. SISTERHOSPITALLERMISSION

SPECIAL RULES

DIVINE REWARD

" THE SISTERS HOSPITALLERS ARE NOT HERE FOR MONETARY CONCERNS, CREDITS
INSTEAD REF’RESEN'T‘INB LOCAL GOODWILL FOR THEIR SERVICES DR SUPPORT FROM
THE DODRDER HIGHER IN THE SPIRE. THEY MAY NDOT SELL CAPTURED GANGERS TO THE
GUILDERS, NOR MAY THEY BE sOLD (NO GUILDER WOULD BE WILLING TO RISK THE

>~ WRATH OF THE. ADEPTA SDRDRITAE THIS WAY). SISTERS HOSPITALLER CANNOT
HAVE A EI.IILDER‘[:EINTAE‘T; IF THEY ROLL ONE ON THE SPECIAL TERRITORIES TABLE,
THE CDNTRLLI'NG PLAYER SHOULD ROLL AGAIN. IF A SISTERS HOSPITALLER GANG
STEALS A EuILDER CONTACT FROM A RIVAL GANG, IT IS NOT ADDED TD THEIR

‘ Red ‘RDSTER - 1T 1S SIMPLY REMOVED FROM THE OTHER GANG’S ROSTER.

IN ADDITII:IN SISTERS HOSPITALLER MAY NI:IT HIRE ANY MI:IDEL THAT IS A WYRD,
PSYKER DR XENDS DR MAKE TRADES CIR BARGAINS WITH ANY CHADS OR XENDS
- GANG..

._LEINE TERM EARE

SISTERS HCISF'ITALLER HAVE THE FACILITIES AND . SKILL 70 PERFORM F’HYSIEAL
REHABILITATIDN AND LONG TERM TREATMENT, RATHER THAN SIMPLY SAVING LIVES.
BISTERS HDSPITALLER‘MAY FERFEIRM MEDICAL: ESI:EIRTS ON ANY MEMBER OF A :

viL.LINE EANG (DTHER EANGS MAY E:HEIEISE TCI BAREAIN FOR THEIR EERVIEES IF
7 HEY WISH TEI TAKE ADVANTAGE DF IT, F'ERHAF'S WITH A BAF'TURED HDEF'ITALLER)
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EQUIPMENT

HOSPITALLER SUPERIDRS ARE ERQUIPPED WITH SHIELD ROBES AND A MEDICAE KIT.
THEY HAVE NO EQUIPMENT RESTRICTIONS.

STARTING SKILLS
HOSPITALLER SUPERIODRS START WITH ONE SKILL CHOSEN FROM THEIR PRIMARY
SKILL SETS OR A HOSPITALLER ABILITY.
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. EISTER HOSPITALLERS ARE EI.T\.ILIIF'F'ED WITH SHIELD RDBES. THEY HAVE _NO
EI:.ILIIF’MENT RESTRIBTIDNS. &
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SISTER HOSPITALLERS START WITH A HOSPITALLER ABILITY .
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HOSPITALLER MISsION

BASIC WEAPONS

- ] o g s [
A B LN 2 0 s 245 s an s s e wm a1 45
HUNTING RIFLEtiieresrersseneas1 5
BOLTGUNteirerssnrerernnsnssans 50

BLDSE COoOMBAT WEAF'I:INE

HAMMER: ¢asensigasansssernshusnssnisss D
SHOCK STAVE..icisissesasnannna 10
SHOCK WHIP.cciiviisenniea. 20
POWER KNIFE .ciiciainmminmnnnns 25
CHAINSWORD . seriinisminreniann 25
SUPPRESSION SHIELD..usresi 40
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AUTOPISTOL:ivuverraresvarensaren 10
BOLT PISTDOLivseessenrsrnsnernaas 20
HAND FLAMER: citerassennnneenee 50

E'L_ASMA PISTOL: cierrrninseneess 5O

WARGEAR j
-MEDICAE K|T,2C|
‘DROP RIG/ 10

BIDBOOSTER.:ressrensins
RESF’IRATDR.........

