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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)

DERRING-DO: The Unit may choose to count the Guts bonus provided by 
a single Adventure Card played during their Activation as being +1 Limit 
instead of the actual bonus printed on the card.

DYING BREATH: Should this Unit be destroyed (but not if it is otherwise 
removed from play) it can make a free Combat Action or Special Action 
before being removed from the Play Area.

FORM UP ON ME: After both sides have deployed, this Unit and a 
TROOPS or HANDS Unit within 3” may immediately make the same 
Free Move Action. This does not count as either Unit’s Activation. 
SPECIAL ACTION - A TROOPS or HANDS Unit within 3” of this Unit may 
immediately make a Free Move Action. This does not count as that Unit’s 
Activation. Once complete, either Unit may add or remove the Hunkered 
Condition from itself even if in contact with terrain.

GAMBLER: When Activated, this Unit may discard their Action Card 
and draw a new Action Card from the deck. If it does so the new card 
is applied immediately. The Unit ignores their Action Limit for this 
Activation. If the new card is equal to or lower than their original Action 
Card, then they receive the Stunned Condition (even if they may not 
usually be Stunned) and their Activation ends.

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.

SPLIT SHOT: This Unit may target di�erent Units with each die from their 
weapon’s Rate of Attack in a Shoot Action rather than having to resolve 
them against a single target Unit.
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