ADAM JAMES 03303454 ¢e AHIONCAMPBELL [EERERARRN

GEAR RANBE DAM NOTES liEAR RANBE DAM NOTES

“I..(.)rrgarm 18" 4 Accurate “S.I.r.otgun 6" 5 Armour Piercing. Long Range adds
Shotgun 6" 5 Armour Piercing. Long Range adds | Inaccurate. |
Inaccurate. Great Weapon Melee 5  Two-Handed.
Pistol 10" 4 May be used as a melee weapon. | Grimoire May use Corruption Powers. |
TRAITSANDABIMTIES ‘ ‘
\, Duck & Cover Counts as being insoft cover when out i the open. JRAITSAND ABILITIES i,

YW Marksman Reroll 7' when shooting. ‘ Grit When wounded, reroll 1’ when making ARM roll. ‘

Infiltration May deploy up to 6" beyond your deployment area.
POWER MANA TN RANGE NOTES

Agony 1 6+ 12" Target model loses 1 AP per success.

MOV ATT MRK DEF IV WP ARM EN DAM COST MOV ATT MRK DEF IV WP ARM EN DAM COST
liEAR RANEE DAM NOTES GEAR RANEE DAM NOTES
Firewater 6" 4 Areaof Effect, Burning. Repeating Rifle 12" 4 Suppresswe Fire.
yl’) Layered Gear Gain +1ARM (Added above). | Totem May use Wildcraft Rituals. |
TRAITS AND ABILITIES Layered Gear Gain +1ARM (Added above).

o S Fearless Immune to Fear. Automatically passes any Bravery tests. ' ~ AN ILITIES '

Grace Will never be targeted with free Strikes. ‘ P ‘ ‘ Never slowed by any terrain features, treat all areas like open ground ‘
: when moving.

Duck & Cover Counts as being in soft cover when out in the open. ‘

RITUAL MANA TN RANGE NOTES

Tremor 1 4+ 16" Inflict 1 DAMS3 it per success, knocks target
down.

INSTRUCTIONS: PRINT THIS PAGE IN LANDSCAPE FORMAT, CUT THE CARDS MONC THE SOH LINE,
VISIT OUR WEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS, FREE RULES AND MINIATURES!



141

MOY ATT MRK DEF IV WP ARM

b 3443
| BEAR _RANGE_DAM_NOTES

Two Pistols 10" 4 Gain+1MRK (added above). May be used

as a Melee weapon.
Layered Gear Gain +1ARM (Added above). |
_ Comfortable Boots Gain +1MOV (Added above). |

May deploy up to 6” beyond your deployment area.
When wounded, reroll 1's when making ARM roll. ‘

[ERRERAREY
- liEAR- RA_N_EE DAM NIlTES

“Ii.e.peating Rifle 12" 4 CSuppressivefire.
Layered Gear Gain +1ARM (Added above). |
JRAITSANDABILITIES | e
Pathfinder Never slowed by any terrain features, treat all areas like open ground

when moving. ‘
Marksman Reroll 1's when shooting.

MOY ATT MRK DEF IV WP

13443

CosT

16

[RX}

BUTTERCUP

GEAR RANIiE DAM NIITES

Two Pistols 10" 4 Gain+1MRK (added above). May be used
as a Melee weapon.
Layered Gear Gain +1ARM (Added above). |
JRAITSANDABILITIES . A
Infiltration May deploy up to 6” beyond your deployment area. ‘
Grit When wounded, reroll 1's when making ARM roll.

MOY ATT MRK DEF IV WP CosT

13113 T?Tu

liEAR RANIiE DAM NIITES

Two Pistols 10" 4 Gain+1MRK (added above). May be used
as a Melee weapon.
Layered Gear Gain +1ARM (Added above). |
Liquid Courage Consume to gain Fearless for 1 round. |
JRAITSAND ABILITIES o, ‘
Infiltration May deploy up to 6" beyond your deployment area.

Grit When wounded, reroll 1's when making ARM roll. ‘

"INSTRUCTIONS: PRINT THIS PAGE I LAKDSCAPE FORMAT, CUT THE CARDS MONG THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!



LAROL FRANKLIN T3374353302 LHANG [ERRERAREY

liEAR RANIiE DAM NIITES GEAR RANIiE DAM NIITES

Repeating Rifle 12" 4 Suppressive Fire. Two Pistols 10" 4 Gain+1MRK (added above). May be used

as a Melee weapon.
T“AITSANI)AB“‘ITIES ........................................................................ | Shotgun 6" 5 Armour Piercing. Long Range adds |
Pathfinder Never slowed by any terrain features, treat all areas like open ground | Inaccurate. |
when moving. Layered Gear Gain +1 ARM (Added above).
‘ JRAITSANDABILITIES s ‘
* Infiltration May deploy up to 6" beyond your deployment area.
Grit When wounded, reroll 1's when making ARM roll.

T30 4309 405 LOLN BUI}HANAN T35 4305 005

liEAR RANEE DAM NIlTES liEAR RANEE DAM NIlTES ........
Two Pistols 10" 4 Gain+1MRK (added above). May be used Great Weapon Melee 5 Two-Handed.
as a Melee weapon. | Pistol 10" 4 May be used as a melee weapon. |

Reinforced Wear Gain +2 ARM (Added above). Hindering. (& Reinforced Wear Gain +2 ARM (Added above). Hindering.

