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Tais UNIT HAS THE FOLLOWING SPECIAL RuLEs:

COMMAND, 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 Trailfinder 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.

PARRY: REACTION - After Hits have been Allocated from a Strike Action
to this Unit, the Initial Target makes a Fight Check. For each point this
check exceeds ten, add +1 to the Unit’s Grit for the duration of that Strike
Action. Any Conditions that would be applied by the Strike Action on a
Hit are not applied if the Grit check is passed.

RAPPORT: Once per this Unit’s Activation, this Unit may re-roll a single
failed Checkif this Unit is within 7" of any Civillians, HANDS or TROOPS
Units.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

TACTICAL BRILLIANCE: This Unit gains +1 to Reserve Checks. Once per
Round the unit, when Activated, may spend two Action Points to look
at the top three cards from either their Adventure Deck or their Action
Deck and replace them in any order on the top of that deck.
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Tais UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

CHAIN OF COMMAND: Provided there is another Unit from its
Detachment within 12’ this Unit restores its Fortune at the end of its
Activation as normal. Otherwise this Unit automatically restores its
Fortune at the end of the Round. This Unit’s Fortune cannot be used by
another Unit with the COMMANDER or BOSS trait.

JURY-RIG AUTOMATA : SPECIAL ACTION - This Unit must successfully pass
a Mind Check to affect an AUTOMATA Unit within 5. The affected Unit
returns a Model previously destroyed in the Adventure to their Unit, to
be placed in coherency. The Model added cannot bring the number of
Models in the Unit greater than the Unit’s maximum number of Models.
If the Check fails the AUTOMATA Unit is Stunned.

OVERRIDE AUTOMATA: SPECIAL ACTION - This Unit may target an
AUTOMATA Unit (friend or foe) within 5” That targeted Unit must make a
Mind Check. If the Check is passed, nothing happens. If the Check fails, a
Model in that Unit (or the entire unit, if friendly) is Compelled and must
immediately make a Move or Combat Action of this Unit’s choice. This is
a Free Action which cannot be Focused or use Fortune. For the duration
of this Action, the Compelled Unit or Model counts as friendly to this
Unit. You cannot compel Models with the LEGENDARY trait.

REPAIR: Any STRUCTURE, ARTEFACT or friendly MACHINE or CONSTRUCT
Unit (excluding this unit) within 7" may re-roll failed Grit checks unless
the Attack has the Shock or Shred Qualities.

SET BOOBY TRAPS: After both sides are deployed but before Trailfinder
rule, starting with Player B, each player may choose each of their Units
with this rule. Place 2 (or place 1 & remove 1) Size 1 Booby Trap Marker in
the Play Area. Alternate the selection of Units until all Units with this rule
have placed or removed Markers. Markers may not be placed within 10”
of another Marker or Model. During the Adventure, if any part of a Unit’s
Move Action takes place within 4” of the Marker then they have entered
an area containing hidden traps. The Unit must pass a Quick Check for no
effect. If the Quick check is a Critical Success remove the Marker. If failed,
at the end of that Move Action, the Unit suffers an automatic hit witha
Piercing -2. If the Quick check is a Critical Failure, the hit is Pierci’ng -4,
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

COMMAND, 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 Trailfinder 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.

HARDY: The Unit may re-roll failed Grit checks, unless the attack has the
Blast or Torrent Quality.

PARRY: REACTION - After Hits have been Allocated from a Strike Action
to this Unit, the Initial Target makes a Fight Check. For each point this
check exceeds ten, add +1 to the Unit’s Grit for the duration of that Strike
Action. Any Conditions that would be applied by the Strike Action on a
Hit are not applied if the Grit check is passed.

RAPPORT: Once per this Unit’s Activation, this Unit may re-roll a single
failed Check if this Unit is within 7" of any Civillians, HANDS or TROOPS
Units.

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.

TACTICAL BRILLIANCE: This Unit gains +1 to Reserve Checks. Once per
Round the unit, when Activated, may spend two Action Points to look
at the top three cards from either their Adventure Deck or their Action
Deck and replace them in any order on the top of that deck.
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

LOYAL COMPANION (ODYSSEUS GRANT): Odysseus Grant is the
Companion for this Unit. This Unit may only use weapons with the
Special quality if it is within 10” of a Companion. REACTION - If a
Companion is the Initial Target of an attack and this Unit is within 5" of
it, this Unit becomes the Initial Target of the attack instead. Still calculate
range, Line of Sight etc to a Companion but resolve the Grit Check on
this Unit.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.
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Tais UNIT HAS THE FoLLOWING SPECIAL RuLES:

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

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give ‘Em Hell Reactions. This Unit may re-roll failed Morale Checks.

FORM UP ON ME: After both sides have deployed, this Unitand 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 - ATROOPS 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.

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.

IT’S ALL ABOUT ME: REACTION - When this Unit fails a Grit Check, you
MUST pick a friendly Model within 3” of this Unit to fail their Grit Check
instead, if able, as they sacrifice themselves. Models affected by this rule
cannot benefit from the Sawbones Rule or receive Fortune from another
Unit. Furthermore, Friendly Units within 15" may use this Unit’s Mind
Attribute when making Mind Checks.

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) .
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Tais UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

OLDEST PROFESSION: This Unit may spend one Action Point during its
Activation to nominate itself and another SOILED DOVE Unit in Line of
Sight within 12" Both Units gain a +1 modifier to their Limit and to their
Grit for the duration of this Round. This rule cannot be used if there is not
another Soiled Dove Unit in Line of sight.

REJUVENATE: SPECIAL ACTION - This Unit may select a friendly Unit in
Line of Sight and within 7" The selected Unitimmediately regains d5
Fortune up to its starting value.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

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) .

UNDERCOVER: The Unit must be held in Reserve. Once available the Unit
is deployed anywhere in the Play Area. You must deploy at least 12"from
an enemy Unit and cannot deploy into a transport. Unless it is within 8”
and Line of Sight, this Unit cannot be nominated as the Initial Target of
an attack by any HUMAN enemy Units unless that Unit first successfully
passes a Mind Check.
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

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.

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give 'Em Hell Reactions. This Unit may re-roll failed Morale Checks.

GUN DOWN: Unless using a weapon with the Indirect, Heavy, Blast

or Torrent qualities, the Unit does not suffer the -4 penalty to Aim for
Shooting at an Engaged enemy. Furthermore, this Unit does not hit a
friendly Engaged Unit on a Critical Fail when making a Shoot Action
against an Engaged enemy Unit.

KILL SHOT: Human Initial Targets must re-roll successful Grit checks
against Shoot Actions from this model.

