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Additionally, the first time each combat round that you or any ally damages a creature
‘marked by you (see Mark below), you gain 1 focus. The first time in a combat round that
any ally within 10 squares of you uses a heroic ability, you gain 1 focus.

‘You lose any remaining focus at the end of the encounter.

FOCUS OUTSIDE OF COMBAT

Though you can’ t gain focus outside of combat, you can use your heroic abilities and
effects that cost focus without spending it. Whenever you use an ability or effect outside
of combat that costs focus, you can’ t use that same ability or effect outside of combat
again until you earn 1 or more Victories or finish a respite.

‘When you use an ability outside of combat that lets you spend unlimited focus on its
effect, you can use it as if you had spent an amount of focus equal to your Victories.
(Such abilities aren’ t part of the core rules for the tactician, but they might appear in
future products)

COMMANDING PRESENCE

You command any room you walk into. While you are present during a negotiation,
each hero with you treats their Renown as 2 higher than usual. Additionally, each hero
‘with you during a combat encounter has a double edge on tests made to stop combat
and start a negotiation.

Distance: Ranged 10

Target: One creature

Effect: The target is marked by you until the end of the encounter, until you are dying, or
until you use this ability again. You can willingly end your mark on a creature (no action
required), and if another tactician marks a creature, your mark on that creature ends.
‘When a creature marked by you is reduced to 0 Stamina, you can use a free triggered
action to mark a new target within distance.

You can initially mark only one creature using this ability, though other tactician
abilities allow you to mark additional creatures at the same time. The mastermind
tactical doctrine’ s Anticipation feature allows you to target additional creatures with
this ability starting at 5th level.

While a creature marked by you is within your line of effect, you and allies within your
line of effect gain an edge on power rolls made against that creature. Additionally,
whenever you or any ally uses an ability to deal rolled damage to a creature marked by
you, you can spend 1 focus to gain one of the following benefits as a free triggered action:

* The ability deals extra damage equal to twice your Reason score.

* The creature dealing the damage can spend a Recovery.

* The creature dealing the damage can shift up to a number of squares equal to your
Reason score.

*If you damaged the creature with a melee ability, the creature is taunted by you (EoT).
You can't gain more than one benefit from the same trigger.

granting you an edge on Presence tests using the Flirt or Persuade skills.
This glamor makes you appear and sound slightly different to each creature
you meet, since what is engaging to one might be different for another.
However, you never appear to be anyone other than yourself.

HIGH SENSES (1 POINT)
Your senses are especially keen and perceptive. You gain an edge on tests
made to notice threats.

OTHERWORLDLY GRACE (2 POINTS)
Your elf body and mind can’ t be contained for long. Whenever you make
a saving throw, you succeed on a roll of 5 or higher.
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) Melee Free Strike TN

Melee Weapon Free Strike

\Z

[Charge, Melee, Strike, Weapon] [ Main Action ]

Keywords Type
One Creature or
[ Melee 1 ] Object ]
Distance (1+Kit) Target
Power Roll + 2

2 + Might or Agility Damage

= 4 + Might or Agility Damage

6 + Might or Agility Damage

Ranged Free Strike

Ranged Weapon Free Strike

&

[ Ranged, Strike, Weapon ][MainAction]

Keywords Type
12 One Creature or
Object
Distance (5+Kit) Target

Power Roll + 2

2 + Might or Agility Damage

4 + Might or Agility Damage

= 6 + Might or Agility Damage

AN /
Triggered Action
Parry
N4
[ Melee, Weapon ] [ Triggered ]
Keywords Type
[ Melee 2 ] [ Self or one ally ]
Distance (5+Kit) Target

Trigger:

A creature deals damage

to the target.

Effect:

You can shift 1 square. If the target is you, or if you
end this shift adjacent to the target, the target takes
half the damage. If the damage has any potency effect
associated with it, the potency is decreased by 1.
Spend 1 Focus: This ability’s distance becomes Melee
1 + your Reason score, and you can shift up to a
number of squares equal to your Reason score instead
of 1 square.

