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Skills provide the greatest utility to make a character unique. They include augments to actions
performed within the game, as well as specific adaptations to combat roles, making a character
better at attack or defence, breaking armour, archery, and many other roles.

Skill Profile
Armour Breaker

Ability Might Rank 2

Passive/Active (uses) | Active (2) Prerequisites 1xD12

Details Use alongside an attack action. Declare the use of this skill before rolling
to attack
If the attack does damage, the attack will automatically damage armour.

Each skill is explained on the above profile, which covers everything the skill does and how it works:
Ability — which ability the skill relies upon

Rank — the rank of the skill, which is useful during character creation, and to determine how relatively
strong the skill is

Passive/Active (uses) — if the skill is passive, then it is in affect all the time. Otherwise, the player must
declare when this skill is being used. Usually this will be made alongside an action. Any number of
Active skills can be used alongside an action.

The number in parenthesis is the number of times the skill can be activated between long rests, so for
example Active (2) means that the skill has two uses between rests.

Prerequisites — what the character must possess in order to take this skill any dice shown will pertain
to the ability of the skill

Details — this is how the skill works, and what it does. Often, the skill is used as part of an action, and
must be declared beforehand.

Acquiring Skills Multiple Times

Passive skills may only ever be purchased once.

Active skills may be acquired by a character multiple times, if the player wishes. When this occurs, the
number of uses the character has for the skill is increased by the amount shown on the skill profile.

Skills/Spells

Some of the skills (especially those under Willpower) are described as spells rather than skills. This is
because, in Phalanx RPG, spells are essentially skills which allow the user to cast a spell. Spells are
counted as skills in the mechanical sense of the game, and are almost always active skill.



Version History

Version 0.1 Initial Release
Version 0.1 Changes
Altered Skills
New Skills
e | Didn’t Miss! (R1)
Version 0.2 Changes (August 2025)
Altered Skills

Most skills were altered and embellished
for clarity and to bring them up to date
with new rule advances.

New Skills

e Hide (R1)

e Leg Sweep (R1)

e Throw Weapon (R1)

e Backstab — Weak Spot (R1)
e Quaff Potion (R1)

e Deadly Hands (R2)

e Slip into Shadow (R2)

e Sing Language (R2)

e Backstab — Crippler (R3)
e Advanced Initiative (R3)
e Chug Potion (R3)

e Spellcaster (R3)

Version 0.21 Changes (October 2025)
Altered Skills

e Hunter/Gatherer — renamed to Hunter
so Gatherer could fall under Guile skills

e Dual Weapon Fighting (guile) — clarified
rules

New Skills

e Dual weapon fighting Advanced (R2)

Version 0.22 Changes (October 2025)
Altered Skills

e Find the Weak Point (R1) — revised in
light of v0.5 rules

e Backstab (R1) — re-written for better
clarification

e Shielded Counter Attack —revised in
light of v0.5 rules

e Marksman (R1) — renamed to Steady
Aim

Removed Skills
e Quick Thinker (R1) — pointless
New Skills

e Escape Artist (R2)
e Ranged Attacker (Guile) R1
e Ranged Attacker Advanced (R2)

Version 0.23 Changes (November 2025)
Altered Skills

e Quick Shot — moved from R1 to R2
New Skills

e Quick Reload (R2)
Version 0.52 Changes (January 2026)
Altered Skills

e Attack of Advantage (R1)

e Chug Potion (R1)

e Quaff Potion (R3)
In light of the changes made to attacks
of opportunity being a default ability



Skills — Guile (Rank 1)

Acrobatic
Ability Guile Rank 1
Passive/Active (uses) | Active (2) Prerequisites 2xD8

Details

Whenever this character tests on Guile to perform an acrobatic feat, they
may perform it with advantage.
This might include climbing, jumping,

Attack of Advantage (Advanced)

Ability

Guile Rank 1

Passive/Active (uses)

Passive Prerequisites 1xD8

Details

Whenever the character gets to perform an attack of opportunity against
an enemy, it is always made with advantage.

Avoid Death

Ability

Guile Rank 1

Passive/Active (uses)

Active (1) Prerequisites 1xD12

Details

Whenever this character is reduced to 0 health or below, there is a chance
they manage to somehow partially avoid the harm that caused this and
escape serious injury.

The character makes a Guile test against the difference between the
character’s current health and 0. E.g. the character’s health is -4, so the
targetis 4.

