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O Group (X) // During Game Set-
up, X number of Units of this Unit Type
must be deployed at the same time all
within 6" of each other. When any Unit
of this Unit Type is Activated, X Units
of this Unit Type without an Activation
Counter must be Activated as a single
Activation, the player choosing the
order in which each of these Units is
Activated, performing the Actions of
each Unit independent of the other
Units in the Group. If a player cannot
deploy or activate X number of Units of
this Unit Type, the player must deploy
or activate as many as possible.

O Relentless // This Unit cannot
receive Pinned Counters.

O Zombie // This Unit may never
receive a Reaction Counter. Addition-
ally, unless this Unit is within range
of a Friendly Unit with the Controller
Unit Special Ability when Activated,
this Unit may perform only the Charge,
Move, Shoot, and Strike Actions and
may not Reposition.

@ Thrust (X) // When performing
a Strike Action as part of a Charge
Action, increase the DAM of this
Weapon by X.