EQUIPMENT LIST

SPECIAL WEAPONS
O P AMEB R e e 1 DA
O MELTAGUNLZ L cndssestctassivorunisnaenneosasanas 35

GRENADES

FRAG GRENADES.ccttraesssssnsssnnssnssnsnssans 30
KRAK GRENADES titssttsanssssnnsrsnserssnnsesad D
TRANRUILIZER GRENADES . sccecsssensraense 10
SHOCKWAVE GRENADES ttrssstcssasrssarsnans 15
SMOKE BOMBS.cttaeetssnimsssansssnasrssnnnrnnas 1D
MELTA BOMBSuitississssssssassassnnssnsnnsnsnnns 50

ARMDOUR
O SHIELD ' ROBES i visissarsasanssnssrsvisssean 1.5
® MESH ARMOUR:ieererssrssesrnresrnnrnennenn 15
® LIGHT CARAPACE ARMOUR...tteessese. 70
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EQUIPMENT

MEDICAL SUITE

MEDICAL SUITES ARE ADDED TO A GANG’S STASH RATHER THAN CARRIED BY ANY
FIGHTER. APPLY A +1 BONUS TO A SINGLE MEDICAL ESCORT ROLL PER MEDICAL
SUITE MADE IN THE POST BATTLE SEQUENCE, TREATING ANY ROLL OF 6 OR HIGHER
AS IF IT WAS 6, EVEN WHEN USING A ROGUE DOC.

SHIELD ROBES
SHIELD ROBES ARE THE DAY TO DAY WEAR OF THE SISTERS HOSPITALER THESE
LIGHT AND FLOWING ROBES ARE SIGNIFICANTLY MORE ADVANCED THAN THEY
S~ APPEAR, CAPABLE OF TURNING ASIDE A BLADE OR PROVIDING ADDITIONAL
PROTECTION WHEN WORN ALUNG.E’IDE MORE TRADITIONAL ARMOUR. HOSPITALER
SHIELD ROBES HAVE ADbITIDNAL PROTECTIONS TO TURN ASIDE CONTAMINANTS,
ALLOWING SURVIVAL IN THE MOST PLAGUED OR TOXIC SITUATIONS. :
IF A FIGHTER 1S WEARING A SHIELD ROBES, THEIR SAVE ROLL IS IMPROVED BY 1.
: FOR EXAMPLE, IF THEY ARE WEARING MESH ARMDOUR AND SHIELD ROBES, THEY
BN ; WOULD HAVE A 4+ SAVE IF A FIGHTER DOES NOT ALREADY HAVE A SAVE ROLL,
3 i SHIELD RDBES GRANTS A 61 SAVE. SHIELD ROBES MAY BE COMBINED WITH DTHER
~TYPES OF ARMDOUR. THEY MAY NOT HOWEVER BE COMBINED WITH AN ARMI:ILIRED
LINDERSLIIT OR ARMDOURED BODYGLOVE HOWEVER. IN ADDITION, SHIELD 'ROBES
INCREASES THE WEARERS TDUEHNESS BY 2 FOR THE PURPOSE DF IF THEY ARE
AFFECTED BY TOXIN OR TRANRD WEAPONS.

5 R‘ATI'VI:IN PACKS
‘IN-'THE LUNDERHIVE, EV.EN:.THE'WURST SLOP IS CONSIDERED ACE.'EF'TABLE AS PEDF:'LE
LIVE ON THE SLIGHTEST MEALS THEY CAN FIND, LINPALATABLE AND LINHEALTHY. THE
SISTERS HOSPITALLER HAVE A GREATLY ENVIED ADVANTAGE, BEING ABLE TO
fM'Pl;JRT FUUD FROM THE UPPER HIVE TO SLIPF’DR'T THEMSELVES. FEW E'AN RESIST
THE UR’GE FOR F'UDD WHEN THEIR STOMACH 1S5 GR’UWLINEJ’.

AT THE END OF THE SF’END EXPERIENCE STEP EIF THE PRE- BATTLE SEQIJENI:E, ROLL
A D6 FOR ANY MC;DEL THAT IS IN RECDVERY AND HAS Al RATIDN F’AEK. DN A 4+ THE
NUTRITIDLJS FOOD HAS HELPED THEM REBEIVER QLHE:KLY by THEIR REI:EIVERY BI:IX 1S
V‘ CLEARED, AND THEY ARE NOW AVAILABLE F'DR THIS BATTLE. A RATIEIN PACK MAY: BE
UEED TO DISTRAET A SENTRY AS A SIMPLE ACTH’JN PLACING A CEIUNTER WITHIN
5X3 aF THEMSELVES. THE E:EINTRI:ILLER DOF ANY EENTRY ENDING, THEIR MHVEMENT
WITHI’N 12” ‘OF A RATIDN F'ACK GDLJNTER AND IN LINE EJF SIGHT ElF" IT ML.IET MAKE A
'}"" WILbF'DWER TEST FOR THE SENTRY, SUBTRAGTINE’: TWO FRDM THE RESLILT. I'E FA[LED,

