
 

 

When making an attack with a Melee weapon, a character can suffer two strain to activate one of the effects 

from the table below 

 

Tier 1 
Bodyguard 
Tier:1 

Activation: Active (Maneuver) 

Ranked: Yes 

Once per round, perform a maneuver to guard an 

engaged ally. Suffer strain up to ranks in Bodyguard 

to upgrade difficulty of attacks against them by that 

number until the start of next turn. 

 

Distracting Behavior  
Tier: 1 

Activation: Active (Maneuver) 

Ranked: Yes 

As a maneuver, suffer strain up to ranks in Cunning. 

Until start of next turn, equal number of engaged 

NPCs suffer h on checks. Each rank in this talent 

increases the range by one band.  

 

 

 

 

Flank Attack 
Tier: 1 

Activation: Passive  

Ranked: No 

Once per round, when attacking an enemy engaged 

with an ally that has not attacked you in the round, 

add one b to the attack. 

 

Lethal Blows 
Tier: 1 

Activation: Passive 

Ranked: Yes 

Once per encounter, add +10 per rank of Lethal 

Blows to a single Critical Injury result inflicted on 

any non-nemesis opponents. 

 

Overwhelm 
Tier: 1 

Activation: Passive 

Ranked: No 

Upon a successful attack with a melee weapon, 

spend aa per rank of talent to reduce the defense 

of the target by 1 per aa spent until the start of the 

next round. 

EFFECT DIFFICULTY MOD 

Cleave: When you hit a target with a Melee (Heavy) weapon, you may spend aa to deal 

damage to one engaged enemy other than the target equal to aa spent. 
(-) 

Hobble: The attack gains the Ensnare quality with a rating equal to your character’s 

rank in Discipline. 
(-) 

Bleed: The attack gains the Bleed quality with a rating equal to your character’s rank in 

Discipline. One target hit the attack continues to suffer damage equal to half the 

weapon’s base damage for a number of rounds equal to the Bleed rating. A victim may 

might be able to stop the damage by performing an action to perform an Average 

( )  Medicine check.  

(-) 

Impact: When making an attack with a Melee (Heavy) weapon, the attack gains the 

Knockdown quality. 
(-) 

Manipulative: If the attack hits, you may spend AA to move the target up to one range 

band in any direction.  
(-) 

Pierce: When making an attack against a target with a Melee (Light) weapon the attack 

gains the Pierce quality per AA spent.  
(-) 

Flurry: The attack gains the Linked 1 quality. (+ ) 

Power Strike: Once per round, you may spend aa to deal additional damage equal to 

your ranks in Discipline.  
(+ ) 

Sweeping Strike: When making an attack with a Melee (Heavy) weapon, the attack 

gains the Blast 1 quality. 
(+ ) 



Taunt 
Tier: 1 

Activation: Active (Maneuver) 

Ranked: No 

As a maneuver, once per round the character may 

spend 2 strain to challenge an enemy within short 

range. Make an opposed Coercion vs Discipline 

roll. If successful, the enemy suffers  for each 

unopposed s on combat checks made against the 

character’s allies. 

 

 

Tier 2 
Crippling Strike 
Tier: 2 

Activation: Passive 

Ranked: No 

Increase the difficulty of next combat check by . 

If the check deals damage, target suffers 1 strain 

whenever they move for the remainder of the 

encounter. 

 

Disorient  
Tier: 2 

Activation: Passive 

Ranked: Yes 

After hitting with a combat check, may spend aa 

to disorient target for a number of rounds equal to 

ranks in Disorient. 

 

Tier 3 
Dual Strike 
Tier: 1 

Activation: Active (Maneuver) 

Ranked: When attacking with two weapons, the 

character may suffer two strain and if the attack 

hits, they may spend aa to hit with the second 

weapon, against either the same target or a second 

target. 

 

 

 

 

 

 

 

 

 

 

 

Flourish 
Tier: 3 

Activation: Active (Action) 

Ranked: No 

Once per encounter, as an action make an Average 

(  ) Melee check. 1 engaged opponent suffers 

strain equal to s, and you heal an equal amount of 

strain. 

 

Reprisal 
Tier: 1 

Activation: Active (Incidental) 

Ranked: No 

Once per round, when an engaged enemy subjected 

to the Combat Challenge talent makes an attack 

against your ally, you may spend 4 strain to make 

an attack against the enemy.  

 

Tier 4 
Feint 

Tier: 4 

Activation: Passive 

Ranked: Yes 

Spend t or aaa generated on a missed Melee 

attack to upgrade difficulty of opponent’s next 

attack targeting the character by ranks in Feint. 

 

Improved Distracting Behavior 
Tier: 4 

Activation: Active (Maneuver) 

Ranked: Yes 

The Distracting Behavior maneuver inflicts hh on 

NPC’s checks when NPCs target character’s allies. 

 

Tier 5 
Improved Reprisal 
Tier: 1 

Activation: Active (Incidental) 

Ranked: Yes 

Once per round, when an enemy in short subjected 

to the Combat Challenge talent makes an attack 

against your ally, you may spend 2 strain to make 

an attack against the enemy. If you are not engaged 

with the enemy, you may suffer 2 strain and move 

to engaged range with them.  

 