JRAITSAND ABILITIES A
Infiltration May deploy up to 6" beyond your deployment area.
Grit When wounded, reroll 1's when making ARM roll.

Warden May take damage for a friendly model in threat range.
Agile Riposte Make Free Strikes against enemies that charge you or completely miss
Yyou in melee combat.

TRAITS AND ABILITIES ‘

"INSTRUCTIONS: PRINT THIS PAGE I LAKDSCAPE FORMAT, CUT THE CARDS MONG THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!



LORPORALWATSON 45543444 4a LORPORALAMBLER [ RRERAREY

liEAR RANBE DAM NOTES

ﬁm RANEE DAM NOTES oo
Longarm 18" 4 Accurate Repeating Rifle 12" 4 Suppresswe Fire.
Layered Gear Gain +1ARM (Added above). | Layered Gear Gain +1ARM (Added above). |
JRAITSANDABILITIES | o, JRAITSANDABILITIES
Wolfshane Gain +1ATT or MRK when attacking Werebeasts. ' Pathfinder Never slowed by any terrain features, treat all areas like open ground il
Infiltration May deploy up to 6” beyond your deployment area. when moving.

‘ Marksman Reroll 1's when shooting. ‘

MOY ATT MRK DEF IV

asay L
ﬁEAR- RANEE DAM NOTES -

COST MOY ATT MRK DEF IV

XY ) TOREL, ek Ll
- o _ ”ﬁEAR- RANEE DAM NOTES -

i RN

“Ii.e.peating Rifle 12" 4 Suppresswe Fire. “I..c.)hgarm 18" 4 Accurate ..........
Layered Gear Gain +1ARM (Added above).
TRAITSANDABIUTIES A |
Pathfinder Never slowed by any terrain features, treat all areas like open ground | |
when moving. ‘
TRAITSANDABITIES |
Wolfsbane Gain +1ATT or MRK when attacking Werebeasts.
Infiltration May deploy up to 6” beyond your deployment area.

"IKSTRUCTIOHS: PRINT THIS PACE 1K LAADSCHRE FORMAT, CUT THE CARDS MONG THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!



MOY ATT MRK DEF

_RANGE _DAM_NOTES

Counts as being in soft cover when out in the open.
Reroll 1's when shooting.

Longarm 18"
Reinforced Wear

Brass Scope

TRAITS AND ABILITIES
Duck & Cover

Marksman

4 Accurate.
Gain +2 ARM (Added above). Hindering.
May target models in Stealth normally.

MOY ATT MRK DEF

_RANGE _DAM_NOTES

Two Pistols 10"

Smellin’Salts
Snake Oil

TRAITS AND ABILITIES

4 Gain+1MRK (added above). May be used
as a Melee weapon.

4 May revive fallen models.
Consume to heal Tlost wound.

Grit When wounded, reroll 1s when making ARM roll.

Infiltration

May deploy up to 6" beyond your deployment area.

INSTRUCTION

IV WP ARM EN DAM COST

133434541456

IV WP ARM EN DAM COST

133434341448

MOY ATT MRK DEF

_RANGE_DAM_NOTES

IV WP ARM EN DAM COST

1334343414

Shotgun

Smellin’Salts
Snake Oil

Infiltration

6" 5
Inaccurate.
4 May revive fallen models.

Consume to heal Tlost wound.

TRAITS AND ABILITIES

When wounded, reroll 1's when making ARM roll.
May deploy up to 6" beyond your deployment area.

RENTDDUGALL

MOY ATT MRK DEF

Armour Piercing. Long Range adds

A

G+ PRINT THIS PAGE IN LANDSCAPE FORMAT. CUT THE CARDS ALONC THE SOLID

LINE,

VISIT OUR WEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS, FREE RULES AND MINIATURES!

'GEAR _RANGE DAM NOTES

Repeating Rifle 12" 4 Suppressive Fire.

Smellin’ Salts 4 May revive fallen models.

Snake Oil Consume to heal 1 lost wound.
JRAITSAND ABILITIES :
Grit When wounded, reroll 1's when making ARM roll. ‘
Infiltration May deploy up to 6" beyond your deployment area.

IV WP ARM EN DAM COST

1334343414




D EARNGS

MOY ATT MRK DEF IV WP

133433

i

..... RANliI-} DAM_NOTES

Pistol 10" 4 May be used as a melee weapon.

Infiltration May deploy up to 6” beyond your deployment area.

MOY ATT MRK DEF IV

..... RANEE DAM NnTEs sesseens
Bow 10" 4 Silent.

TRAITSANDABILITIES e,
Stealth (1) Use T AP to create a Stealth Token (max 1). Enemy must use a Spot

action to remove your token before they can shoot at you.

CosT

23

TERAN UL

MOY ATT MRK DEF IV WP

14134314
_RANGE_DAM_NOTES _

5

3"45|

Two Hand Weapons
Reinforced Wear

Follow Through

Armsman

Melee 4 Gain +1ATT (added above).
Gain +2 ARM (Added above). Hindering.

TRAITS AND ABILITIES

Free Move when you Incapacitate. Free attack if you move into Enemy 1

threat range.
Reroll 1’ in melee combat.

