
WEAPON ABILITIES

ASSAULT

IGNORES COVER

HAZARDOUS

DEVASTATING WOUNDS

EXTRA ATTACKS

ANTI - X

INDIRECT FIRE

BLAST

HEAVY

Target gets no benefits from Cover.
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SPECIAL ABILITIES

DEEP STRIKE

FIGHT FIRST
Eligable to Fight in Fight First step.

LEADER

LONE OPERATIVE
Can only be selected as target if within 12“.

INFILTRATOR
Can be set up anywhere not within 9“ of an 
enemy model or deployment zone.

SCOUTS

STEALTH
-1 to Hit if targeted with a ranged attack.

COVER

BIG GUNS NEVER TIRE
Monsters and Vehicles can shoot and be shot at 
within Engagement Range at -1 to Hit.

(DESPERATE) FALL BACK

TWIN LINKED
Re-roll Wound rolls

TORRENT
Automaticly hits

SUSTAINED HITS - X

RAPID FIRE - X

PRECISION

PISTOL

MELTA - X

LETHAL HITS
Critical Hits (6s to Hit) automaticly wound

LANCE
+ 1 to Wound rolls if charged

Up to 3“.
All models must end closer to closest enemy
and in base-to-base if possible.
If the above is not possible, each model can 
move towards the closest objective if they are 
able to get within 3“ of it.
If the above is also not possible, no model 
consolidates.

CONSOLIDATION
In range within 3“ horizontally, 5“ vertically.
Add together all models OC characteristics. 
Highest OC Value controlls it.
Models cannot end a move on top of an 
objective marker

OBJECTIVES


