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ATTACK (OST/FREQ NAT/TYP  DMG RANGE EFFECTS
3 ."D @ 2 ﬁ"f 8 Overload: Homing.
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Overload: Irresistible.

3 ."D * 3 8 Penetrative.

SPPOWERS  COST/FREQ USE RANGE EFFECTS
2/ D This model gair:js Resistance (&)-3%/2 until the

end of the round.

This model can use a free grab and throw on
Blunt 9 :
Insteupoant K] .’D target model or scenery piece. Consider the

Strength for this throw to be 4.
Force of Will| 3/ D Until the end of the round all friendly models in

range gain +1 to Attack. all Defenses and Speed.

Power of Will| 0/ D I?:Qstlr:g;el 's next attack uses Willpower instead
= 0/ D When attacking, before you select the target, you
Projection may change the Nature of the attack to (] or 3.