If the character rolls higher than the target, then they are restored to 1
health, do not become KO’ed, and avoid becoming Shellshocked.

Backstab
Ability Guile Rank 1
Passive/Active (uses) | Active (1) Prerequisites 4xD8

Details

This skill is an alternative to a regular melee attack.

To do so, the character must already be Hidden

A Guile roll must be used to approach the target as per the usual hiding
rules (this is usually a quick action).

If the test fails, then the target sees the character and the backstab cannot
take place. The attack can still occur as normal if the player wishes.

If the character remains hidden, then the backstab takes place.

The attack is made using Advantage, and the health damage of the
weapon is doubled.

Backstab — Weak Spot

Ability

Guile Rank 1

Passive/Active (uses)

Active (1) Prerequisites Backstab

Details

This skill can be used alongside a Backstab attack.




If the backstab attack succeeds, it also negates all damage reduction via
armour for that attack only.

Bleeding Cut

Ability

Guile Rank 1

Passive/Active (uses)

Active (2) Prerequisites 1xD20

Details

When attacking with guile (either ranged or melee), the character may use
this skill before any die are rolled. If damage is inflicted, the enemy also
takes the weapon’s health damage again at the end of their following turn.

Dodge
Ability Guile Rank 1
Passive/Active (uses) | Active (2) Prerequisites 2xD12

Details

When damage is sustained, you may roll a Guile die. If you roll more than
the damage sustained, take no damage.

Disengage
Ability Guile Rank 1
Passive/Active (uses) | Active (2) Prerequisites 2xD8

Details

This character may use this skill to move away from an enemy without
invoking an attack of opportunity.

Dual-Weapon Fighting (Guile)

Ability

Guile Rank 1

Passive/Active (uses)

Passive Prerequisites 2xD12

Details

If the character has a small guile-based weapon equipped in their left
hand, then they may use this skill to attack with it in the normal way,
without rolling disadvantage.

Find the Weak Point

Ability

Guile Rank 1

Passive/Active (uses)

Active (1) Prerequisites 2xD12

Details

This skill is used during combat. Its use must be declared before any dice
are rolled.
When used, this skill adds +2 to the used weapon’s Armour Damage value.

Hide
Ability Guile Rank 1
Passive/Active (uses) | Active (1) Prerequisites 1xD12

Details

This skill us used when the character attempts use an action to pass a Guile
test to become, or remain, Hidden.




When attempting the roll, the character can roll Advantage.
The use of this skill must be used before any dice are rolled.

Hunter
Ability Guile Rank 1
Passive/Active (uses) | Active (1) Prerequisites 2xD8

Details

The character is adept at hunting provisions for themselves and the party.
The Guile die rolled is compared against a die rolled by the GM.

The winning difference is the number of Provisions acquired by the
character.

The die rolled by the GM should take into account how easy it is for the
character to acquire food; abundance of animal and plant life, terrain, the
characters background, equipment available, and the like.

| Didn’t Miss!

Ability

Guile Rank 1

Passive/Active (uses)

Active (1) Prerequisites 2xD8

Details

This skill is used when the character attacks using a weapon using Guile,
androlls a 1.
The character can re-roll the die, accepting the second result.

Leg Sweep
Ability Guile Rank 1
Passive/Active (uses) | Active (1) Prerequisites 1xD12

Details

When attacking with guile in melee (5’) the character can elect to use this
skill rather than attacking normally.

The character rolls Guile vs their opponent’s Might. If the character rolls
higher, then their opponent is placed Prone.

This skill may not be used against very large foes or foes that do not have
legs. Foes with multiple legs will have advantage on their Might roll

Martial Artist
Ability Guile Rank 1
Passive/Active (uses) | Passive Prerequisites 1xD12

Details

This skill allows the character to perform unarmed attacks using Guile
rather than Might. It also removes the disadvantage suffered when
fighting unarmed.

Mobile
Ability Guile Rank 1
Passive/Active (uses) | Passive Prerequisites 2xD12

Details

When moving, this character is no longer slowed down by difficult terrain
such as inclines and rough ground, and may move through it at normal
movement rate.

They also receive advantage when vaulting over objects such as chairs,
boulders, and fallen trees.




Quaff Potion

Ability

Guile Rank 1

Passive/Active (uses)

Active (1) Prerequisites 2xD12

Details

The character may use this ability to drink a potion by spending a quaction,
and in doing so will not trigger an attack of opportunity from opponent(s)
while doing so.

