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Start Rage
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trigger/target/effectaction name page#
features, talents, & powers

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

Free Start Rage Start raging immediately (see RAGE & SKULLS for other ways to start raging). HH65

- Grim Determination Your defenses increase when you have Skulls (see RAGE & SKULLS). HH65
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Legendary Prowess: you can reroll STR and CON skill checks. 

dead+1 to defenses +2 to defenses

While raging, you can use raging strike and 
raging throw instead of basic attacks.

To start raging:
 Spend ¹/arc use, or…
 Roll 9+ on a d12 + ESC, at the start of your 

turn, and the first time each battle you 
are damaged by an enemy attack.

Rage ends on death save fail (you can restart).
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at level 4/7
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incremental advances

A = adventurer tier (lvl 1-4); C = champion tier (lvl 5-7); E = epic tier (lvl 8-10)

feats
feature tier feature tier
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usageat-will &recharge per battle per arc

RallyAssist

Disengage

Intercept

changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle

barbarian weapon damage/attack penalty
weapon 2 hands1 hand thrown bow crossbow
small
(daggers, clubs, hand crossbows)
light/simple
(warclubs, spears, handaxes, javelins, shortbows, light crossbows)
heavy/martial
(longswords, battleaxes, greatswords, longbows, heavy crossbows)
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gear & notes
During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

trigger/target/effectaction name page#
more features, talents, & powers

miscellaneous features

max
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Std Rally Spend a recovery to heal. If used, quick action normal save (11+) to use again. HH298

Int Intercept While unengaged, move to engage enemy that is moving past you. HH296

Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success, 
move without drawing opportunity attacks. On fail, stay engaged. 

HH294

Std Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat. HH298

Two-Weapon Fighting: With a one-handed weapon in 
each hand, a natural 2 on an attack roll hits. 


