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Insurgents is a modern day regular military squad going against
irregulars or insurgents. This module deals directly with the United States
Marines and the Iraq insurgents. Further army list will deal with other
areas of the world and different militaries in those zones.

Using the core rules of Unbridled Fury along with new rules to
handle a modern insurgence operations more accurately. These new rules
handle assets, dynamic entry and civilians. Hope you enjoy this setting

and any feedback is always welcomed.

In operations the US Marines must deal with civilians and these can
provide a hindrance to their operation. We are providing this type of
hindrance with the use of Civilian Tokens.
/ They are 10 civilian tokens to be placed by the insurgent
player before any troop are deployed.



Every turn the tokens can be moved up to 3 inches by the
insurgent player in an effort to hinder the Marines

The US Marines are forbidden to kill civilian tokens by
operations command. Each civilian killed by the Marines
allow the insurgent player to add a Local Support (see
insurgent army list) with in 12 inches and line of site to the
killed civilian.

At the start of each turn the Insurgent player rolls a 1D12 and
on a 12 the player can convert one Civilian token to a Local

Supporter or a Suicide bomber(See Insurgent Army List)

Assets are items that can be purchased per model that will instill
certain advantages within the game. Each army section has a list of
its assets along with cost and benefits of the asset. Certain assets

have limits to the number allowed to be purchased.

Sometimes the enemy is behind a closed door and the only way to
get them out is to go in after them. The regular troops are well
training for this type of action but some times events will go wrong.
When a Marine fire team wants to enter a building they must
take a tardiness test.
If the test is passed the marines enter the building and the
insurgent player is unable to react. The lose of the reaction
takes into account the quickness and flash bangs grenades the
marines would employ in this tactic.
If the test 1s failed the marines enter the building but the
insurgent may react and receives a + 4 to any reaction roles for

their troops inside the building.
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The Terrain for this module of Insurgents is designed for city
fighting. The board should be set up as city blocks or neighborhoods
with about 60 to 75% of the board covered in building or dwellings
of some type. This will allow the insurgent player lots of room to
hide and provide the marines with difficult objectives.

%
The marines will have a standard deployment zones per the

Unbridled Fury core rules. The insurgents have special deployment
in this module. This is done to represent the fact that the marines are
not sure of the strength or locations of any supporting elements that
the insurgents have in the area.

/ The insurgents have 3 zones within the board that they can
deploy into at the start of a game.

/ The center 12” X12” section of the board must have the leader
and no more than 1/4 of their army in this area.

/ The other two areas can be used per the insurgent player’s
choice. The first area is the standard deployment area per
Unbridled Fury core rules. The second the insurgent player
may choose one of the non-standard deployment zone sides
and treat it as a normal deployment zone.

#/ The insurgent play must deploy this leader and any troops in
the center section first.

$/ After the insurgent player as set up his center section the
marine player must deploy his squad.

&/ The insurgent player may now set up his remaining troops in

one or both his remaining deployment zones.

The Insurgent player does not have to win the battle to win the war.

They collect Terror points throughout the game based on certain



events that occur and if they accumulate 25 points the insurgents
still control the area and the mission is a failure for the Marines.
/ For each civilian killed by either player the insurgent player is
rewarded +1 Terror point.
/  For each US marine Killed the insurgent player is rewarded
+2 Terror Points
/ For each Suicide bomber that goes off the insurgent player
receives +3 Terror Points
#/ For each IED that goes off the insurgent player receives +3
Terror Points.
$/ If the Insurgent leader is killed with in line of sight to a

civilian token the insurgent player loses -5 Terror Points
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The goal of this module is to provide a sense of modern warfare in
Iraq the Marines will have troop limits and mandatory troops based
on a typical Marine squad. All troop limits are in the army section of
this setting module.

The Marine player is to build his troop list first then then give the
point total only to the Insurgent player to build his list.

The insurgent troop types represent local supporters, Iraqi insurgents,
and foreign fighters. The insurgents have 6 troop types to choose
from along with 2 assets.