GRAMPS FILLIIIKSIIN

MOY ATT MRK DEF IV WP

1334314
_RANGE_DAM_NOTES _

i

43” 1l

Infiltration
Duck & Cover

Dynamite 6" 5 Areaof Effect, Explosive.
Layered Gear Gain +1ARM (Added above).
TRAITS AND ABILITIES

May deploy up to 6” beyond your deployment area.
Counts as being in soft cover when out in the open.

DAM COST

CosT

WTRICIIONS:

—

PRINT THIS PACE IN LANDSCAPE FORMAT, CUT THE CARDS ALONG THE OIDHNE |
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HUGH BROCKET 143433433 JACOBSPARKS 1330345145

GEAR RANGE DAM NOTES GEAR RANGE DAM NOTES

Two Hand Weapons Melee 4 Gain +1ATT (added above). Great Weapon Melee 5 Two-Handed.
Layered Gear Gain -+1 ARM (Added above). ‘ Shotgun 6" 5 Armour Piercing. Long Range adds ‘
Inaccurate.
.Imimn”!ur!ﬁﬁ ......................... eteeneet i 5 Reinforced Wear Gain +2 ARM (Added above)‘ Hindering. |
Follow Through Free Move when you Incapacitate. Free attack if you move into Enemy
threat range.
JRAITSANDABILITIES i,
2 ],ﬁ Warden May take damage for a friendly model in threat range.
Y Agile Riposte Make Free Strikes against enemies that charge you or completely miss

Yyou in melee combat.

L ngr ' (viviviviE

MOY ATT MRK DEF IV WP ARM EN DAM COST MOY ATT MRK DEF IV WP ARM EN DAM COST

133434510144 134434410144

GEAR RANGE DAM NOTES ;‘. GEAR RANGE DAM NOTES
Firewater 6" 4 Area of Effect, Burning. e Two Pistols 10" 4 Gain+1MRK (added above). May be used
Pistol 10" 4 May be used as a melee weapon. E as a Melee weapon.

Layered Gear Gain +1ARM (Added above). ‘ Layered Gear Gain +1 ARM (Added above). ‘

 TRAITSAND ABILITIES | JRAITSANDABILITIES s '
Immune to Fear. Automatically passes any Bravery tests. Infiltration May deploy up to 6” beyond your deployment area.
Will never be targeted with Free Strikes. & Grit When wounded, reroll 1's when making ARM roll.

RS R

INSTRUCTIONS: PRINT THIS PACE IN LANDSCAPE FORMAT, CUT THE CARDS ALONC THE SOLID LINE.,
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!




JEN CHO

MOY ATT MRK DEF

RANBE DAM NOTES

IV WP ARM EN DAM COST

44343454456

Two Hand Weapons
Pistol
Reinforced Wear

Follow Through

Armsman

Melee 4 Galn +1ATT (added above).

10" 4 May be used as a melee weapon.

Gain +2 ARM (Added above). Hindering.

TRAITS AND ABILITIES

Free Move when you Incapacitate. free attack if you move into Enemy

threat range.
Reroll 1’5 in melee combat.

MOY ATT MRK DEF IV WP ARM

133143

”ﬁ"ﬁ”za

COST

Inspiring

..... RANEI-: DAM _NOTES
Pistol 10" 4 May be used as a melee weapon.
TRAITS AND ABILITIES

All friendly models within 6” gain +1 WP Not cumulative.

JOHN BLAEKWIIIII)

COST

MOY ATT MRK DEF IV WP ARM

13313 43”

liEAR RANBE DAM NOTES

“I..(.)hgarm 18" 4 Accurate ..........
Pistol 10" 4 May be used as a melee weapon. |
Reinforced Wear Gain +2 ARM (Added above). Hindering.

JRAITSAND ABILITIES A
Duck & Cover Counts as being in soft cover when out in the open. ‘
Marksman Reroll 1's when shooting.

JULE FRAL

MOY ATT MRK DEF IV WP ARM EN DAM COST

43343454456

GEAR RANBE DAM NOTES

“Great Weapon Melee 5 Two-Handed.
Pistol 10" 4 May be used as a melee weapon.
Reinforced Wear Gain +2 ARM (Added above). Hindering.
[
JRAITSANDABILITIES o .
Warden May take damage for a friendly model in threat range.
Agile Riposte Make Free Strikes against enemies that charge you or completely miss
you in melee combat. ‘

NSTRUCTIONS: PRINT THIS PACE IN LANDSCAPE FORMAT, CUT THE CARDS ALONC THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!




LEE ROLAND #3790 434% 415 LIEUTENANTTHOMPSON T334305 005

liEAR _RANGE DAM NIITES ........
Longarm 18" 4 Accurate.
Smellin’ Salts 4 May revive fallen models. |

Reinforced Wear Gain +2 ARM (Added above). Hindering.
JRAITSAND ABILITIES A
Duck & Cover Counts as being in soft cover when out in the open.

Marksman Reroll 1's when shooting.

GEAR RANIiE DAM NIITES

“Ii.e.peating Rifle 12" 4 CSuppressivefire.
Two Pistols 10" 4 Gain+1MRK (added above). May be used

as a Melee weapon. |
Layered Gear Gain +1ARM (Added above). |

JTRAITSANDABILITIES ‘

Pathfinder Never slowed by any terrain features, treat all areas like open ground
when moving.

