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NIGHT SPINNER
Battle Focus Deadly Demise D3
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Damaged: 1-4 Wounds Remaining
While this model has 1-4 wounds remaining, each time this model makes an attack,
subtract 1 from the Hit roll.

REGELN & KEYWORDS KURZ
Battle Focus If your Army Faction is Asuryani, at the start of the battle
round, you receive a number of Battle Focus tokens based on the battle
size, as shown below: ■ Incursion - 2…
Deadly Demise D3 This ability always takes the form Deadly Demise X.
ASSAULT  Units containing one or more models with an [ASSAULT]

weapon can shoot using assault shooting (10.05).
BLAST  Each time you gather attack dice for a [BLAST] weapon, add one

additional attack dice for every five models that were in the target unit in the
Select Targets step (roun…
INDIRECT FIRE  Units containing one or more models with an [INDIRECT

FIRE] weapon can shoot using indirect shooting (10.07).
LETHAL HITS  Each time an attack made with a [LETHAL HITS] weapon

results in a critical hit, you can choose for that attack to automatically wound
the target.
TWIN-LINKED  Each time an attack is made with a [TWIN-LINKED]

weapon, you can re-roll the wound roll.

AUFSTELLUNG
1x Night Spinner
Ausrüstung: Doomweaver, Shuriken Cannon, Twin Shuriken Catapult,
Wraithbone Hull
▪ This model can replace its Twin Shuriken Catapult with Shuriken
Cannon.

KEYWORDS Fly, Vehicle, Night Spinner, Aeldari, Frame  ·  FRAKTION Asuryani
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Monofilament Web
In your Shooting phase, after this model has shot, if one or
more of those attacks made with its doomweaver scored a hit
against an enemy unit, until the start of your next turn, that
enemy unit is pinned. While a unit is pinned, subtract 2 from
that unit's Move characteristic and subtract 2 from Charge rolls
made for it.
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