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ABILITIES SKILLS & TRAITS WARRIOR’S RAGE
CHARGE M SIMPLE WEAPONS Warriors are driven by rage, whether carefully controlled or
embraced with wild abandon. Any turn that a warrior knocks
157 | CLEAVE MELEE WEAPONS out or kills an opponent with an unarmed or melee attack, they
automatically recover a single MP. This point is recovered
M LIGHT M Heavy [ DuaL immediately when they kill or knock out an opponent, not
when their turn ends.
MIGHTY BLow* ARMOR
2"° 1 INTIMIDATION* 2 MP M LIGHT M MEepium
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EQUIPMENT

*ABILITY HAS A COOLDOWN AND CANNOT
BE USED AGAIN UNTIL A TURN HAS PASSED

INCREASING RANK

EACH RANK ABOVE 15" LANGUAGES KNOWN

® +6D ALLOCATED TO STATS
e EITHER +1 HP AND +2 MP M Common LI Runic

OR+2 HP AND +1 MP
© GAIN ALL THE LISTED ABILITIES FOR L] ANGELIC M DraconiC

THE NEW RANK
o CHOOSE ONE ELECTIVE ABILITY [ CHTHONIC [ SyLvan
® CHOOSE ONE NEW SKILL OR TRAIT CHOOSE TWO OF THE SKILLS MARKED [J CHOOSE ANY STANDARD WEAPONS, ARMOR, OR

PLUS TWO BACKGROUND SKILLS OR TRAITS OTHER EQUIPMENT YOU ARE TRAINED TO USE




WARRIOR ABILITIES
I RANK ONE TS D RANK THREE <4

[SERGEANT]

CHARGE (MAJOR)

As long as you move at least one region first, you can charge a single
target (who cannot be in a region you were just in). If you have a
shield, your target is knocked down if you hit (unless the target is
significantly larger than you), in addition to any normal damage. A
charge cannot be dodged or parried, but can be blocked normally. A
charge does not provoke an opportunity attack against an opponent
with a long weapon, but only if they are the target of the charge.

CLEAVE (MAJOR)

Make a normal melee attack, but if you get a double success, you can
continue to attack another target, then another, until you don't get a
double success. You cannot attack more targets than the number of
actions you had left just before you started the attack. If this is done
with a two-handed weapon (that is not a stabbing weapon), or when
dual wielding, then double the maximum number of targets.

[MaAJOR]

RAMPAGE 2 MP, COOLDOWN

With a free action (which could be an interrupt action), you can begin
a rampage. Once you start a rampage, you always attack with
advantage (in addition to any advantage gained from other abilities).
You also cannot be stunned or feared (and any current such effects
are removed, meaning you can essentially counter a fear or stun the
moment it happens). However, all your defense rolls are
disadvantaged and you lose one HP every turn (not including the first
one). A rampage lasts five turns. It can be stopped early with a major
action, but defense rolls will still be disadvantaged on that turn.

EXECUTE (EXCLUSIVE) " 1 MP, COOLDOWN

Make a melee attack, with advantage, where the target is also
disadvantaged on their defense roll. If this attack lowers the target to
zero HP, they are instantly killed, not just knocked out. If the target is
killed in this manner, the attack does not cost a MP.

ELECTIVE:

ELECTIVE:

Rank one Paladin, Hunter, Rogue, Monk, or Alchemist abilities only.

Rank one or two Paladin, Hunter, Rogue, Monk, or Alchemist abilities only.

I RANK Two <N D RANK FOuR <

[CAPTAIN]

[COMMANDER]

MIGHTY BLow (MAJOR) COOLDOWN WHIRLWIND (EXCLUSIVE) 3 MP, COOLDOWN

Make a melee or thrown weapon attack with advantage. When done
with a blunt weapon, the attack can be a stunning attack if desired.
When done with a thrown weapon, the range is also doubled, and you
can throw a melee weapon that is not normally throwable (with a
range of 1 region).

Make an attack roll against every enemy in your region, but substitute
your PRE die for your STR die (apply weapon modifiers normally). The
target's defense is their PRE, and every success stuns a given target for
a turn instead of doing damage. Anyone attacking a target stunned in
this way will remove the stun effect (after the attack, not before). This
ability is usually very loud and demonstrative, but if role-played
correctly could be more understated.

INTIMIDATION (MINOR) 2 MP, COOLDOWN

Use a melee weapon to make an attack against every enemy target in
every region you move to or from this turn (individual targets can be
ignored if desired). You can move a number of regions equal to half
your total AP (round down). If you are on a rampage, the attack rolls
do not have advantage as they usually would, but you can move a
number of regions equal to your full AP. You can do this while running,
but all the normal penalties for running would still apply.

WEAPON MASTER 2 MP, CoOoLDOWN

Any single roll made with a melee weapon (attack or parry) is
automatically the maximum amount the die can roll. This ability can
be activated at any time with a free action, but cannot be used to
retroactively change a roll that has already been made (that would
require the use of a MP to get another roll).

ELECTIVE:

ELECTIVE:

Rank one Paladin, Hunter, Rogue, Monk, or Alchemist abilities only.

Rank one or two Paladin, Hunter, Rogue, Monk, or Alchemist abilities only.