THE!EDNTRDLLER DDEE NDT EET TO EHDDSE WHIEH. DIRECTIDN THEY ARE LCIEIKINE }

SATH THE END OF THEIR TLIRN THEY WILL INSTEAD AUTDMATlBALLY TLIRN TEI LDEIK X
o TDWARDS THE' RATIDN PABK MARKER' ANY SENTRY THAT EEIMES IN EEINTAET WlTH A
RA’TIDN PACK COUNTER IMMEDIATELY ENDS ITS ACTIVATI AND REMDVES THE(
EEHJNTER. - BT 75 ' : &

< X A % ¢ ¢

i SACRED UNGUENTS .
HOLY MATERIALS USED FOR El:HJIF'MENT MAINTENANEE, ANY AMMD CHECK MADE BY A
FIGHTER WITH SACRED UNGUENTS GAINS A + BEINUS. ey




HUNTING RIFLE

HUNTING RIFLES ARE AN UNCOMMON S-IGHT IN THE NARRDOW AND TWISTING
CORRIDORS OF THE UNDERHIVE, WHERE THERE ARE FEW PLACES ,TO PUT THEIR
"TEXCEPTIONAL RANGE 'TO GOOD USE. THEY ARE MORE COMMONLY SEEN AMONG
THOSE WHO F.IGHT IN THE ASH WASTES OR OUTSIDE OF THE HIVE IN GENERAL.

TRANI:ILIILIZER GRENADE

MODIFIED STRANGLE GAS GRENADES USING THE ANESTHETIC SUPPLIES NORMALLY
USED IN SURGERY, TRANRUILIZER GRENADES ARE TOO DISPERSED TO RENDER
PEOPLE UNCONSCIOUS, BUT THE FULL BODY NUMBNESS WILL LEAVE THEM UNABLE
TO AIM.

SHOCKWAVE GRENADE g

THESE UNCOMMON GRENADES RELEASE A HEAVY KINETIC BLAST, KNOCKING ALL
THOSE CAUGHT IN THE WAVE OFF THEIR FEET, RAPIDLY DISRUPTING BATTLE PLANS.
WHILE NOT INHERENTLY DANGEROUS, IN THE NARROW CONFINES OF NECROMUNDA,
IT IS QUITE LIKELY THAT ONE COULD STILL BE KNOGKED TO A HORRIBLE DEATH DUE
TO THE DANGERDOUS TERRAIN.

TRANI:I BI:_ILTS
AN l;lNLISUAL BOLT ROUND, NORMALLY ONLY SEEN AMONG HIVE NOBLES ENGAGED IN
S.F'CIRT HUNTING, IT SOMETIMES SEES USAGE AMONG THE SISTERS HOSPITALLER,'
WHDO EAN EASILY HANDLE THE MEDICAL CHEMICALS USED IN THE PAYLOAD. LACKING
THE EXPLOSIVE CORE OF MOST BOLT ROUNDS, THE ADAM/ANTILJM SHELL WILL PUNCH
: JNTD THE BODY AND DELIVER AN INHIBITING PAYLODAD. THE LIGHTER ROUND ALLOWS
3 FOR SIJF'ERIEIR AI::I:!LIRAI:Y AT LONGER RANGE, THOUGH IT DOES HANDLE A HIGH
RATE OF - F'lRE F'DDRLY- ;

jﬂKRAKEN BOLTS

A VARIANT BEILT RDUND, KRAKEN RDUNDS ARE DESIENED TO PUNCH THRDUEH
>‘/HEAVY ARMEIUR AND EXF‘LEIDE WITHIN. HEAVILY UVERKILL IN THE LINDERHIVE, THEY
-v HAVE A TENDENBY TO EJ'VERF'ENETRATE EDF'TER TAREETS AND CAUSE MAESIVE g
DAMAEE TD ANYDNE LINFDRTLINATE ENI:IIJEH TEI l3ET INE THEIR WAY. 2