/
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Protective Attack

A\

[ Melee, Strike, Weapon ] [ Main action ]

Keywords Type
[ Melee 1 ] [ One creature ]
Distance (5+Kit) Target
Power Roll + 2

<11 | 7damage

I 12-16 I 10 damage

17 + | 13 damage

Effect:
The target is taunted until
the end of their next turn.

Signature Ability

Two Shot
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[ Ranged, Strike, Weapon ] [ Main action ]
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[ Ranged 12 ] [ Two creatures or objects ]
Distance (5+Kit) Target
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A\
[ Ranged ] [ Main action ]
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[ Ranged 10 ] [ Oneally ]
Distance (5+Kit) Target
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Effect:
The target can use a signature ability as a free
triggered action.
Spend 5 Focus: You target two allies instead of one.
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Mark

Ranged

Maneuver
Distance: Ranged 10
Target: One creature

The target is marked by you until the end of the encounter, until you are dying, or
until you use this ability again. You can willingly end your mark on a creature (no
action required), and if another tactician marks a creature, your mark on that
creature ends. When a creature marked by you is reduced to 0 Stamina, you can
use a free triggered action to mark a new target within distance.

You can initially mark only one creature using this ability, though other tactician
abilities allow you to mark additional creatures at the same time. The
mastermind tactical doctrine’ s Anticipation feature allows you to target
additional creatures with this ability starting at 5th level.

While a creature marked by you is within your line of effect, you and allies within
your line of effect gain an edge on power rolls made against that creature.
‘Additionally, whenever you or any ally uses an ability to deal rolled damage to a
creature marked by you, you can spend 1 focus to gain one of the following
‘benefits as a free triggered action:

* The ability deals extra damage equal to twice your Reason score.

* The creature dealing the damage can spend a Recovery.

* The creature dealing the damage can shift up to anumber of squares equal to
your Reason score.

*If you damaged the creature with a melee ability, the creature is taunted by you
(EoT).

‘You can't gain more than one benefit from the same trigger.




	Modifier Benefits: 
	Career Benefit: Skills: Alertness, Endurance

Languages: Hyrallic, Szetch

Renown: +1

Perk: Put Your Back Into It!
	Career Inciting Incident: 
	Complication Benefit: 
	Complication Drawback: 
	Languages: Caelian, Hyrallic, Szetch, Vaslorian
	Perks 1: During montage tests, whenever you make a test to assist a test and obtain a tier 1 outcome, the assisted test doesn't take a bane. Additionally, once per montage test, you can turn an ally's tier 1 test outcome into a tier 2 outcome.
	Perks 2: 
	Titles: 
	project 1: 
	assigned 1: 
	project 2: 
	project 3: 
	project 4: 
	project 5: 
	assigned 2: 
	assigned 5: 
	assigned 4: 
	assigned 3: 
	Complication Name: 
	Career Name: Soldier
	Modifier Name: Shining Armor and Rapid Fire
	stamina temp: 
	resource name: Focus
	stamina max: 33
	recov stamina: 11
	recov max: 10
	Might: 2
	Agility: 1
	Reason: 2
	Presence: 1
	Current Stamina: 33
	Recoveries: 
	Resource Count: 
	Surges: 
	Intuition: -1
	Level: 
	Character Name: 
	Class: Tactician
	Subclass: Vanguard
	Wealth: 1
	Renown: 1
	XP: 
	winded count: 16
	dying count: -16
	Condition 1: 
	Condition 2: 
	Class Features 1: FOCUS IN COMBAT

At the start of a combat encounter or some other stressful situation tracked in combat rounds (as determined by the Director), you gain focus equal to your Victories. At the start of each of your turns during combat, you gain 2 focus. 

Additionally, the first time each combat round that you or any ally damages a creature marked by you (see Mark below), you gain 1 focus. The first time in a combat round that any ally within 10 squares of you uses a heroic ability, you gain 1 focus. 

