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ABILITIES:

nfiltrator: Instead of deploying the model |y
normally, place 3 markers anywhere outside the |
enemy’s deployment zone and no closer than &'
12” apart. At the start of first game turn, roll 2>
a number of dice equal to this model’s Reflex. “»

For each success the enemy must choose one

marker this model can be deployed on. If there |
are no markers available for deployment, thewen-
emy may place the Infiltrator anywhere outside
of his deployment zone. It cannot be the first
model activated on the turn it is deployed. It %ii
suffers the Move Penalty [1] to all its Actions on
the turn it is deployed. i
Scary appearance: No living model in LoS may
| voluntarily move closer than 6” to this model. |
|| Ethereal: When this model suffers Damage from ||
Ranged or Melee Attacks, reduce the Damage |
suffers to 1. Damage from spells is resolved a
normal. )

Essence Meld: Action. This model heals 1




