ROB League 2024 (3)
D-Day: British Force

Rifle Company British 43
Rifle Company HQ LB140 2

2x Sten SMG team 2
Rifle Platoon LB141 9

7x Bren Gun & SMLE rifle team
1x PIAT anti-tank team
1x 2-inch mortar 9

Rifle Platoon LB141 9
7x Bren Gun & SMLE rifle team
1x PIAT anti-tank team
1x 2-inch mortar 9

Rifle Platoon LB141 9
7x Bren Gun & SMLE rifle team
1x PIAT anti-tank team
1x 2-inch mortar 9

3-inch Mortar Platoon LB109 6
4x 3-inch mortar 6

Wasp Carrier Patrol LB145 4
3x Wasp (Flame-thrower) 4

Wasp Carrier Patrol LB145 4
3x Wasp (Flame-thrower) 4

Support British 49
Crocodile Flame-tank Platoon LB172 21
3x Crocodile (75mm & Flame-thrower) 21
Priest Field Troop LB116 16
4x Priest (105mm) 16
Veteran M24 Chaffee Tank Platoon (U.S. Allied Unit) LU198 12
3x M24 Chaffee (75mm) 12

D-Day British Command Cards British 0
51st Highland Division Bagpipes 2

Command Card 51st Highland Division Bagpipes 2

e Total cards: (1 selected)
Sexton Field Troop -2

e Command Card Sexton Field Troop

e Total cards: (1 selected)

Recce Squadron British 13
Recce Squadron 1
1x Daimler (2 pdr) 1
Daimler Armoured Car Troop LB178 2
2x Daimler (2 pdr)
1x Dingo (MG) 2
Daimler Armoured Car Troop LB178 2
2x Daimler (2 pdr)
1x Dingo (MG) 2
Daimler Armoured Car Troop LB178 2
2x Daimler (2 pdr)
1x Dingo (MG) 2
Universal Carrier Patrol LB144 4
3x Universal Carrier (MG) 2
e Arm any or all Universal Carrier (MG) with PIAT anti-tank for +1 point each. (2 selected)
Universal Carrier Patrol LB144 2
3x Universal Carrier (MG) 2
D-Day-British Unit Count: 18 Total Points : 105
Card List: Pick List:
51st Highland Division Bagpipes 3 2-inch mortar team
Recce Squadron 4 3-inch mortar
Sexton Field Troop 21 Bren Gun & SMLE rifle team

LB109 3-inch Mortar Platoon

LB116 Priest Field Troop

LB140 Rifle Company HQ

LB141 Rifle Platoon

LB144 Universal Carrier Patrol
LB145 Wasp Carrier Patrol

LB172 Crocodile Flame-tank Platoon
LB178 Daimler Armoured Car Troop

Crocodile (75mm & Flame-thrower)
Daimler (2 pdr)

Dingo (MG)

M24 Chaffee (75mm)

PIAT anti-tank team

Priest (105mm)

Sten SMG team

Universal Carrier (MG)
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LU198 Veteran M24 Chaffee Tank Platoon 2 Universal Carrier (MG) with PIAT anti-tank
6 Wasp (Flame-thrower)



51-‘“HIGHLANDDIUI5ICIN .. SEXTON IELD
BAGPIPES N TROOP

Some think that bagpipes are a terror
weapon, designed to break the enemy s
maorale, but the Scots find them inspiring and
will follow a piper into the heart of danger.

The Formation HQ) Unit and any Infantry
or Gun Unit from this Formation whose

Unit Leader is within 6”/15cm of the WEAPON SERRE
Formation Commander Rally on a 4+. Sexton (25 pdr) | 80”/200cu

24" /60cm

Troop (LU116) with a Sexton Field Troop.
The Sexton has the same ratings as the
Priest except it has a different Armour rating
and its weapons are:

ROF ANTI-  FIRE-
HALTED MOVING TANK POWER

ARTILLERY 4+
2 1 3+

or Direct Fire

ARMDUR

the Forward Firing rule.
When firing as Artillery,
it has the Mike Target
and Smoke Bombardment
special rules.