You lose any remaining focus at the end of the encounter.



FOCUS OUTSIDE OF COMBAT

Though you can’t gain focus outside of combat, you can use your heroic abilities and effects that cost focus without spending it. Whenever you use an ability or effect outside of combat that costs focus, you can’t use that same ability or effect outside of combat again until you earn 1 or more Victories or finish a respite.

When you use an ability outside of combat that lets you spend unlimited focus on its effect, you can use it as if you had spent an amount of focus equal to your Victories. (Such abilities aren’t part of the core rules for the tactician, but they might appear in future products.)



COMMANDING PRESENCE

You command any room you walk into. While you are present during a negotiation, each hero with you treats their Renown as 2 higher than usual. Additionally, each hero with you during a combat encounter has a double edge on tests made to stop combat and start a negotiation.


	Class Features 2: MARK 

You draw your allies' attention to a specific foe—with devastating effect.

Ranged 

Maneuver

Distance: Ranged 10 

Target: One creature

Effect: The target is marked by you until the end of the encounter, until you are dying, or until you use this ability again. You can willingly end your mark on a creature (no action required), and if another tactician marks a creature, your mark on that creature ends. When a creature marked by you is reduced to 0 Stamina, you can use a free triggered action to mark a new target within distance.



You can initially mark only one creature using this ability, though other tactician abilities allow you to mark additional creatures at the same time. The mastermind tactical doctrine’s Anticipation feature allows you to target additional creatures with this ability starting at 5th level.



While a creature marked by you is within your line of effect, you and allies within your line of effect gain an edge on power rolls made against that creature. Additionally, whenever you or any ally uses an ability to deal rolled damage to a creature marked by you, you can spend 1 focus to gain one of the following benefits as a free triggered action: 



* The ability deals extra damage equal to twice your Reason score.

* The creature dealing the damage can spend a Recovery.

* The creature dealing the damage can shift up to a number of squares equal to your Reason score.

* If you damaged the creature with a melee ability, the creature is taunted by you (EoT).

You can't gain more than one benefit from the same trigger.


	Save Value: 
	Condition 2 EoT: Off
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	Grabbed SE: Off
	Frightened EoT: Off
	Frightened SE: Off
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	Melee Weapon Damage T3: +2
	Ranged Weapon Damage T1: +2
	Ranged Weapon Damage T2: +2
	Ranged Weapon Damage T3: +2
	Stamina Modifier: +12
	Stability Modifier: +1
	Armor: Heavy or Light
	Ranged Modifier: +7
	Melee Modifier: 0
	Speed Modifier: +1
	Weapon/Implement: Medium
	Modifier Ward: Off
	Modifier Prayer: Off
	Modifier Kit: Yes
	Surge Damage: 2
	Modifier Augmentation: Off
	Modifier Enchantment: Off
	Winded Tick: Off
	Dying Tick: Off
	Speed: 6
	Size: 1M
	victory 15: Off
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	victory 9: Off
	victory 8: Off
	victory 7: Off
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	Victory 5: Off
	victory 4: Off
	victory 3: Off
	victory 2: Off
	victory 1: Off
	Career: Soldier
	Ancestry Traits: SIGNATURE TRAIT: HIGH ELF GLAMOR

A magic glamor makes others perceive you as interesting and engaging, granting you an edge on Presence tests using the Flirt or Persuade skills. This glamor makes you appear and sound slightly different to each creature you meet, since what is engaging to one might be different for another. However, you never appear to be anyone other than yourself.



HIGH SENSES (1 POINT)

Your senses are especially keen and perceptive. You gain an edge on tests made to notice threats.