Marksman Reroll 1's when shooting. ‘

MOY ATT MRK DEF IV

43”44 133133

CosT

?f"i”za

MOY ATT MRK DEF IV

133131

GEAR RANIiE DAM NIITES

i i

GEAR RANIiE DAM NIITES

“Ii.e.peating Rifle 12 4 Suppressive Fire. “S.I.l.otgun 6" 5" Armour Piercing Long Range adds
Smellin’Salts 4 Mayrevive fallen models. Inaccurate.

e S | TRAITSAND ABIMTIES | .o\
TRAITS AND ABILITIES | Infiltration May deploy up to 6” beyond your deployment area.

ey s wounded i makmg T
Infiltration May deploy up to 6" beyond your deployment area.

INTRU(TION PRINT THIS PACE IN LANDSCAPE FORMAT, CUT THE CARDS ALONG THE OIDHNE
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!




$334337%302 MICKEYFINN [ERRERAREY

GEAR RANBE DAM NOTES

GEAR RANBE DAM NOTES oo
Pistol 10" 4 May be used as a melee weapon. Two Pistols 10" 4 Gain +1 MRK (added above). May be used
TRAITS AND ABILITIES S
nsping T Rifendlymadels within 67 gai v e ok et | e b |
' . .- JRAITSAND ABILITIES A
‘ 3 Infiltration May deploy up to 6” beyond your deployment area. ‘
"t Grit When wounded, reroll 1's when making ARM roll.

MOY ATT MRK DEF IV

133431
RANEE DAM NOTES -

DAM COST MOY ATT MRK DEF IV

RN W RN R
'  um _RANGE_DAM_NOTES '

Repeating Rifle 12" 4 Suppresswe Fire. Two Pistols 10" 4 Gain +1 MRK (added above). May be used
Layered Gear Gain +1ARM (Added above). | as a Melee weapon. |
TRAITS AND ABILITIES _ Layered Gear Gain +1ARM (Added above).
Righetous Gain+1 ATTor MRK when attacking Demons. | - TRAITSANDABILITIES i, A
Grace Will never be targeted with Free Strikes. ‘ Infiltration May deploy up to 6” beyond your deployment area. ‘
Grit When wounded, reroll 1's when making ARM roll.

"IKSTRUCTIOHS: PRINT THIS PACE 1K LAADSCHRE FORMAT, CUT THE CARDS MONG THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!



NED MCNULTY 1331333342 13303441486

GEAR _RANGE DAM NOTES GEAR _RANGE DAM NOTES
Pistol 10" 4 May be used as a melee weapon. Dynamite 6" 5 Areaof Effect, Explosive.
i Longarm 18" 4 Accurate. |

il Layered Gear Gain +1ARM (Added above).

JRAITSAND ABILITIES A
Infiltration May deploy up to 6” beyond your deployment area.
Duck & Cover Counts as being in soft cover when out in the open.

Infiltration May deploy up to 6” beyond your deployment area.

MOY ATT MRK DEF IV WP ARM EN DAM COST MOY ATT MRK DEF IV WP ARM EN DAM COST

1434334311l 1334344101144

............. _RANGE DAM_NOTES
Dynamite 6" 5 Areaof Effect, Explosive.

,,,,, _RANGE DAM NOTES
Two Hand Weapons Melee 4 Gain+1ATT (added above).

Layered Gear Gain +1ARM (Added above). | Two Hand Weapons Melee 4 Gain +1ATT (added above). |
Layered Gear Gain +1ARM (Added above).
JRAITSAND ABILITIES : ! |
Follow Through Free Move when you Incapacitate. Freeattackif you move nto Enemy JRAITSAND ABILITIES |
threat range. Infiltration May deploy up to 6” beyond your deployment area.
Duck & Cover Counts as being in soft cover when out in the open.

INSTRUCTIONS: PRINT THIS PAGE 1N LANDSCAPE FORMAT CUT THE CARDS ALONC THE SOLID LIKE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!



NED MCNULTY R R R MWHWNMWW T35 4305404

GEAR RANBE DAM NOTES

.--J’? RANEI-} DAM _NOTES

Pistol 10" 4 May be used as a melee weapon. Shotgun 6" 57 Armour Piercing. Long Range adds
Inaccurate.
TRAITS AND ABILITIES | - PR |
..I;{f.inli;‘.a.t.igr.l.n.......n.....-M‘.l;He.balno.};.L;I.g.ié..6./;.b.é}./.onro'.d.ilnoaltl.roéie.p.}é;;’.r;é}'.tn.a.':e.‘.l ........................ / | e ayuse Oy rayers.
’ | Layered Gear Gain +1ARM (Added above). |
JRAITSAND ABILITIES !
Grace Will never be targeted with Free Strikes.

Inspiring All friendly models within 6” gain +1 WP Not cumulative. ‘

MOY ATT MRK DEF IV

133133
RANEE DAM NOTES -

5 5

RANBE DAM NOTES

Shotgun 6" 57 Armour Piercing. Long Range adds Repeating Rifle 12" 4 Suppresswe Fire.

