades: Heavy Camo at +5 pts, AA LMG at +5 pts.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Lend-Lease Sherman Medium Tank
	95
	12
	11
	10
	3


Type: Tank.

Crew: 5, British Army.

Weapons: The Sherman is armed with a turret-mounted 75mm AT and MMG and a hull mounted MMG.

Options: A Sherman may have the following vehicle upgrades: Gyro Stabilizer at +20 pts, Heavy Camo at +5 pts, Extra Armor at +20 pts, Cullin Device at +5 pts, AA MMG at +10 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:
"Ronson": When any "AT"(*) weapon scores a penetrating hit, add a +1 to the damage result roll.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Lend-Lease M3 Lee/Grant Medium Tank
	110
	12
	11
	10
	3


Type: Tank.

Crew: 6, British Army.

Weapons: A Lee is armed with a turret-mounted 37mm AT and MMG, and a hull-mounted 75mm AT.

Options: Heavy Camo at +5 pts, AA MMG at +10 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:

Sponson-Mounted Gun: Grant and Lee medium tanks have their 75mm gun mounted in a hull sponson, with the other weapons in the turret. This made it difficult to coordinate the fire of all weapons. 

A Grant or Lee tank has a BS of 2 if it fires both its 37mm AT and 75mm AT in the same turn.
	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Crusader II (A15) Cruiser Tank
	80
	11
	11
	10
	3


Type: Tank.

Crew: 5 (3 in Crusader III), British Army.

Weapons: A Crusader II is armed with a turret-mounted 2-pounder AT and LMG.

Options: A Crusader II may be a Crusader I, which adds a hull-mounted LMG for +5 points. 

A Crusader II may be a Crusader III (1942+) with a 6-pounder AT gun instead for +10 points. 

One Crusader II may be a Crusader II CS with a 3" HE instead for +5 points.

A Crusader may have the following vehicle upgrades: Heavy Camo at +5 pts, AA LMG at +5 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:

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

	0-1 INFANTRY TANKS

	Infantry Tanks:
0-2 Matilda I Infantry Tanks (1940 Only)

0-4 Matilda II Infantry Tanks

0-4 Valentine Infantry Tanks

0-2 Churchill I Infantry Tanks (1941+)

0-2 Churchill II Infantry Tanks (1941+)

0-2 Churchill III/IV Infantry Tanks (1942+)



You may have up to 4 Infantry Tanks per Rifle Company as a single choice. 

You may not have Infantry Tanks if you do not have a Rifle Company.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Matilda I (A11) Infantry Tank
	80
	12
	12
	11
	3


Type: Tank.

Crew: 2, British Army.

Weapons: The Matilda I is armed with a turret mounted .50cal HMG or LMG.

Options: The Matilda may have the following vehicle upgrades: Heavy Camo at +5 pts, Mine Sweeper (aka Matilda Scorpion) at +5 pts.

SPECIAL RULES:
WWI Design: Due to the tank's incredibly slow speed, it may never move more than 4" per turn.
	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Matilda II (A12) Infantry Tank
	120
	13
	13
	11
	3


Type: Tank.

Crew: 4, British Army.

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

Options: One Matilda II may be a Matilda II CS, armed with a turret-mounted 3" HE, for +5 points.

The Matilda has Track Guards standard and may have the following vehicle upgrades: Heavy Camo at +5 pts, Extra Armor at +20 pts, Mine Sweeper (aka Matilda Scorpion) at +5 pts.

SPECIAL RULES:
Lumbering: Due to the tank's slow speed, it may never move more than 6" per turn.
	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Valentine Infantry Tank
	95
	12
	12
	11
	3


Type: Lumbering, Tank.

Crew: 3 (4 for Valentine III), British Army.

Weapons: The Valentine II is armed with a turret mounted 2-pounder and LMG.

A Valentine II may be a Valentine III (1942+), with a 4-man crew instead, for +5 points.

A Valentine II may be a Valentine VIII (1942+), with a 6-pounder AT and LMG instead, for +5 points (Cramped Turret, see Special Rule below).

