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HUSTOM JOB o HUSTOM JOB HUSTOM JOB
OIL DROPPA  GETAWAY BOOSTA  EXTRA-GRIPPY TYREZ

Subtract 1 from the result of
drivin’ tests for this model.

Once per battle, after this
model has moved, you can
declare that this model will
drop an oil slick behind it.

If you do so, until the end of
the phase, add 3 to drivin’
tests made for any models

which finish their move
within 6" of this model in its
rear arc.

Once per battle, if an enemy
model is in this model’s
rear arc when it is picked
to move, you can add 1
additional basic gubbinz
to the end of the trail for
this model.
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Once per battle, in the
Speedin’ phase, this model
can move over models,
obstacles or terrain features

of up to 6" in height as if B
they were not there. It may o~
not finish this move on
top of any other models, "W
obstacles or terrain features. .

Your opponent must roll 1
fewer dice for this model (to
a minimum of 1) when itis |
rammed or ramming.

Your opponent must re-roll
1 successful attack dice
for enemy models that are
within 3" of this model.

HUSTOM JOB
SPIHEY PLATES

Add 1 to this model’s Melee
characteristic.

Add 1 to the result of drivin’
tests for enemy models
within 6" of this model.

. Once per battle, when this
~ model is picked to move,

' you can declare the driver

will use the Squig-oil

ﬁg Injecta. When you do so, the
g model counts as having one N
ﬁ additional speedin’ point m%
ﬁ this round. %
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HUSTOM JOB ~ HUSTOM JOB
SMOHIN’ EXHAUST ' 1 asHY SPOILA

Your opponent must re-roll
1 successful attack dice for
© enemy models that are in
this models rear arc.

Once per battle, in the
Shootin’ phase, pick an
enemy model in this model’s w
rear arc that is within 6" of ?@1
. this model and roll 3 Speed
4 Freeks dice. For each result ﬁ
of #, that enemy model’s
player must draw a damage ..
card for it. %

“ %" When this model is picked

to move, you can re-roll 1 %

result on the speedin’ dice
for this model.



