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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 skills.
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Version History 
Version 0.1 Initial Release 

Version 0.2 Changes (April 2025) 

Altered Skills 

• Armourer/Skilled Armourer/Master 

Armourer (R1/2/3) to reflect that 

weapons and shields can also be 

damaged 

• Hard Hitter (R2) now only affects 

damage and not chance to hit 

• Piercing Spear Strike now for polearm 

weapons users 

• Hammer Time! (R1) now for blunt 

weapons only 

• Repost (R2) now blade weapons only 

• Decapitate (R3) reworked to make it 

more effective  

New Skills 

• Brawl (R1) 

• Clash of Steel (R1) 

• Heavily Armed (R1) 

• Mighty Jump (R1) 

• Packs a Punch (R1) 

• Shield Block (R1) 

• Skilled Fighter - (weapon style) (R1) 

• Armour Breaker (R2) 

• Adept Fighter - (weapon style) (R2) 

• Dual Wielding (D2) 

• Impaling Spear Strike (R2) 

• Quick Repair (R2) 

• Moving Armoury (R2) 

• Shield Block Advanced (R2) 

• Master Fighter - (weapon style) (R3) 

• Blacksmith (R3) 

• Deathpunch (R3) 

• Strong Back (R3) 

Version 0.3 Changes (June 2025) 

New Skills 

• Advanced Recovery (R2) 

• Knock Down (R1) 

• On Your Feet! (R1) 

• Tackle (R1) 

• Throw Weapon (R1) 

• Throw Polearm (R1) 

• Intimidate (R2) 

• Force the advantage (R2) 

• Heavy Armour Specialist (R3) 

• Power Strike (R3) 

Version 0.31 Changes (August 2025) 

Removed Skills 

• Armourer (R1) – became background 

skill 

New Skills 

• Metal Worker (R1) 

• Armoured and Reactive (R1) 

• Armoured and Hidden (R2) 

• Armoured Spellcaster (R3) 

• Advanced Recovery (R2) 

• Steady Nerves (R2) 

Version 0.32 Changes (November 2025) 

Removed Skills 

• Heavy Armour Specialist – covered 

under other skills 

Altered Skills 

• Metal Worker (R1) 

• Shield Ally (R1) 

• Shield Bash (R1) 

• Shield Block (R1) 

• Shield Block Advanced (R2) 

• Armour Breaker (R1) 

All the above are due to changes to 

Shields/Weapons in v0.5 rules 

• Tackle (R1) further clarification 

• Steady Nerves (R2) added more 

conditions that can be removed 

New Skills 

• Close Ground! (R1) 

• Dual Weapon Fighter (Might) (R4) 

• Polearm Usage (R1) 

• Ranged Attacker (Might) (R2) 

• Recovery (R1) 

• I Can Fix That! (R2) 
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Version 0.52 Changes (Jan 2026) 

Removed Skills 

• Heavily Armed (R1) – redundant due 

to inventory changes 

• Moving Armoury (R2) – redundant 

due to inventory changes 

Altered Skills 

• Attack of Advantage (R2) – In light of 

the changes made to attacks of 

opportunity being a default ability 
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Skills – Might (Rank 1) 
 

A-mace-ing Strike 
 Ability Might  Rank 1 

Passive/Active (uses) Active (2) Prerequisites  2xD8 

Details This skill may only be used if the character wields a Mace style weapon. 
Declare the use of this skill when attacking, before any die are rolled. 
Attack as normal. If the attack damages armour, the weapon’s armour 
damage is doubled 

 

Armoured and Mobile 
 Ability Might  Rank 1 

Passive/Active (uses) Passive Prerequisites  2XD12 

Details While wearing heavy armour that hinders movement, the character 
ignores penalties to movement range.  

 

Armoured and Reactive 
 Ability Might  Rank 1 

Passive/Active (uses) Passive Prerequisites  2XD12 

Details While wearing heavy armour that reduces initiative, the character now 
ignores penalties affecting initiative.  