Inaccurate. Bible 4 May use Holy Prayers. |
TRAITS AND ABILITIES Layered Gear Gain +1ARM (Added above).
‘nfivation  Maydeployupto6”beyondyour deployment area. TRAITS AND ABILITIES il

e Ao gered B e S
Inspiring All friendly models within 6” gain +1 WP Not cumulative.

"IKSTRUCTIOHS: PRINT THIS PACE 1K LAADSCHRE FORMAT, CUT THE CARDS MONG THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!



CoST

Z”i”m

MRK DEF IV WP ARM
4

SALYADOR DIAZ g aadaa s SAMWINSTON T

GEAR RANEE DAM _NOTES GEAR RANEE DAM NOTES oo
Two Hand Weapons Melee 4 Galn +1ATT (added above). Two Pistols 10" 4 Galn +1MRK (added above). May be used
Layered Gear Gain -+1 ARM (Added above). | as a Melee weapon. |
Layered Gear Gain +1ARM (Added above).
' JTRAITSANDABILITIES . A
e, Infiltration May deploy up to 6” beyond your deployment area.
y 4 Grit When wounded, reroll 1's when making ARM roll.

Follow Through Free Move when you Incapacitate. Free attack if you move into Enemy
threat range. |

COST MOY ATT MRK DEF IV EIN DAM COST
4 4 4l

XY ek Ll

MOY ATT MRK DEF IV

43343“&”? Afl”

liEAR RANBE DAM NOTES

GEAR RANEE DAM NOTES ... |  GEAR . RANGE DAM NOTES .
Pistol 10" 4 May be used as a melee weapon. Shotgun 6" 57 Armour Piercing. Long Range adds
Inaccurate.
.IBMTEMQM!MT!ES ................ eeneessenne ceseesneeteiteieea [EITITE | Layered Gear Gain +1 ARM (Added above)‘ |
—2 Inspiring All friendly models within 6” gain -+1 WP, Not cumulative.
' TRAITS AND ABILITIES il

o per ....................... Ry ttack/ng e
Marksman Reroll 1's when shooting.

"IKSTRUCTIOHS: PRINT THIS PACE 1K LAADSCHRE FORMAT, CUT THE CARDS ALONC THE SOLID m
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!



CoST

”ﬁ"ﬁ”za

MOY ATT MRK DEF IV WP ARM

$33433.

SHADOW ON STONE

Bow 10" 4 Sllent

Stealth (1) Use T AP to create a Stealth Token (max 1). Enemy must use a Spot
action to remove your token before they can shoot at you.

COST

”ﬁ"ﬁ”za

MOY ATT MRK DEF IV WP ARM

$33433.

..... RANBE DAM NnTEs EETTT TRy
Bow 10" 4 Sllent

JTRAITSANDABILITIES e, |
Stealth (1) Use T AP to create a Stealth Token (max 1). Enemy must use a Spot

action to remove your token before they can shoot at you.

" TRICTIONS:

—

CoST

Z”i”m

MOY ATT MRK DEF IV WP ARM

$334314

SIS HEFY

..... RANBE DAM NnTEs EETTT TRy
Two Pistols 10" 4 Galn +1MRK (added above). May be used
as a Melee weapon.
Layered Gear Gain +1ARM (Added above). |
JRAITSAND ABILITIES o A
Inspiring All friendly models within 6” gain +1 WP Not cumulative.
Grace Will never be targeted with Free Strikes.

COST

”ﬁ"ﬁ”za

MOY ATT MRK DEF IV WP ARM

§33433.

..... RANBE DAM NnTEs EETTT TRy
Pistol 10" 4 May be used as a melee weapon.
TRAITS AND ABILITIES |

Infiltration May deploy up to 6” beyond your deployment area.

PRINT THIS PACE IN LANDSCAPE FORMAT, CUT THE CARDS ALONG THE SOLID m
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SUSANA 1A LOBA ~ t33034540m THENORWEGIAN [ ERERAREY

GEAR RANBE DAM NOTES (| liEAR RANBE DAM NOTES

Firewater 6" 4 Areaof Effect, Burning. R Shotgun 6" 57 Armour Piercing. Long Range adds
Shotgun 6" 5 Armour Piercing. Long Range adds | : Inaccurate. |
Inaccurate. e Layered Gear Gain +1ARM (Added above).
Layered Gear Gain +1ARM (Added above). | TRAITS AND ABILITIES |
JRAITSANDABILITIES o, ‘ | nfitation " Hay deployupto6”beyond yourdeploymentarea. ‘
Fearless Immune to Fear. Automatically passes any Bravery tests. \ Grit When wounded, reroll 1's when making ARM roll.

Grace Will never be targeted with Free Strikes. ‘ ) ‘

COST

Z”i”m

MOY ATT MRK DEF IV WP ARM

T
.-GEAR- RANBE DAM NOTES

Great Weapon Melee 5" Two-Handed.

DAM COST MOY ATT MRK DEF IV WP ARM

5403 I g T
- | .-EEAR- RANEE DAM NOTES

Two Pistols 10" 4 Galn +1MRK (added above). May be used

Reinforced Wear Gain +2 ARM (Added above). Hindering. | as a Melee weapon. |
Layered Gear Gain +1ARM (Added above).
JRAITSANDABILITIES i, ' JTRAITSANDABILITIES o, '
Warden May take damage for a friendly model in threat range. J Infiltration May deploy up to 6” beyond your deployment area.
Agile Riposte Make Free Strikes against enemies that charge you or completely miss Grit When wounded, reroll 1's when making ARM roll.

