NEGROMUNDA FIGHTER GARDS

110MM X 75MM (4.33IN X 2.95IN)
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	Name: 
	0: 
	0: BRAINLEAF ZOMBIE
	1: BRAINLEAF ZOMBIE

	1: 
	0: BRAINLEAF ZOMBIE
	1: BRAINLEAF ZOMBIE


	Credits: 
	0: 
	0: 0
	1: 0

	1: 
	0: 0
	1: 0


	Move: 
	0: 
	0: R
	1: R

	1: 
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	WS: 
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	0: 5
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	BS: 
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	0: 
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	1: 
	0: 
	1: 1


	In: 
	0: 
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	1: 
	0: 
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	0: 
	0: 1
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	1: 
	0: 
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	Ld: 
	0: 
	0: 12
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	1: 
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	Cl: 
	0: 
	0: 4
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	1: 
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	0: 
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	0: 
	0: 12
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	Skills: 
	0: 
	0: Cannot be pinned. Auto Pass CL check. Ignore FW/SI. OOA counts as SI. 
	1: Cannot be pinned. Auto Pass CL check. Ignore FW/SI. OOA counts as SI. 

	1: 
	0: Cannot be pinned. Auto Pass CL check. Ignore FW/SI. OOA counts as SI. 
	1: Cannot be pinned. Auto Pass CL check. Ignore FW/SI. OOA counts as SI. 


	Wargear: 
	0: 
	0: SI BLZ's stand up in recovery phase. CDG only way to remove.
	1: SI BLZ's stand up in recovery phase. CDG only way to remove.

	1: 
	0: SI BLZ's stand up in recovery phase. CDG only way to remove.
	1: SI BLZ's stand up in recovery phase. CDG only way to remove.


	WargearNxt: 
	0: 
	0: Ignore Blaze,cant put out fire.M-2D6.Fighter taken OOA=BLZ in end phase.
	1: Ignore Blaze,cant put out fire.M-2D6.Fighter taken OOA=BLZ in end phase.

	1: 
	0: Ignore Blaze,cant put out fire.M-2D6.Fighter taken OOA=BLZ in end phase.
	1: Ignore Blaze,cant put out fire.M-2D6.Fighter taken OOA=BLZ in end phase.