The insurgents truly believe in what they are doing and see
themselves as freedom fighters. Their loyalty to both their cause and
their religious beliefs make them a dangerous opponent. While they

do not boost the equipment or training, they rely on the element of



surprise and numbers against a squad of marines. The foreign
fighter 1s often trained slightly better and has no issue with dying if

he is able to take out any of the invaders.

1. . O :Max allowed 1. When a citizen token is
converted to a local supporter the insurgent player can place
this asset on them. The vest 1s a blast weapon but it will not
deviate. Instead the insurgent player rolls a D10 and on a 5+
the vest explodes otherwise it was a dud. A vest cost 50 points
and has the following stats R1 B2 AP ACC

2. """ orimprovised explosive device. Max allowed is 1. If the
insurgent player purchases this asset they will place 3 tokens
any where on the board. Two of the tokens are dummy IED
and the third is the actually device. Stats are R2 B3 AP ACC
and cost 75 points

A. The Marine player can attempt to identify an [ED when
it is with in 6 inches of the device. This is a TDS check
and if failed the marine player can not try again and
assumes the device is harmless.

B. If any insurgent troops are within 4 inches of IED token
the Marine player must subtract 2 from their roll to spot
the IED.

C. If an insurgent is with in 4 inches of the IED when the
Insurgent player decides to explode the device, they will

receive a +4 to the die roll



1. Civilian Flaw. When a troop with this ability is with in 5
inches of a civilian token they must take a Tds check. If fail
they must shoot at the civilian token.

2. Sniper. No range band penalty until range band 3. They are

set up last any where on their half of the board.

Profile

Name: Local Supporter Cost: 17

MOV | FGT | SHG | TDS | COW | CW | MW Arm
3 2 2 10 10 | B R2,FA,PM,FF4 0

Notes: Suicide Vest Asset

Profile
Name: Insurgent w/Rilfe Cost: 35
MOV | FGT | SHG | TDS | COW | CW | MW Arm
11
5 4 4 9 9B R3, FA, FF4 BP
Notes:
Profile
Name: Insurgent w/RPG Cost: 35
MOV | FGT | SHG | TDS | COW | CW | MW Arm
11
5 4 4 9 9B BP
Notes: Limit 2
Profile
Name: Foreign Fighter Cost: 42
MOV | FGT | SHG | TDS | COW | CW | MW Arm
11
5 4 5 8 6|B R3, FA, FF4 BP

Notes: Civilian Flaw

Profile

Name: Suicide Bomber Cost: 75

MOV | FGT | SHG | TDS | COW | CW | MW Arm
5 3 1 7 6| B R1 B2 ACC AP 0

limit 1, Suicide vest (This does not count as your asset vest
Notes: limit)

Profile

Name: Insurgent Leader Cost: 60

MOV | FGT | SHG | TDS | COW | CW | MW Arm
5 5 5 6 6| B R3,FA,FF4 8BP

Notes: D4 Command Die

Profile

Name: Insurgent Sniper Cost: 109

MOV | FGT | SHG | TDS | COW | CW | MW Arm
5 2 6 9 9B R5, ACC, FA, AP 0

Notes: Sniper, limit 1
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The Marines must follow their standard squad requirements. A
Marine Squad consists of 3 fire teams and a squad leader. Each Fire
Team has 4 members that include 2 regular marines and 2 support
type troops. A full platoon would consist of 3 squads and a platoon
leader. The Marine player is allowed to have 1 Navy corpsman for
medical support. Depending on the size of the game the Marine
player can field 1 squad for a small game and a full platoon for a
very large game. Members of a Marine fire team must stay within 3
inches of each other. Fire Teams from the same squad must stay

within 16” of each other.

1 O . Allows any night missions to be
treated as half-light. The cost is 25 points per model
equipped.

", . If the action gets to hot the Marine
leader can call for an emergency extraction vehicle. This
could be a Helicopter or ATV. The leader must pass a TDS
check. The Marine player rolls a D4 and the result is how
many turns it will take for the vehicle to arrive. The Marine

player must mark with a token where the vehicle is to arrive

one turn prior to the rescue. One of the objectives for the



Marine player in every game is not to have casualties and
sometime an exit is better than given up the terror points.

