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Hunter Training*  (K/ AP 1): 
For the rest of the Round, every time V.H. is the target of a hostile 
Opposed Roll, increase her AP Allowance for this Round by 1.

Bleeding (I vs.G/ AP 2): 
If Damaged, the target takes 1 more point of Damage from every 
additional attack that successfully Damages it until the end of 
the Round.

Warding (Sbl7 J vs. K/ AP 3): 
This Action deals no Damage. All Non-Living  and/or Villain models 
that are within the range are moved directly away from V.H. until 
their base is fully out of the Self-Blast area as if they had Blink 
skill. If such movement is not possible, the model’s controller 
must move it out using the shortest route possible. Models may 
not be moved off the board this way.

Exorcism (Au4 K / AP 2): All friendly models in the Aura add +1 to 
Opposed Rolls against Mystery Villains.  Opposed Rolls are made 
at additional +2 if they are against models that are subject to 
Exorcism as noted on their cards. Exorcism lasts until the end 
of the Round.

Team Power – Blood of the Hunter: V.H. wins all ties against Vil-
lains, overriding the Origins rule. When two models have a similar 
rule, roll a die to each time to randomly decide who wins.

Blood Watch Team Power – Hunter Pack: When an Action by a Blood 
Watch Supreme in an all-Blood Watch team reduces a hostile Villain 
Supreme/Minion to 0 Damage, place 1 AP in the Blood Watch Action 
Pool. The Supreme that performed this Action has its AP Allowance 
increased by 1 until the end of the Round.

V.H.