'SLIPF'RESSII:IN SHIELD. IR ol

03 HEAVY SHIELDS, I:EIMMEINLY SEEN ON ARBITES AND ENFDREERS, THEY HA.VE

_;‘PRB'VEN A VERY EFFEGTI’YE ‘rcncn. FOR THE HDSPITALERS IN THEIR MISSIDN. S ]

g ,FIRE, EVEN AS F'RI:]VIDE MEDIEAL CARE TCI THDSE L.INDER THEIR EHARGE..
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SHIELD :
/A SHIELD GRANTS A +1 ARMOUR ROLL NI_I:IDIFIER AGAINST MELEE ATTACKS THAT

DORIGINATE FRTDM WITHIN THE FIGHTER’S VISION ARG (THE 90° ARG TO THEIR FRONT),
AND A +2 ARMOUR SAVE MODIFIER AGAINST RANGED ATTACKS THAT DORIGINATE
FROM WITHIN THE FIGHTER’S VISION ARC; CHECK .THIS BEFORE THE FIGHTER MODEL
IS PLACED F’RI:II;IE AND 1S PINNED. IF IT IS NOT CLEAR WHETHER THE ATTACKER IS
WITHIN THE TARGET’S FRONT ARC, USE A VISION ARC TEMPLATE TO CHECK — IF THE
CENTRE OF THE ATTACKER’S BASE IS WITHIN THE ARC, THE SHIELD CAN BE USED.
AGAINST ATTACKS WITH THE BLAST TRAIT, USE THE CENTRE OF THE BLAST MAKER
: < IN PLAGCE OF THE ATTACKER. IF THE TARGET DOES NOT HAVE A FACING (FOR
¥ X AL EXAMPLE, IF THEY ARE PRONE) THE SHIELD CANNOT BE USED.

A FIGHTER CARRYING A SHIELD HIT BY A RANGED ATTACK WITHIN THE FIGHTERS
VISION ARC MAY MAKE A COOL I:HEI:>K. IF PASSED, THEY ARE NOT PINNED. A
FIGHTER CARRYING A SHIELD CANNOT USE HEAVY WEAPONS, SPECIAL WEAPONS,
LINWIELDY MELEE WEAPONS OR THE TWIN GUNS BLAZING RULE AND REDUCES THEIR
MDVE CHARACTERISTIC BY 1.

' TRANGR

IF A FIGHTER IS HIT WITH A TRANR WEAPON, ROLL A.Dﬁ. IF THE RESULT IS EQUAL
TO DR HIGHER THAN THE T'I:ILIEHNESS DOF THE TAREET, THEY ARE NUMB. L|NTIL THE
END OF THE NEXT TIME THE FIGHTER IS ACTIVATED,; HIT R’DLLS THEY MAKE WILL
DNLY HIT ON ‘A NATURAL 6. THE TRANSDERMAL NATURE OF THIS WEAPON MEANS

"z THAT RESF’IRATEIRS AND FILTER PLUGS HAVE NO EFFECT AGAINST IT. TRANR HAS NI:I
'EFFECT DN INDRGANIEE TARGETS (SuUucH AS A TLJRRET).

I(NEﬂc : i : . ; : :
'I«F A- WEAPON HAS THE KINETIC TRAIT, ROLL A DB FOR EACH FIGHTER THAT IS HIT BY.
’,IT. IF THE' RESULT 1S EQUAL TEI OR HIGHER THAN THEIR STRENGTH, THEY ARE

. MDVED 2” DIREBTLY AWAY: FROM THE ' CENTER CIF THE BLAST MARKER. IF THE

; I::ENTER EIF THE B)LAST MARKER WAS EIVER THE CENTER EIF THEIR BASE, ROLL A"
> ;SBAJ‘TER DIE TO DETERMINE WHIGH WAY THEY: ARE MOVED! (RERDLUNG HITS). IF, A
x_r-"IEHTER E:ANNEIT BE MDVED THE FLILL DISTANGE,,THEN MDVE THEM AS FAR AS

£ F’DE‘:SIBLE. A F'IEHTER HIT BY: A KINETII:: WEAPEIN IS  ALWAYS PINNED - EVEN IF THEY,
! HA" E AN ABILITY THAT WEILJLD ALLDW: THEM TO AVOID BEING PINNED BY: RANEED
',“‘WEAF'EINS TACSMOKE TEMPLATE aRr FIEHTER WITH A BLAZE MARKER EIVERLAF'F'ED BY