 

Brawl 
 Ability Might  Rank 1 

Passive/Active (uses) Passive Prerequisites  2XD12 

Details This skill removes the disadvantage suffered when fighting unarmed and 
using Might 

 

Clash of Steel 
 Ability Might  Rank 1 

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

Details This skill may be used whenever there is a draw in combat and Might is 
being used. 
This skill can be used whether the character is the attacker or defender, 
and can be combined with a shield. 
The character will win the combat. In addition, rather than the result be 
a draw, the character may add any die from their Might die pool to the 
result to win the combat by that amount.  
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Close Ground! 
 Ability Might  Rank 1 

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

Details This skill may be used whenever the character is targeted by a ranged 
attack. 
After the attack has been resolved, if the character is not KOed, then they 
may instantly move 15’. 

 

Defensive Lunge 
 Ability Might Rank 2 

Passive/Active (uses) Active (2) Prerequisites  1XD12 

Details When successfully defending against a melee attack, the character may 
use this skill to extend the reach of their weapon by 5’, meaning they can 
hit an opponent they may not otherwise be able to if the range of the 
attacker’s weapon is 10’  

 

Defensive Posture 
 Ability Might  Rank 1 

Passive/Active (uses) Active (2) Prerequisites  2XD12 

Details While defending, the character can declare that the defence is made using 
Advantage. 
If the character successfully defends, they do not inflict damage on their 
opponent. 

 

Guardian 
 Ability Might  Rank 1 

Passive/Active (uses) Active (1) Prerequisites  2xD8 

Details This skill can be used if another character that’s within this character’s 
melee range is attacked.  
The character can make the enemy that’s attacking that character attack 
themselves instead. 
This skill can be used against melee attacks, ranged attacks, and spells.  

 

Healthy 
 Ability Might  Rank 1 

Passive/Active (uses) Passive Prerequisites  1XD12 

Details This skill grants the character a one-off bonus of 4 maximum health.  
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Hack, Hack! 
 Ability Might  Rank 1 

Passive/Active (uses) Active (2) Prerequisites  2xD8 

Details This skill may only be used if the character wields an Axe style weapon. 
Declare the use of this skill when attacking, before any die are rolled. 
Attack as normal.  
The attack is made with a -2 penalty to the attack roll, but if the attack 
does damage, a second attack can be made again, using the same tier dice, 
without expending a further die from the dice pool.  

 

Ignore Pain 
 Ability Might  Rank 1 

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

Details The character can ignore one set of damage, in its entirety, reducing the 
health loss to 0. Only affects health damage, armour is damaged in the 
normal way.  

 

Knock Down 
 Ability Might  Rank 1 

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

Details The character elect to Knock Down instead of performing a regular attack.  
The character rolls Might against the opponent 
If the character succeeds, no damage is done, but the opponent is placed 
Prone. 
The character will have Disadvantage against targets larger than 
themselves, and Advantage if they are smaller.  
This skill may not be used on much larger foes. 

 

Master Strike 
 Ability Might  Rank 1 

Passive/Active (uses) Active (2) Prerequisites  4xD8 

Details When rolling Might to attack, increase the tier of the die rolled (max D20) 

 

Metal Worker 
 Ability Might  Rank 1 

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

Details When repairing during a long rest, the character can repair an additional 
two points of condition to equipment. 
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Mighty Jump 
 Ability Might Rank 1 

Passive/Active (uses) Active (1) Prerequisites  2XD12 

Details A character may use this skill to roll to leap a height or distance, or 
otherwise perform a feat of athleticism that would otherwise be a Guile 
roll.   

 

On Your Feet! 
 Ability Might Rank 1 

Passive/Active (uses) Active (1) Prerequisites  1XD8 

Details A character may use this skill as an action on their turn, on a creature 
within 5’. 
The character pulls the target to their feet, removing the Prone condition. 
The character rolls Might vs the GM, with the difficult being determined 
by  how large the creature being affected is. As a guide, Large creatures 
will be a D8 in difficulty.  

 

Packhorse  
 Ability Might Rank 2 

Passive/Active (uses) Passive Prerequisites  4xD8 

Details The character converts two of their small item slots in the Items in 
Backpack section on their character sheet to medium. 

 

Patch-up 
 Ability Might  Rank 1 

Passive/Active (uses) Active (1) Prerequisites  2xD8 

Details This character may spend an action to roughly patch their wounds. 
They heal health equals to the die rolled.  