Options: A Valentine may have the following vehicle upgrades: Heavy Camo at +5 pts, Extra Armor at +20 pts, Track Guards at +10 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:
Commander/Loader (All but Valentine III): In most Valentine tanks, the loader also served as the commander. Therefore, all Valentines except the Valentine III may not fire its turret weapons if Unbuttoned (see AWWW2 rules).

Lumbering: Due to the tank's slow speed, it may never move more than 6" per turn.

Cramped Turret (Valentine VIII Only): Some versions of the Valentine cram a 57mm AT into a turret originally designed for a gun half the size.  A Valentine with a 57mm AT may only fire one weapon per turn, no matter what.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Churchill I (A22) Infantry Tank
	155
	13
	13
	12
	3


Type: Lumbering, Tank.

Crew: 5, British Army.

Weapons: The Churchill I is armed with a turret mounted 2-pounder AT and LMG and a hull mounted 3" HE.

Options: One Churchill I may be a Churchill I CS and replace the turret-mounted 2-pounder AT with another 3" HE for +5 pts.

A Churchill I may have the following vehicle upgrades: Heavy Camo at +5 pts, Track Guards at +10 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:

Lumbering: Due to the tank's slow speed, it may never move more than 6" per turn.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Churchill II (A22) Infantry Tank
	130
	13
	13
	12
	3


Type: Lumbering, Tank.

Crew: 5, British Army.

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

Options: One Churchill II may be a Churchill II CS and replace the 2-pounder AT with a 3" HE for +5 points.

A Churchill II has Track Guards as standard equipment and may have the following vehicle upgrades: Heavy Camo at +5 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:

Lumbering: Due to the tank's slow speed, it may never move more than 6" per turn.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Churchill III/IV (A22) Infantry Tank
	145
	13
	13
	12
	3


Type: Lumbering, Tank.

Crew: 5, British Army.

Weapons: The Churchill III/IV is armed with a turret mounted 6-pounder AT and LMG and a hull mounted LMG.

A Churchill may be a Churchill III CS with a 3" HE instead, for +5 points.

One Churchill may be a Churchill V CS with a 95mm HE instead, for +10 points.

Options: A Churchill III/IV/V has Track Guards as standard equipment and may have the following vehicle upgrades: Heavy Camo at +5 pts, Smoke Launchers at +3 pts.

SPECIAL RULES:

Lumbering: Due to the tank's slow speed, it may never move more than 6" per turn.

	0-1 CAPTURED ITALIAN TANKS

	A British Army force may include captured Italian armored vehicles.

You may use up to 2 Italian armored vehicles from the Italian Army '40-43 list

as a single Fast Attack choice.

Select captured Italian tanks from the enemy list, but increase their cost by +25%.

No vehicle upgrades to captured vehicles are allowed, unless they appear on both the Italian Army list and the British Army list.



	HEAVY SUPPORT


	ANTI-TANK PLATOON

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



You may have 1 Anti-Tank Platoon per Rifle Company or Motor Company.

Anti-Tank Platoon HQ …................................................................................................25 points
	Section/Weapons:
	1 Leftenant

2 Infantrymen

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

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

	Transport:
	1 Jeep for +10 points or

1 Lorry for +15 points or
1 Universal Carrier for +20 points.


1-2 Anti-Tank Section …...........................................................................................…100 points
	Section/Weapons:
	2 2-pounder AT guns, with a crew of 4 Infantrymen each.

	Options:
	All guns may be 37mm AT guns for no cost.

All guns may be French S25mm AT guns or Italian 20mm AA for no cost (1940-41 only).

All guns may be 18-pounder HE guns for +20 points.

All guns in one section may be 6-pounder AT guns for +30 points (1942+).

Any 2-pounder, 37mm, or 6-pounder AT gun may be mounted on a Lorry to become self-propelled (see Special Rules) for no cost (1941+). Such weapons are known as Portee. 

AT guns cannot be mounted on Universal Carriers.

