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COMMON INNATE ABILITIES

Coalesce

Blood Scent - [Innate] Kain gains +1 MOV and +1 MEL when
Charging an enemy that is below half its current maximum

health.

Blood Pact (Interrupt) - [Innate] Interrupt a Ritual Sword
Attack after damage is resolved, but before Combat Manoeu-
vres are applied. If the active player chooses, the enemy and
a friendly Hero within 2 hexes take up to the same amount
of True Damage taken by the enemy from the original
attack. Blood Pact cannot be used on the opponent’s Effigy
or a friendly Hero if the damage would kill them. Once per
activation.
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Mortal Wounds (28) - [Manoeuvre] Enemy Hero model dam-
aged by Ritual Sword or Blood Magic Attack is unable to Heal
by any means until the end of its next activation, after which
Mortal Wounds expires

Cleave (IAP+1F) - [Active] Make a Ritual Sword Attack for
(OAP) against each enemy within melee reach. Kain ignores
the distracted rule when resolving Cleave.

LEVEL2 Gain 1 Health I.EVEI.3 Gain 1 Health

Temporal Shift (1F) - [Active] At the end of Kain’s activation,
place him in the hex where he started this activation. If that
hex is occupied, Temporal Shift cannot be used.

Soothe (|nterrupt) 28) - [Manoeuvre] Target Friendly model

within 2 hexes Heals for the amount of damage the enemy

suffered from Kain’s Blood Magic Attack.

Unerring Accuracy - [Innate] Kain can re-roll an entire Basic
Attack roll once per activation.