 

Piercing Spear Strike 
 Ability Might  Rank 1 

Passive/Active (uses) Active (2) Prerequisites  2XD8 

Details This skill is used while attacking using a polearm, before any dice are rolled 
If the attack does damage, the weapon gains +2 to armour damage. 

 

Polearm Usage 
 Ability Might  Rank 1 

Passive/Active (uses) Passive Prerequisites  2XD8 

Details This skill removes the penalty which polearm weapons come with, which 
means that they suffer disadvantage when used to attack enemies 
adjacent to them. This no longer applied.  
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Rage 
 Ability Might  Rank 1 

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

Details The character may enter rage as a quick action, which lasts for as long as 
the current combat. 
While active, all Might attack rolls made by the character gain a +2 bonus, 
and all Might and Guile defence rolls the character makes have a -2 
penalty. 
The character also receives disadvantage on all Wits rolls while Rage is 
active.  

 

Recovery 
 Ability Might  Rank 1 

Passive/Active (uses) Active (1) Prerequisites  2xD8 

Details This skill can be used as an Action. It represents the character recovering 
their strength during battle. 
When this skill is used, the character recovers D8 Health + the bonuses to 
Health they receive through Might dice. For example, a character who has 
2 x D8’s and 2 x D12’s in Might, will receive D8+4 Health. 
This skill can be used outside of combat. 

 

Resist Pain 
 Ability Might  Rank 1 

Passive/Active (uses) Active (3) Prerequisites  2xD8 

Details When damage is taken, you may roll Might to reduce damage by this 
amount 

 

Shield Ally 
 Ability Might  Rank 1 

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

Details This skill allows the character to use their shield to defend an adjacent ally 
that’s being attacked (5’ away). 
The defence works the same way as if the character themselves are being 
attacked – any damage will be inflicted onto this character rather than 
their ally.  

 

Shield Bash 
 Ability Might  Rank 1 

Passive/Active (uses) Active (1) Prerequisites  1xD8 

Details This can only be used while wielding a shield.  
If the character successfully defends when using a shield, the character 
then rolls Might vs the opponent’s Might. If the character rolls higher, the 
opponent is moved 10’ directly away from the character.  
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Shield Blocker 
 Ability Might Rank 1 

Passive/Active (uses) Passive Prerequisites  1 x D12 

Details A character with this skill adds a further +1 to defence bonus to all shields 
using Might.  

 

Skilled Fighter - (weapon style) 
 Ability Might  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 pierce  
When using a weapon of this style that also uses Might, the character gains 
+1 to combat rolls.  

 

Sure Strike 
 Ability Might  Rank 1 

Passive/Active (uses) Active (2) Prerequisites  2XD12 

Details While attacking in melee, the character can declare that the attack is made 
using advantage before any dice are rolled. 

 

Tackle 
 Ability Might  Rank 1 

Passive/Active (uses) Active (1) Prerequisites  1XD12 

Details This skill can be used alongside a Sprint action. If the character were to be 
sprinting and moves within 5’ of another creature, they can attempt to 
tackle that creature. 
The creature will use either Might or Guile vs the character’s Might. 
If the character rolls higher, then the target creature is placed Prone. 
This skill may not be used on enemies that are Very Large or larger. 
Enemies with multiple legs will have Advantage to their roll.  

 

Throw Polearm 
 Ability Might  Rank 1 

Passive/Active (uses) Passive Prerequisites  1XD12 

Details This skill is for those who wish to throw polearms using Might as an 
alternative to a regular attack.  
The attack is made in the same way as a ranged attack, using LETR, up to a 
range of 25’ for all polearms except Javelins which have a range of 40’. 
This removes the weapon from their inventory, though it can be retrieved 
via a quick action later. 
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Throw Weapon 
 Ability Might  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 Might 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 LETR, 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. 

 

Ward Off 
 Ability Might  Rank 1 

Passive/Active (uses) Active (1) Prerequisites  1XD8 

Details This skill may be only used with a polearm. 
During their turn, the character can elect to perform this skill as an action 
instead of attacking. 
This skill makes all enemies have disadvantage to attack rolls against the 
character and all allies within 10’ of the character. This lasts until the start 
of the character’s next turn.  