Quick Reload
Ability Guile Rank 1
Passive/Active (uses) | Active (2) Prerequisites 1xD12

Details

The character may use this skill to re-load their ranged weapon without
using a quick action. They instead use this skill to perform the reload,
which then allows them to use their quick action for alternative uses.

Ranged Attacker (Guile)

Ability

Guile Rank 1

Passive/Active (uses)

Passive Prerequisites 1xD12

Details

This skill removes the default disadvantage characters have when
attacking with Ranged weapons which use the Guile attribute.

Return Fire!

Ability

Guile Rank 1

Passive/Active (uses)

Active (2) Prerequisites 1xD12

Details

If this character is ever targeted by a ranged attack, use of this skill can be
declared.

If the attack fails and does not damage the character, the character may
immediately target the attacker with a ranged attack of their own. This
happens out of the usual turn sequence.

The attack is worked out using the normal rules.

Safe Breaker

Ability

Guile Rank 1

Passive/Active (uses)

Active (2) Prerequisites 2xD12

Details

When attempting to pick locks, this character may use a die a tier higher
than that being used (max D20).

The die being used is spent from the die pool.

For example, the player spends a D8 and this is removed from the die pool,
but the character actually rolls a D12




Shielded Counter Attack

Ability

Guile Rank 1

Passive/Active (uses)

Active (1) Prerequisites 1xD12

Details

This skill is used when defending in melee, using a shield rolling guile.

If the use of the shield results in the bearer winning the combat, then this
skill may be activated.

The character can then make a melee attack using guile, with Advantage
to the roll.

Skilled Fighter - (weapon style)

Ability

Guile Rank 1

Passive/Active (uses)

Passive Prerequisites 2XD12

Details

When taking this skill, the player decides between one of the following
weapon style:

Axe, Blade, Mace, Polearm, Ranged

When using a weapon of this style that also uses Guile, the character gains
+1 to combat rolls.

Steady Aim
Ability Guile Rank 1
Passive/Active (uses) | Active (1) Prerequisites 2xD8

Details

The character may use this skill while making a ranged attack, before any
dice are rolled. They roll advantage for the attack.

Sniper
Ability Guile Rank 1
Passive/Active (uses) | Active (2) Prerequisites 4xD8

Details

This skill is an alternative to a regular ranged attack. Its use must be
declared at the start of the turn along with the attack being declared.

If the character starts their turn Hidden, and successfully remains Hidden
when making this attack, then the attack is made with a +6 bonus to the
die roll.

Stop, Drop, Roll

Ability

Guile Rank 1

Passive/Active (uses)

Active (2) Prerequisites 1xD8

Details

If they ever suffer fire, acid, lightning, or cold damage, the character can
reduce the amount of damage sustained by the die roll.




Throw Weapon

Ability

Guile

Rank

1

Passive/Active (uses)

Passive

Prerequisites

1XD12

Details

This skill is for those who wish to throw Axes, Blades, or Maces (Polearms
are a different skill) which uses Guile as their ability.
As their action, the character can elect to throw their weapon as an

alternative to a regular attack.

The attack is made in the same way as a ranged attack, using RECT, up to a

range of 15’ for all weapons.

If the weapon is not Small, this attack suffers disadvantage to the roll.
This removes the weapon from their inventory, though it can be retrieved
via a quick action later.
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Skills — Guile (Rank 2)

Adept Fighter - (weapon style)

Ability

Might Rank 2

Passive/Active (uses)

Passive Prerequisites Skilled Fighter -

matching weapon style

Details

When taking this skill, the player decides between one of the following
weapon style:

Axe, Blade, Mace, Polearm, Ranged

When using a weapon of this style that also uses Guile, the character gains
a further +1 to die rolls (so +2 with Skilled Fighter)

Backstab — Crippler

Ability

Guile Rank 2

Passive/Active (uses)

Active (1) Prerequisites Backstab

Details

This skill can be used alongside a Backstab attack.
If the backstab attack does damage, the enemy also suffers Disadvantage
to all of their rolls until the end of their next turn.

Deadeye
Ability Guile Rank 2
Passive/Active (uses) | Passive Prerequisites 4XD12

Details

When making a ranged attack using guile, this character does an additional
4 health damage. This is only calculated into damage once all dice rolls
have been made, simply adding 4 to any health damage inflicted.

