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STAGGERED DEAD OO RECOVERIES
mMAX HP RECOVERIES
CURRENT HP
AVERAGE
STREIIGTH DEXTERITY consTtitfurtion WISDOI INMTELLIGEICE CHARISIIA
PHYSICAL DEFETIISE MENTAL DEFEISH
+————— RAGE & SKULLS 3 & DEFENSES & INITIATIVE —= RAGII‘I(‘Er +—— BASIC MELEE aTTack —
STRIKE
While raging, you can use raging strike and THROW
raging throw instead of basic attacks. WEAPOI / / RECOVERY
To start raging: DICE
o Spend Y/arc use, or... HIT DATMAGE AVG  mISS TEMP HP
o Roll 9+ onadl2 + ESC, at the start of your
turn, and the first time each battle you
TOKEN are damaged by an enemy attack. ARMOR CLASS &— BASIC RANGED attack —
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Rage ends on death save fail (you can restart). P];_I];;SEII'CISAEL gIEEFr]{}'IASIE CRIT AT / / AC ONGOING DAMAGE TYPE SAVE
mIss HIT DAMMAGE AVG  miss  NJER AR
+1 to defenses +2 to defenses DEAD
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+$#—— BACKGROUINDS 3 & FEATURES, TALENTS, & POWERS 3
BACKGROUIMD BOMNUS  ACTION MNAME TRIGGER/TARGET/EFFECT PAGE# COMNDITIONS & OTHER EFFECTS SAVE
Free StartRage Start raging immediately (see RAGE & SKULLS for other-ways to start raging). HHBS
- Grim Determination Your defenses increase when you have Skulls (see RAGE & SKULLS). HHB5
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Legendary Prowess: you can reroll STR and CON skill checks. S S
+—— ICONn RELATIONSHIPS —M= O O
#D6 |+ /+/-" con USED 0 =
000|000 - -
[l O
000|000 O O
O O
000|000 _ _ _ . . = =
During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action. O O
*+ positive, + conflicted, or — negative relationship. changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle O O



$——  mMAGIC ITEMS 3 £ NMORE FEATURES, TALENTS, & POWERS 3 £ USAGE 3
ACTIOI IMATIE TRIGGER/TARGET/EFFECT PAGE # QE'C%”AL;‘GSE PER BATTLE PER ARC
Std  Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat. HH298 Assist u Rally %
Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success, HH294 Disengage [ [
move without drawing opportunity attacks. On fail, stay engaged. g g
) ) . Intercept
ATTTﬂfngD Int  Intercept While unengaged, move to engage enemy that is moving past you. HH296 P U o
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Std Rally Spend a recovery to heal. If used, quick action normal save (11+] to use again. HH298 [ O
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POTIOIIS & RUITES +—— FEATS —_—
FEATURE TIER FEATURE TIER
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During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.
$+—— MISCELLANEOUS FEATURES 3 & GEAR & NOTES = <
LD
Two-Weapon Fighting: With a one-handed weapon in
. ARIMOR ARIMOR AC +SHIELD =BASE AC
each hand, a natural 2 on an attack roll hits.
MELEE WEAPOII RATIGED WEAPOIT
A = adventurer tier (vl 1-4); C = champion tier (lv 5-7); E = epic tier (vl 8-10)
+—— INCREMENTAL ADVAHNCES —
+1 TO 3/4/5 GAII MEXT
ABILITY SCORES LEVEL TALENT
AT LEVEL 3/6/9 AT LEVEL 4/7
BARBARIAIT BASE ARNNMOR BARBARIANI WEAPON DAMAGE/ATTACK PENALTY GAIMN 2x/4X ABILITY
ARIIOR BASE AC ATk wEearon 1HAND 2HANDS THROWI  BOW CROSSBOW MULTIPLIERS ITICREASE IMAX HP
AT LEVEL 4/7 TO NEXT LEVEL
TTOTITE 11 +0 SIMALL d4/+0 d6/+0 d4/+0 - d4/-5
(DAGGERS, CLUBS, HAIID CROSSBOWS) +1 MAGICAL ITEN GAII MEXT
LIGHT 12 +0 ATTUNEMENT LEVEL FEAT
LIGHT/SIMPLE d6/+0 d8/+0 d6/+0 d6/+0 d6/-5
HEAVY 13 -2 (WARCLUBS, SPEARS, HAIIDAXES, [AVELIIS, SHORTBOWS, LIGHT CROSSBOWS)
GAIN MEXT LEVEL +1 TO PHYSICAL
SHIELD +1 +0 HEAVY/IMMARTIAL d8/+0 d10/+0 - d8/+0 d8/-5 POWER OR SPELL DEFETISE

changes/refresh at new level

changes at new level or with incremental advance

(LOMNGSWORDS, BATTLEAXES, GREATSWORDS, LOIIGBOWS, HEAVY CROSSBOWS)

refresh at new arc refresh at end of battle

A +1 TO SKILL &
INITIATIVE CHECKS

A

+1 TO mEnNTAL
DEFETISE