British, Build, Formation 2
(any Rifle Company), Title POINTS

British, Build, Unit '2
POINTS

RECCE SQUADRON

The infantry division s reconnaissance
regiment bad an interesting organisation with
each squadron having a mix of armoured car
patrols and scout carrier patrols backed up
by an assault troop of motorised infantry.

Your Force includes one Recce Squadron,
which is a Formation containing:
* 1 HQ Unit of Ix Daimler (2 pdr)
armoured cars from (LB178) for
+1 points.
* 2-3 Daimler Armoured Car Troop (LB178).
* 2-6 Universal Carrier Patrol (LB144).
* 0-1 Motor Platoon (LB153).
* 0-1 Motor 6pdr Anti-tank Platoon (LB154).
* (-1 3-inch Mortar Platoon (LB109).

British, Build, 0
Formation, Limited POINTS




PRIEST

FIELD TROOP
 MOTIVATION * TANK UNIT * MIKE TARGET = 15 HIT ON

[ FEARLESS 3+ CAREFUL 4+

5P Gun m-—.

Counterattack ARMOUR

TACTICAL TERRAIN DASH CROS5 COUNTRY DASH ROAD DASH
10"/25cm 12°/30cm 18"/45cm 20%50m | 3+ |

ROF ANTI-  FIRE-

ket i HALTED MOVING TANK POWER

MNOTES

2+ .wa_nn..m Forward Firing, Slow Firing,

L+ | Self-defence AA

Priest (105mm) 72°/180cm | ARTILLERY u 34 | Forward firing, Smoke

or Direct Fire 24"/60cm
Priest (.50 cal MG) 20"/50cm

3-INCH MORTAR PLATOON

MOTIVATION * INFANTRY UNIT » HEAVY WEAPON = i 1S HIT ON

b4

Infantry

TACTICAL TERRAIN DASH CROS5 COUNTRY DASH ROAD DASH CROS5
b 47/10cm 4”/10cm 6"/15cm 87/20cm |  AUTO |

ROF ANTI-  FIRE-
il il HALTED MOVING TANK POWER e

| CONFIDENT 4+ CAREFUL 4+

PRIEST
FIELD TROOP

4x Priest (105mm)

2x Priest (105mm)

£

PRIEST

FIELD TROOP

(16 POINTS |
[ ponTs.

SPECIAL RULES

Brutal: Infantry, Gun, and Unarmoured
Tank Teams re-roll successful Saves.

Forward Firing: Weapon can only hit
targets fully in front of the Team.

Mike Target: When a Spotting Team
Ranges In this Unit, it may immediately
roll to Range In another Unit with
Mike Target.

Self-defence AA: Weapon can fire at
Aircraft with ROF 1.

Slow Firing: +1 To Hit for Moving ROF.

Smoke Bombardment: Once per game
can fire a Smoke Bombardment.

Smoke: Can Shoot Smoke ammunition.

o

3-INCH

MORTAR PLATOON

6x 3-inch mortar
4% 3-inch mortar

2x 3-inch mortar

5 poins |
< Foinrs |
[ Fors.

M“

Heavy Weapon: Team cannot Charge
Into Contact.

Smoke Bombardment: Once per game
can fire a Smoke Bombardment.




RIFLE PLATOON

: MOTIVATION * INFANTRY UNIT = 15 HIT ON o 1 -
' ) : J SPECIAL RULES
| CONFIDENT 4+ CAREFUL | B \ﬂ*‘*
= Bulldag 3+ i ~ RIFLE PLATOON Assault 4+: Team hits on 4+ in Assaults.
cuntsratfack Overhead Fire: Can Shoot over friendly
War Weary 5+ 7x Bren Gun & SMLE rifle team : i e

Rally y 5 > 7 teams.
#y: ! 1x PIAT anti-tank team
SKILL : 4. : ey S i ¢ | 1x 2-inch mortar 9 POINTS Slow m—.ﬂ_ﬂan.. +1 To Hit for ?_m.uihum ROF.

