Sl ol
ARCHANGEL
INTERCEPTOR

SRUAD SIZE: 1-2F

DAMAGE

[AZN={[=1]] ARMOUR POINTS

24-367

SHOTS ACCURACY ENERGY

RETRIUBTION

CANNONS (AA) 127 2 B 7

RETRIBUTION CANNONS: Thisweapon ignores2 point;\
of Evasion.




DAMAGE
POINTS
24-367 3 10 1
RANGE SHOTS ACCURACY ENERGY
INCENDIARY e
MISSILES > ! 2+ =
TWIN GATLING 127 a a+ 3

INCENDIARY MISSILES: Ifthisweapon targetsa scenery

piece (even if it does no damage), in the Round Up phase, the scenery
piece takes 3D3 extra damage.
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24-287

[AZN={[=1]]

60 POINTS

SQUAD SIZE: 18

ARMOUR

DAMAGE

POINTS

RANGE SHOTS ACCURACY ENERGY
HEAVENFIRE 127 1 2+ 12
BUNKER ”
BlisTor 12 1 2+ 10 &
C
o8

BUNKER BUSTER: Ifthisweapon successfully damages a
scenery piece, add D3 damage to the shot.




SQUAD SIZE: 18

DAMAGE
POINTS

24-287 2 12 2

[AZN={[=1]] ARMOUR

RANGE SHOTS ACCURACY ENERGY
HEAVENFIRE 127 1 2+ 12
MissILE ,
CrusTen 127 2l a+ 11 &

MISSILE CLUSTER: Ifthis weapon successfully damages a
ground asset, add D3 damage to the shot.




SRUAD SIZE: 2-48

EVASION ARMOUR DAMAGE

POINTS

24-367 a T n

SHOTS ACCURACY

ENERGY
PLASMA
CANNON (AA) 18” 1 a+




DAMAGE
POINTS

24-36”7 3 10 1

[AZN={[=1]] ARMOUR

SHOTS ACCURACY ENERGY

ARC CASTER
(AA) 18”7 2 2+ 8

ARC CASTER: Ifthisweapon hits an aircraft at least once, it =N
may (after resolving damage) shoot again at another aircraft if one is N
within 8”. It can continue doing this, but cannot hit the same target
twice.




70 ronrs |

SQUAD SIZE: 1©

DAMAGE
POINTS

24-48” 2 11 2

[AZN={[=1]] ARMOUR

RANGE SHOTS AcCCURACY ENERGY
TWIN RAIL 4
REPEATERS (AA) 24 L S 7
STEALTH
MISSILE 127 1 3+ 7 e
BATTERY L&
= {
TEALTH - [
CRUISE MISSILE 12 iy 2+ U2

STEALTH CRUISE MISSILE!: Ifthisweapon successfully
damages a scenery piece, add D3 damage to the shot. This weapon may |
only be fired twice per game.

SUPERSONIC: Ifthis unit moves over 30", all of its weapons suffer
a+1 Accuracy modifier this round.




DAMAGE
POINTS

24-48” 2 11 2

[AZN={[=1]] ARMOUR

SHOTS ACCURACY ENERGY

TWIN RAIL
REPEATERS (AA) 24! L S 7
STEALTH
MISSILE 127 1 3+ 7 e
BATTERY L&
{
b N
MISSILES 12 S 3+ )

SUPERSONIGC: Ifthis unit moves over 30", all of its weapons suffer.
a+1 Accuracy modifier this round.




DAMAGE

[AZN={[=1]] ARMOUR POINTS
20-487 3 10 1
RANGE SHOTS ACCURACY ENERGY
TWIN HEAVY 1ON 3
CANNONS (AA) 18 3 3% &
GAuss CANNON 247 1 2+ 10

ENERGY SHIELDS: Thisunithasa 5+ Passive save.
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SUAD SIZE: 1-28

DAMAGE
[AZN={[=1]] ARMOUR POINTS
20-487 3 10 1 I
RANGE SHOTS ACCURACY ENERGY

TWIN HEAVY lON
CANNONS (AA) 18’ 3 33 Y
HEAVY )
BIO-ATOMISER 122 & 4+ S
5
ot

HEAVY BIO-ATOMISER: Ifthisweapon targets a Ground
Asset, it always scores a Critical hit on a roll of 6, regardless of whether it
would usually damage or not.

ENERGY SHIELDS: Thisunithasa s+ Passive save. | (




TEMPEST
INTERCEPTOR

o0 romrs |

SEUAD SIZE: 1-2®

DAMAGE
POINTS

[AZN={[=1]] ARMOUR

24-36”7 2 11 2

RANGE SHOTS ACCURACY ENERGY

HAILSTORM g
CANNON (AA) 24, 2 S Z
HAILSTORM \
CANNON (AA) 24 2 4k Z
Q
p- |
{
5

HAILSTORM CANNON: Thisweapon ignores 2 points of
Evasion.




SQUAD SIZE: 1@

DAMAGE
[AZN={[=1]] ARMOUR POINTS
6-307 1 1 3
RANGE SHOTS ACCURACY ENERGY
SATAN 5
CHAINGUN 12 b 3 Z
COBRA MISSILE 12 2 2 &
(AA)
e
Bk
N\

COBRA MISSILES:! Thisweapon may only be fired twice per
game and ignores 2 points of Evasion.

TILT-JETS: Atthebeginning of this unit's activation (before
determining Flight Levels), declare if it is in Hover or Fast Flight mode:
Hover Mode: This unit has a maximum move of 16" and is incapable of

any Special Maneuvers except 90° Turn.

Fast Flight Mode: This unit gains +1 Evasion and minimum move

becomes 18”.




SQUAD SIZE: 1@

[AZN={[=1]] ARMOUR DF'ET:EEE
8-167 1 11 4
RANGE SHOTS ACCURACY ENERGY
FRAG BARREL &” 1 a+ 10
GouaTH Bome 6” 1 5+ 13
MISSILE BATTERY o 1 3+ =] a
CANNON (AA) 187 2 3+ @ 3

FRAG BARREL: Thisweapon may only be fired twice per game.

If this weapon successfully damages a ground asset, add D3 damage to
the shot.

GOLIATH BOMB: This weapon may only be fired once per game.

If this weapon successfully damages a scenery piece, add 4D3 damage
to the shot.