 

 

  



14 
 

Skills – Might (Rank 2) 

Advanced Recovery 
 Ability Might  Rank 2 

Passive/Active (uses) Active (1) Prerequisites  4xD12 

Details This skill can be used alongside a Recovery action. 
Rather than rolling a D6, the character can roll any Might die of their 
choosing, spending it in the usual way.   

 

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 styles: 
Axe, Blade, Mace, Polearm, Ranged 
When using a weapon of this style that also uses Might, the character gains 
a further +1 to die rolls (so +2 with Skilled Fighter) 

 

Armour Breaker 
 Ability Might Rank 2 

Passive/Active (uses) Active (2) Prerequisites  4xD12 

Details When fighting with an Axe. 
Before any dice are rolled, the use of this skill can be declared.  
If the attack succeeds, the axe’s armour damage is doubled  

 

Armoured and Hidden 
 Ability Might  Rank 2 

Passive/Active (uses) Passive Prerequisites  Armoured and Mobile 
Armoured and Reactive 

Details While wearing heavy armour that penalises Hiding, the character now 
ignores penalties affecting Hiding.  

 

Attack of Advantage 
 Ability Might  Rank 2 

Passive/Active (uses) Passive Prerequisites  1xD12 

Details Whenever the character gets to perform an attack of opportunity against 
an enemy, it is always made with advantage.  
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Dual Wielding 
 Ability Might  Rank 2 

Passive/Active (uses) Passive Prerequisites  2xD12 

Details If the character has a small or medium might-based weapon equipped on 
their left hand, they no longer have to roll disadvantage for that weapon.  

 

Extra Healthy 
 Ability Might  Rank 2 

Passive/Active (uses) Passive Prerequisites  Healthy Skill 

Details This skill grants the character a one-off bonus of 6 maximum health.  

 

Force the Advantage 
 Ability Might  Rank 2 

Passive/Active (uses) Active (2) Prerequisites  4xD12 

Details This skill is used when either attacking, or when being attacked. 
The enemy the character is fighting rolls die one rank lower against the 
character for this turn.  
Use of this skill must be declared before any dice are rolled.  

 

Follow-up Attack 
 Ability Might Rank 2 

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

Details This skill may only be used with Blades. 
The character may, if an attack they make does damage, make a further 
attack against the same target immediately without using an action. The 
attack expends a die from the dice pool as normal.  
This skill may not be used when defending, only when initiating an attack. 

 

Hard Hitter 
 Ability Might Rank 2 

Passive/Active (uses) Passive Prerequisites  2xD12 

Details The character always does +2 extra health damage and adds +1 to armour 
damage armour value for all attacks using Might 

 

I Can Fix That! 
 Ability Might Rank 2 

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

Details This skill enables a character to repair items that have been broken 
(reduced to 0 condition/armour value). They do this in the usual way a 
repair would take place. Restoring an item from 0 to 1 repair counts as one 
repair. 
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Immovable 
 Ability Might Rank 2 

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

Details The character can activate this skill as a quick action during combat. 
It lasts for the rest of that combat, or until the character deactivates it with 
a further quick action.  
While in effect, Immovable grants the following effects: 
Character’s movement rate is halved. 
All attacks made against them are used utilising a die a tier lower than 
normal (to a minimum of a D6). 
The character attacks with dice a tier lower than they spend (so a D8 would 
be rolled, but a D12 would be spent). 

 

Impaling Spear Strike 
 Ability Might  Rank 2 

Passive/Active (uses) Active (1) Prerequisites  Piercing Spear Strike 

Details This skill is used while attacking using a polearm, before any dice are rolled 
If the attack does damage, double health damage is inflicted. 

 

Intimidate  
 Ability Might  Rank 2 

Passive/Active (uses) Active (1) Prerequisites  2 x D12 

Details This skill is used outside of combat. It is a substitute for using Wits to 
convince another to see things from the character’s point of view. 
When using this skill use Might vs the creature the skill is used on. If the 
character rolls higher, they intimidate the target in the same way as 
diplomatic persuasion might work. 
This skill can only be used on intelligent creatures that speak the same 
language. If used on others, make the roll with disadvantage.  

