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You were grievously wronged—!
and have made it your life's—¢
work to seek your wrong-do
and make them suffer for it.—
JRevenge is a brightand —
., /Jdangerous flame that keeps =t

ZZ/~you warm when others giveTup

X~ You start with a memento
M your wrong-doer, and, if a
applicable, their victim. Once¥
per session, when you fail a==&
save that would compromise=
our revenge, clutch the
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as your drive to die heroically S0
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Your training has made moving and behaving with perfect grace and poise |
second nature, and your clothing will never hinder you. This often leaves a © 6O 6
avorable impression on the people you meet, and it also means your
" movement never provokes attacks of opportunity, including from long
= weapons.

RALLYING SPEECH
By appealing to the virtue of your mission, your companions’ heroic defiance of all

= odds, or the myriad wonders experienced, you lift everyone’s morale. Once per :
session, your party gains 4 Wonder points, and all allies who heard the speech,
including yourself, heal 3d4 damage. This takes at least 2 actions.

-~ LEAD THE CHARGE =
— If you perform the charge wondrous action, your close allies can do the same on
their next turn for the price of 1 Wonder, instead of the normal 2. =

SIGNATURE WEAPON =
Choose a single, noble type of weapon. You were trained with that weapon by

- the most cunning instructors in your realm. When fighting with your signature
weapon, you add your Mind bonus to all damage you deal with it.

HARD KNOCKS
Your swings, powers, or projectiles hit harder than average.
Add half your positive Brawn modifier to melee damage, rounded up.
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Helga the Honourable
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Once the Honourable Jarl of her dwarf kin, Helga now lives in shame, having allowed her self to succumb to temptation and be fooled into defeat. She now walks the land looking to restore her honour, likely through a glorious death 
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REVENGE
You were grievously wronged and have made it your life’s work to seek your wrong-doer and make them suffer for it. Revenge is a bright and dangerous flame that keeps you warm when others give up. You start with a memento of your wrong-doer, and, if applicable, their victim. Once per session, when you fail a save that would compromise your revenge, clutch the memento and succeed at the save instead.
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Quest for honour

You cannot retreat from a fight, as your drive to die heroically is too strong. Should you retreat or be pulled from what could be a glorious death you suffer disadvantage for all actions for a time out of shame
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Intimidating Half plate armour (slot 1-2, Medium Armour, Spiked)
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Intimidating Half Plate Armour Slot 2-2
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Polished Runic Shield
Slot 1-2, Medium Shield, Deflecting
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Polished runic shield slot 2-2
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Pouch with 50 gold

Liam Stevens
Text Box
Book Of grudges, containing the names of all who have wronged your Dwarf Kin
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GRACE
Your training has made moving and behaving with perfect grace and poise second nature, and your clothing will never hinder you. This often leaves a favorable impression on the people you meet, and it also means your movement never provokes attacks of opportunity, including from long weapons.
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RALLYING SPEECH
By appealing to the virtue of your mission, your companions’ heroic defiance of all odds, or the myriad wonders experienced, you lift everyone’s morale. Once per session, your party gains 4 Wonder points, and all allies who heard the speech, including yourself, heal 3d4 damage. This takes at least 2 actions.
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LEAD THE CHARGE
If you perform the charge wondrous action, your close allies can do the same on their next turn for the price of 1 Wonder, instead of the normal 2.
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SIGNATURE WEAPON
Choose a single, noble type of weapon. You were trained with that weapon by the most cunning instructors in your realm. When fighting with your signature weapon, you add your Mind bonus to all damage you deal with it.
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HARD KNOCKS
Your swings, powers, or projectiles hit harder than average. 
Add half your positive Brawn modifier to melee damage, rounded up.
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Ancestral War Hammer. Medium Weapon, 1d6+3 dmg, Backswing, Blunt
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WONDROUS ACTIONS

.I.!F‘

 ADDITIONAL BELONGING

(NOT CARRIED ON PERSON)
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" Ml 2 —— WONDROUS GENERAL ACTIONS ——

3  Manifest memory. Reach through the
| Ultracosm and physically manifest a relevant,
~ experienced memory for a scene. The specific

= effects are determined by the manifestation,

but should be wildly beneficial. ....... Cost: 6

5 Marvelous adaptation. Draw upon the
—L magnificent, raw potential of the Ultracosm.
Become an expert on a topic of your choice
for a scene.....ccccvevvniiniiiiiiiiiininn,s Cost: 3

Push fate. Re-roll a roll you have just
made. If the original roll was made with
advantage, re-rol? with advantage too. If it
was made with disadvantage, re-roll without
disadvantage. The Uliracosm remembers
your actions, and if the re-roll alters the
original outcome, it will add a complication
10 YOUR (MRS, .icoisinosiinossiansa: Cost: 6

Recall memory. Remember and recount
an experience that gained you Wonder. Roll
with advantage on the next action, which is
executed as part of this one. ......... Cost: 3

—— WONDROUS COMBAT ACTIONS ——

Brutal blow. Your attack gains the brutal
tag. If it already had it, it instead deals an
exira 1d4 damage. ...esivsesssmsvess: Cost; 2

=] Called shot. Target a specific location for
appropriate, extra effect. .............. Cost: 2

Charge. Move a short distance and attack.
If the attack hits, deal an extra 1d4 points of
damage. .....oocceeiiiiiiiiiiieieean, Cost: 2

| | Sprint. Move a long distance. ...... Cost: 2
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