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THis UNIT HAS THE FOLLOWING SPECIAL RULES:

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

BLESSINGS OF THE ALLSHARD : REACTION - Once per Round, provided
at least one Model in this Unit is within 3" of a Portal marker, the Unit can
take a Mind check if they are declared as the Initial Target of an Attack. If
passed, that Unit may remove a single Negative Condition of their choice
from themselves. If failed, the condition remains as normal.
INSPIRATIONAL: Any friendly Unit (excluding this unit) within 5” of one
or more Units with this rule may re-roll a single die in their Activation.
During its Activation this Unit may remove the Hunkered Condition
from any Friendly Units within 10” provided this Unit is not contact with
terrain.

LIGHT OF THE ALLSHARD: During its Activation, this Unit may spend an
Action Point and immediately place a Hazard and Stun Condition on a
Unit within 10"

RABBLE ROUSER: Any friendly or enemy Angry Mob Models within 7

of this Unit may Critically Fail or Critically Pass any Mind checks they

are required to make (this Unit Player’s choice). This Unit may not be

the Initial Target of Angry Mob Units within 10" If an Angry Mob Model
would be affected by opposing instances of this rule then this rule has
no affect.

RALLY: Any friendly Units (excluding this unit) within 10” may remove
the Hunkered Condition and/or automatically pass any Morale Checks
unless they are AUTOMATA or have the Lobotomised special rule.
SHIELD AURA: SPECIAL ACTION - This Unit gains +1 Grit for the
remainder of the Round, unless the attack has the Shock, Blast or Torrent
Quality.

SHREWD STRATEGIST: SPECIAL ACTION - Look at the top card from either
their Adventure Deck or their Action Deck. They may discard the card or
return it to the top of the deck.



