
ODST CAPTAIN SPEED
RANGED

FIGHT
SURVIVE
ARMOR

LIFE

Tactician 2: 
Gain +2 Command Dice. 
You may reroll 2 and keep 2. 

Tactician 1: 
Gain +1 Command Dice. 
You may reroll 1 and keep 1. 
Scout: Free 1-cube move when 
deploy. Crouch for free when 
respawn. Keep Crouch token 
when Advancing. 
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Acrobatic: Each kill counts as 2.
Jump Pack: Not pinned or 
damaged by falling. No need to 
climb. Can jump gaps and walls. 

Acrobatic: Each kill counts as 2.
Jump Pack: Not pinned or 
damaged by falling. No need to 
climb. Can jump gaps and walls. 
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Scout: 
Free 1-cube move when 
deploy. Crouch for free when 
    respawn. Keep Crouch 
     token when Advancing. 

Scout: 
Free 1-cube move when deploy. 
Crouch for free when respawn. 
Keep Crouch token when Advancing. 
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