TRAINED 4+

5x Bren Gun & SMLE rifle team

1x PIAT anti-tank team
7 POINTS

. " 1x 2-inch mortar
TACTICAL TERRAIN DASH CROSS COUNTRY DASH ROAD DASH CROSS

8"/20cm 8"/20cm 12°/30cm 12730cm | AUTO |

ROF ANTI-  FIRE-

HALTED MOVING TANK POWER e

WEAPON RANGE

Bren Gun =

& SMLE rifle team 16"/40cm
PIAT anti-tank team 8"/20cm Assault 4+, Slow Firing
2-inch mortar 16"/40cm %ﬂﬁ.ﬂw Overhead Fire,

RIFLE COMPANY HQ ©)

: ~ MOTIVATION * INFANTRY FORMATION = NIGHT ATTACK » 1S HIT ON =
{ CONFIDENT 4+ CAREFUL 4+
RIFLE COMPANY HQ D-DAY

Bulldog m-—-
War Weary m RIFLE CONMPANY

Counterattack
Z Infantry L fier HME tearm =l FORMATIOMN CONTAINS:

._.MEM___MU h. _. . .. Fﬁnﬁeu%m:%InN:.w._.—S
+ |
: SPECIAL RULES Rifle Platoon (LB141)
Night Attack: May make a Night Attack if 3-inch Mortar Platoon (LB109)
the defender has Minefields. Use Night Vickers Machine-gun Platoon (LB113)

TACTICAL TERRAIN DASH CROS5 COUNTRY DASH ROAD DASH CROS5

Fighting Davwn rules. Units from Night
Attack Formations move freely. Other
Units cannot move out of Deployment
Area until dawn.

Pinned ROF 1: Reduce ROF to 1 when
Pinned Down.

8/20cm 8”/20cm 12"/30cm 1730w |  AUTO |

ROF ANT-  FIRE-
il il HALTED MOVING TANK POWER e

or MMG Carrier Platoon (LB142)
6 pdr Anti-tank Platoon (LB143)
Universal Carrier Patrol (LB144)
Universal Carrier Patrol (LB144) or

Wasp Carrier Patrol (LB145)




o

MOTIVATION * TANK UNIT » FLAME TANK = 15 HIT ON ; -
(CONFIDENT 4+ CAREFUL 4+ | | Sl
_ FlameTank 6 . Flame Tank: Team cannot Charge into
Counte rattack " WASP CARRIER PATROL Cintact:
Flame Tank |
Remount I ’ . Flame-thrower: Infantry, Gun, and
" £ ! 3x /.J._.nw_u Eu_m.q:n.ﬁ—:w&w_....u = h PN Unarmoured Tank Teams re-roll
8 : : : successful Saves. Armoured Tank Teams
s 4 P i e e use Top armour for Saves. Unit is
Assault e . Samge || ke Pinned Down if Hit.
R— ' . . — Forward Firing: Weapon can only hit
TACTICAL TERRAIN DASH CROSS COUNTRY DASH ROAD DASH targets fally in front of the Tearn.

10"/25cm 14/35cm 20"/50cm 4760w | 4+ |

ROF ANTI-  FIRE-
ket i HALTED MOVING TANK POWER e

Wasp (Flame-thrower) EHIHE h__..u._.un.m_asﬂ‘wo!aa.h_._.:n

moTvaATION * TANK UNIT * SCOUT » SPEARHEAD * 15 HIT ON 1 ——
(CONFIDENT 4+ CAREFUL 4+ | | _ S
. Forward Firing: Weapon can only hit

Scout
6
Counte rattack m c h“ﬂ__m‘m_mﬂw.ﬂ__mo_. targets fully in front of the Team.

Scout
Last Stand | 4 T e Scout: Team can remain Gone to Ground
3x Universal Carrier (MG) 2 POINTS while muovin;

SKILL . S —
| OPTIONS Slow Firing: +1 To Hit for Moving ROE.

* Arm any or all Universal Carrier (MG} Spearhead: Unit can move before the
with PIAT anti-tank for +1 point each. game to expand the Deployment Area.

