
EXILES
 

FACTION RULE – HEROIC INSPIRATION 

At the start of each Round the Exiles 
Commander chooses one of the following 
inspirations that will apply until the end of 
the Round. The inspiration rule applies to 
the Exiles Leader and any allied Exiles units 
within 12" of the Exiles Leader, excluding 
Abominations and Transports. 

Make Haste! – inspired units gain +1” to 
their Speed spec. 

Stand Strong! – inspired units get +1 to the 
roll result of their Terror Rolls. 

Focus Fire! – inspired units gain +1 to the 
Power spec of their ranged weapons. 

 

 

 

 

 

FACTION ARCHIVE INTERACTION – SOUL TETHER 

Whenever an Exiles Leader, Elder, or Alchemist on an Archive suƯers enough damage to reduce its Health 
to zero, roll a D6. On a result of 6+ the model remains alive with 1 Health. Before making the roll, an Elder 
or Alchemist can spend any of its Soul Energy to improve the odds. Each Soul Energy spent before the roll 
adds +1 to the roll result, but a roll result of 1 always fails. 
















