
 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 
 

When constructing a roster for Delta One Zero: The Miniatures 
Game, players have three options: 

- Use a pre-constructed roster determined by the 
scenario being played (narrative approach), 

- Use a dossier to construct a roster following the 
guidelines provided (competitive approach), or 

- Use whatever they want (freestyle approach). 

 

If players are playing a game using the competitive approach, 
they will use a dossier to build their force. Players need to 
agree on a point limit for their game – we suggest 250 points 
as a balanced game however this number can be anything over 
around 100 points. 

Secondly, games using the competitive approach have a 
maximum of 3 fireteams, again ensuring balance is maintained 
across dossiers. 

Once a point limit is agreed upon, players can construct their 
roster by completing the following: 

 

Players need to construct a deck of tactics cards from the 
options available. Decks must be the size listed in the dossier, 
and no card can be included more than its limit in the deck. 
Once the deck is constructed, players should assemble their 
fireteams. 

 

Players then need to select the models they will be using in 
their fireteams. As well as the total point limit, the following 
restrictions apply when building fireteams: 

- Fireteam must have a minimum of two models and a 
maximum of five during construction. 

- All fireteams must have the same FACTION keyword. 
- All models in a fireteam must have the same 

FORMATION keyword. 
- Only one model in each fireteam can have the 

COMMAND keyword. 

A reminder, the keywords are structured the following way: 

FACTION, FORMATION, ROLE, TITLE 

When the models have been selected, players may use the 
guidelines in the dossier to replace the listed Primary and/or 
CQB weapons for the cost listed.  

Note some costs are negative (-). This implies the weapon is a 
“downgrade” from the listed weapon and will reduce the cost of 
the model. 

Also, players may select additional equipment for their models, 
paying the cost listed in the dossier. Starting equipment can 
never be removed. 

Finally, weapons can be modified with specialist attachments to 
fulfil specialised roles on the battlefield. These can be 
purchased for the cost listed in the dossier, following all listed 
restrictions, and assigned to a weapon. Some weapons are 
capable of two or more modifications – making them very 
versatile weapons to possess though the points cost of 
modifying weapons can escalate quickly! 

The appropriate upgrade cards should be placed on the model’s 
reference card to indicate the starting equipment has been 
modified.  
 

Next, players may select a number of Command Orders equal to 
the total number of models with the COMMAND keyword in 
their roster and listed in the dossier by paying the points cost. 
Some command orders are “free” and can be taken at no point 
cost, however still count toward the total number of Command 
Orders. 
 

Finally, players must nominate which model is their Force 
Commander. This must be a model with the COMMAND keyword 
however it does not need to be the most expensive or highest 
ranked model. This model will use its initiative value for the 
Forward Roll each turn. 
 
It is important to note that some FORMATION keyword rules 
only apply if your Force Commander possesses that keyword. 
 

Some factions can receive bonuses for structing fireteams in 
certain ways. These are applied after roster creation and are 
designed to reward thematic construction.  



 

 
 

RESTRICTED Forces selected from this Dossier must take a Force Commander with the UKPF FACTION keyword.  
   

Built Like A Brick… Fireteams that consist of one UKPF Sergeant OR one UKPF Corporal AND three UKPF Riflemen may be given a UB 
Grenade Launcher mod at no cost. This is assigned to the Primary Weapon of any fireteam member that could 
normally be issued the mod.  

 

May select from: Stop! 2 
 Command Order 4 
 Wound Card Reflip 4 
 Clear Stress 4 
 
 

Reactivate 
 

4 

The United Kingdom Peacekeeping Force deployed to the crisis zone is primarily made up of these reliable and sturdy soldiers from all parts 
of the British Isles. They are trained, professional soldiers with access to useful equipment. 

 
Primary Weapon Bullpup Assault Rifle   

CQB Weapon  None   
Equipment None   

   
May replace primary weapon with:  Carbine +4 

May replace CQB weapon with:  Combat Knife +1 
May add the following equipment:  Frag Grenades (Maximum of 3) +2 (each) 

  First Aid Kit +2 
  Tactical Headset +2 
  Light Body Armour +3 

May add:  Any Modifications listed in this dossier and permitted by weapon type 
   

 

Highly trained field medics were sent to the Crisis Zone in large numbers, initially to support the humanitarian efforts of the UKPF. However, 
as the situation unfolds, so too does the role of these specialist troops. 

