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The first time each turn this model kills an enemy

this attack it may move up to 2” and performa
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SPECIAL ABILITIES

Skirmisher: During free movement, this model
may pass through friendly models as long as that
‘movement does not end over a model’s base.

Iker: This model ignores disengage penaltié§ and ‘

may engage models after disengaging.

F i SPECIAL ABILITIES

Stalker
Skirmisher
Pack Tactics: This model can command models
with the “Skorza” trait from up to 9”.
Reaction] Elusive Strike Jf: If a Jy resultis
nerated by a melee attack against this model,
d this model is not killed, once that attack is
| completed this model may be placed anywherein -
contact with an enemy model within 2, and then
| perform a [1]#% melee attack against tha model.
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SAVAGE BRUTALITY
[he first time each turn this model kills an enemy

this attack it may move up to 2” and perform a
ee attack. ¢

SPECIAL ABILITIES

Skirmisher

Stalker

Fast: This model may Sprint 6” instead of the

normal 4”.

Pack Tactics: This model can command models
~with the “Skorza” trait from up to 9”.

4 \ COMMAND ABILITIES

ire: If this model kills an enemy model it ;nay 0

int at the end of its activation. % ]
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[arget 1 size 3 smaller enemy in contact. Place that
enemy anywhere within 3" This model may then move
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SPECIAL ABILITIES

‘Combat Reflexes: Once during its activation,
en this model becomes engaged, you may place

anywhere in contact with a model it is engaging. |}
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undering(2): Replace (2)¢) on the defender’s char
vith €. .

s on(i) ‘When this model attacks, after 5
are made, it may adjust the results of (1)

SPECIAL ABILITIES
[Reaction] Counter Attack & (2): Once per
attack, when a Jp result is generated against this
model, and this model is not killed, this model
may perform 1 of its melee attacks, replacing the
attack’s rate with (2). These attacks must target
active models.
COMMAND ABILITIES
Inspire: Against enemy models that have not
activated this round, this model’s melee attacks
gain Critical Blow(1). ’
*Critical Blow(1): Replace (1) result on the
defender’s chart with @. A

Training: When this model engages an enemy,
| e a Will Check(1). On'a successall
ontact lose Evasion(x), Defensive
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SPECIAL ABILITIES
Combat Reflexes: Once during its activation,

when this model becomes engaged, you may place
it anywhere in contact with a model it is engaging.

COMMAND ABILITIES
Inspire: When this model performs the Cast

~Aside action, 1 enemy it engages with that action
suffers a [1]4% melee attack.

‘Training: If this model begins its activation in
'y

contact with a terrain element, it gains [+2]@ this

t




A€ SPECIAL ABILITIES
Intimidating Presence: Enemies engaged with
is model must make a Will Checkfl) when
- performing attack actions. On a failure, their \
tta uéer [-1]42, to a minimum of [0], thiss#””
n.
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4 an 'd make 1 Eat Without Hunger attack.

SPECIAL ABILITIES

| Eat What You Kill: When this model kills an
enemy with a melee attack, it may remove 1
amage. \

can only be used if this model did not
B} in their activation engaged 3

SPECIAL ABILITIES

Follow Me: Once per turn, when this model
performs an action, it may make a Will Check(2)
| b efore resolving that action. For each success it

| may move 1 model within 4” up to 4”.
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__SPECIAL ABILITIES
‘If'ﬂus model begins its activation
d, .ltgam _[+2] this turn.
odel kills an enemy, i
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SPECIAL ABILITIES

uring free movement, this model 1 may \
models and terrain elements as long
does not end over a model’sb
not notma.lly move on.
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WHISPERS OF MADNESS
Wil Y T8 | 4%

On a success, deal 1 damage to the target. If this kills |
the target, make 1 additional Whispers of Madnes
attack against another enemy within 2” of the target
(this may only trigger 1 additional time).
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ALLURING SEDUCTION.

Will N
On a success, force the target up to 4” toward this
_model.

SPECIAL ABILITIES
‘Weaken Resolve: Aura 2”, Enemies in the area
suffer [-1)@, to a minimal of [1].

‘Thrall Master: When this model is deployed, also )
deploy up to 1 Domani Thrall within 2”. A

. Domani Thrall Domani Thrall
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BLUDGEON.
Melee N 2@ ‘L 00

SPECIAL ABILITIES
Bodyguard: When another model with the same
trait is within 2” and is Hit, this model may suffer
that Hit instead. Bodyguard may not trigger from
Hits moved via Bodyguard.

Insignificant: This model never counts toward
army morale totals or losses.

Mindless: This model may never benefit from
Inspire or Training abilities, nor may it count
toward/Interact with Objectives or Motivations.
Push Beyond Limits: At the end of this model’s
activation, you may choose to have it immediatly
activate again. If this is done, kill this model at the
end of that activation.

| Thrall: This model may not be selected when
creating your army list.
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HORRIFIC VISIONS
Will Y Z& | ¢

On a success, deal 1 damage to the target. If this kllls
the target, make 1 additional Horrific Visions attack |
against another enemy within 2” of the target (this
ay only trigger 1 additional time).