LONG SHOT: This Unit ignores long range penalties for Shoot Actions.
If this Unit has the On Lookout Condition it may make a Give ‘Em Hell
Reaction against Enemy Units that are Placed from a Flight or Sky-Leap
Special Action within 10” of this Unit.
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

FORM UP ON ME: After both sides have deployed, this Unitand 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 - ATROOPS 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.

IF TAKEN IN A LAWMAN FORCE: 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).

IF NOT INCLUDED IN A LAWMAN FORCE: 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.

PORTAL SHUNT: SPECIAL ACTION - This Model may be placed anywhere
in the Play Area within a number of inches from it’s current position
equal to 2D10 plus this Unit's Mind Attribute. If either D10 is a 1, this Unit
becomes Stunned once Placed. The Unit must not end this Action in
Impassable terrain or Engaged in combat.

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.
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Twis UNIT HAS THE FOLLOWING SPECIAL RuLES:

TARGET PRIORITY, (For more details see p.12 of the Rules)

FORWARD ECHELON: While this Unit is within 3" of one or more Friendly
non-Disordered HANDS or TROOPS Units, this Unit and the HANDS or
TROOPS Units ignore the Brutal Quality from any hits against them. This
Unit may Go On Lookout for a cost of one Action Point, regardless of
how many Combat Actions it has made this Round.

GALVANIC: The Stun and Disorder Qualities do not cause Attribute
penalties to be suffered by this unit, though they still count as having
the Condition.
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- Tais UNIT HAS THE FoLLOWING SPECIAL RuLEs:

TEAMWORK, METTLE, THE QUICK AND THE DEAD, TARGET PRIORITY,; ( :
ore details see p.12 of the Rules) 2

CARPATHOGEN: SPECIAL ACTION - This Unit must successfully pass a

Mind Check to affect all CONSTRUCT Units within 7”. The affected Units
each return a Model previously destroyed in the Adventure to their Unit, |
to be placed in coherency. The Model added cannot bring the number

of Models in the Unit greater than the Unit’s starting number of Models.
This rule does not apply to MOUNTED Units or Units that have been
completely destroyed.

DARK COUNCIL: SPECIAL ACTION - This Unit may target a TAINTED Unit
(friend or foe) within 7" That targeted Unit must make a Mind Check. If
the Check is passed, nothing happens. If the Check fails, a Model in that
Unit (or the entire unit, if friendly) is Compelled and must immediately
make a Move or Combat Action of this Unit’s choice. This is a Free Action
which cannot be Focused or use Fortune. For the duration of this Action,
the Compelled Unit counts as friendly to this Unit.

EYES ON TARGET: Enemy Units with the Undercover or Magenta Clade
rules may not make use of those rules while within 10” of this Unit. Once
each Round this Unit may make a Go On Lookout Special Action for Free.
If this Unit has the On Lookout Condition it may make a Give ‘Em Hell
Reaction against Enemy Units that complete a Move Action within 10"
of this Unit.

EXPOSE THEIR WEAKNESS: Any Enemy BOSS, COMMANDER, FACE
or SPECIALIST Unit within 15" of this Unit that receives one or more
successful wounds from an attack that has the Brutal Quality, receives
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give‘Em Hell Reactions. This Unit may re-roll failed Morale Checks.

FAVOUR THE BOLD: Once per Activation, if this Unit wipes out the last
Model in an enemy Unit with a Combat Action this Unit gains +1 Fortune
(even if they do not have a Fortune value). Unspent Fortune remains
until the end of that Round.

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 - ATROOPS 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.

KILL SHOT: Human Initial Targets must re-roll successful Grit checks
against Shoot Actions from this model.
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

JURY-RIG AUTOMATA : SPECIAL ACTION - This Unit must successfully pass
aMind Check to affect an AUTOMATA Unit within 5”. The affected Unit
returns a Model previously destroyed in the Adventure to their Unit, to
be placed in coherency. The Model added cannot bring the number of
Models in the Unit greater than the Unit’s maximum number of Models.
If the Check fails the AUTOMATA Unit is Stunned.

OVERRIDE AUTOMATA: SPECIAL ACTION - This Unit may target an
AUTOMATA Unit (friend or foe) within 5" That targeted Unit must make a
Mind Check. If the Check is passed, nothing happens. If the Check fails, a
Model in that Unit (or the entire unit, if friendly) is Compelled and must
immediately make a Move or Combat Action of this Unit’s choice. This is
a Free Action which cannot be Focused or use Fortune. For the duration
of this Action, the Compelled Unit or Model counts as friendly to this
Unit. You cannot compel Models with the LEGENDARY trait.

SET BOOBY TRAPS: After both sides are deployed but before Trailfinder
rule, starting with Player B, each player may choose each of their Units
with this rule. Place 2 (or place 1 & remove 1) Size 1 Booby Trap Marker in
the Play Area. Alternate the selection of Units until all Units with this rule
have placed or removed Markers. Markers may not be placed within 10"
of another Marker or Model. During the Adventure, if any part of a Unit's
Move Action takes place within 4” of the Marker then they have entered
an area containing hidden traps. The Unit must pass a Quick Check for no
effect. If the Quick check is a Critical Success remove the Marker. If failed,
at the end of that Move Action, the Unit suffers an automatic hit with a
Piercing -2. If the Quick check is a Critical Failure, the hit is Piercing -4.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the:
Mounted trait may not benefit from this rule.

TRAPPER: When using the Set Booby Traps rule, this Unit may instead
remove up to two Size 1 Booby Trap Markers instead of the usual 1. This
Unit critically passes the Quick check when making a Move Action within
10" of a Booby Trap Marker. &
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Tais 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 Trailfinder 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.

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give ‘Em Hell Reactions. This Unit may re-roll failed Morale Checks.
TACTICAL BRILLIANCE: This Unit gains +1 to Reserve Checks. Once per
Round the unit, when Activated, may spend two Action Points to look
at the top three cards from either their Adventure Deck or their Action
Deck and replace them in any order on the top of that deck.
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Twis UNIT HAS THE FOLLOWING SPECIAL RuLEs:

TARGET PRIORITY, (For more details see p.12 of the Rules)

COUNTER STRIKE: REACTION - When an enemy Unit has made a Strike
Action against this Unit and all required Grit checks have been resolved,
any surviving Models in this Unit may immediately make a Free Strike
Action with a Rate of Attack of 1 against the enemy Unit that attacked
them.

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.