	Transport:
	2 Lorries for +30 points or
2 Universal Carriers for +40 points.

	SPECIAL RULES:
	

	Self-Propelled:
	If the guns are mounted on a Lorry (Portee), then the weapon is treated as an open-topped self-propelled vehicle.

	French 25mm:
	The French Hotchkiss 25mm gun carriage was not designed to be towed at road speed, and had to be carried on the back of a truck or manhandled into position.

A French 25mm AT may not be towed faster than 6" per turn.


	0-1 ANTI-AIRCRAFT PLATOON

	Anti-Aircraft Platoon:
0-2 Anti-Aircraft Sections
0-1 Crusader AA I Anti-Aircraft Tank (1942+)




0-2 Anti-Aircraft Section .........................................................................................……..70 points
	Section/Weapons:
	2 40mm Bofors AA guns, with a crew of 4 Infantrymen each

	Transport:
	2 Lorries for +30 points or
2 Morris Tractors for +40 points.

	SPECIAL RULES:
	

	Static:
	Once fired, a Bofors 40mm AA platform cannot be moved for the entire game.

	Turntable Mount:
	This weapon is 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.


	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Crusader AA I Anti-Aircraft Tank
	70
	11
	11
	10
	3


Type: Tank, Open-Topped

Crew: 3, British Army.

Weapons: A Crusader AA I is armed with a turret-mounted Bofors 40mm AA.

Options: A Crusader AA I may have the following vehicle upgrades: Heavy Camo at +5 pts.

SPECIAL RULES:
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 MORTAR PLATOON

	Mortar Platoon:
1 Mortar Platoon HQ
1-3 Mortar Sections



You may have 1 Mortar Platoon per Rifle Company.

Mortar Platoon HQ ...................................................................…......................….......25 points
	Section/Weapons:
	1 Leftenant
2 Infantrymen

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

	Transport:
	1 Jeep for +10 points or
1 Lorry for +15 points or
1 Universal Carrier for +20 points (1942+).


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

	Transport:
	1 Lorry for +15 points or
2 Universal Carriers for +40 points (1942+).


	0-1 SELF-PROPELLED GUNS

	Self-Propelled Guns:
1-2 Bishop Self-Propelled Guns (1942+)



You may have up to 2 Self-Propelled Guns as a single choice.

	
	Points
	Front Armor
	Side Armor
	Rear Armor
	BS

	Bishop Self-Propelled Gun
	75
	11
	10
	9
	3


Type: Lumbering, Tank, Open-topped.

Crew: 4, British Army.

Weapons: The Bishop is armed with a hull mounted 25-pounder HE.

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

SPECIAL RULES:

Lumbering: Due to the tank's slow speed, it may never move more than 6" per turn.

	0-2 FIELD GUN BATTERY (OFFBOARD)

	Field Gun Battery:
1-4 18-pounder HE Field Guns

-OR-

1-4 25-pounder HE Field Guns



1-4 18-pounder Field Guns (Offboard) ......................................….………….….40 points per gun

-OR-

1-4 25-pounder Field Guns (Offboard)...............................................................50 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

	18 pdr Field Gun
	Unlimited
	4
	+1
	Heavy 1/Large Blast, Scatters

	25 pdr Field Gun
	Unlimited
	5
	+1
	Heavy 1/Large Blast, Scatters


	0-1 FIELD GUN BATTERY (ONBOARD)

	Field Gun Battery:
1-4 25-Pounder Field Guns



1-4 Field Guns (On-board) .......................……………….……………….…....….55 points per gun

	Section/Weapons:
	1-4 18-pounder HE field guns, with a crew of 5 Infantrymen each.

	Options:
	The guns may be 25-pounder HE field guns on a turntable mount instead, for +15 points each.

	Transport:
	1 Lorry per gun for +15 points each or
1 Morris Tractor per gun for +20 points each.

	Turntable Mount

(25-pounder HE

 only):
	British 25-pounder HE field guns were 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.


