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When in a (Rage, take half
PDamage (rounded up).
Ohree times per (]¥st: Add 2

to any Strength roll.
er Rest: CIf your health

nce
gops 0 2ero, restore it to 25%
your max health, rounded up.

=)
Wwice per Page: Add + dg to your
gttack vlzo[[ a‘llj1 su[i&act the4sam}:z
amount from your (Namage roll. -
Once per Page: Make an extra
Attack and amage roll.

Add -2 to all rolls to train and
fandle animals,

WWhenever your Attack roll is
20 or more, double the amage.
)

i

DAMAGE RESISTANCE

@

l

MiGHTY SO

7)) UNDYING SPIRIT<>
? e

EXTRA ATTACK )

)

i

@) ANIMAL TAMER

i

BRUTAL STRIKE

G 3

&)



! THUDAK THE MERCILESS
8 . Half-Orc Parbarian « Jevel: 6

(&=

> 8

O O >
ABILITIES
= Add 2 to all rolls to threaten
QU )and inimidate

o
A Add -2 to all rolls to overcome
’3 physical and athletic hurdles.
<
tl:ccz kper[L a%e: %“k’i ctt —tﬁ to an
A Ack roll and a +4 10 the
@REcKLESS TTACK<> (amage roll if you hit.

N\ Oour times per Rest: Add -+2
S & )10 all Atack and (PDamage rolls.

When in a (Rage, take half
PDamage (rounded up).

Ohree times per (]¥st: Add :;

il

g
GOLD:
Ooxe

< > DAMAGE RESISTANCE
EQUIPMENT & LOOT:

> | @

i

<

l

L L ) to any Strength roll.
ane er Rest: CIf your health
%) UNDYING Spmrr<> rops to zerd, restore it to 25%
= your max health, rounded up. -
gwicE pev["[ Page: g&dd # F:14 to your
AN ttack roll and subtract the same
@ amount from your (Namage roll. -

Once per Page: Make an extra
R TTACK <> Altack and yamage roll.

Add -2 to all rolls to train and
fandle animals,

)

i

@) ANIMAL TAMER

WWhenever your Agtack rofl is 20

R ST RIKE or more, double the (Pamage.

Qnce per Page: When you kill or
tun an enemy, apply any excess
{J)amage to the next {Pamage roll. .

ii

N Vs CRUSHING BLow( >

G 3

&)



