SPECIAL RULES GENERAL HONDO

ARMORED — This monster is immune to
damage from collisions with buildings. I CF UG AL /LT EIER

DEFENSE ARRAY — Allied units gain
Force Field while within five spaces of
this model. (A model with Force Field
gains +1 DEF against blast attacks.)
GUERILLA TACTICS - While this model
is in play, allied Faction units’ blast
attacks gain Indirect Fire.

EXPLOSION — If this attack hits a unit,
all units adjacent to the target unit
with a DEF equal to or less than the
number of strikes rolled also suffer 1
damage point as a result of this attack.
When determining the DEF of adjacent
models, add any bonuses to DEF

’| against blast attacks, including cover.
INDIRECT FIRE — This attack ignores
cover.

SPECIAL RULES GENERAL HONDO

ENERGY CYCLE — If you roll two or more
Action Dice on an attack made by this AP AR LIS

model and the attack hits an enemy 777777 7T T T,
model, after the attack is resolved you GOGIY. (AL L LY
can move one Action Die from your Unit

Pool to your Monster Pool.

GUERILLA TACTICS - While this model
is in play, allied Faction units’ blast
attacks gain Indirect Fire.

HIGH IMPACT — While this model is

in play, allied Faction units gain +1
Boost Die when participating in blast
attacks.

RAPID FIRE — This model can make a
blast attack in addition to any other
attack it makes during each of your
Monster Activations.

EXPLOSION — If this attack hits a unit,
all units adjacent to the target unit
with a DEF equal to or less than the
number of strikes rolled also suffer 1
damage point as a result of this attack.
When determining the DEF of adjacent
models, add any bonuses to DEF
against blast attacks, including cover.
INDIRECT FIRE — This attack ignores
cover.
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SPECIAL RULES WHITE DRJAN

DEMOLISHER — When this model
makes an attack, gain +1 Power Die S JAMONSTER

for every building destroyed as a
result of its attack.

STEADY — Enemy monsters do not roll

Boost Dice when making body slam

power attacks against this model.

WRECKING CREW — While this model e LD E= Elfixen s Gtk s i

is in play, allied Faction units gain y choo_se a building or enemy_quel

Dl e within five spaces of the unit hit.
Roll the dice in play. If the chosen
model’s DEF is equal to or less than
the number of strikes rolled, it takes
1 damage point.

SUPLEX — If a body slam power attack
performed by this model hits, before
placing the target, this model can
move one space.

SPECIAL RULES WHI'I'E DHJH"
DEMOLISHER — When this model makes
an attack, gain +1 Power Die for every EMPIRE OF THE APES / MONSTER "l“l
building destroyed as a result of its o AT
attack. /(L SIS B84

TREACHEROUS TERRITORY — Enemy units
treat spaces within two spaces of this
model as rough terrain while advancing.

BEAT BACK - If thls model hits an enemy
monster with this attack, after the attack
is resolved you can move the monster

hit up to two spaces in a straight line in
any direction. During this movement,

the target monster moves through and
collides with buildings, units, and hazards
in its path. The target monster stops
moving if it collides with another monster.
FLING — When this attack hits a unit,
choose a building or enemy model within
five spaces of the unit hit. Roll the dice in
play. If the chosen model’s DEF is equal to
or less than the number of strikes rolled,
it takes 1 damage point.

SWEEPING ATTACK - After this attack is
resolved you can advance this monster up
to three spaces and make a Swat power
attack.
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ROCKET APE

EMPIRE OF THE APES / UNIT

MULTI-FIRE — After this model resolves a
blast attack, it can immediately make a
blast attack with the dice in play against
another enemy model. This model can
make two additional attacks in this way.
This model cannot make a blast attack

against the same model more than once in
the same activation.

SPECIAL RULES
AIM — This model gains +1 Boost Die when
participating in blast attacks if it did not
make a full advance this activation.
LONE WOLF - This model cannot
participate in combined attacks.
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