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O Group (X) // During Game
Setup, 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.

@ Reach (X) // Units armed with
this Weapon may perform Strike Ac-
tions against Enemy Units in Clear or
Obstructed LOS up to X inches away,
including as part of a Charge Action,
even though the Units are

not Engaged.
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O Group (X) // During Game
Setup, 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.

@ Continuous // I a Unit Fails
an Armor Test against this Weapon, it
immediately takes another hit using
the Weapon's DAM Rating (ignoring
Aim or other bonuses). A Failed Armor
Test against this second hit will not
trigger the Continuous Weapon Special
Ability.

@ Projected // This Weapon is
subject to the Projected Area of Effect
Weapon rules.

@ Reach (X) // Units armed with
this Weapon may perform Strike Ac-
tions against Enemy Units in Clear or
Obstructed LOS up to X inches away,
including as part of a Charge Action,
even though the Units are

not Engaged.
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O Command (X) // Once per
Turn, if this Unit is neither Engaged nor
has a Pinned Counter, it may spend an
Action to perform aTN (LD) Test. On a
Success, a Friendly Unit of Unit Type X
within 12" and non-Blocked LOS may
perform one Action when this Unit
completes its Activation.

O Group (X) // During Game
Setup, 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 Inspire // If this Unit is neither
Engaged nor has a Pinned Counter,

it may spend an Action to remove

a Reaction or Pinned Counter from

a Friendly Unit within 12" and non-
Blocked LOS.

@ Reach (X) // Units armed with
this Weapon may perform Strike Ac-
tions against Enemy Units in Clear or
Obstructed LOS up to X inches away,
including as part of a Charge Action,
even though the Units are

not Engaged.
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O Command (X) // Once per
Turn, if this Unit is neither Engaged nor
has a Pinned Counter, it may spend an
Action to perform aTN (LD) Test. On a
Success, a Friendly Unit of Unit Type X
within 12" and non-Blocked LOS may
perform one Action when this Unit
completes its Activation.

O Executioner (X) // This Unit's
Strike Actions score Critical Successes
on a natural roll of X or lower, instead
of only on a natural roll of “1.”

O Honorbound // This Unit never
gains the bonus for Overwhelming
Numbers.

O Inspire // If this Unit is neither
Engaged nor has a Pinned Counter,

it may spend an Action to remove

a Reaction or Pinned Counter from

a Friendly Unit within 12" and non-
Blocked LOS.

@ Reach (X) // Units armed with
this Weapon may perform Strike Ac-
tions against Enemy Units in Clear or
Obstructed LOS up to X inches away,
including as part of a Charge Action,
even though the Units are

not Engaged.

@ Vicious // This Weapon's DAM
increases by +2 per Wound Counter on
an Enemy Unit targeted by a Strike or
Shoot Action using this Weapon. Strike
Actions additionally receive +2 to the
Unit's CC Rating per Wound Counter.