ON GUARD: REACTION - If a friendly Unit within 3"is nominated as the
Initial Target of an attack, this Unit becomes the Initial Target of the
attack instead. If this occurs, you must still calculate range, Line of Sight
etc to the original Initial Target but resolve the Grit Check on this Unit
instead.

RAPID: When this Unit makes a Focused Move Action, or the Free Move
Action as part of a Charge it moves an additional 3”instead of the normal
2" It also adds +1 to any Sprint rolls it makes.
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.

RAPID: When this Unit makes a Focused Move Action, or the Free Move
Action as part of a Charge it moves an additional 3"instead of the normal
2" Italso adds +1 to any Sprint rolls it makes.

K9 Gux Doc Pack

Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

2-4 X e
BULKY: This Unit can never be Hunkered.

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.
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Tais UNIT HAS THE FoLLOWING SPECIAL RuLES:

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

FAVOUR THE BOLD: Once per Activation, if this Unit wipes out the last
Model in an enemy Unit with a Combat Action this Unit gains +1 Fortune
(even if they do not have a Fortune value). Unspent Fortune remains
until the end of that Round.

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
different Target Unit for one Action Point rather than the usual two for
arepeated Action. This second Shoot Action may not be made with
weapons with the Indirect, Heavy or Special qualities.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

UNDERCOVER: The Unit must be held in Reserve. Once available the Unit
is deployed anywhere in the Play Area. You must deploy at least 12" from
an enemy Unit and cannot deploy into a transport. Unless it is within 8"
and Line of Sight, this Unit cannot be nominated as the Initial Target of
an attack by any HUMAN enemy Units unless that Unit first successfully
passes a Mind Check.

MiLo JEFFERSON 14

Twis UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

SIC’EM!: At the end of this Unit’s Activation, a Friendly K9 AUTOMATA
Unit within 10" of this Unit may immediately Activate provided it has not
yet Activated this round. This is treated as a new Activation, so you must
apply any effects and draw an Action card as normal.

TRICK SHOT: This Unit may spend an Action point to gain Line of Sight to
an enemy Unit that is currently not in Line of Sight. The target Unit must
still be in range and an otherwise normally eligable target.
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Lucivpa LoveLEss 1%

Tris 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 STRIKE: REACTION - When an enemy Unit has made a Strike
Action against this Unit and all required Grit checks have been resolved,
any surviving Models in this Unit may immediately make a Free Strike
Action with a Rate of Attack of 1 against the enemy Unit that attacked
them.

RAPPORT: Once per this Unit’s Activation, this Unit may re-roll a single
failed Check if this Unit is within 7" of any Civillians, HANDS or TROOPS
Units.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

UNDERCOVER: The Unit must be held in Reserve. Once available the Unit
is deployed anywhere in the Play Area. You must deploy at least 12" from
an enemy Unit and cannot deploy into a transport. Unless it is within 8"
and Line of Sight, this Unit cannot be nominated as the Initial Target of
an attack by any HUMAN enemy Units unless that Unit first successfully
passes a Mind Check.

Nixkorar Testa 14

Tiis UNIT HAS THE FoLLOWING SPECIAL RuLEs:

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

CHAIN OF COMMAND: Provided there is another Unit from its
Detachment within 127 this Unit restores its Fortune at the end of its
Activation as normal. Otherwise this Unit automatically restores its
Fortune at the end of the Round. This Unit’s Fortune cannot be used by
another Unit with the COMMANDER or BOSS trait.

HONOUR BEFORE AMBITION: This Unit may replace its BOSS or
COMMANDER Trait for the FACE Trait. It no longer counts as a BOSS Unit
and replaces the Largesse and Command Rules with Teamwork if it has
them. This Unit may no longer lead a Posse or Detachment if it does so.
IMPERVIOUS: The Unit ignores the Fatal Quality and negative Piercing
modifiers when taking Grit Checks.

MAGNETIC ATTRACTION: The Unit may make a single Free Run Action
each Activation provided the Move is in a straight line towards a Model
within 10" with the CONSTRUCT, or MACHINE Traits.

PRODIGIOUS: This Unit gains +3 for Focused Action checks rather than
the usual +2.

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.

TESLA MASTERWORK: The Stun and Disorder Conditions do not cause
Attribute penalties to be suffered by this unit, though they still count as
having received the apropriate Condition.
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Nixorai Tesza
1x

Twis UNIT HAS THE FOLLOWING SPECIAL RuLES:

COMMAND, METTLE, (For more details see p.12 of the Rules)

CHAIN OF COMMAND: Provided there is another Unit from its
Detachment within 12’ this Unit restores its Fortune at the end of its
Activation as normal. Otherwise this Unit automatically restores its
Fortune at the end of the Round. This Unit’s Fortune cannot be used by
another Unit with the COMMANDER or BOSS trait.

HARDY: The Unit may re-roll failed Grit checks, unless the attack has the
Blast or Torrent Quality.

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.

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.

TESLA MASTERWORK: The Stun and Disorder Conditions do not cause
Attribute penalties to be suffered by this unit, though they still count as
having received the apropriate Condition.

WARMACHINE: This Unit may fire all of the weapons they are equipped
with in the same Shoot Action. They may target different Units with
different weapons if they have them. Furthermore, during its Activation,
this Unit may spend an Action point and remain stationary to ignore the
Special Quality on one of its ranged weapons for the remainder of the
Activation.

XL BASED UNIT: This Unit has a Size 4 Base and can never be Hunkered. It
ignores the Fatal Quality.

RoBERT PINKERTON 14

Twis UNIT HAS THE FOLLOWING SPECIAL RuLEs:
TEAMWORK, METTLE, THE QUICK AND THE DEAD, TARGET PRIORITY, (For
more details see p.12 of the Rules)

BREVET COMMANDER: For +1 point this Unit may replace its FACE Trait
for a COMMANDER Trait, it is now considered a COMMANDER Unit rather
than a Face Unit and loses the Teamwork rule. Furthermore the Unit
gains +1 Fortune and the Command rule. Asa COMMANDER this Unit
may lead a Faction Detachment as normal.This Unit’s Fortune cannot be
used by another Unit with the COMMANDER or BOSS trait.
DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give ‘Em Hell Reactions. This Unit may re-roll failed Morale Checks.

KILL SHOT: Human Initial Targets must re-roll successful Grit checks
against Shoot Actions from this model.

RAPPORT: Once per this Unit’s Activation, this Unit may re-roll a single
failed Checkif this Unit is within 7" of any Civillians, HANDS or TROOPS
Units.
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1x

Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:
COMMAND, METTLE, THE QUICK AND THE DEAD, TARGET PRIORITY, (Falﬂ

/. ~more details see p.12 of the Rules)

CHAIN OF COMMAND: Provided there is another Unit from its

Detachment within 12’ this Unit restores its Fortune at the end of its
Activation as normal. Otherwise this Unit automatically restores its g
Fortune at the end of the Round. This Unit’s Fortune cannot be used by
another Unit with the COMMANDER or BOSS trait.