Yyou in melee combat. ‘

NSTRUCTIONS: PRINT THIS PACE IN LANDSCAPE FORMAT, CUT THE CARDS ALONC THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!




UNCLE ZEKE R R R

GEAR RANBE DAM NOTES

Shotgun 6" 57 Armour Piercing. Long Range adds
Inaccurate. |

TRAITS AND ABILITIES

Infiltration May deploy up to 6" beyond your deployment area.

CoST

E?%

MOY ATT MRK DEF IV WP ARM

RS
: liEAR- RANBE DAM NOTES

“Natural Weapons " Melee 5 Reroll s in melee combat. Gain +1ATT
(added above). |
Tough Hide Gain +1 ARM (Added above).

Wings Grants the ability to Fly |
TRAITS AND ABILITIES ‘

Grace Will never be targeted with Free Strikes.
Manhunter Gain +1ATT or MRK when attacking Mortals. ‘

DAM COST

45I

MOY ATT MRK DEF IV WP ARM

113143 3

GEAR RANBE DAM NOTES

Two Hand Weapons Melee 4 Galn FTATT (added above).
Reinforced Wear Gain +2 ARM (Added above). Hindering. |
JRAITSANDABILITIES .
Follow Through Free Move when you Incapacitate. Free attack if you move into Enemy i
threat range.
Armsman Reroll 1 in melee combat.

COST

E?%

MOY ATT MRK DEF IV WP ARM

63334

RANBE DAM NOTES

£ Natural Weapons Melee 5 Reroll Tsin melee combat. Gain +1 ATT

(added above).
Great Weapon Melee 5  Two-Handed. |
Totem May use Wildcraft Rituals. |
JRAITSAND ABILITIES o, ‘
Stealth (2) Use T AP to create a Stealth Token (max 2). Enemy must use a Spot
action to remove your token before they can shoot at you. ‘
Infiltration May deploy up to 6" beyond your deployment area.

NSTRUCTIONS: PRINT THIS PACE IN LANDSCAPE FORMAT, CUT THE CARDS ALONC THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!




MOY ATT

b 3

CoST

E?%

MRK DEF IV WP ARM
3

d 34

RANBE DAM NOTES

“Natural Weapons Melee
Great Weapon Melee
Totem
TRAITS AND ABILITIES

5

5

threat range.
May reroll failed ATT dice.

MOY ATT

b 3

ReroII 1'sin melee combat. Gain +1 ATT
(added above).

Two-Handed. |
May use Wildcraft Rituals. |

Free Move when you Incapacitate. free attack if you move into Enemy ‘

CoST

E?%

MRK DEF IV WP ARM
3

d 34

RANBE DAM NOTES

Natural Weapons Melee

Tough Hide

Assassin
Vicious

5

ReroII 1'sin melee combat. Gain +1 ATT
(added above). |
Gain +1ARM (Added above).

......... Spend7APtorerollanyfa//edattackd/ce
When you incapacitate an enemy they are removed from the game.

RUGARD

COST

E?%

MOY ATT MRK DEF IV WP ARM

63334

..... RANEE DAM NnTEs EETTT TRy
Natural Weapons Melee 5" Reroll 1'sin melee combat. Gain +1 ATT
(added above).
Shotgun 6" 5 Armour Piercing. Long Range adds |
Inaccurate. |
Tough Hide Gain +1ARM (Added above).
JRAITSANDABILITIES i, ‘
Assassin

Spend 1 AP to reroll any failed attack dice. ‘

Vicious When you incapacitate an enemy they are removed from the game.

SNARLFAN

COST

E?%

MOY ATT MRK DEF IV WP ARM

63334

..... RANBE DAM NnTEs EETTT TRy
Natural Weapons Melee 5" Reroll 1'sin melee combat. Gain +1 ATT
(added above).
Repeating Rifle 12" 4 Suppressive Fire. |
Tough Hide Gain +1ARM (Added above). |

Will never be targeted with Free Strikes.

Make Free Strikes against enemies that charge you or completely miss
Yyou in melee combat.

JRAITSANDABILITIES | ot \ ‘

Agile Riposte

"INSTRUCTIONS: PRINT THIS PAGE I LAKDSCAPE FORMAT, CUT THE CARDS ALONG THE SOLID T
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!




MOY ATT MRK DEF ARM EN DAM COST MOY ATT MRK DEF ARM EN DAM COST

33344365 WIRAKN 333443658

GEAR RANGE DAM NOTES GEAR RANGE DAM NOTES

NaturaIWeapons .............. Melee 5 ReroII 1'sin melee combat Gain +1 ATT NaturaIWeapons .............. Melee 5 Reroll 1'sin melee combat Gain +1 ATT ......
(added above). | (added above). |
Great Weapon Melee 5 Two-Handed. [ Tough Hide Gain +1ARM (Added above). [
Tough Hide Gain +1ARM (Added above). | |
JRAITSANDABILITIES . .

