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Anger management is hitting what you aim at. 

 

 As a focus action, or as a free action after taking a wound, unleash your rage. You become immune to 

mind control, horror, or fear. You do +1 Wound on all attacks, and are +2 to hit. You ignore the first 

wound inflicted by any attack. When the rage is over, you lose 2 wounds to exhaustion and strain. 

You stay enraged as long as there is need, and you can fly into rage as often as you want. While 

enraged you cannot use any talent requiring clear thinking, analysis, patience, articulate speech, or 

teamwork. 

 

 Your rage may help you in combat, but it doesn’t make you a fun person in a relationship, or 

particularly trustworthy for anything requiring patience. Living with such bitter intensity in those red, 

roaring moments leads to periods of black depression. The dullness is a kind of pain, in the slow 

hours of normal life’s weary dying as your life spends itself in days and weeks and years. 

 

Signature Items: Necklace with a rune on a stone medallion. Starting Coin: 3d10 copper. 

 

 

 Gruesome Kill.* Arena. If you kill as a focus action and get 1 more Wound than you need, the 

horrific destruction of a once-living thing at your hands sickens and terrifies other combatants. Your 

allies must make a Horror test. In general, guards and minions will flee unless something more 

frightening than you compels them to stay. If in doubt, roll 2d10; if you roll over the number of 

wounds arrayed against you, they flee. The DM can feed the bowl to bolster their morale, giving you 

half.  

 

 Battle Presence.** Arena. If you can look your attacking foe in the eye, you can take 1d10 from the 

foe’s attack. This works against one foe per use, maximum one time per round. A minion or guard 

will flee from you unless the DM gives you an Awesome Point. Out of combat, this gives you +2 to 

your attempts to intimidate. 

 

 Vicious Attack.** Rested. Do an additional +1 Wound at the cost of 1 Wound to yourself. You can 

inflict as many extra Wounds in this way as you have Brawn points. The damage done by attacking 

this strenuously cannot be reduced, even with Awesome Points or other talents. 

 

 Unstoppable.** Rested. While berserking, you get +1 Wound per Brawn. When you are done 

berserking, those extra wounds go away (and you may die.) 

 

 Inured to Suffering. Constant. You have seen and done enough horrible things that you are +2 to 

Fear and Horror tests, and -2 to Madness tests. 