DEATH-DEALER: When this Unit it is Engaged with more than one Model,
all this Unit’s Melee Weapons gain -1 Piercing and the Brutal Quality.

If the Attack already has Brutal, it gains Lethal instead. If it also has the
Lethal Quality, it gains Fatal instead. Weapons that gain one or more

of these qualities on a Critical Success only benefit from having those
qualities for Death-Dealer on a Critical Success.

HARDY: The Unit may re-roll failed Grit checks, unless the attack has the
Blast or Torrent Quality.

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.

QUICK STRIKE: Once per Activation if this Unit successfully hits with

a Strike Action, it may make a second Strike Action at the same ora
different target Unit for one Action Point rather than the usual two fora
repeated Action.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in

base contact with another friendly Model with this rule. Models with the -
Mounted trait may not benefit from this rule.
SHREWD STRATEGIST: SPECIAL ACTION - Look at the top card from e
their Adventure Deck or their Action Deck. They may discard the card
return it to the top of the deck.

¥

THEODORE ROOSEVELT

Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

TEAMWORK, METTLE, (For more details see p.12 of the Rules)

BREVET COMMANDER: For +1 point this Unit may replace its FACE Trait
for a COMMANDER Trait, it is now considered a COMMANDER Unit rather
than a Face Unit and loses the Teamwork rule. Furthermore the Unit
gains +1 Fortune and the Command rule. Asa COMMANDER this Unit
may lead a Faction Detachment as normal.This Unit’s Fortune cannot be
used by another Unit with the COMMANDER or BOSS trait.

BULKY: This Unit can never be Hunkered.

BULLRUSH: This Unit may Focus the Free Strike Action in a Charge
Special Action for free.

COUNTER INTELLIGENCE: For each Unit in the Force that has this rule,
once both sides have deployed but before any Trailfinder 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.

FAVOUR THE BOLD: Once per Activation, if this Unit wipes out the last
Model in an enemy Unit with a Combat Action this Unit gains +1 Fortune
(even if they do not have a Fortune value). Unspent Fortune remains
until the end of that Round.

NIMBLE: Models in this Unit move as if they were mounted on a round
base and do not use the Turning Template. This Unit can never be
Hunkered.

RAPID: When this Unit makes a Focused Move Action, or the Free Move
Action as part of a Charge it moves an additional 3"instead of the normal
2" Italso adds +1 to any Sprint rolls it makes.
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UnioN ARMOURED GrUARDS
3-6x

Tas Unit 5AS THE FoLLowING SEciAL RuLEs:

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give ‘Em Hell Reactions. This Unit may re-roll failed Morale Checks.
HARDY: The Unit may re-roll failed Grit checks, unless the attack has the
Blast or Torrent Quality.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

SKIRMISHERS: The Unit has a Unit Coherency of 4"

UnioN BELLE (AraNa) 14
Twis UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

BULLRUSH: This Unit may Focus the Free Strike Action in a Charge
Special Action for free.

FORCEFUL STRIKE: Once during its Activation after making a Fight Check,
this Unit may spend 1 Action Point to increase the Piercing of a Melee
weapon by -2 for that attack.

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.

MAGNETIC ATTRACTION: The Unit may make a single Free Run Action
each Activation provided the Move is in a straight line towards a Model
within 10" with the CONSTRUCT, or MACHINE Traits.

TESLA MASTERWORK: The Stun and Disorder Conditions do not cause
Attribute penalties to be suffered by this unit, though they still count as
having received the apropriate Condition.
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UnioN ARMOURED RiFLEMEN
3-6x

Tais Ui BAS THE roLLowiNG SpeciaL RuLes:

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give 'Em Hell Reactions. This Unit may re-roll failed Morale Checks.
HARDY: The Unit may re-roll failed Grit checks, unless the attack has the
Blast or Torrent Quality.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

UnioN Brazers

Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

2-4 x o
BULKY: This Unit can never be Hunkered.

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give ‘Em Hell Reactions. This Unit may re-roll failed Morale Checks.
SURE FOQT: The Unit ignores the penalty for Uneven Ground and may
re-roll Quick Checks.

VOLATILE: If this Model is Wounded, before it is removed, all Models
within 2" receive the Hazard Condition.
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Uniox Fire Team T4y

Tas Unit 5AS THE FoLLowING SEciAL RuLEs:
DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give ‘Em Hell Reactions. This Unit may re-roll failed Morale Checks.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

Union Iron Horse CavaLry

Tais UNIT HAS THE FOLLOWING SPECIAL RuLEs:

2-6 X e
BULKY: This Unit can never be Hunkered.

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give'Em Hell Reactions. This Unit may re-roll failed Morale Checks.
SURE FOQT: The Unit ignores the penalty for Uneven Ground and may
re-roll Quick Checks.

Union Fire TeAM SPECIALIST 6PTS Union Fire Team SPECIALIST

SpeciALIsT, UNIoN, HUMAN, Fire TEAm

Tis UNiT HAS THE FoLLOWING SPECIAL RuLes:

TARGET PRIORITY, (For more details see p.12 of the Rules)
DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give ‘Em Hell Reactions. This Unit may re-roll failed Morale Checks.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

GATLING GUN
SPECIAL, BRuTAL t_'_] 157 | -1 3

en

BASIC MELEE ATTACK .

ﬁﬁf _,;.’-01

4 B - e
i
v - i
BN S e N ' r
- " b (. -
\ ] f‘
5 ILLusTRATIONS AND DESIGNS ARE COPYRIGHT © 2021 WAYLAND GAMES LIMITED.
Union IRONHIDE 11p1s Union IRoNHIDE

Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.

FIRING PLATFORM: Transported Units are permitted to make shoot
actions while embarked, furthermore they suffer a -1 to their Aim check.
Line of Sight is drawn from the base of the Transport Model.

HARDY: The Unit may re-roll failed Grit checks, unless the attack has the
Blast or Torrent Quality.

WARMACHINE: This Unit may fire all of the weapons they are equipped
with in the same Shoot Action. They may target different Units with
different weapons if they have them. Furthermore, during its Activation,
this Unit may spend an Action point and remain stationary to ignore the
Special Quality on one of its ranged weapons for the remainder of the
Activation.