TRATSANDABWTIES | i S 1l e |

Warden May take damage for a friendly model in threat range. ‘

Vicious When you incapacitate an enemy they are removed from the game. ‘
Slam Successful Melee hit will knock enemy out of threat range.

MOY ATT MRK DEF IV WP ARM EN DAM COST MOY ATT MRK DEF ARM EN DAM COST

53334435588 53334435583
BEAR ] RANGE DM NOTES BEAR ] RANGE DM NOTES o
Natural Weapons Melee 5" Reroll T'sin melee combat. Gain +1 ATT Natural Weapons Melee 5" Reroll 1'sin melee combat. Gain +1 ATT

(added above). | (added above). |
Bow 10” 4 Silent. [ Tough Hide Gain +1 ARM (Added above). [
Tough Hide Gain +1ARM (Added above). | TRAITS AND ABILITIES |
JRAITSANDABILITIES : FollowThrough Free Move when you Incapacitae. Fre attackfyou move nto Enemy
Assassin Spend 1 AP to reroll any failed attack dice. ‘ threat range.
Vicious

When you incapacitate an enemy they are removed from the game. ‘ Smite May reroll failed ATT dice. ‘

INSTRUCTIONS: PRINT THIS PACE IN LANDSCAPE FORMAT, CUT HE CARDS ALONG THE SOLID LINE.
VISIT OUR WEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS, FREE RULES AND MINIATURES!



RANGE DAM NOTES

84203133486

CIPALSRS

MOY ATT MRK DEF IV WP ARM EN DAM COST

6424313344

“Natural Weapons Melee 4" Reroll 1% in melee combat. Gain +1ATT

(added above).
Shooty Spines 8 4 ‘ @m
TRAITSANDABIMTIES AR Zaa
Marksman Reroll 1's when shooting.

RANGE DAM NOTES

RANGE DAM NOTES

"I\.l.a.turaIWeapons Melee 4" Reroll 1% in melee combat. Gain +1ATT
(added above).

TRAITS AND ABILITIES

Use T AP to create a Stealth Token (max 1). Enemy must use a Spot
action to remove your token before they can shoot at you.

1131334342

MOY ATT MRK DEF IV WP ARM EN DAM COST

6424313344

Natural Weapons

TRAITS AND ABILITIES

Vicious

Reroll 1s in melee combat. Gain +1ATT
(added above). ‘

Melee 4

When you incapacitate an enemy they are removed from the game.

N

RANGE DAM NOTES

Natural Weapons Melee 4 Reroll 1'sin melee combat. Gain +1ATT
(added above).

JRAITSANDABILITIES i,

Lunge Gain+1MOV and +1 ATT when charging. '

TRUCTIONS: PRINT THIS PACE N LANDSCAPE FORMAT. CUT TH

E CARDS ALONG THE SOLID LINE.

VISIT OUR WEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS, FREE RULES AND MINIATURES!



CoST

33” i

MOY ATT MRK DEF IV WP ARM

642431,

MAUNTUACK

GEAR RANEE DAM NOTES
Natural Weapons Melee 4" Reroll T'sin melee combat. Gain +1 ATT
(added above). |
JRAITSANDABILITIES i,
Manhunter Gain +1ATT or MRK when attacking Mortals. '

COST

3”3”42

MOY ATT MRK DEF IV WP ARM

de143

liEAR RANBE DAM NOTES

“Melee Weapon Melee g Tmmmm————"
JRAITSAND ABILITIES i, |
Powers May use Corruption Powers.

Fear (3) Issue 3 Panic Tokens to models in threat range. |

Manhunter Gain +1ATT or MRK when attacking Mortals. ‘

POWER . MANA TN RANGE NOTES oo ‘

Agony 1 6+ 12" Target model loses 1 AP per success.

SASOUATCH

MOY ATT MRK DEF IV WP DAM COST

752431“51011

RANBE DAM NOTES

Follow Through

Slam

Natural Weapons Melee 6 Reroll 1'sin melee combat. Gain +1 ATT
(added above). |

Tough Hide Gain +1ARM (Added above).

TRAITS AND ABILITIES '

Free Move when you Incapacitate. free attack if you move into Enemy
threat range.
Successful Melee hit will knock enemy out of threat range. ‘

MOY ATT MRK DEF IV WP ARM EN DAM COST

45143435572

Hellblade

..... RANBE DAM NnTEs EETTT TRy
Two Hand Weapons Melee 5 Galn +1ATT (added above).
JRAITSANDABILITIES o, |
Powers May use Corruption Powers.
Fear (4) Issue 4 Panic Tokens to models in threat range. '
Smite May reroll failed ATT dice. ‘
Assassin Spend 1 AP to reroll any failed attack dice.
POWER MANA TN RANGE NOTES ‘

2 4+ Self Createsamagicalweaponthatadds+1 die |

per success to your Attack Pool.

NSTRUCTIONS: PRINT THIS PACE IN LANDSCAPE FORMAT, CUT THE CARDS ALONC THE SOLID LINE.
VISIT OUR VEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS. FREE RULES AND MINIATURES!