The cost is 75 points.

* . Any model wounded for the second time within 4”
of a model with the Medic ability can be saved. The player
makes a Tds check with the model that has Medic ability. If
the roll succeeds, the model is saved but its Mov, Fgt, Shg,
Tds, Cow is reduced in half . A third wound will result in
death of the model.
2 - Any model with first aid with in 2” of a model
wounded for the second time can make a Tds check to save
the model from death. If the roll succeeds then the model is
alive but loses all Move, Fgt and Shg abilities and must be
evacuated form combat as soon as possible. A model can
move the injured model but its movement is reduced to 3”.
A third wound will result in the death of the model

Same as Insurgent section with the exception that
the sniper must be accompanied with a Marine Rifleman

These troops provide addition fire support for a

fire team. A fire team must have 2 support models.



Profile Name: Marine Rifleman Cost: 108
MOV FGT SHG TDS COoOw CwW MW Arm

6 7 6 6 6|B R6 FAFF6 | 7 BP
Notes: First Aid

Maine with M-203 RGL Grenade

Profile Name: Launchers Cost: 120
MOV FGT SHG TDS cow CwW MW Arm
6 7 6 6 6|B R6 FAFF6 | 7 BP

Support- Second Weapon Grenade Launcher: R3, B2, AP :Can only fire 1
Notes: weapon system

Profile Name: Marine with M-249 SAW Cost: 147
MOV FGT SHG TDS cow CwW MW Arm
R6 FA
6 6 6 6 6| B FF10 7 BP

Notes: Support

Profile Name: Navy Corpman Cost: 115
MOV FGT SHG TDS COoOw Cw MW Arm

6 5 5 7 8|B R6 FAFF6 | 8 BP
Notes: Medic, Allowed one per platoon
Profile Name: Marine Sniper Cost: 168
MOV FGT SHG TDS cow cw MW Arm

6 7 6 6 6B R8 FAAP | 8BP

Notes: Sniper Must have Marine Rifleman deployed with him

Profile Name: Marine Sgt Cost: 208
MOV FGT SHG TDS cow Ccw MW Arm
6 7 6 6 6| B R6 FAFF6 | 7BP

Notes: D6 Command Die

Profile Name: Marine Lt. Cost: 411
MOV FGT SHG TDS cow CwW MW Arm
6 7 6 5 6| B R6 FAFF6 | 6 BP

Notes: D8 Command Die, Must have at least 2 squads to field LT.

v, I - .3 .
We will now build a standard Marine Squad. So we know we will
need 3 fire teams and 1 Marine Sgt to make the list. I will use the

current Marine Fire Team used by them in Iraq to build the list.
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Marine Rifleman X 2

Maine with M-203 RGL Grenade Launchers X 1
Marine with M-249 SAW

2 L

Marine Rifleman X 2

Maine with M-203 RGL Grenade Launchers X 1
Marine with M-249 SAW

2 L

Marine Rifleman X 2

Maine with M-203 RGL Grenade Launchers X 1
Marine with M-249 SAW

Marine Sgt
Navy Corpman

Eo

216
120
147

#4

216

120

147
4

216
120
147
4
208
115

((
14

As you can see even at a full squad game the point total 1s high and

only 14 Marines are on the table. Starting with just 2 fire teams and

a Marine Sgt will make for smaller game.
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Insurgent Leader 60
Assets : Suicide Vest, IED 125

Insurgent Sniper 109

Suicide Bomber 75

Foreign Fighter X 10 420

Insurgent w/RPG X 2 70

Insurgent w/Rilfe x 26 910
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The insurgent player will generally have a 3 to 1 model advantage
over the Marine player who will have the advantage of initiative
most of the game. Which would to a accurate model of the Marine
aggressive operations. The Marine player will have to play smartly

and use his firepower to win the battle.



