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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.

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

hit damage missavg

weapon

VS
ac

basic ranged attack

hit damage missavg

weapon

VS
ac

basic melee attack

miss

raging
strike &
throw

16+

crit

initiative

mental
defense

physical
defense

armor class

defenses & initiative
mental defensephysical defense

MODIFIER

SCORE

strength dexterity

MODIFIER

SCORE

constitution

MODIFIER

SCORE

wisdom

MODIFIER

SCORE

intelligence

MODIFIER

SCORE

charisma

MODIFIER

SCORE

armor class
ability scores

*+ positive, ± conflicted, or - negative relationship.

usedicon+/±/-*#d6
icon relationships

background bonus
backgrounds

skill
check =

LEVEL
+ ability
modifier + background

Legendary Prowess: you can reroll STR and CON skill checks. 
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While raging, you can use raging strike and 
raging throw instead of basic attacks.

To start raging:
 Spend ¹/arc use, or…
 Spend ¹/arc use Whirlwind Adv Feat, 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).

- Defenses increase when you have Skulls (see RAGE & SKULLS). HH65Grim Determination

Skitterfoot

Free Turn your failed disengage check into a success. Gain a one-time +2 AC 
bonus against opportunity attacks until the end of the battle.

HH40Skitterfoot
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Free Choose one of the following benefits not already used this arc. HH66Beast Aspect

Free When not raging, after rolling an attack increase crit range by 1 for that attack.Anger

Free While raging, gain +1 to all defenses until end of battle, or +2 if also staggered.Endurance

Free Gain extra standard action next turn after enemy melee misses with natural 1-3.Ferocity

Free Deal an additional +8 damage until end of battle with melee attacks against 
enemies you were not engaged with at the start of your turn.

Power

Free When you use a recovery, heal the maximum amount (27).Recovery

Free After rolling initiative, add +5.Speed

Free Reroll a death save with a +2 bonus.Survival
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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.

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

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

miscellaneous features

Two-Weapon Fighting: with a one-handed weapon 
in each hand, a natural 2 on an attack roll hits. 
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Dual Wielding Battleaxes Thown Axe

12 +0 12

Adventurer Healing Potions: 
recovery + 1d8 hp (cap 30 hp).

Whirlwind

Std Make melee attacks against up to 3 enemies. However, on a natural 1-3 miss, 
target makes immediate opportunity attack against you.

HH67Whirlwind

Whirlwind
Adv Feat

Free Start raging when using Whirlwind (see RAGE & SKULLS for other ways to rage). HH67Adventurer Feat

Unstoppable

Free Declare before making a melee attack. If attack hits, heal using a recovery. HH67Unstoppable