XXL BASED UNIT: This Unit has a Size 5 Base and can never be Hunkered.
It ignores the Fatal Quality.
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PER MODEL

SpeciALIsT, UNioN, HumAN, HEAVY TROOPER, TAINTED !
Tais UNIT HAS THE FOLLOWING SPECIAL RuLES:

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for -
ive ‘Em Hell Reactions. This Unit may re-roll failed Morale Checks. B
HARDY: The Unit may re-roll failed Grit checks, unless the attack has the
Blast or Torrent Quality.

SPLIT SHOT: This Unit may target different 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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Union Scour Bikes 6pTS Union Scour Bikes

PER MODEL
Troors, UNIoN, HuMAN, MACHINE, MOUNTED,

Tais UNIT HAS THE FOLLOWING SPECIAL RuLEs:
INTERCEPTOR

2-4 X e
BULKY: This Unit can never be Hunkered.

DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give'Em Hell Reactions. This Unit may re-roll failed Morale Checks.

MOVING TARGET: Provided that at the end of its Activation, this Unit is
at least 7" from its starting position this Round, successful Aim Checks
against this Unit must be re-rolled.

RAPID: When this Unit makes a Focused Move Action, or the Free Move
Action as part of a Charge it moves an additional 3”instead of the normal
2" It also adds +1 to any Sprint rolls it makes.

TRAILFINDER: After both sides are deployed, starting with Player B, each
player may choose one of their Units with the Trailfinder make a Free
Run Action with it. This does not count as the unit’s Activation. Trailfinder
selection and movement alternates and continues until all Units with
Trailfinder have been moved once.
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UnioN RiFLEMEN

3-6x
Tis UNiT HAS THE FoLLOWING SPECIAL RuLes:
DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give 'Em Hell Reactions. This Unit may re-roll failed Morale Checks.
SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

UnioN SKIRMISHERS
3-6x
Tiis UNIT HAS THE FoLLOWING SPECIAL RuLEs:
DISCIPLINED: This Unit may re-roll Mind Checks to hold their nerve for
Give 'Em Hell Reactions. This Unit may re-roll failed Morale Checks.

SHOULDER TO SHOULDER: Models in this Unit gains +1 Grit while in
base contact with another friendly Model with this rule. Models with the
Mounted trait may not benefit from this rule.

SKIRMISHERS: The Unit has a Unit Coherency of 4",



UR-31 GI Bor Fire Team

SuppoRrT, UNION, AUTOMATA, MACHINE, VITRUVIAN
SIMULACRA, FIRE TEAM

UR-31 GI Bor Fire Team

Tais UNIT HAS THE FoLLOWING SPECIAL RuLES:

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.
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RNG PRC ROA

GATLING GUN

oy

# SpeciaL, BRutaL £ 115" | -1 | 3
" BIONIC ARM

REFINED /,:,/ 2 0 1
BRUTAL #¥

3 | | L
T L r
.’- i
I o A D Tnscor e @ 202 A AL L [
UR-31E TesLaBot GuaRDS 4pts UR-31E TesLaBoT GUARDS

PER MODEL

3-6x

Troors, UNION, AUTOMATA, MACHINE, VITRUVIAN

SIMULACRA Tais UNIT HAS THE FOLLOWING SPECIAL RuLEs:

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.

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.

TESLA MASTERWORK: The Stun and Disorder Conditions do not cause
Attribute penalties to be suffered by this unit, though they still count as
having received the apropriate Condition.
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UR-31E Iron EacLE

Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

2-4 X o
BULKY: This Unit can never be Hunkered.

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.

SURE FOQT: The Unit ignores the penalty for Uneven Ground and may
re-roll Quick Checks.

TESLA MASTERWORK: The Stun and Disorder Conditions do not cause
Attribute penalties to be suffered by this unit, though they still count as
having received the apropriate Condition.

UR-31E Testasor RiFLEMEN 36x

Tiis UNIT HAS THE FoLLOWING SPECIAL RuLEs:

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.

TESLA MASTERWORK: The Stun and Disorder Conditions do not cause
Attribute penalties to be suffered by this unit, though they still count as
having received the apropriate Condition.
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Tais UNIT HAS THE FoLLOWING SPECIAL RuLES:

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

CHAIN OF COMMAND: Provided there is another Unit from its
Detachment within 12’ this Unit restores its Fortune at the end of its
Activation as normal. Otherwise this Unit automatically restores its
Fortune at the end of the Round. This Unit’s Fortune cannot be used by
another Unit with the COMMANDER or BOSS trait.

DEATH DEFYING: This Unit may be included for free in a Force that
contains a Unit with the same name. This will be explained in the Faction
Handbook if applicable. Otherwise, this Unit may be included in a
Detachment or Posse as normal for the points cost shown.

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.

FORWARD ECHELON: While this Unit is within 3" of one or more Friendly
non-Disordered HANDS or TROOPS Units, this Unit and the HANDS or
TROOPS Units ignore the Brutal Quality from any hits against them. This
Unit may Go On Lookout for a cost of one Action Point, regardless of
how many Combat Actions it has made this Round.

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.

RAPID: When this Unit makes a Focused Move Action, or the Free Move
Action as part of a Charge it moves an additional 3" instead of the normal
2" It also adds +1 to any Sprint rolls it makes.

WiLLiaM SHERMAN 14

Twis UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

SIC’EME: At the end of this Unit’s Activation, a Friendly K9 AUTOMATA
Unit within 10" of this Unit may immediately Activate provided it has not
yet Activated this round. This is treated as a new Activation, so you must
apply any effects and draw an Action card as normal.

WiLza Suaw 21p1s WiLia Suaw
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Tis UNiT HAS THE FoLLOWING SPECIAL RuLes:

COMMAND, METTLE, (For more details see p.12 of the Rules)

BULKY: This Unit can never be Hunkered.

CHAIN OF COMMAND: Provided there is another Unit from its
Detachment within 127 this Unit restores its Fortune at the end of its
Activation as normal. Otherwise this Unit automatically restores its
Fortune at the end of the Round. This Unit’s Fortune cannot be used by
another Unit with the COMMANDER or BOSS trait.

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

FORWARD ECHELON: While this Unit is within 3" of one or more Friendly
non-Disordered HANDS or TROOPS Units, this Unit and the HANDS or
TROOPS Units ignore the Brutal Quality from any hits against them. This
Unit may Go On Lookout for a cost of one Action Point, regard|ess of
how many Combat Actions it has made this Round.

MOVING TARGET: Provided that at the end of its Activation, this Unit is
atleast 7" from its starting position this Round, successful Aim Checks
against this Unit must be re-rolled.

