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unit can be set back up on the battlefield in your
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CONSOLIDATE
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Each player must now remove models, one at a time, from any of the units
in their armies that are no longer in unit coherency, as defined on page 198,
until only a single group of models from the unit remains in play and in unit
coherency. The models removed count as having been destroyed, but they
never trigger any rules that are used when a model is destroyed. Models
removed because of this do not cause their unit to take another Morale test.

' ;.;;'-f%'i";emove models from units In your army that are not In unit
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