SPECIAL RULES:
Indirect Fire: Each field gun may fire 'indirectly' at targets it can't see in the same way as a mortar. Field guns that fire indirectly obey the normal HE gun rules, except that they become Barrage (indirect fire) weapons with a range of 36"-120" (see the Warhammer 40,000 rulebook). Note that the minimum range for indirect fire is 36".

	0-1 HAWKER HURRICANE IIC FIGHTER BOMBER

	Points
Front Armor
Side Armor
Rear Armor
BS
Hawker Hurricane IIC Fighter Bomber
95
10
9
9
2



Type: Flyer (see rules).

Crew: 1, British Army.

Weapons: The Hurricane IIC is armed with 2 x Twin-Linked 20mm AA.

A Hurricane IIC may be a Hurricane IID (1942+), and be armed with a Twin-Linked 40mm cannons and a Twin-Linked MMG, for +10 points.

Options: A Hurricane IIC may have 2 Bombs for +10 points.

	Weapon
	Range
	Str
	AP
	Type

	40mm Cannon
	60"
	6
	-1
	Heavy 2


	TRANSPORTS


	UNIVERSAL CARRIER

	Points
Front Armor
Side Armor
Rear Armor
BS
Universal Carrier
20
8
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 or Boys AT Rifle for +5 points. 

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

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

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 Infantryman 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 MMG for +10 points or HMG for +15 points.

A Jeep in an HQ Section may have 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.

	LORRY

	Points
Front Armor
Side Armor
Rear Armor
BS
Lorry
15
6
6
6
-



Type: Open-topped, Wheeled.

Crew: 2, British Army.

Weapons: None.

SPECIAL RULES:
Transport: May transport up to 15 models and tow one gun.

	MORRIS TRACTOR / QUAD LIMBER

	Points
Front Armor
Side Armor
Rear Armor
BS
Morris Tractor or Quad Limber
20
8
7
7
-



Type: Wheeled.

Crew: 2, British Army.

Weapons: None.

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

	MOTORCYCLE / MOTORCYCLE COMBINATION

	Points
Front Armor
Side Armor
Rear Armor
BS
Motorcycle / Motorcycle Combination
5 / 10
5
5
5
-



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

Crew: None, as per section.

Weapons: None, as per section.  

Options: A Motorcycle Combination may add a pulpit-mounted Bren LMG for +5 points.

SPECIAL RULES:
Transport: Motorcycles may transport up to 2 models and Motorcycle Combinations may transport up to 3 models.

Dismounted: Motorcycle riders may dismount from their vehicle during the movement phase. When dismounted the vehicle may not move or fire, but the section is treated normally. The section may remount the vehicle anytime during their movement, subject to the normal mounting/dismounting and moving rules. On any turn either the vehicle may move or the section may, but not both in the same turn. 

Removable Weapons and Dismounting: Units transported by Motorcycle may dismount from their vehicle and remove the vehicle's weapon during the movement phase, taking it with them. For each weapon dismounted, one Infantryman 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. 

	DESIGNERS COMMENTARY


"In 1940, Britain found herself surrounded. Gathering her resources, she reinforced herself with men from the ends of the earth, from nations that were part of her great empire. Australians, New Zealanders, Ghurkas, South Africans, Canadians, and Indians: Britain had depended on them before, and now needed them more than ever. To be added to this army would be Free French, Greeks, and even Polish and Czechoslovakian troops. It was truly and army of the world, united under a British command.

The diversity of troops, many from nations unable to arm their troops, or provide the heavy equipment and weaponry needed, meant that Britain had a difficult job of supplying these forces, but supply them she did. This burden was eased considerably when Canadian and then US production was harnessed, and a steady flow of material from North America bolstered the production of Britain.

As the battle seesawed back and forth, this equipment was repeated drained away, as were the men manning it. War in the desert may have been ideal from a tactical perspective, but the major battles, the daily wear on man and machine, in the extreme climate and conditions, made it a battle of logistics as much as anything else. Both sides made use of enemy weapons and vehicles whenever they could.