COME HITHER \'\

Will B e
For each success, force the target up to 3” toward
is model.

SPECIAL ABILITIES q ‘

‘Weaken Resolve: Aura 2”, Enemies in the area

suffer [-1)@¥, to a minimal of [1].

Thrall Master: When this model is deployed, also )

deploy up to 1 Domani Thrall within 2”. 4
COMMAND ABILITIES

Inspire: If this model begins its activation

unengaged, it gains [+1]‘ this activation.

| Training: Friendly models gain Weaken Resolve.
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SPECIAL ABILITIES
Defensive Stance: While this model is engaged
with only 1 enemy, it gains Defensive Expertise(1).

*Defensive Expertise(1): When this model is

the defender of an attack, before results are
‘generated, it may force the attacker to re-roll

p to (1) dice.
i COMMAND ABILITIES

nspire: If this model generates an @ result and

ills an enemy, it may remove 1 damage (if triggered
ibined attack, only 1 model may remove
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SPECIAL ABILITIES
Defensive Stance: While this model is engaged
with only 1 enemy, it gains Defensive Expertise(1). \ _ o : #
*Defensive Expertise(1): When this model is g P L 4 N ( | , . L o] d \-{{mﬁa/ this
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SPECIAL ABILITIES h ‘q

Life Siphon: When this model is selected to be
part of a combined activation, any other activating
model may suffer 1 damage. Remove 1 damage from
this model for each damage suffered.

Skirmisher: During free movement, this model

may pass through friendly models as long as that
ement does not end over a model’s base.

‘é‘n\'glis model ignores disengage costsand | "
ngage odels 2 disengaging. ‘ -
3 MMAND ABILITIES i 4

re: If this model has 1 or more Mag fits)”
2 nstoppable(+1) this activation.
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DUELIST’S BLADE.

Melee

This attack gains [+1]§ when targeting enemy
Leaders or Characters.

el

SPECIAL ABILITIES

Duelist: When this model is engaged with only 1
enemy, and no other friendly model is engaging the
same enemy, it gains Offensive Mastery(1). This ability
isignored if an Assist Action is used on this model.
*Offensive Mastery(1): This model may add
up to (1) dice to any attacks it is participating in.
Before results are generated, this model removes
the same number of dice added to those attacks.
[Reaction] Sidestep Jp: Once per attack, when a
- @ is generated against this model, and this model
is not killed, this model may perform a free Sprint
action, ignoring disengage costs.

"Ski);\n!ishem During free movement, this model
may pass through friendly models as long as that

@ i moverr ent\é.oes not end over a model’s base. L
_21  Stalker: ?:Tnbdeli ores diseﬁgége_\p\ena%ltijs and
ay engage models after disengaging. \ .
Pt e XA

Y Dack Master Kozaka
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TEAR ASUNDER

Unrelenting(3): Replace (3)y on the defender’s
chart with <.

PATHFINDER

Special Gy
‘Make a Will Check(3). For each success 1 friendly
model within 9” may immediately perform a free |
Sprint action directly toward Kozakar.
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SPECIAL ABILITIES |

Infiltrate: This model only deploys after all other
models have been deployed. You may deploy this
model anywhere in No Man’s Land or a friendly
deployment zone.

Skirmisher: During free movement, this model

may pass through friendly models as long as that
movement does not end over a model’s base.

Stalker: This model ignores disengage costs and
may engage models after disengaging.

EXECUTIONER’S CALLING

Melee T 2@ Y 24
ritical Blow(1): Replace (1) on the defender’s
hart with @.
is attack gains Critical Blow(+2) when targeting a
amaged enemy.

DEATHGRASP.
Toggle i kg
Aura 6”7, Damaged enemies that begin their

activation in the area suffer [-3)i@, and [-1]$ to all
ks, both to a minimum of 0.
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SPECIAL ABILITIES
Gruesome Display: If this model generates an @
result and kills an enemy, it may heal 1 damage and ]

immediately toggle Deathgrasp on for free.

RAVAGE

Melee

T 4 @
SNATCH PREY. Sl aic

Special T - T -

May only be performed after this model
completes its Maneuver.

Target 1 enemy this model moved over with Size 3
or less and perform a [2]§@ melee attack against tha
‘enemy. If that attack generates 1 or more Hits, place |
that enemy anywhere in contact with this model. 4

SPECIAL ABILITIES .q
Berserker Rage: For each damage on this model,
its attacks gain [+1]¥, to a max of [+3]§@.

d

Fast: This model may sprint 6” instead of the
normal 47,

Flying: During free movement, this model may

move through models and terrain elements as long

as that move does not end over a model’s base or a
terrain element it could not normally move on.



