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BarBarRian RaGE

Barbaric Cleave (free action, 1x per battle)
After you drop a non-mook foe to 0 hp with a barbarian melee

attack, make another barbarian melee attack. (Dropping the last

mook of a mob also qualifies.)

Slayer
When you attack a staggered enemy you were not engaged with
at the start of your turn, deal +2d6 damage on a hit.

Strongheart
You have more recoveries, and recover more hit points, than
other barbarians. (This has already been accounted for.)

Feats (already accounted for): Barbarian rage, strongheart

(quick action, 1x per day — see below)

Barbarian rage lasts until the end of battle. While raging, you
roll 2d20 to hit with your attacks and use the higher result. If
you roll a natural 11+ with both dice and your attack hits, the
attack is a critical hit!

Recharge 16+: After a battle in which you rage, roll a d20
and add +3; on a 16+, you can use Barbarian Rage again later in
the day.

(If you started raging when the Escalation Die was 4+, this battle’s
rage does not count against your once per day limit!)

RaciaL POWER_

That’s Your Best Shot? (free action, 1x per battle)

After you are hit by an enemy attack, you can heal using a
recovery. If the escalation die is less than 2, you only get half
the usual healing from the recovery.Note that you can’t use this
ability if the attack drops you to 0 hp or below.

Equipment: Light armor, Weapons, Lantern, Rope, Adventurer’s kit, 20 gold pieces, Runic stones, Stone mug