RAPID: When this Unit makes a Focused Move Action, or the Free Move
Action as part of a Charge it moves an additional 3"instead of the normal
2" Italso adds +1 to any Sprint rolls it makes.

SURE FOQT: The Unit ignores the penalty for Uneven Ground and may

PRC  ROA re-roll Quick Checks.
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:
CONFEDERATE, FLIGHT, AGENT, TAINTED

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

AGILE: This Model passes Quick Checks for climbing and jumping
automatically and may re-roll failed Grit Checks from falling.

ELUSIVE: Backstab Reactions against this Unit suffer 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.

HARDY: The Unit may re-roll failed Grit checks, unless the attack has the
Blast or Torrent Quality.

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.

VOLATILE: If this Model is Wounded, before it is removed, all Models
within 2" receive the Hazard Condition.
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- Tris UNiT HAS THE FoLLOWING SPECIAL RuLEs:

GarrATT MORDEN

TEAMWORK, METTLE, THE QUICK AND THE DEAD, TARGET PRIORITY, (F !

~more details see p.12 of the Rules)

COMMANDING PRESENCE: Friendly Units that are within 10" of a this Unit
may spend Fortune belonging to this Unit as though it was their own.
Furthermore, those Units can use this Unit’s Mind value whilst making
Morale Checks.

DARK COUNCIL: SPECIAL ACTION - This Unit may target a TAINTED Unit
(friend or foe) within 7”. That targeted Unit must make a Mind Check. If
the Check is passed, nothing happens. If the Check fails, a Model in that
Unit (or the entire unit, if friendly) is Compelled and must immediately
make a Move or Combat Action of this Unit’s choice. This is a Free Action
which cannot be Focused or use Fortune. For the duration of this Action,
the Compelled Unit counts as friendly to this Unit.

RAPPORT: Once per this Unit’s Activation, this Unit may re-roll a single
failed Check if this Unit is within 7" of any Civillians, HANDS or TROOPS
Units.

STEP FROM SHADOWS: SPECIAL ACTION - This Model may be placed

in contact with Terrain anywhere in the Play Area within a number of
inches from it's current position equal to 2D10 plus this Unit’s Mind
Attribute. If both D10 are the same number, this Unit becomes Stunned
once Placed. The Unit must not end this Action in Impassable terrain or
Engaged in combat.

HWK Scour AuTomMATA

Tais UNIT HAS THE FOLLOWING SPECIAL RuLEs:

TARGET PRIORITY, (For more details see Special Rules on p.12 of the
rules book)

DURABLE: This Unit may ignore the first point of Piercing from an attack,
unless it has the Brutal, Blast or Torrent Quality.

EYES ON TARGET: Enemy Units with the Undercover or Magenta Clade
rules may not make use of those rules while within 10” of this Unit. Once
each Round this Unit may make a Go On Lookout Special Action for Free.
If this Unit has the On Lookout Condition it may make a Give ‘Em Hell
Reaction against Enemy Units that complete a Move Action within 10"
of this Unit.

FLUSH OUT TARGET: Once during this Unit’s activation it may remove a
Hunkered condition from an enemy Unit within 10",

MOVING TARGET: Provided that at the end of its Activation, this Unit is

at least 7" from its starting position this Round, successful Aim Checks
against this Unit must be re-rolled.

REPAIR: Any STRUCTURE, ARTEFACT or friendly MACHINE or CONSTRUCT
Unit (excluding this unit) within 7”may re-roll failed Grit checks unless
the Attack has the Shock or Shred Qualities.

Herena MiLLER 19p1s Herena MiLLer
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

LARGESSE, 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.

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.

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.

HEAD HUNTER: When this Unit destroys an enemy Model that has the
Unique Special Rule, this Unitimmediately gains a point of Fortune until
the end of its next Activation.

TACTICAL BRILLIANCE: This Unit gains +1 to Reserve Checks. Once per
Round the unit, when Activated, may spend two Action Points to look
at the top three cards from either their Adventure Deck or their Action
Deck and replace them in any order on the top of that deck.

TESLA STORMTHROWERS it - . -
ReFINED, LINKeD, CLose WORK £ 10”7 | -1 3 TINMAN: This Unit may use the Mind Attribute of any friendly MARSHAL
SHOCK Wi ~ Unit within Line of Sight of this Unit for Morale checks. Once per Round,
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- Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:
TEAMWORK, METTLE, THE QUICK AND THE DEAD, TARGET PRIORITY, ({
~ more details see p.12 of the Rules)

CARPATHOGEN: SPECIAL ACTION - This Unit must successfully pass a
Mind Check to affect all CONSTRUCT Units within 7. The affected Units
each return a Model previously destroyed in the Adventure to their Unit,
to be placed in coherency. The Model added cannot bring the number
of Models in the Unit greater than the Unit’s starting number of Models.
This rule does not apply to MOUNTED Units or Units that have been
completely destroyed.

IMEAT SHIELDS: REACTION - When this Unit fails a Grit Check, you MAY
pick a friendly Size 1 or 2 HUMAN or CONSTRUCT Model within 3" of this
Unit to fail their Grit Check instead as they are pulled in front at the last
minute, ignorantly sacrificing themselves in the process. Models affected
by Meat Shields cannot benefit from the Sawbones Special Rule.

OVERRIDE AUTOMATA: SPECIAL ACTION - This Unit may target an
AUTOMATA Unit (friend or foe) within 5" That targeted Unit must make a
Mind Check. If the Check is passed, nothing happens. If the Check fails, a
Model in that Unit (or the entire unit, if friendly) is Compelled and must
immediately make a Move or Combat Action of this Unit’s choice. This is
a Free Action which cannot be Focused or use Fortune. For the duration
of this Action, the Compelled Unit or Model counts as friendly to this
Unit. You cannot compel Models with the LEGENDARY trait.

SIC’EM!: At the end of this Unit's Activation, a Friendly K9 AUTOMATA
Unit within 10" of this Unit may immediately Activate provided it has not

B
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= ore details see p.12 of the Rules) more details see p.12 of the Rules)
"’ DARK COUNCIL: SPECIAL ACTION -This Unit may target a TAINTED Unit OVERRIDE AUTOMATA: SPECIAL ACTION - This Unit may target an
| (friend or foe) within 7”. That targeted Unit must make a Mind Check. If AUTOMATA Unit (friend or foe) within 5" That targeted Unit must make a

the Check is passed, nothing happens. If the Check fails, a Model in that
Unit (or the entire unit, if friendly) is Compelled and must immediately
make a Move or Combat Action of this Unit’s choice. This is a Free Action
which cannot be Focused or use Fortune. For the duration of this Action,
the Compelled Unit counts as friendly to this Unit.