 

Mighty 
 Ability Might Rank 2 

Passive/Active (uses) Passive Prerequisites  2xD12 

Details Gain +1 to all Might rolls 

 

Mighty Dodge 
 Ability Might Rank 2 

Passive/Active (uses) Active (2) Prerequisites  2XD12 

Details A character may use this skill to defend against a Guile test using Might 
instead. 
They may also use this skill to perform feats of acrobatics, such as leaping 
and climbing, using Might when Guile would have otherwise be used.  
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Packhorse - Advanced 
 Ability Might Rank 2 

Passive/Active (uses) Passive Prerequisites  Packhorse 

Details The character converts two of their medium item slots in the Items in 
Backpack section on their character sheet to large 

 

Quick Healer 
 Ability Might Rank 2 

Passive/Active (uses) Passive Prerequisites  2xD8 

Details This character recovers from their wounds quicker than others. 
They always gain 10% extra healing, from all sources, including resting.  

 

Quick Repair 
 Ability Might  Rank 2 

Passive/Active (uses) Passive Prerequisites  2xD12 

Details This skill enables the character to repair one point to any piece of 
equipment during a Short Rest 

 

Ranged Attacker (Might) 
 Ability Might Rank 2 

Passive/Active (uses) Passive Prerequisites  2xD12 

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

 

Riposte 
 Ability Might Rank 2 

Passive/Active (uses) Active (2) Prerequisites  2xD8 

Details When using a Blade, this skill is used after might dice have been rolled in 
combat, when either attacking or defending.  
If your die roll is lower than your opponents, re-roll your die and accept 
that roll instead. 

 

Skilled Armourer 
 Ability Might Rank 2 

Passive/Active (uses) Passive Prerequisites  Armourer 

Details During a long rest, the character will repair five additional points of 
damage to all weapons, armour, or shields held by the characters.  
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Shield Barge 
 Ability Might  Rank 1 

Passive/Active (uses) Active (1) Prerequisites  1XD12 

Details The character may barge instead of attacking, if they have a shield 
equipped. 
The character moves in a straight line for 15’ 
All creatures (friend and foe alike) within ‘5 of this line must make a Might 
test against the character’s Might (roll once for the character and 
individually for the enemies). 
If they fail, they take 5 damage and are placed Prone. 
If the character moves into a creature that succeeds in resisting the barge, 
the barge stops at that enemy. Creatures who have a size exceeding Large 
may not be barged and are unaffected.  

 

Shield Bearer 
 Ability Might Rank 2 

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

Details A character with this skill may use it to re-roll the die roll when using a 
shield that uses Might. 

 

Shield Block (Advanced) 
 Ability Might Rank 2 

Passive/Active (uses) Passive Prerequisites  Shield Block 

Details A character with this skill adds a further +1 to damage reduction to all 
shields using Might (+2 in total with Shield Block skill) 

 

Steady Nerves 
 Ability Might Rank 2 

Passive/Active (uses) Active (1) Prerequisites  4XD12 

Details The character can attempt to use this skill as an action to remove the 
effects of being Shellshocked, Confused, or Stupid. 
The character rolls a Might die vis the GM, who rolls a die they feel is 
suitable. 
If the character rolls higher, they remove one of the above conditions from 
themselves.  

 

Strong Arm 
 Ability Might Rank 2 

Passive/Active (uses) Active (2) Prerequisites  1XD12 

Details When performing a ranged attack (including throwing weapons) with 
Might, the character has advantage 
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Thwack! 
 Ability Might  Rank 2 

Passive/Active (uses) Passive Prerequisites  2xD12 

Details This skill enables the character to use a might-based missile weapon as a 
melee weapon when attacking. 
Long Bows become Spears and counts as polearm style 
Crossbows become a Mace and counts as mace style. 
The only downside is that when defending in melee the character will still 
suffer disadvantage as normal when armed with a missile weapon.  
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Skills – Might (Rank 3) 
 

Advanced Thwack! 
 Ability Might  Rank 3 

Passive/Active (uses) Passive Prerequisites  Thwack Skill 

Details This skill supplements the Thwack skill to remove the disadvantage to 
defending while using a might-based ranged weapon when defending in 
melee.  