TACTICAL TERRAIN DASH CROSS COUNTRY DASH ROAD DASH
10"/25cm 14"/35cm 20"/50cm 24"/60cm

ROF ANT-  FIRE-
il il HALTED MOVING TANK POWER

Universal Carrier (MG) 16”/40cm 6 | Forward Firing
PIAT anti-tank 8"/20cm 54 | Stow Firing




MOTIVATION

| CONFIDENT 4+

.ﬂnuzw a
Counterattack
Scout

TACTICAL

TERRAIN DASH

DAIMLER

ARMOURED CAR TROOP
* TANK UNIT » SCOUT * SPEARHEAD =

CROS5 COUNTRY DASH ROAD DASH

8"/20cm 10/25cm 14°/35¢cm 36790m | 4+ |

WEAPON
Daimler (2 pdr)

Daimler (Littlejohin)
Daimler & Dingo (MG)

3

ROF ANTI-  FIRE-
HALTED MOVING TANK POWER e

7 A+ | Overworked
8 A4 | No HE, Overworked
2 6

RANGE
24"{60cm
24"/60cm
16"/40cm

MOTIVATION

{ CONFIDENT 4+

_ﬂ__ﬂamﬂn_a_r 6
Counterattack

_uau_.-nwnn._____.:a
Remount 3+

SKILL

TRAINED 4+

Flame Tank
Assault

TACTICAL

CROCODILE

FLAME-TANK PLATOON
* TANK UNIT » FLAME TRAILERS »

TERRAIM DASH CROS5 COUNTRY DASH ROAD DASH

b 8/20cm 107/25cm 147/35cm 14735 | 3+

WEAPON

Crocodile (75mm)

Crocodile
(Flame-thrower)

Crocodile (MG)

ROF ANTI- FIRE-

il HALTED MOVING TANK POWER

28"170cm
6"/15cm
16"/40cm

UTO| Flame-thrower, Forward Firing

DAIMLER

ARMOURED CARTROOP

1x Daimler (2 pdr)
1x Daimler (Littlejohn)
1x Dingo (MG)

2x Daimler (2 pdr)
1x Dingo (MG)

OPTIONS
* Add one Dingo (MG) for +1 point.

ENS
2 POINTS |

T

DAIMLER

ARMOURED CAR TROOP

SPECIAL RULES

No HE: No HE targeting Infantry or Guns
adds +1 to the score needed To Hit.

Overworked: +1 To Hit for Moving ROE

Scout: Team can remain Gone to Ground
while moving.

Spearhead: Unit can move before the
game to expand the Deployment Area.

CROCODILE

FLAME-TANK PLATOON

rocodile
mm & Flame-thrower)

2x Crocodile
(75mm & Flame-thrower)

CROCODILE

FLAME-TANK PLATOON

SPECIAL RULES

Flame Trailers: Crocodiles cannot
Charge into Contact and cannot Hold
Objectives.

Flame-thrower: Infantry, Gun, and
Unarmoured Tank Teams re-roll
successful Saves. Armoured Tank Teams
use Top armour for Saves. Unit is
Pinned Down if Hit.

Forward Firing: Weapon can only hit
targets fully in front of the Team.

Smoke: Can Shoot Smoke ammunition.

(21 POINTS.
(14 POINTS |
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M24 CHAFFEE

VETERAN TANK PLATOON

j T TioN : * TANK UNIT »
_n021_Um7__._.h+

.—sns_mmt.__m.maiq_
Tactics 3+

TACTICAL TERRAIN DASH CROS5 COUNTRY DASH ROAD DASH

12"/30cm 147/35cm 20°/50cm 2770 | 3+ M

= ROF ANTI-  FIRE
e HALTED MOVING TANK POWER Lt

M24 Chaffee (75mm] 28"170cm
M24 Chaffee (.50 cal MG)| 20"/50cm
M24 Chaffee (MGs) 16"/40cm

M24 CHAFFEE

VETERAN TANK PLATOON

SPECIAL RULES
Self-defence AA: Weapon can Shoot at
Aircraft with ROF 1.
Smoke: Can Shoot Smoke ammunition.
Stabiliser: +1 To Hit for Moving ROF.

M24 CHAFFEE
VETERAN TANK PLATOON

5x M24 Chaffee (75mm)
4x M24 Chaffee (75mm)
(75mm)

(19 POINTS
(75 o

3x M24 Chaffee