OTHERWORLDLY GRACE (2 POINTS)

Your elf body and mind can’t be contained for long. Whenever you make a saving throw, you succeed on a roll of 5 or higher.
	Ancestry: High Elf
	Alchemy: Off
	Tailoring: Off
	Climb: Off
	Swim: Off
	Brag: Off
	Read Person: Off
	Alertness: Yes
	Culture: Off
	Timescape: Off
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	current point 1: 
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	Culture Environment: Secluded
	Environment Details: 
	Culture Organization: Bureaucratic
	Organization Details: 
	Culture Upbringing: Martial
	Upbringing Details: 
	C3 Cost: 3
	C4 Distance: 12
	C4 Power Roll: 2
	C4 T1: 6
	C4 T2: 8
	C4 T3: 10
	C5 Keywords: Ranged, Strike, Weapon
	C5 Type: Main action
	C5 Distance: Ranged 12
	C5 Target: Two creatures or objects
	C5 Power Roll: 2
	C5 T1: 4 damage
	C5 T2: 6 damage
	C5 T3: 8 damage
	C5 Effect: 
	C6 Cost: 5
	C6 Keywords: Ranged, Weapon
	C6 Type: Maneuver
	C6 Distance: Ranged 12
	C6 Target: Three allies
	C6 Power Roll: 
	C6 T1: 
	C6 T2: 
	C6 T3: 
	C6 Effect: Each target can make a free strike
	C7 Kewords: Melee, Weapon
	C7 Type: Triggered
	C7 Distance: Melee 2
	C7 Target: Self or one ally
	C7 Trigger: A creature deals damage to the target.
	C7 Effect: You can shift 1 square. If the target is you, or if you end this shift adjacent to the target, the target takes half the damage. If the damage has any potency effect associated with it, the potency is decreased by 1.

Spend 1 Focus: This ability's distance becomes Melee 1 + your Reason score, and you can shift up to a number of squares equal to your Reason score instead of 1 square.
	C8 Kewords: Ranged
	C8 Type: Main action
	C8 Distance: Ranged 10
	C8 Target: One ally
	C8 Power Roll: 
	C8 T1: 
	C8 T2: 
	C8 T3: 
	C8 Effect: The target can use a signature ability as a free triggered action.



Spend 5 Focus: You target two allies instead of one.
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	C2 Type: Main action
	C2 Distance: Melee 1
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	C2 Power Roll: 2
	C2 T1: 7 damage
	C2 T2: 10 damage
	C2 T3: 13 damage
	C2 Effect: The target is taunted until the end of their next turn.
	C3 Keywords: Melee, Ranged, Strike, Weapon
	C3 Type: Main action
	C3 Distance: Melee 1 or ranged 12
	C3 Target: One creature or object
	C3 Power Roll: 2
	C3 T1: 7 damage; M<0 dazed (save ends)
	C3 T2: 9 damage; M<1 dazed (save ends)
	C3 T3: 12 damage; M<2 dazed (save ends)
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	E6 Cost: 
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	E6 Power Roll: 
	E6 T1: 
	E6 T2: 
	E6 T3: 
	E6 Effect: 
	E7 Name (Blank): Mark
	E7 Effect: Ranged 

Maneuver

Distance: Ranged 10 

Target: One creature



The target is marked by you until the end of the encounter, until you are dying, or until you use this ability again. You can willingly end your mark on a creature (no action required), and if another tactician marks a creature, your mark on that creature ends. When a creature marked by you is reduced to 0 Stamina, you can use a free triggered action to mark a new target within distance.



You can initially mark only one creature using this ability, though other tactician abilities allow you to mark additional creatures at the same time. The mastermind tactical doctrine’s Anticipation feature allows you to target additional creatures with this ability starting at 5th level.



While a creature marked by you is within your line of effect, you and allies within your line of effect gain an edge on power rolls made against that creature. Additionally, whenever you or any ally uses an ability to deal rolled damage to a creature marked by you, you can spend 1 focus to gain one of the following benefits as a free triggered action: 



* The ability deals extra damage equal to twice your Reason score.

* The creature dealing the damage can spend a Recovery.

* The creature dealing the damage can shift up to a number of squares equal to your Reason score.

* If you damaged the creature with a melee ability, the creature is taunted by you (EoT).

You can't gain more than one benefit from the same trigger.
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