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THIS UNIT HAS THE FOLLOWING SPECIAL RULES:

TEAMWORK, METTLE, THE QUICK AND THE DEAD, TARGET PRIORITY, (For 
more details see p.12 of the Rules)

DEAD OR ALIVE: While making Actions against a Stunned or Disordered 
Model, this Unit gains the Lethal quality on Melee Weapons.

DEADEYED: This Unit may target Units with the Target Priority rule, even 
if they are more than 5” away (subject to range and Line of Sight as 
normal). Once each Round this Unit may make a Go On Lookout Special 
Action for Free.

DRAG: SPECIAL ACTION - This Unit must make an Aim check against an 
Initial Target within 7”. A success causes the Initial Target Model to be 
Stunned and immediately makes a Free Move Action d5” towards this 
Unit (remembering the Path of Least Resistance). The Initial Target’s Unit 
gains the Disordered Condition if the Initial Target Model moves out of 
Coherency. the target Model cannot be dragged out of the Play Area 
or into Impassable terrain, but counts as moving so trigger Backstab, 
Booby Traps etc.

QUICK DRAW: Once per Activation if this Unit successfully hits with 
a Shoot Action, it may make a second Shoot Action at the same or a 
di�erent Target Unit for one Action Point rather than the usual two for 
a repeated Action. This second Shoot Action may not be made with 
weapons with the Indirect, Heavy or Special qualities.

REVOLVER FAN: Once per Activation, ths Unit may spend an Action Point 
and receive +2 to its Rate of Attack with a Weapon with the Close Work 
Quality in a Shoot Action. During that Shoot Action the Model receives a 
-1 penalty to their Aim Attribute and cannot Focus the Shoot Action.

SHOWBOATING: Any Model in the Unit may add +1 to their Aim, Fight 
and Mind if they are within 5” of a friendly or enemy HUMAN Model 
(excluding Models in this unit) .

TINMAN: This Unit may use the Mind Attribute of any friendly MARSHAL 
Unit within Line of Sight of this Unit for Morale checks. Once per Round, 
for the duration of their Activation, this Unit may gain a point of Fortune 
while within 7” of a friendly MARSHAL or SHERIFF Unit (not including 
themselves).
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