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Chained Beasts

Rock Auroch #1
Rock Aurochs - Gigantic - Beast - 150x100mm

Global Adv Mar Dis Model Rules

7" 14" 8 Fearless, Frenzy

Defensive HP Def Res Arm

6 2 6 3 Mountain Hide

Offensive Att Off Str Ap Agi
Rider 3 4 4 1 3

Rock Auroch 5 3 6 3 2 Harnessed
, Battle
Focus , Impact Hits (3D3, 3D3), Living Avalance, Devastating Charge

Frost Mammoth #1
Frost Mammoth - Gigantic - Beast - 150x100mm

Global Adv Mar Dis Model Rules

6" 12" 8 Freezing Aura

Defensive HP Def Res Arm
6 3 6 3

Offensive Att Off Str Ap Agi
Rider 3 4 4 1 3

Frost Mammoth 4 3 6 3 2 Harnessed, Impact Hits (D3, D3)

Magics
Racial Trait Spell
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Children of Umi
Mf 7+

[10+] 18" Augment Last one Turn

All Melee Attacks against the target suffer -1 to wound. 
[Additionally, all Shamans in the target gain +1 Resilience.]

Model Rules
Battle Focus: If the attack hits with a natural to-hit roll of '6', the attack causes two hits instead of one.

Devastating Charge: Attacks & Weapons, Melee
A charging model part with Devastating Charge, or using a weapon with Devastating Charge, gains the Model Rules
and Characteristic modifiers stated in brackets. For example, a charging model part with Devastating Charge (+1
Strength, Poison Attacks) gains +1 Strength and Poison Attacks when it is charging. This rule is cumulative: a model
part with several instances of Devastating Charge applies all Attack Attributes and Characteristics modifiers from all
of them when charging.

Fearless: If more than half of a unit's models are Fearless, the unit automatically passes Panic Tests and Decimated Tests and cannot declare a Flee Charge Reaction
(unless already Fleeing). Models that are Fearless are also immune to the effects of Fear.

Freezing Aura: Universal Rule.
The model can cast Chilling Howl from Shamanism as a Bound Spell with Power Level (4/8). 
Enemy units within 9” of one or more Frost Mammoths suffer -3 Agility. The roll for Flee Distance of enemy units that Break from Combat while in base contact with
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one or more Frost Mammoths is subject to Minimised Roll.

Frenzy: A unit with at least half its models with Frenzy cannot choose Flee as Charge Reaction, and when taking Discipline Tests, apply the following:
- If it is a Panic Test, Decimated Test or Fear Test: the unit gains +2 Discipline. 
- If it is a Break Test, roll the test as normal.
- If it is anyother Discipline Test, the unit suffers -2Discipline.
At the start of the Charge Phase, each of your units with at least one model with Frenzy that could Declare a Charge against an enemy unit within the unit's Advance Rate
+7" (using the lowest Advance Rate among the unit's models; if a model has more than 1 Advance Rate available, use the highest one) must take a Discipline Test, called
a Frenzy Test. If the test is failed, the whole unit must Declare a Charge this Player Turn. Note that Characters are never forced to charge out of their units.

Harnessed: Model parts with Harnessed cannot make Supporting Attacks and cannot use Weapons. Shooting Weapons carried by model parts with Harnessed can be
used by other model parts of the same model (as long as they do not have Harnessed or Inanimate). A model with with at least one model part with Harnessed is
considered to be mounted.

Impact Hits: At Initiative Step 10, a charging model part with Impact Hits must choose an enemy unit that is in base contact with the attacking model's Front Facing.
This unit suffers a number of hits equal to the value stated in brackets (X). These hits are resolved with the attacking model part's Strength and Armour Penetration.
If a model has both Grind Attacks and Impact Hits, it may only use one of these rules in the same Round of Combat (its controlling player may choose which). In
multipart models, only model parts that also have Harnessed or Inanimate can use their Impact Hits. When several models in the same unit have Impact Hits, and when X
is a random number (e.g. Impact Hits (D6)), roll for the number of hits separately for each model part.

Living Avalance: Attack Attribute - Close Combat
The model’s Impact Hits gain +1 Strength and +1 Armour Penetration.

Mountain Hide: When a model with Mountain Hide suffers a wound from an attack with Multiple Wounds, the number of wounds that it is multiplied into (due to
Multiple Wounds) is halved, rounding fractions up.

Qr codes of your army
Your can print this page to have all your army's units qrcode and cut them to stick them on your units, with them you can directly access to the unit's profil with your
phone.

Rock Auroch #1

Frost Mammoth #1

Dupeux
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