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= Move anextrae” = Running opponent falls after D6” of movement. = Move past an enemy on overwatch. = Heavy may move and shoot.
Q CR Q Q
< <} < <
w w w w
= = = =
] ] ] ]
= = = =
3 3 3 3

> > > >
Target model may move an extra 2" this turn without penalty. Play during opponent s move phase. Target model whoisrunning ~ Target model may move across the hne of sight of another model = Target heavy may move and shoot this turn.
The model may still shoot this turn. canonlymove D". At the end of 1ts move. place themodelnthe  onoverwatch without being fired at. Target must endits move
“Pinned” position. out of sight of the enemy on overwatch.
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= Move up mpassable terram. = Jump over 2" terram. = Triple movement during run or charge. = Gomto overwatch and hide m same turn.
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Target model canmove up the side of impassable or difficult Target model may move over or onto any terramup to 2" gh Target model may triple its movement rate when it runs or Target model may go nto overwatch and hide im the same turn.

terranwithout penalty. without penalty. charges. rather than doubling it.
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op |qnore cover. op okt o Missed shot hits next closest model 1op DarrelShot.
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Target model may shoot at a barrel. Barrel has Toughness 2.
Roll To Wound' dice on chart below. accepting the highest result.
> Sustamed fire may be used. Template weapons get +lonthe
- > table below. If the barrel explodes. shooter gams 3 Exp. but no
3 § Exp.1s gamed from any resulting wounds.
g ’ = -2 Tlothing happens. Place the barrel onits side.
%) 3 3-4: Explosion. Place the large blast template over the barrel.
] g > finy modelunder it receves a 53hit.
=~ © - 5 Flyng Explosion. Use the Scatter Dice tomove the barrel,
Ignore negatwe “To Hit” modifiers when shooting at a target Target model receives +1to hit when shooting. May be played One missed shot hits the next closest enemy model within 4" of then place thelarge blast template over it. Any model under
that 15 behind cover. Cannot be used with sustamed fire. afterthe “ToHit" roll has been made. the target. regardless of Iine of sight. Strength of the shot s -I. it receesa SIMit.
Cannot be used with template weapons or sustamed fire. B:  Masswe Explosion. Any model within 4" of the barrel takes
asumt.
take cover! OO mechanically wchingd O > ucky shot oo take one for the team O
1op Move2"nto cover whenbeing shot at. 1op Re-rollone failed ammo roll 1op Re-rollone failed Tofit roll 1op Iakeashot onyourself that has it a friendly model.
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Play during opponents shooting phase. after your opponenthas ~ Re-roll one failed ammo roll. Re-roll one failed “Totht " roll. Target model within [ of a friendly model it in the shooting
decided who to shoot at. but before they roll to it Move target phase may take the hit onitself.

modelup to2" to take advantage of cover.
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1oy Shoot twice. 1oy funand shoot at -Itohit. o o
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Target model may take 2 shots this turn. [Pistols and Basic Target model who ran this turn may shoot during the shooting

Weapons Only) Shots may be fired at the same modelorat two  phase at -Ito hit. and cannot count bonuses from sights. Pistals.

different models. Basic. and Special Weapons only.
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Re-roll one failed ammo roll.
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p Flfttack pw AddItoCombat Score. pw Flitrength. pw Modelincombat can move D6
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Play at the beqinming of the Assault Phase. Target model gams
+ Attack for this turn.

May be played after attack dice are rolled. fAdd I to target
model's combat score.

Play before the Assault Phase. Target model receives +
Strength for this turn.

Play before combat begins. Target model that 1 in combat but
not surrounded can move 06"
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g Disable opponent weaponon 4+ g Re-rollanopponent's attack dice. g Double attack dice during charge. o
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Play at the start of combat. Target model may disable one
opponent weapon on a DG roll of Y+. Opponent may not use the
weapon for the rest of the game.

During combat. re-roll one of your opponent s attack dice.

Target chargng model doubles the number of attack dice it uses
mthe turn that it charges.
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& futomatic Flesh Wound. & Me-rollonce onthe Injury Chart. o futomatically rally. & fe-rollone faled bottle test.
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Instead of rolling on the Injury Chart. any target wounded model
automatically recewes the “Flesh Wound" result.

Re-roll ance on the Injury Chart

Play at any time. Target model who 1s fleeng automatically
ralles.

Re-roll one failed bottle test.
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& Me-rollone faled Leadership test. < Wounded model recewes 5+ muulnerable save. & Takenodamage or penalties from falling. a
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Re-roll ane failed Leadership test.

Play before rolling on the Injury Chart. Target wounded model
receives a 5+ muulnerable save for this wound only.

Target faling model takes no damage and suffers no penalties
fromfalling.

Play at any time, except when your opponent 1s playing a card.
Tap one Aircheotech card of your opponents tountap one
fAircheotech card of your own.
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w Falling bomb from somewhere above n the Hive. w Catwalk withamodel onit collapses. w Model attacked bya rat. w Model near aledge must take mtiative test or fall.
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§ Play at end of opponent's move phase. Remove one catwalk Play at the end of opponent's move phase. Target modelis >
@ withamodel on it fromthe table. Any model onthe catwalk falls ~ attacked byalarge rat with WS 2. Instantly roll combat dice. If ;
Play durig your shooting phase. Place the large blast template ~ using the falling rules. finy model under the catwalkmust make  the rat wins, the target mmediately takes one 52 it Play at any time during opponents move phase. ncluding part
anywhere on the table. Roll the scatter dice. ignormg the Hit™ | animmediate mtiative test to dve out of the way If theyfail. | [regardless of the difference m combat scores). way through a models move. Target model that comes within
result. Ainy model under the template suffersastrength3t. | theysuffer astrengthIhit. Otherwise move themthe shortest | At the begmming of every subsequent move phase for that model. | ["of aledge must take anmmediate Inhiate test to prevent
distance to avoid the catwalk without falling themselves. the model takies one 52 hit. falling.
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