ELITE: The Unit may choose to count the Guts bonus provided by
Adventure Cards played during their Activation as being +1 Action Point
instead of the actual bonus printed on the cards. Units with the Elite skill
automatically pass Morale Checks.

FORM UP ON ME: After both sides have deployed, this Unitand 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 - ATROOPS 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.

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
different Target Unit for one Action Point rather than the usual two for
arepeated Action. This second Shoot Action may not be made with

Mind Check. If the Check is passed, nothing happens. If the Check fails, a
Model in that Unit (or the entire unit, if friendly) is Compelled and must
immediately make a Move or Combat Action of this Unit's choice. This is
a Free Action which cannot be Focused or use Fortune. For the duration
of this Action, the Compelled Unit or Model counts as friendly to this
Unit. You cannot compel Models with the LEGENDARY trait.

REJUVENATE: SPECIAL ACTION - This Unit may select a friendly Unit in
Line of Sight and within 7" The selected Unit immediately regains d5
Fortune up to its starting value.

REPAIR: Any STRUCTURE, ARTEFACT or friendly MACHINE or CONSTRUCT
Unit (excluding this unit) within 7" may re-roll failed Grit checks unless
the Attack has the Shock or Shred Qualities.

SET BOOBY TRAPS: After both sides are deployed but before Trailfinder
rule, starting with Player B, each player may choose each of their Units
with this rule. Place 2 (or place 1 & remove 1) Size 1 Booby Trap Marker in
the Play Area. Alternate the selection of Units until all Units with this rule
have placed or removed Markers. Markers may not be placed within 10"
of another Marker or Model. During the Adventure, if any part of a Unit’s
Move Action takes place within 4” of the Marker then they have entered
RNG ~ PRC  ROA an area containing hidden traps. The Unit must pass a Quick Check for no
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Tais 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.

FORM UP ON ME: After both sides have deployed, this Unitand 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 - ATROOPS 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.

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.

SIC’EME: At the end of this Unit’s Activation, a Friendly K9 AUTOMATA
Unit within 10” of this Unit may immediately Activate provided it has not
yet Activated this round. This is treated as a new Activation, so you must
apply any effects and draw an Action card 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,

Facg, OuTtaws, UNION, LAWMEN, ALLIANCE, HUMAN,
SoiLep Dove, WAYWARD EiGHT, AGENT, MERCENARY

Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

ELITE: The Unit may choose to count the Guts bonus provided by
Adventure Cards played during their Activation as being +1 Action Point
instead of the actual bonus printed on the cards. Units with the Elite skill
automatically pass Morale Checks.

INVIGORATE: SPECIAL ACTION - Nominate a friendly Unit in Line of Sight
within 10" That nominated Unit gains a +1 modifier to their Limit this
Round.

OLDEST PROFESSION: This Unit may spend one Action Point during its
Activation to nominate itself and another SOILED DOVE Unit in Line of
Sight within 12" Both Units gain a +1 modifier to their Limit and to their
Grit for the duration of this Round. This rule cannot be used if there is not
another Soiled Dove Unit in Line of sight.

RAPPORT: Once per this Unit's Activation, this Unit may re-roll a single
failed Check if this Unit is within 7" of any Civillians, HANDS or TROOPS
Units.

REJUVENATE: SPECIAL ACTION - This Unit may select a friendly Unit in
Line of Sight and within 7”. The selected Unitimmediately regains d5
Fortune up to its starting value.

for the duration of their Activation, this Unit may gain a point of Fortune
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FAcE, LEGENDARY, OuTLAWS, LAWMEN, UNION,

1x
Tais UNIT HAS THE FoLLOWING SPECIAL RuLES:

WAaTcHERS, CERULEAN CLADE, PRIEST, MERCENARY, \ »
he METTLE, THE QUICK AND THE DEAD, TARGET PRIORITY, (For more details
CONFEDERATE, GOLDEN ARMY \ /2, see p.12 of the Rules)
i 5 n\w“ \ CERULEAN CLADE: This Unit has assumed a friendly form, known as its
Jas ‘\ Rl ,’ DISGUISE. Until it makes a Combat Action or a Charge Action, a Unit with

-~ a Disguise may never be the Initial Target of an attack. Once this Unit has
made a Combat Action, the Disguise is lost and the Unit may be chosen
as an Initial Target as normal for the remainder of the game. A Disguise
is also lost if an enemy Unit moves within 3" of this Unit. Provided this
Unit is at least 10”from an enemy unit, this Unit may regain its Disguise
during its Activation by spending an Action Point.

COMMANDING PRESENCE: Friendly Units that are within 10" of a this Unit
may spend Fortune belonging to this Unit as though it was their own.
Furthermore, those Units can use this Unit’s Mind value whilst making
Morale Checks.

COMPEL: SPECIAL ACTION - This Unit may target a Unit within 10"
This Unit must make a Mind Check minus the half Initial Target’s Mind
Attribute. If the Check is failed, nothing happens. If the Check passes, a
Model in that Target Unit (all Models if friendly) is Compelled and must
immediately make a Move or Combat Action of this Unit's choice. This is
a Free Action which cannot be Focused or use Fortune. For the duration
of the Action, the Compelled Model counts as friendly to this Unit. You
cannot Compel AUTOMATA or LEGENDARY Units.
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.
NEURO CACOPHONIC BLAST During its Activation this Unit may remove the Hunkered Condition

ATTUNED, SHRED, BLast £ 7| 10" | -1 | 1 from any Friendly Units within 10" provided this Unit is not contact with

STUN W i terrain.
BASIC MELEE ATTACK Z LEECHED ABILITY: Whenever this Unit successfully destroys an Enemy
- Unit, this Unit may select a single Attribute from the destroyed Unit's

card. This selected Attribute replaces the same Attribute on this Unit for
the remainder of the Adventure. Mutiple Attributes may be replaced in
this way over the duration of an Adventure.
3 1 | RAPPORT: Once per this Unit’s Activation, this Unit may re-roll a single *
failed Check if this Unit is within 7" of any Civillians, HANDS orTR(BOPS
Units.

© SHROUDED: Successful Aim Checks against this Unit must beﬂe rolled.
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Twis UNIT HAS THE FOLLOWING SPECIAL RuLEs:
BERSERKER: When the Unit Activates it must pass a Mind check to

ctivate as normal. If it fails, the Unit is Berserked. A Berserked Unit mu:tﬂ-‘
try any Actions possible to travel to Engage the closest enemy Unit to it
within 20”and Line of Sight. A Berserked Unit must always travel by the
shortest route possible to that closest Unit. |

DISPERSED DEPLOYMENT: This Unit cannot be placed into Reserve. After
standard deployment but before any Trailfinder Units have deployed,
starting with Player B, each player must alternate in placing a Unit with
the Dispersed Deployment rule onto the Play Area. Units must be placed
at least 10" away from any enemy units.