~l




EXOTIC- BEAST

_THIE THIN 'SNAKE. IS A FAVORITE OF THVE HOSPITALLER DRDERS, THEY WERE

" BREATED CENTURIES AGO IN A PROJECT THE HOSPITALLERS AND ADEPTUS
"MECHANICUS GENATORS. REMARKABLY CLEVER AND LOYAL FOR A SNAKE, THE
CADUCEUS NATURALLY PRODUCES A VERY POWERFUL ANESTHETIC THAT CAN BE
HARVESTED FOR MORE GENERAL USE WHEN SUPPLIES ARE DIFFICULT TO ACQRQUIRE.
ITS PRODTECTIVE NATURE HAS ALSD PROVEN VERY USEFUL AT TIMES, THE LOYAL
SNAKE WILLING ‘TEI PUT ITSELF AT RISK FOR ITS OWNER AND ALWAYS AWARE OF ANY .
F'EITENTIAL DANE_ERS LURKING IN THE SHADOWS.
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HOSPITALLER ABILITIES

SISTERS HOSPITALLER AND HOSPITALLER SUPERIORS HAVE ACCESS TO A NUMBER
OF SPECIAL ABILITIES THAT REPRESENT THEIR ADVANCED MEDICAL TRAINING AND

“PURITY OF FAITH. A SISTER HOSPITALLER OR HOSPITALLER SUPERIOR MAY BE
GIVEN ONE OF THESE ABILITIES WHEN THEY ARE ADDED TO THE GANG AND SISTERS
HOSPITALLER AND HOSPITALLER SUPERIORS MAY GAIN ADDITIONAL ABILITIES IN THE
SAME WAY AS A SKILL FROM ONE OF THEIR SECONDARY SKILL SETS.

SAINT OF THE UNDERHIVE
THE REPUTATION OF THE SISTERS HOSPITALLER IS EXCEPTIONAL, WILLING TO HELP
ANY TRUE IMPERIAL CITIZEN EVEN IN THIS DARK PLACE. IT TAKES A VERY HARD S50UL

S TO WILLINGLY LAY A HAND ON THEM WHEN THEY ARE ENGAGED IN'THEIR DUTY,

THEIR PURITY OF SPIRIT EVEN STAYING THE HAND OF THE XENOS OR HERETIC IN
FEAR. P ‘ :
WHEN AN ENEMY FIGHTER MAKES A RANGED OR CLOSE COMBAT ATTACK TARGETING
THE FIGHTER WITH THIS ABILITY, THE OPPOSING PLAYER MAKES A WILLPOWER CHEEGK
FOR THE ATTACKING FIGHTER. |F THE BHECK IS FAILED, THE ATTACK IS NOT MADE -
ND HIT ROLL IS MADE, AND NO AMMO ROLL IS REQUIRED - BUT THE ACTION STILL
COUNTS AS BEING USED. THIS PROTECTION CEASES APPLYING WHEN THE SISTER
. MAKES A RANGED OR MELEE ATTACK DURING HER ACTIVATION AND RESUMES AFTER
'SHE MAKES A FULL ACTIVATION IN WHICH SHE HAS NOT MADE ANY SUGCH ATTACKS.

AN ESTH ETIST

SISTERS HUSF’ITALLER ARE SKILLED AT F’ER’F'DRMINE ME’EIE.'AL CARE ON PEOPLE TOO
: - C.'I.‘JNFLISED TO .S'TDP STRUEGLINE AND MANY DEVELOP PARTICULAR CDCKTAILS TD
HELP. PUT SOMEONE UNDER‘ GUICKLY.

‘FIEHTERS FARGETED BY THIS FIGHTER CONSIDER THEIR JOUGHNESS DNE LOWER
WHEN RESEILVINE THE TRANQR TRAIT OF ANY ATTACKS. IN ADDITION; ANY MEDICAE

'=_I(IT EQLIII'-"F'ED ‘BY. THE FIGHTER MAY BE: UEED AS IF IT WAS A STILETTOD KNIFE IN

"ELDQE CDMBAT. ANY FIGHTER’ PUT OUT DOF ACTION BY THE SISTER IN MELEE OR.
“WITH A I'.".EILIF’ DE BRABE AE:TIEIN TREATS ANY LASTINE IN.JIJRY RI:ILL AS ‘ouT I:I:ILD’

X £
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I:DDE RED'

; ISISTERS HDSPIT’ALLER DO NGOT FEAR DANGER, WILLINE:'LY CHARGING IN TO SAVE

"Y'ALLIES WHa FALL.

