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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)

COUNTER INTELLIGENCE: For each Unit in the Force that has this rule, 
once both sides have deployed but before any Trail�nder moves have 
been made, the players take it in Rounds (in initiative order) to redeploy 
a single Unit within their Deployment Zone if they wish. Each additional 
instance of Counter Intelligence in a Force allows an additional Unit to be 
redeployed. Each Unit may only be redeployed once.

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

ELUSIVE: Backstab Reactions against this Unit su�er a -4 penalty.

FLIGHT OR FIGHT: REACTION - When this Unit is the target of a Charge 
Action, this Unit may spend a point of Fortune to immediately be placed 
up to d5+2” from its current position. This placement must be to a point 
directly away from the charging Unit. This placement cannot be into 
Impassible terrain or cause the Unit to be Engaged.

SKY-LEAP: This Unit may make a Sky-Leap Special Action. Units making 
a Sky-Leap may be placed up to 7” from its position at the start of the 
Action. Ignore any terrain restrictions on the movement but the Unit 
must not end their Sky-Leap in Impassable terrain or Engaged in combat. 
You cannot Focus a Sky-Leap Action.

SMOKESCREEN: SPECIAL ACTION - If the Unit successfully passes an Aim 
Check it may target a point in the Play Area within 10” + Aim. Place a 
Blast template at the point nominated. The template remains in place 
until the end of the Round. While in play, the template is considered 
Area Terrain and any Model touching the template is Obscured and 
Disordered. If a Model Moves away from the template it ceases to be 
Obscured but remains Disordered. Furthermore, the template counts as 
a Size 4 piece of Area Terrain providing cover as normal.

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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