The Pax Arcadia A Strike Legion® Army List

These rules are have been written for Dark Real Miniatures’ Pax Arcadia line of miniatures. Please visit the DRM website
(http:/ /www.darkrealmminiatures.com/] for vehicle images and brief descriptions.

New Weapons

High-Yield Multi-Purpose (HYMP] Missiles: These missiles may function as MPM missiles with the range bands indi-
cated on the lower left section of the element’s Data Card. Each missile may also function as if it were an individual ART
weapon, using the range and AcE listed in the weapons data section of the element’s Data Card. No more than four
HYMP from the same firing platoon may strike a single target point in the same activation.

HYMP fired as ART may not be intercepted by Vulcan systems (they may be intercepted by Aegis systems). As with
other missiles, some, non, or all HYMP may be launched in a single activation. 7LE: construction cost per missile is
[range x damage die x 2], based on the direct-fire range band. The direct-fire extreme range band may not exceed the
ART function's Long range, basic Aok is 1°. Each HYMP uses one Hard Point, regardless of Damage die.

Pax Arcadia Special Rules
All vehicle platoons are independent platoons and never take CQ Morale tests.

Unit Organizations
Pax Arcadia forces have flexible organizational structures for each of their combat Regiments. All Regiments must con-

tain one Regimental Command Company, and must contain from four to eight Combat Companies.

Regimental Command Company
The Regimental Command Company contains one Regimental Command Platoon and up to six Support Platoons. No
more than two of the same type of Support Platoon may be fielded in each Regimental Command Company

Regimental Command Platoorr. One Regimental Command Team and four Veteran Shock Troop Squads. Each squad/
team may be mounted in a Ramjack, Hammerjack, or Valiant.

Regimental Support Platoons

Area Defense Platoon: four Petard AA vehicles.

Air Defense Section. two Firewall AA vehicles.

Air Transport Section. two Cavalier Cargo Helicopters.

Close Support Section: two Piranha Gunships.

Heavy Tank Platoon. four Bastion Heavy Tanks.

Infantry Platoon: four Veteran Shock Troop Squads and two Leader Teams. Each Squad may be mounted in a Ramjack
or Valiant.

Scout Platoon: four of any single vehicle (Javelin Hoverscouts, Lance Hoverscouts, Hunter tank, or Tiger Light Tank].
Sniper Section: one Sniper Squad.

Combat Companies

Infantry Company: one platoon of four Shock Troop Squads and two Leader Teams (all may be mounted in Valiants or
Ramjacks], and up to three of the following platoons. Only one tank and one area/artillery platoon may be fielded per
company:

Area Defense Section. two Firewall AA vehicles.

Artillery Battery: four Intruders.

Heavy Tank Platoon. four Mammoth Heavy Tanks.

Infantry Platoorr. four Shock Troop Squads and two Leader Teams (all may be mounted in Valiants or Ramjacks),
Support Platoon: one platoon of two Heavy Support or Medium Support Squads plus one Leader team (all may be
mounted in Hammerjacks or Valiants).

Tank Platoon. four Cruiser tanks.

Scout Company: one platoon of four Buggy-A or Buggy B vehicles, one of which must contain an FSO upgrade, plus up to
two of the following platoons:

Buggy Platoon: four Buggy-A or Buggy B vehicles, one with an FSO upgrade,

Close Support Section: two Piranha Gunships.

Hoverscout Platoon. four Lance Hoverscouts or four Javelin Hoverscouts.

Infantry Platoorr. four Scout Squads and two Leader Teams (all may be mounted in Valiants or Ramjacks),
Tank Platoon. four Cruiser tanks.



Tank Company: one platoon of four Chasseur tanks, plus up to three of the following platoons. Only one Heavy Tank pla-
toon or Artillery Battery may be fielded per company:

Artillery Battery: four Intruders.

Heavy Tank Platoon. four Mammoth, four Bastion, or four Rampart tanks.

Infantry Platoorr. four Shock Troop Squads and two Leader Teams (all may be mounted in Valiants or Ramjacks),
Tank Platoon. four Chasseur or four Cruiser tanks.

Superheavy Tank Company: one or two platoons of the following:
Castellan Platoon. one or two Castellan Exterminator tanks.
Trident Platoon: one or two Trident tanks.

Artillery Company: one battery of two Firemouth Artillery vehicles, plus up to three of the following batteries. Only one
Area Defense Battery may be fielded per company:

Firemouth Battery: two Firemouth Artillery vehicles.
Area Defense Battery: four Petard AA vehicles.
Thunderstrike Battery: four Thunderstrike Artillery vehicles.

Training
All Regimental Command Teams, Veteran Shock Troops, Scouts, and Snipers use Veteran Training; all other units are
Trained.

c2
All Pax Arcadia units use Average C2 ratings.
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