MOY ATT

MRK DEF IV WP ARM EN DAM COST

45143435572

MR KREEPER MOV ATT MRK DEF IV WP ARM EN DAM COST
. 83333 2 3 3 63
GEAR RANEE DAM NOTES
Great Weapon Melee 4 Two-Handed.
Wings Grants the ability to Fly |
TRAITS AND ABILITIES

Fear (4)
Assassin
Skirmisher

Lifeleach

leave melee combat.
.MANA TN RANGE NOTES .
1 4+ 12" Inﬂlcts 1 Damage (DAM) 3 hit per success

May use Corruption Powers.

Issue 4 Panic Tokens to models in threat range. ‘
Spend 1 AP to reroll any failed attack dice.

Successful melee attacks count as finesse attacks, allowing you to ‘

on asingle target. Gains T EN per success,
which can be transfered to any model
within 6” of the caster.

: ) Fear(4)

..... RANBE DAM NnTEs EETTT TRy
Two Hand Weapons Melee 5 Galn +1ATT (added above).
TRAITS AND ABILITIES |

May use Corruption Powers.

Issue 4 Panic Tokens to models in threat range.
May reroll failed ATT dice. ‘
Spend 1 AP to reroll any failed attack dice.

MANA TN RANGE NOTES ‘

.................................. i 5 Target ool oses AP petsuee

Smite
Assassin

MOY ATT MRK DEF IV WP

665354

CoST

I27

5

IN DAM
8 ﬁ

MOY ATT MRK DEF IV WP

deeidel

COST

22

i

RANBE DAM NOTES

Mighty

Melee Weapon Melee 6
Wings Grants the ability to Fly |
TRAITS AND ABILITIES

May use Corruption Powers.

Issue 5 Panic Tokens to models in threat range.

Free Move when you Incapacitate. Free attack if you move into Enemy
threat range. ‘
Never have ATT dice subtracted under any circumstances.

When you incapacitate an enemy they are removed from the game.

MANA TN RANGE NOTES

Inﬂlcts 1 Damage (DAM) 5 hit per success,
and may allocate to 1 additional enemy
mode per success within 12" of you.

2 5+ 12

I\ Fear (3)

..... RANEI-: DAM _NOTES
Melee Weapon Melee 4

TRAITS AND ABILITIES |

‘Walking Plague  Mortals incapacitated in melee make WP test (TN 4), f failed the
model is removed and replaced with a zombie model. |
Issue 3 Panic Tokens to models in threat range. ‘

Charge distance is double your MOV (8”).

Marauder

INSTRUCTIONS: PRINT THIS PAGE IN LANDSCAPE FORMAT, CUT THE CARDS ALONG THE OLI LINE,
VISIT OUR WEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS, FREE RULES AND MINIATURES!




MOY ATT MRK DEF ARM EN DAM COST

12343334138

CHARLIEGRAVES  4i43id44s

Two Pistols 10" 4

Galn +1MRK (added above) May be used
as a Melee weapon.

Walking Plague Mortals incapacitated in melee make WP test (TN 4), if failed the |
model is removed and replaced with a zombie model.

Issue 4 Panic Tokens to models in threat range. ‘

Gain +1ATT or MRK when attacking Mortals.

Spend 1 AP to reroll any failed attack dice. ‘

\ Fear (4)
Manhunter
Assassin

MOY ATT MRK DEF IV WP ARM EN DAM COST

4324333_444I

RANGE DAM NOTES

Melee Weapon Melee 4

Pistol 10" 4 May be used as a melee weapon. |
[

TRAITS AND ABILITIES

Walking Plague Mortals incapacitated in melee make WP test (TN 4), if failed the
model is removed and replaced with a zombie model.

Issue 4 Panic Tokens to models in threat range. ‘

Free Move when you Incapacitate. Free attack if you move into Enemy

threat range.

When you incapacitate an enemy they are removed from the game.

Fear (4)
Follow Through

Vicious

DONNER

MOY ATT MRK DEF

13243331

.................................. RANGE DAM NOTES
Melee Weapon Melee 4
Shotgun 6" 5 Armour Piercing. Long Range adds
Inaccurate.
TRAITSANDABILITIES o,
Walking Plague Mortals incapacitated in melee make WP test (TN 4), if failed the
model is removed and replaced with a zombie model.
Fear (4) Issue 4 Panic Tokens to models in threat range.

Follow Through Free Move when you Incapacitate. Free attack if you move into Enemy
threat range.

Vicious When you incapacitate an enemy they are removed from the game.

MOY ATT MRK DEF

13243331

.................................. RANGE DAM NOTES
Melee Weapon Melee 4
JTRAITSANDABILITIES o,
Walking Plague Mortals incapacitated in melee make WP test (TN 4), if failed the
model is removed and replaced with a zombie model.
Fear (4) Issue 4 Panic Tokens to models in threat range.

Follow Through Free Move when you Incapacitate. Free attack if you move into Enemy
threat range.

Vicious When you incapacitate an enemy they are removed from the game.

INSTRUCTIONS: PRINT THIS PACE IN LANDSCAPE FORMAT, CUT HE CARDS ALONG THE SOLID LINE.
VISIT OUR WEBSITE AT SKIRMISHGAMES.COM FOR THE LATEST SKIRMISH NEVS, FREE RULES AND MINIATURES!

ARM EN DAM COST

14

ARM EN DAM COST

4 36




