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INITIATIVE ➔  +5

Basic Attacks

Melee (longsword & dagger) | +5 vs AC 
 Hit: 2d8+3 damage 
 Miss: 2 damage 
 Natural 2: you can re-roll the attack 
Ranged (thrown dagger) | +5 vs AC 
 Hit: 2d4+3 damage 
As a fighter your basic attacks are flexible attacks: they  
can trigger fighter maneuvers (below)

Feats (already accounted for): Astounding blade, comeback strike 
Equipment:  Scale armor, Weapons, Lantern, Rope, Adventurer’s kit, 20 gold pieces, rune-covered scrolls, plenty of hidden daggers

Features, Talents, & Spells
Threatening 
Enemies that attempt to disengage from you take a -3 penalty to 
their rolls.

Comeback Strike 
Once per battle as a free action, make another attack after your 
first fighter attack during your turn misses.

Tough as Iron 
Once per battle, rally (heal using a recovery) as a quick action.

Fate Warp   (ranged spell, quick action, recharge: 16+) 
Attack: +3 vs. MD (one nearby creature) 
 Hit: The target gains +2 or -2 (your choice) to its next d20 

roll. If that roll is even this effect continues.

Exalted Chance 
Once per day, you gain a divine blessing for one action of any 
type. For this action, you roll 2 d20s and pick which one to use.

Carve an Opening   (trigger: natural odd roll) 
Your crit range expands by a cumulative +1 this battle until you 
score a crit, and then drops back to normal.

Maneuvers

Deadly Assault   (trigger: natural even hit) 
You may reroll any 1s or 2s with your damage roll, and take the 
new result.

Defensive Fighting   (trigger: natural 16+) 
Gain a +2 bonus to AC until the end of your next turn.

Two-weapon Pressure   (trigger: any miss) 
Until the end of your next turn, you gain a +2 melee attack 
bonus against the enemy you missed.

Racial Powers
Wotan’s Wisdom 
Once per battle, re-roll a natural even attack roll or skill check.

Astounding Blade 
Once per battle, you can use a standard action to deal 8 damage 
each to 1d3 nearby enemies.
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