% :WHEN A FRIENDLY FIEHTER WITHIN 9” SUFFERS A SERIEILIS INJURY, THIS FIEHTER
SAY MAY"MAKE A STANDARD MDVE (ADDINE D3” TO THE DISTANCE THEY MDVE, AS IF Rl

VK WERE BHAREINE), IF THEY 'ARE NCIT BLIRRENTLY ENEAEED, TEIWARDS THE oA
IN-JL:IRED FIBHTER OR ANY ENEMY FIGHTER WITHIN 1” EIF THEM). THE FIGHTER

',/' «GANNDT MAKE ATT‘ACKS BUT MAY MAKE REAETIUN ATTADKS AS IF THEY WERE F'ART

OF THE INITIAL FIEHT AND WIL,L PREVENT ANY AIJTEIMATIE: E:EILIF’ DE ERAEE IF THEY
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HQEPITALLER ARE NDT ME'R'E DDC.'TDRS, THEY ARE WARRIOR MEDICS

WHEN THIS MDDEL ASSISTS IN A RECOVERY TEST, YOU MAY ROLL AN ADDITIONAL
DICE. |N ADDITII'_'IN, IF THIS EHARAGTER IE AE:TIVE, THEY CAN ATTEMPT TO MAKE THE

i

FI:ILLI:IWING Al::'rldN. 3 ¢ . | 2




CARDS

NAME

¢ s

EFFECT

GAME
RESTRICTION

EMEREENEY TI:IX
KIT

PLAY THIS CARD WHEN A FIGHTER IS HIT BY
AN ATTACK WITH THE TOXIN OR GAS TRAIT.
THE FIGHTER IS NOT PINNED AND THE
ATTACK HAS NO EFFECT.:

SHIELD OF FAITH

PLAY THIS CARD WHEN A FIGHTER IS
WOUNDED BY AN ATTACK THAT CAUSES
MORE THAN 1 DAMAGE. THE ATTACK

‘CAUSES ONLY -1 DAMAGE. IF THE ATTACK

STILL CAUSES AN INJURY ROLL, YODU MAY
ROLL AN ADDITIONAL DIE AND DISCARD ONE
OF YOUR CHOICE.

INDUCTION
PAYLOAD |

3%

PLAY THIS IMMEDIATELY BEFORE ROLLING
TO AFFECT A TARGET WITH A WEAPON WITH
THE TRANG TRAIT:. THE TARGET IS KNOCKED
UNCONSCIOUS. TREAT THIS AS IF THEY
WERE WEBBED.

FLODD THE
VENTS :

PLAY INSTEAD OF ACTIVATING A FIGHTER.
ANY FIGHTER WITHIN 27 OF A CHOSEN
DUCTWAY IS TREATED AS IF THEY H;?(D BEEN
HIT BY A TRANGQ WEAPON. :

ZONE MDRTALIS

HEALING: TEARS

PLAY THIS INSTEAD OF ACTIVATING A
FIGHTER. ONE FRIENDLY FIGHTER WITHIN
3” OF YOUR LEADER DISCARDS ALL FLESH
WOUNDS AND IS RESTORED TEI THEIR
STARTINE WOUNDS.

F'LAY WHEN A FIEHTER AGTIVATEE- F'ICK A
FRIENDI,Y FIGHTER WITHIN' 177 EIF THIS :
FIGHTER. WHEN THE ‘ABTIVATED FlGHTEh'
MEIVES THIS TLIRN ‘THE . I'_'ITHER FIEHTER"
MDVES ALONG WITH THEM TI7|E SAME' .

i ,DIE‘rTANCE. THE. FIEHTERS MLIST '‘END THIS
A MDVEMENT WITHIN

b DF' EAGH OTHER.

THIS DI:IES NOT CAUSE THE EITHER FIEHTER

TI:I DISCA{\’D THEIR READY MARKER’ IF THEY
HAVE DNE. ‘\ ; { 3 ;

CLinie

PUTTING ON'A |

F'LAY WHEN A FIGHTER FAII_S A W'ILLF'DWER

OR INTELLIGENEE I:HEI:.‘K. THEY INSTEAD
F'ASS THE CHEEK.

’RESERVED FDR WHEN WE HAVE

ACTUAL F'SYKER RULES.