 
Primary Weapon Carbine   

CQB Weapon  None   
Equipment Medic Kit   

   
May replace primary weapon with:  SMG +3 

May replace CQB weapon with:  Combat Knife +1 
  9mm Pistol +2 

May add the following equipment:  Smoke Grenades (Maximum of 2) +1 (each) 
  Tactical Headset +2 
  Light Body Armour +3 

May add:  Modifications listed in this dossier and permitted by weapon type, except 
  UB Grenade Launcher 

 



 

 
 

UKPF Sergeants are little different from those around the world; experienced veterans with the ability to lead their squads above and beyond 
the limits others might set. UKPF Sergeants are equipped with the utilitarian Combat Shotgun. 

 
Primary Weapon Combat Shotgun   

CQB Weapon  9mm Pistol   
Equipment None   

   
May replace primary weapon with:  SMG +3 

  Bullpup Assault Rifle +3 
May replace CQB weapon with:  Combat Knife -2 

  Heavy Pistol -1 
May add the following equipment:  Smoke Grenades and/or Frag Grenades (Maximum of 3) +2 (each) 

  Tactical Headset +2 
  Light Body Armour +3 

May add:  Any Modifications listed in this dossier and permitted by weapon type 
   

 

Already showing signs of future potential, UKPF corporal lead their teams of riflemen as they patrol the Crisis Zone. They may not have the 
experience or ability of more senior NCO’s however a level head can be the difference between life and death. 

 
Primary Weapon Bullpup Assault Rifle   

CQB Weapon  None   
Equipment None   

   
May replace primary weapon with:  Carbine +4 

May replace CQB weapon with:  Combat Knife +1 
May add the following equipment:  Smoke Grenades and/or Frag Grenades (Maximum of 3) +2 (each) 

  First Aid Kit +2 
  Tactical Headset +2 
  Light Body Armour +3 

May add:  Any Modifications listed in this dossier and permitted by weapon type 
   

 

When the nature of the conflict facing the UKPF in the Crisis Zone was revealed, the elite SAS were sent to “provide support” – these 
troopers are highly trained specialists and are used for extraction of assets and identification and elimination of threats to the mission. 

 
Primary Weapon Carbine   

CQB Weapon  9mm Pistol   
Equipment Smoke Grenades (x2)   

 Gas Mask  
   

May replace primary weapon with:  SMG +1 
May replace CQB weapon with:  Combat Knife -2 

  Heavy Pistol -1 
May add the following equipment:  Frag Grenades (Maximum of 2) +2 (each) 

  Light Body Armour +3 
May add:  Any Modifications listed in this dossier and permitted by weapon type 

 



 

 
 

These expert soldiers capably lead their Fireteams as they complete their mission in the Crisis Zone.  
 

Primary Weapon Carbine   
CQB Weapon  9mm Pistol   

Equipment Smoke Grenades (x2)   
 Gas Mask  
   

May replace primary weapon with:  SMG 
Combat Shotgun 
Bullpup Assault Rifle 

+1 
+1 
+1 

May replace CQB weapon with:  Combat Knife -2 
  Heavy Pistol -1 

May add the following equipment:  Frag Grenades (Maximum of 2) +2 (each) 
  Light Body Armour 

First Aid Kit 
+3 
+3 

May add:  Any Modifications listed in this dossier and permitted by weapon type 
  

SAS Captains are the most accomplished and highly trained officers operating in the Crisis Zone, often working in conjunction with the UKPF 
teams to achieve their mission goals. The experience of their leadership is invaluable on the ground and the efforts of the NATO mission. 

 
Primary Weapon Carbine   

CQB Weapon  9mm Pistol   
Equipment Smoke Grenades (x2)   

 Gas Mask  
   

May replace primary weapon with:  SMG +1 
May replace CQB weapon with:  Combat Knife -2 

  Heavy Pistol -1 
May add the following equipment:  Frag Grenades (Maximum of 2) +2 (each) 

    
  Light Body Armour +3 

May add:  Any Modifications listed in this dossier and permitted by weapon type 3 
 
 

 UB Grenade Launcher Mod AR, Area Effect 2/1, Indirect, Limited 2, Reload,   +6 
 Red Dot Sight Mod ALL +2 
 ACOG Sight Mod AR +2 
 Laser Sight Mod ALL +2 
 Fore Grip Mod AR, Mod SMG +2 

  
 
 

 

  Light Mortar   0 
  Tactical Guile 0 

 


