
ALLEGIANCE CARDS

DISPOSSESSED



BATTLE TRAIT

The Dispossessed are renowned for their 
refusal to admit defeat, especially in the face of 
overwhelming odds.

If the unmodified roll for a Battleshock test for a 
friendly Dispossessed unit is 1, 2 or 3, that unit 
is treated as having passed the Battleshock test 
irrespective of any modifiers to the Battleshock 
test or their Bravery characteristic.

STUBBORN TO THE END

Dispossessed



Battle Trait
GRUDGEBOUND

You can re-roll To-Hit rolls of 1 for attacks made 
by friendly Dispossessed units that target a 
Hero.

1 – STUCK-UP

Dispossessed



Battle Trait
GRUDGEBOUND

You can re-roll To-Hit rolls of 1 for attacks made 
by friendly Dispossessed units that target a 
unit with a Move characteristic of 10" or more.

2 – SPEED MERCHANTS

Dispossessed



Battle Trait
GRUDGEBOUND

You can re-roll To-Hit rolls of 1 for attacks made 
by friendly Dispossessed units that target a 
Monster.

3 – MONSTROUS CHEATERS

Dispossessed



Battle Trait
GRUDGEBOUND

You can re-roll To-Hit rolls of 1 for attacks made 
by friendly Dispossessed units that target an 
enemy unit that had 20 or more models when it 
was first set up.

4 – COWARDLY HORDES

Dispossessed



Battle Trait
GRUDGEBOUND

You can re-roll To-Hit rolls of 1 for attacks made 
by friendly Dispossessed units that target a 
unit that has a Save characteristic of 2+, 3+, or 4+.

5 – SHODDY 
CRAFTSMANSHIP

Dispossessed



Battle Trait
GRUDGEBOUND

You can re-roll To-Hit rolls of 1 for attacks made 
by friendly Dispossessed units that target a 
unit that is in cover, or that started the battle 
as a reserve unit.

6 – SNEAKY AMBUSHERS

Dispossessed



COMMAND TRAIT

This general inspires his warriors to new heights 
of stubbornness.

Friendly Dispossessed units wholly within 12" 
of this General pass Battleshock tests on a roll of 
1 to 4, rather than only on a roll of 1 to 3 (see the 
Stubborn to the End Battle Trait).

1 – RESOLUTE

Dispossessed

Hero



COMMAND TRAIT

This general is hale and hearty, even by the 
doughty standards of the Dispossessed.

Add 1 to this General’s Wounds characteristic.

2 – RESILIENT

Dispossessed

Hero



COMMAND TRAIT

In the midst of combat this mighty warrior is 
known to fly into a whirl of violence.

Roll a D6 after this General resolves their 
attacks in the Combat Phase; on a 6 they can 
pile in and attack for a second time (do not roll 
again after resolving the second set of attacks).

3 – BATTLE FURY

Dispossessed

Hero



COMMAND TRAIT

Neither brick nor stone can stand in the path of 
this duardin’s rage.

Do not apply the cover modifier to Save rolls for 
attacks made by friendly Dispossessed units 
wholly within 12" of this General.

4 – SIEGEMASTER

Dispossessed

Hero



COMMAND TRAIT

Those who strike this duardin are soon repaid 
with his untempered wrath.

Add 1 to To-Hit and To-Wound rolls for attacks 
made by this General that target a unit that has 
inflicted any wounds on this General.

5 – UNFORGIVING

Dispossessed

Hero



COMMAND TRAIT

This duardin is quick to add new names to his 
list of grudges.

Once per battle, in your Hero Phase, if this 
General is on the battlefield, you can pick a 
new grudge to replace the original grudge you 
chose for your army (see the Grudgebound 
Battle Trait).

6 – GRUDGEBEARER

Dispossessed

Hero



ARTEFACT OF POWER

Imbued with the eternal might of mountains, 
the Ingot makes an immovable object and an 
unstoppable force of the duardin who carries it.

You can re-roll Save rolls for attacks that target 
the bearer if the bearer has not made a Move in 
the same turn.

1 – HEAVY METAL INGOT

Hero

Dispossessed



ARTEFACT OF POWER

The duardin of old carved mighty tunnels 
underneath the lands of the Mortal Realms. This 
axe is one of the few tools to have survived from 
that bygone age.

Once per battle, at the start of your Movement 
Phase, you can remove the bearer and up to 1 
other friendly Dispossessed unit within 6" of 
the bearer from the battlefield.
Set them up again at the end of your next 
Movement Phase, anywhere on the battlefield, 
wholly within 6" of each other and more than 9" 
away from enemy models.

2 – ANCESTRAL PICKAXE

Hero

Dispossessed



ARTEFACT OF POWER

When this unembellished orb is hurled at the foe 
it releases a searing spray of molten lead. Those 
not slain outright are encased in the rapidly 
cooling metal.

Once per battle, at the start of your Shooting 
Phase, pick 1 enemy unit within 6" of the bearer.
That unit suffers D3 Mortal Wounds.
In addition, if the target is a Hero or Monster, 
it must halve its Move characteristic in its next 
Movement Phase.

3 – TEARDROP OF GRUNGNI

Hero

Dispossessed



ARTEFACT OF POWER

Etched on this symbol of power is the name of 
one who has stoked the ire of this duardin hero. 
When the grudge is fulfilled, the name fades so 
that a new name can be carved.

After set up is complete but before the battle 
begins, pick 1 enemy Hero.
You can re-roll To-Hit and To-Wound rolls 
for attacks made by the bearer that target that 
enemy Hero.

4 – GRUDGE RUNE

Hero

Dispossessed



ARTEFACT OF POWER

Created by Avrik Fortbuilder to lay foundation 
stones in the most unyielding surfaces across the 
realms, these master-crafted gloves are equally 
useful for knocking the enemy off their feet.

At the start of the Combat Phase, you can declare 
that the bearer will strike the ground instead 
of attacking.
If you do so, until the end of that Combat Phase 
subtract 1 from To-Hit rolls for attacks made by 
enemy models that are within 6" of the bearer.

5 – PILEDRIVER GAUNTLETS

Hero

Dispossessed



ARTEFACT OF POWER

Like the metal from which it is forged, this horn’s 
blast is pure and true, and it fills every duardin 
heart with unwavering vigour.

Once per battle, at the start of your Hero Phase, 
the bearer can use this artefact.
If they do so, add 2 to the Bravery characteristic 
of friendly Dispossessed units until your next 
Hero Phase.

6 – RESOUNDING 
GROMRILHORN

Hero

Dispossessed