The desert was a terrible place for infantry. It was hot in the day, cold at night. Dust storms and flies were a matter of course. The constant battle, which the Axis seemed to be winning, was a major drain on morale. Little faith was placed in the leaders of the 8th Army, who seemed incapable of countering the slippery maneuverings of the Axis forces under Rommel. Part of it was the equipment.

In 1940, Britain had just retreated from France, abandoning almost all the heavy weaponry of her professional force, and much of her reserves. Decisions on production had to be made and rationalized. For example: Although a new and powerful anti-tank gun, the 6pdr had just been tested and approved for production, Britain had no present anti-tank defenses. To retool production from the obsolescent 2pdr anti-tank gun would take time, time in which Britain would face the very real threat of invasion, and the need to arm troops at home, in the desert, and the troops of the foreign nations now fighting alongside Britain. It was decided to make do for now, a fateful decision.

This did not apply to all weapons. Thanks such as the Crusader were barely tested before being rushed to the desert, only to find that the machines were plagued with mechanical problems, which would only later be rectified. At several points, Britain had less than a dozen operational cruiser tanks in the entire Mediterranean theater.

Until the equipment improved, the best would have to be made with what was at hand, and improvised where they could. This meant that many units depended on 25pdr field guns for anti-tank defense at one point, and improvised anti-tank guns made by mounting 2pdr, and later 6pdr, on the backs of trucks. Useless old armored cars were stripped and refitted with enemy weapons, and put into service. And perhaps strangest of all, in desperation during one major attack, mechanically inoperable tanks were carried into battle on trucks, and unloaded at the edge of combat, as every gun counted.

The desert was also a place for great experimentation, and some unusual personalities. Private armies appeared. Names such as Popski (Popski's Private Army), and Stirling (SAS) appeared, leading little armies in hit and run raids on the enemy, or gathering intelligence. Small Commando units were in use. Special operations thrived throughout the Mediterranean and Africa.

But the war was not all in Africa. Attacks were made into Vichy French Syria, on the island of Madagascar, and in Iran and Iraq. Finally, the Allied landings in Western North Africa came. With traditional British grit, Africa was finally conquered, with American forces providing the final muscle to send Hitler's legions packing." -Courtesy Gordon Roach, author, "Baptism of Fire"

British Armored Tactics And Strategy:  Much has been written regarding Britain's highly 'novel' (eccentric) and unorthodox pre-war tank tactics, strategy, and design. Developed in the peaceful period between the wars, and with only WWI lessons in mind, the British armored force developed pretty much in a untested vacuum, with a number pet theories and doctrines, based on land-based naval warfare. Basically, in a nutshell, British tanks were thought of as naval units (note that tanks are loaded with naval terms, like "decks", "hull", "hatches", "turrets", etc.), with the ‘cruiser’ (fast tank) squadrons and their ‘tank marines’ (motorized infantry) sallying forth from safe ‘harbors’, protected by infantry and 'shore batteries' (artillery), steaming around in formations, firing off broadsides at the enemy. Needless to say, these concepts failed the British badly once employed against the likes of Rommel. Once up against first-class opposition, the weakness of British armored tactics was quickly exposed. By late 1941, these pre-war tactics had been completely discarded as new equipment and ideas replaced them.

Rather than saddle the British player with a lot of odd and unusual rules, which make his armored units behave differently than other forces, I have assumed that the British have already largely learned these lessons and scrapped such tactics in early 1941. The exceptions are the "Maneuver Under Fire" and "Tally Ho!" special rules, which are fairly balanced in themselves, and give a similar feel without as much in the way of rules or restrictions.

For a great work on the subject, see the book excellent book "Death by Design” by Peter Beal,  published in 1998.
Be Unprepared - The Motto of the British Armored Forces, 1930-1945
Another excellent book you might enjoy is Major Robert Crisp's personal account of tank warfare in the desert, "Brazen Chariots".  A great read, if you can find it at your local library.  It may be out of print, though.

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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