Dual-Weapon Fighting - Advanced

Ability

Guile Rank 2

Passive/Active (uses)

Passive Prerequisites Dual Weapon Fighting

Details

This skill supplements the Rank 1 skill Dual-weapon Fighting (guile). It
means that the character can now also use medium guile-based weapons
equipped in their second hand, rather than only small ones.

Deadly Hands

Ability

Guile Rank 2

Passive/Active (uses)

Passive Prerequisites 2Xd12

Details

When the character attacks using guile unarmed attacks, the character
may choose between the following damage types:

Blunt, Piercing, Slashing

The damage type must be declared before dice are rolled.
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Escape Artist

Ability

Guile Rank 2

Passive/Active (uses)

Active (1) Prerequisites 2Xd12

Details

When attempting to escape from a Bound condition (or similar situations),
this character can attempt to use Guile rather than Might to end the
condition.

Quick Shot
Ability Guile Rank 2
Passive/Active (uses) | Active (2) Prerequisites 1xD12

Details

The character may spend their quick action to both reload (if required) and
make a ranged attack.

Additional attack is made using the normal rules and uses a die from the
die pool.

Sign Language

Ability

Guile Rank 2

Passive/Active (uses)

Passive Prerequisites 2XD12

Details

This skill enables the character to know the language Sign, often used by
thieves to communicate non-verbally.

Sleight of Hand Expert

Ability

Guile Rank 2

Passive/Active (uses)

Active (2) Prerequisites 2xD12

Details

When attempting to pick locks, pick pockets, or perform other feats of
sleight of hand, this character receives advantage.
This skill may not be used for combat rolls.

Slip into Shadow

Ability

Guile Rank 2

Passive/Active (uses)

Active (1) Prerequisites 4xD12

Details

This skill enables the character to attempt to Hide using a quick action
rather than their normal action.

Stabber
Ability Guile Rank 2
Passive/Active (uses) | Passive Prerequisites 2XD12

Details

When making a melee attack using guile, this character does an additional
4 health damage to any inflicted.

Swift
Ability Guile Rank 2
Passive/Active (uses) | Passive Prerequisites 2xD12

Details

Increases the character’s basic movement rate by 5’
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Swift Egress

Ability

Active

Rank

2

Passive/Active (uses)

Active (1)

Prerequisites

1xD12

Details

This skill is used once the character has defended against a melee attack
using Guile. Once resolved, regardless of the outcome, the character may
move 15’ instantly.

This skill does not trigger attacks of opportunity.

This skill may not be used if the character is reduced to 0 health or below!
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Skills — Guile (Rank 3)

Advanced Initiative

Ability

Guile Rank 3

Passive/Active (uses)

Passive Prerequisites 2xD20

Details

The character receives advantage on all Initiative rolls.

Chug Potion

Ability

Guile Rank 3

Passive/Active (uses)

Active (1) Prerequisites Quaff Potion

Details

The character may use this ability to drink a potion by spending a quick
action, rather than an action. When using this skill, they will not trigger an
attack of opportunity from opponent(s) while doing so.

Deadeye - Advanced

Ability

Guile Rank 3

Passive/Active (uses)

Active (2) Prerequisites Deadeye

Details

When making a ranged attack using guile, this character does an additional
10 health damage to any inflicted. If this skill is not used, Deadeye still
takes effect.

Master Fighter - (weapon style)

Ability

Guile Rank 2

Passive/Active (uses)

Passive Prerequisites Adept Fighter -

matching weapon style

Details

When taking this skill, the player decides between one of the following
weapon style:

Axe, Blade, Mace, Polearm, Ranged

When using a weapon of this style that also uses Guile, the character gains
a further +1 to die rolls (so +3 with Skilled and Adept Fighter)

14



Ranged Attacker Advanced (Guile)

Ability Guile Rank 2
Passive/Active (uses) | Active (2) Prerequisites Ranged Attacker
(Guile)

Details When attacking with a ranged weapon, the character can elect to make
the attack with advantage before any dice are rolled.

Spellcaster

Ability Guile Rank 3

Passive/Active (uses) | Passive Prerequisites 6XD12

Details

While wearing light armour that penalises spells, this skill removes all such

penalties.
Stabber - Advanced
Ability Guile Rank 3
Passive/Active (uses) | Active (2) Prerequisites 2XD12

Details

When making a melee attack using guile, this character does an additional
10 to any damage inflicted. If this skill is not used, Stabber still comes into

effect.
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