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Rokkit Charge

When this unit is selected to
fight, if this unit made a
charge move this turn, you
can use this ability. If you do,
this unit's melee attacks
have:

-+1AandS.

- [HAZARDOUS].

REGELN & KEYWORDS KURZ
Waaagh! Friendly ORKS with this ability can: - Re-roll advance rolls.
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1x Nob
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Ausriistung: Slugga, Choppa, Kustom Choppa, Power Klaw
= Each Nob can replace its Kustom Choppa with Power Klaw.
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