	Loyal

Play on any unit

The unit will automatically pass its 1st order from the General if within 20cm of them. Counts as 1st order for subsequent command rolls.  Does not apply if unit part of a brigade.
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	Monster Slayers

Play on any infantry or cavalry

Unit gains +1 attacks per stand when fighting monsters.

TACTIC
	
	Stalwart

Play on any unit

Unit does not suffer drive backs from shooting. Roll for confusion as normal.
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	Untrained Fighters

Play on any unit

The unit does not receive the +1 attacks for charging. Chariots and Monsters still receive the additional +1.
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	Disciplined

Play on any unit

Ignores -1 command penalty for proximity to enemy.
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	Weaklings!

Play on any unit

These weak troops have 1 less hit per stand than usual. No unit can ever have less than 2 hits per stand.
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	Hatred

Play on any infantry or cavalry

Any drive back roll moves the unit towards the shooters. This may bring them into combat. This counts as an advance charge. The unit is still confused on a roll of 6 and routed as normal. Troops normally never driven back are unaffected.
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	Hard as Nails!

Play on infantry or cavalry

Increase units hits by +1 per stand to a maximum of 4 hits per stand for the entire battle.
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