	Cautious

Play on any unit

Unit suffers the -1 command penalty for proximity to enemy within 40cm not 20cm. Does not affect Undead.

TACTIC
	
	Looters

Play on any unit

The unit counts all command range penalties as one greater unless part of a brigade. e.g -1 at 0-20cm, -2 at 20-40cm.

TACTIC
	
	Fatigue

Play on cavalry or chariots

Remove one stand from the unit if it makes an advance move in the combat phase.

TACTIC
	
	Drilled

Play oniInfantry

Unit counts as defended for the 1st round of combat even if in the open.

TACTIC

	
	
	
	
	
	
	

	Homesick

Play on any unit

Unit always rolls once extra die when calculating drive back distances.

TACTIC
	
	Vicious Fighters

Play on any unit

Unit gains +1 attacks per stand in the 1st round of each combat including advances.

TACTIC
	
	Traps

Play on infantry or artillery

The unit has laid traps, every stand attacking this unit in combat suffers 1 shooting attack with no save allowed. Any roll of 6 to hit will result in the whole attacking unit becoming confused.

TACTIC
	
	Poorly Led

Play on any unit

The unit cannot be given orders when within 20cm of the enemy but may use initiative. Does not affect Undead.

TACTIC


