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Rings and Stances
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that does
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SKILL NAME

SUMMARY OF A CONFLICT TURN
* Choose Stance (Air, Earth, Fire, Water, or Void)

« Perform Action (Intrigue p. 254, Duel p. 258, Skirmish p. 262,
Mass Battle p. 274)
* Move before or after action (Skirmish: 1 range band)

|
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helps you on a check.

Shift @

APPROACHES

Feint @
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