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+2 versus Fear

Melee basic attack STR AC 4 2 4

Rage Strike STR AC 4 2 Damage depending on level of expended power.

Howling Strike STR AC 4 2 W+d6 4 Can be used while charging

Pressing Strike STR AC 4 2 1W 4 Shift 2 squares before attack, after shift target 1 square.
If raging additional 1d6 damage

Recuperating Strike STR AC 4 2 1W 4 Gain Con temp hp

Avalanche Strike STR AC 4 2 3W 4 3 Until start of your next turn enemies gain +4 on
attacking you.

Swift Charge Trigger: Reduce enemy to 0 hp.
Effect: Charge another enemy

Combat sprint Move speed + 4 and gain +4 to all defenses against OA
during this movement

Blood Strike STR AC 2W 4 If you or target is bloodied, you deal 1W extra damage

Rage Drake's Fury STR AC 4 2 3W 4 Effect:Free basic attack when you reduce enemy to 0hp.
+2 hit when target bloodied
Miss: Half damage
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Common, Elven

Halberd 1
Hide Armor 1
Bestial armor +1 1

0

Good

+2 to one ability score of your choice
Bonus At-Will Power: You know one extra at-will
power from your class.
Bonus Feat: You gain a bonus feat at 1st level. You must
meet the feat’s prerequisites.
Bonus Skill: You gain training in one additional skill
from your class skill list.
Human Defense Bonuses: +1 to Fortitude, Reflex, and
Will defenses.

Armor Proficiencies: Cloth, leather, hide
Weapon Proficiencies: Simple melee, military melee
Bonus to Defense: +2 Fortitude
Once per round, when you score a critical hit with a
barbarian attack power, you can immediately make
a melee basic attack as a free action. You do not have
to attack the same target that you scored a critical
hit against.
Feral Might: Rageblood Vigor
You gain the swift charge power. In addition, whenever you
reduce an enemy
to 0 hit points, you gain temporary hit points equal
to your Constitution modifier. The number of temporary
hit points equals 5 + your Constitution modifier at 11th level
and 10 + your Constitution modifier at 21st level.

Toughness: Gain +5 additional hp per tier
Improved Rageblood Vigor: +5 extra temp hp from
Rageblood Vigor
Rising fury: +2dmg when you reduce an enemy to 0hp until
end of your next turn
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Gain a +2 bonus to Insight checks, and you gain a +2 bonus to
saving throws against fear effects.
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