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Tier 1 Tier 2 Tier 3 Tier 4
Levels 1-5 Levels 6-10 Levels 11-15 Levels 16-20
U Action Surge U Armor ImprovementI | U Armor U Armor
O Improved Battlecry Q Brutal Critical I Improvement II Improvement III
0 Knowledge Tactics Q Cleave U Brutal Critical IT U Brutal Critical III
0 Opportunist 0 Damage Reduction U Great Cleave U Nerves of Steel II
O Remarkable Athlete O Power Attack I ) Nerves of Steel I ) Power Attack III

U Second Wind I

U Class Skill

U Trained Skill

U Trait

U Additional Maneuver
U Additional Maneuver
U Additional Maneuver

U Class Skill

U Trained Skill

U Trait

U Additional Maneuver
U Additional Maneuver
U Additional Maneuver

U Power Attack IT

U Rally Cry

U Class Skill

U Trained Skill

U Trait

U Additional Maneuver
U Additional Maneuver
U Additional Maneuver

U Second Wind II

U Class Skill

U Trained Skill

U Trait

U Additional Maneuver
U Additional Maneuver
U Additional Maneuver

Listed on the following page are your CLASS
FEATURE options for your character.

You gain a Class Feature at every odd level.
Since you are starting with a Level 3
character, you will select TWO Class
Features. If you do not want to take one of
the items listed below, you may choose to
select one of these following traits:

U Class Skill
U Trained Skill

U Trait

U Additional Maneuver (point)




Tier 1C1ass Fearures

Action Surge

The fighter may choose to push themselves over
their normal limits for amoment. On the fighter’s turn,
they gain bonus A equal to their total action point
economy that must be used on their turn.

Once the fighter uses this ability, they must complete
a short or long rest before it can be used again. At level
17, the fighter can use the Action Surge ability twice in a
combat encounter but not twice on the same turn.

Improved Battlecry

The fighter cries out to an enemy tﬁ'ey can see within
30ft., taunting it to fight. When the fighter would use
the Battlecry maneuver to taunt an enemy, they now
make an attack roll against the targeted creature’s RC
using the Intimidate or Performance skill. On a
successful attack, the creature must focus all of their
attacks on the fighter for the duration of combat, 10
minutes, or until either the fighter or the targeted
creature drop to 0 hit points, whichever happens first.

A creature under the effects of the Improved Battlecry
class feature is heavily unfavored (-di0o) when
attacking any creature besides the fighter.

You must have the Battlecry maneuver in order for
you to take Improved Battlecry.

Knowledge Tactics

The fighter has studied the ways of the battlefield,
allowing them to expose the weaknesses of their
enemies. On the fighter’s turn, when they expend 1A,
they can request one piece of metaknowledge of an
enemy within line of sight from the GM. Information
may include the target’s current hit points, AC, RC,
attackbonus, or information about an ability or feature.
If the GM chooses to withhold giving you information
(Perhaps if it is pertinent to the plot of the story) the
fighter gains an additional 1A for their current turn.
This class feature can only be used once per combat
round.

Opportunist

The fighter’s battle awareness allows them to make
an opportunity attack as a free action with a melee
weapon once per round whenever an adjacent enemy
target leaves their threatened melee range.

Remarkable Athlete

The fighter has trained their body to a higher level of
physical performance. Choose one Physical-based skill
of your choice and gain proficiency in it.

Additionally, any medium or heavy armor worn no
longer impedes your movement speed and all armor
check penalties are reduced to -1.

Second Wind I

Beginning at 2nd level, the fighter can draw upon a
pool of stamina for protection from harm. On the
fighter’s turn, they can expend 1A to regain 1di12 +
Constitution modifier in hit points.

Once the fighter uses this ability, they must complete
a short or long rest before it can be used again.

The fighter must take Second Wind I in order for them
to take Second Wind II.




ACTION POINT OPTIONS

Acrobatic movement (Flipping, sliding, etc.)

+1A to normal movement

Activating or adjusting an item or object 1A

Bull rushing +1A

Burying an object 1A (+1A per size category above Medium)
Casting a spell 1A+ (See spell description for A cost)
Channeling divinity -

Crafting an improvised object in combat 1A
Communication Skills -

Consuming food, drink, or potion 1A
Controlling an independent mount 1A
Decryption / Inscription Out of combat only
Defending 1A+
Disarming 2A
Disengaging from melee combat 1A

Drawing an item or weapon -

Dropping an object -

Falling prone -

Fixing a broken object (Simple fix) 2A

Forging a signature or document 2A
Grappling (Escaping) 3A
Grappling (Initiating) 2A

Grasping an item or object while falling 1A

Infusing a potion 1A
Knowledge Skills -

Lifting an object 2A (+1A per size category above Medium)
Lockpicking (during combat rounds) 2A

Medicine skill 1A

Melee or ranged attack (Not proficient) +1A to attack
Melee or ranged attack (Proficient) 2A
Mounting and dismounting 1A
Movement 1A
Movement with a controlled mount -

Moving up the Condition Tracker 3A

Offhand Weapon Attack 2A

Opening a heavy chest or door 1A

Operating a complex machine or vehicle 2A
Opportunity Attack 1A
Performance 1A

Physical skills 1A+

Pushing 2A

Rage 1A

Reloading 1A

Sensory Skills -

Stealth (1/2 movement speed) 1A

Throwing a willing creature

3A (+1A per size category above Medium)

Throwing an unwilling creature (Must be grappled prior to
throw)

LA (+1A per size category above Medium)

Tripping 2A
Tug-of-war 2A (+1A per creature engaged with the object)
Tying a rope 1A
Unarmed strike attack 2A
Using tools (Trained) 1A
Using tools (Untrained) 2A

Wielding an oversized weapon

3A (+1A per size category above Large)

Wild shape

1A