DISTRACTING: Provided it is within 8”and Line of Sight, this Unit must
be nominated as the Initial Target of an attack by all non-LEGENDARY
enemy Units unless they first successfully pass a Mind Check. If there are
multiple Units with this rule eligible, the enemy may choose which of
them to target and need only make the Mind Check once per Activation
to ignore all Distracting units.

FRENZY: For each Critical Success this Model rolls during a Fight Check,

this Model may make an additional Attack as a Free Strike Action (or Free
Special Action if the Attack had the Special Quality, even though not
normally permitted). This additional Attack is still subject to Frenzy.
TWITCHY: This Unit takes Morale checks after suffering two or more
wounds rather than three or more as usual. This Unit may not re-roll
failed Morale checks.
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:
TEAMWORK, METTLE, THE QUICK AND THE DEAD, TARGET PRIORITY, (mq

/. ~more details see p.12 of the Rules)

EXPOSE THEIR WEAKNESS: Any Enemy BOSS, COMMANDER, FACE

or SPECIALIST Unit within 15" of this Unit that receives one or more
successful wounds from an attack that has the Brutal Quality, receives «
a further two wounds, rather than the usual additional single wound

from Brutal.

LEECHED ABILITY: Whenever this Unit successfully destroys an Enemy
Unit, this Unit may select a single Attribute from the destroyed Unit's
card. This selected Attribute replaces the same Attribute on this Unit for
the remainder of the Adventure. Mutiple Attributes may be replaced in
this way over the duration of an Adventure.

SAWBONES: Any friendly Unit (excluding this unit) within 7" may re-roll
failed Grit checks unless the Attack has the Lethal or Fatal Qualities.
Sawbones has no effect on MACHINE, ARTEFACT or STRUCTURE units.

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.

VOLATILE: If this Model is Wounded, before it is removed, all Models
within 2" receive the Hazard Condition.
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Tiis UNIT HAS THE FoLLOWING SPECIAL RuLEs:

ASSET: Provided it was deployed at the start of the game, this Unit is
worth a Victory Point if at least one Model from it survives to the end of
the game.

DISPERSED DEPLOYMENT: This Unit cannot be placed into Reserve. After
standard deployment but before any Trailfinder Units have deployed,
starting with Player B, each player must alternate in placing a Unit with
the Dispersed Deployment rule onto the Play Area. Units must be placed
at least 10”away from any enemy units.

TWITCHY: This Unit takes Morale checks after suffering two or more
wounds rather than three or more as usual. This Unit may not re-roll
failed Morale checks.
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Twis UNIT HAS THE FOLLOWING SPECIAL RuLES: .
MONSTROUS: If an enemy Unit takes a Morale Check within 5” of this

nit, the Morale Check must be re-rolled if sucessful. =
'REANIMATED: Each time this Unit is Stunned or Disordered, one Model

in the Unit must immediately pass a Grit Check or suffer a Wound. This |
Unit cannot be affected by any rule that would enable it to return to play
once destroyed.

TAINTED VIGOUR: During this unit’s Activation, it gains +1 to its Limit if
there is one or more Tainted Units within 6", not including themselves.
TWITCHY: This Unit takes Morale checks after suffering two or more
wounds rather than three or more as usual. This Unit may not re-roll

- i failed Morale checks.

VOLATILE: If this Model is Wounded, before it is removed, all Models
within 2" receive the Hazard Condition.
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SPECIALIST, LEGENDARY, HUMAN, MYTH
{ Y p Twmis UNIT HAS THE FOLLOWING SPECIAL RuLes:
METTLE, TEAMWORK, THE QUICK AND THE DEAD, TARGET PRIORITY, (For
more details see Special Rules on p.12 of the rules book)

INDOMITABLE: Once per Round, when the Unit is declared as an Initial
target of an attack, the Unit can take a Mind check (with a modifier equal
to the Round number, so Round 3 is a -3 Modifier). If the Check is passed,
this Unit remove a single Condition that has already been are applied to
it at that time. If failed, the Condition remains as normal.

INVIGORATE: SPECIAL ACTION - Nominate a friendly Unit in Line of Sight
within 10" That nominated Unit gains a +1 modifier to their Limit this
Round.

JURY-RIG AUTOMATA : SPECIAL ACTION - This Unit must successfully pass
aMind Check to affect an AUTOMATA Unit within 5. The affected Unit
returns a Model previously destroyed in the Adventure to their Unit, to
be placed in coherency. The Model added cannot bring the number of
Models in the Unit greater than the Unit’s maximum number of Models.
If the Check fails the AUTOMATA Unit is Stunned.

REPAIR: Any STRUCTURE, ARTEFACT or friendly MACHINE or CONSTRUCT
Unit (excluding this unit) within 7" may re-roll failed Grit checks unless
the Attack has the Shock or Shred Qualities.

UNDERCOVER: The Unit must be held in Reserve. Once available the Unit
is deployed anywhere in the Play Area. You must deploy at least 12" from
an enemy Unit and cannot deploy into a transport. Unless it is within 8"
and Line of Sight, this Unit cannot be nominated as the Initial Target of
an attack by any HUMAN enemy Units unless that Unit first successfully
passes a Mind Check.
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Tris UNIT HAS THE FOLLOWING SPECIAL RuLEs:

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

THE WAYLAND WAY: Panday Beck may only be included in a Force that
includes Wayland the Smith. Beck may only make Combat Actions

with weapons with the Special quality if he is within 5” of Wayland the
Smith. Furthermore, while Beck is within 5” of Wayland the Smith, should
Beck be nominated as the Initial Target of an attack, Wayland the Smith
instead becomes the Initial Target of the attack as he dives in front of
the bullet, or pushes Beck aside at the last minute. Calculate range, Line
of Sight and cover bonuses etc to Beck but resolve the Grit Check on
Wayland the Smith instead.

UNDERCOVER: The Unit must be held in Reserve. Once available the Unit
is deployed anywhere in the Play Area. You must deploy at least 12" from
an enemy Unit and cannot deploy into a transport. Unless it is within 8"
and Line of Sight, this Unit cannot be nominated as the Initial Target of
an attack by any HUMAN enemy Units unless that Unit first successfully
passes a Mind Check.



