WARRIOR

CAPTAIN

Career Skills: Athletics, Brawl, Coercion, Discipline, Melee-Light, Melee-Heauy, Resilience, Riding | Leadership, Medicine, Melee-Light, Ranged

COMMAND XX
Add B per rank of

Command to all Leadership
checks.

GRIT

@,

Gain +1 strain threshold.

—_—
INSPIRING SPEECH
\ 4

(IMPR.)

Each ally affected by Inspiring

speech gains [ on all checks
for a number of rounds equal to
ranks in Leadership. This effect
does nat stack, nor can it be
refreshed until after the effect
has already ended.

COORDINATED
ASSAULT N4

Perform Coordinated Assault
maneuver: add {2 to the
Combat checks of a number of
engaged allies equal to ranks in
Leadership until the beginning of
the next turn. Increase range by 1
per rank of Coordinated Assault.

INTENSE PRESENCE .

May spend a Destiny Paint
to recover strain equal to
Presence.

-

Take the Inspiring Speech
action: make an Average
Leadership check. For each 3% ,
1 ally in short range recovers 1
strain. Spend £} for 1
affected ally to recover 1
additional strain.
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COMMANDING <‘

PRESENCE

Remove Il per rank of
Commanding Presence
from all Cool and

GRIT )

Gain +1 strain threshold.

|

COMMANDING
PRESENCE g

Remove Il per rank of
Commanding Presence
from all Cool and

Leadership checks.

N S

TOUGHENED )

Gain +2 wound threshold.
COST 15

COMMAND )

Add M per rank of
Command to all Leadership
checks.

COST 20

DEDICATION )

Gain +1 to a single
characteristic. This cannot

bring a characteristic
above 5.

COST 25

Leadership checks.

N G

1

Take the Field Commander
action: make an Average
Leadership check. If successful,
a number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

N SR
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FIELD COMMANDER
¢

(IMPR.)

The Field Commander action
affects allies equal to double
your Presence, and you may
spend @ to allow allies to
suffer 1 strain to perform 1
free action instead.

NATURAL LEADER E 2

Once per session, may
reroll any 1 Cool or
Leadership check.

PHYSICAL TRAINING ¢,

Add [ to all Athletics and
Resilience checks.

GET IN FORMATION ¢

May use Leadership for
initiative checks.

—_—
ENCOURAGING
¢

\WORDS

After an engaged ally fails
a check, may suffer 1
strain to assist that ally's
next check as an out-of-
turn incidental.
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| SEIZE THE INITIATIVE_ 4
Once per session as a
maneuver, may make a

Hard Athletics check. If
successful, all other PCs
may take their turns
immediately.

]

COORDINATED
ASSAULT <‘
Perform Coordinated Assault

maneuver: add {2 tothe
Combat checks of a number of
engaged allies equal to ranks in
Leadership until the beginning of
the next turn. Increase range by 1
per rank of Coordinated Assault.
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