 

Armoured Spellcaster 
 Ability Might  Rank 3 

Passive/Active (uses) Passive Prerequisites  Armoured and Mobile 
Armoured and Reactive 
Armoured and Hidden 

Details While wearing heavy armour that penalises Spells, the character now 
ignores penalties affecting Spells.  

 

Blacksmith 
 Ability Might Rank 3 

Passive/Active (uses) Passive Prerequisites  Skilled Armourer 

Details During a long rest, the character will repair seven sets of damage to all 
weapons, armour, or shields held by the characters.  This is increased from 
five with the Skilled Armour Skill. 

 

Cleave 
 Ability Might Rank 3 

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

Details With this ability, a character will attack every enemy within melee range. 
Only one attack die is rolled, with the enemies each rolling individually to 
defend 

 

Deathpunch 
 Ability Might Rank 3 

Passive/Active (uses) Active (1) Prerequisites  Brawler, Packs a 
Punch, 1xD20 

Details Declare the use of this skill before rolling to attack with an Unarmed attack. 
This skill must use a D20. When rolled, any roll other than a 1 is counted 
as a 20. 
Armour has no effect on the damage unless it is natural (such as scaly skin 
etc). 
If the target survives, they suffer disadvantage on all rolls for the next 2 
turns. 
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Decapitate 
 Ability Might Rank 3 

Passive/Active (uses) Active (1) Prerequisites  1xD20 

Details Declare the use of this skill before rolling to attack. 
After the result of the attack is resolved, if the attack does damage, use of 
this skill will result in an additional D20 health damage.  

 

Follow-up Attack - Advanced 
 Ability Might Rank 3 

Passive/Active (uses) Active (2) Prerequisites  2xD12 
Follow-up Attack 

Details This skill replaces Follow-up attack. It works in the same way, but in 
addition, the follow-up attack does not cost a action or a die. The follow-
up attack is made using the same tier die as the original attack.  

 

Heavy Armour Specialist 
 Ability Might Rank 3 

Passive/Active (uses) Passive Prerequisites  4xD12 
Armoured and Mobile 

Details This skill removes all penalties associated with wearing heavy armour 
except those to do with spell skill rolls.  

 

Master Fighter - (weapon style) 
 Ability Might  Rank 3 

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 Might, the character gains 
a further +1 to die rolls (so +3 with Skilled and Adept Fighter) 

 

Power Strike 
 Ability Might  Rank 3 

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

Details This skill is used when attacking. 
The character rolls 2 dice of the same rank. Both dice are removed from 
the character’s die pool. 
The amounts on the die are totalled when calculating the attack.  
For example, if 2xD12 are rolled, and the character rolled a 5 and a 10, 
then it counts as a 15 being rolled. 
If either or both the die rolls result in a 1, they damage the weapon used 
as normal. 
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Ready for Battle 
 Ability Might Rank 3 

Passive/Active (uses) Passive Prerequisites  1xD20 

Details This character gains +1 to initiative.   
If the character is surprised or ambushed, they gain +4 to initiative.  

 

Strong Back 
 Ability Might  Rank 3 

Passive/Active (uses) Passive Prerequisites  4xD12 

Details This skill changes one of the character’s Large slots in their backpack to a 
Huge slot, meaning that the character can carry Huge items, which 
wouldn’t normally be possible.   

 

Super Healthy 
 Ability Might  Rank 3 

Passive/Active (uses) Passive Prerequisites  Extra Healthy Skill 

Details This skill grants the character a one-off bonus of 10 maximum health.  
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Skills – Might (Rank 4) 
 

Dual-Weapon Fighting (Might) 
 Ability Might Rank 4 

Passive/Active (uses) Active (3) Prerequisites  4xD12 

Details If the character has a might-based of weapon of any size equipped in their 
left hand, then they no longer roll disadvantage on the left-handed 
weapon.   
The character must have sufficient inventory space in order to carry the 
weapons.  

 


