





IRONBREAKER
Dwarf

As ye earn ranks, ye'll begin ta be able ta train
additional abilities known as Morale abilities—special
abilities ye can use once ye have th’ Morale ta do so.

Ye build Morale as you fight, either by winning or by
defending against attacks, but it begins ta decay when ye
aint fightin’. Once ye use 2 Morale ability, ye use all th’
Morale ye have built up, and must start from scratch.
Ye cannot change Morale abilities while in combat, so
be sure ye have th’ right ones available fer th’ situation

5 Thin Ironb
Don'c Like Breakin'

ggs. Dwarfs not be blasted cooks.

Plague Zombie Skulls. "Ave you not smelt them?
Flagons. Rather spill their blood than be wastin’ ale.
Inn Tables and Chairs. Ye risk a bar fight, an’ that could mean spillin’ ale.

g

. . His Sworn Oath. If'n a Dwarf speaks it, he keeps it. .
you're in. ]
Fer example, when takin’ on a damage-dealing role,

ye might use Demolishing Strike, Raze, Distracting
Bellow, and Axe Slam. Fer a defensive role, ye might
choose Grapple, Shield Wall, Gromril Plating, and
Strength in Numbers. Ye can find these abilities in
yer abilities list, an” swap them out anytime yer not in
combat. However, Morale abilities have ranks, an” ye
can only put a Morale ability in th proper slot fer it.
Ye can't put a Rank 2 Morale ability in th” Rank 4 slot,

fer example.

Ye'Il start learning Morale abilities from yer class
trainer at Rank 8. And ye can learn special Morale
abilities through Mastery points.

Name Level Rank Duration Description

Demolishing Strike Level 8 Rank 1 Melee 0s Deal 900 damage over 15s and lower armor by -26.4/level for 15s.

Shield Wall Level 12 Rank 2 Self 10s Self buff: Increase chance to block by 100% for 10s.

Champions Challenge Level 16 Rank 1 Melee 10s Unbreakable Root on target and tank (both Roots break simulaneously).

Raze Level 20 Rank 2 CAE 3s Channeled Physical CAE attack that deals 1,200 damage to targets over 3s. Arc: 90, radius: 66ft. i
Distracting Bellow Level 24 Rank 3 100 7s Target and all enemies around deal 50% less damage for 10s. Radius: 30ft. J
Rock Clutch Level 28 Rank 1 Melee 7s Deals 600 damage and Roots target for 7s. i
Skin of Iron Level 32 Rank 2 Self 5 Damage done to the Ironbreaker is reduced by 100% for 5s.

Gromril Plating Level 36 Rank 3 Group 20s Each member of the group absorbs the next 2,400 damage for the next 20s )
Immaculate Defense Level 40 Rank 4 Group 10s Group members who stay within 65ft of the tank take 75% less damage for 10s. i

. o ; ) |
Strengthin Numbers Vengeance x15 Rank 4 Group 10s Increases Ironbreaker’s Block chance by 100% for 10s. Increases group’s Dodge, Parry, and Disrupt chances

by 25% for 10s.
Axe Slam Stone x15 Rank 4 CAE 0s Deals 2,400 damage. Arc: 180, radius: 17ft.
Earthen Renewal Brotherhood x15 Rank 4 Group 9s Heals the Ironbreaker’s group for 720 over 9s and restores 250 AP over 9s. |
-
Tactics

Ye'll also learn Tactics as ye gain ranks. Ye can equip Tactics ta raise yer stats, damage, or defenses.
As ye gain more ranks, ye can equip more Tactics at once and have different sets that are quickly
changeable—though not while yer in combat.

Fer example, ye can equip Stoutness of Stone and Stubbornness as defensive Tactics, while swappin’
over ta Focused Offense and Rising Anger fer a more damage-oriented set o’ Tactics when called
fer. There be really no “best” set ta use, so th’ sky be th’ limit on how you can combine yer Tactics.

Ye learn yer first Tactic by rank 10, and ye'll find th’ Tactics ye have learned in yer abilities

list. Ye can define six different sets of Tactics, an” as ye gain ranks, ye’ll be unlockin more slots.
Drop th’ Tactics in an empty slot ta put it in that set, and pick th’ set from th’ Tactics bar that ye
want ta use at th’ time. This makes it fast an’ easy ta switch Tactics between fights.
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‘em ye can before returnin’ ta turn ‘em in. This'll save yer legs.

\qD
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Use yer map ta find th" quests that can be done together. Do all of

Stoutness of Stone Level 11 Reduces the duration of Knockdown/Stun effects on you by 50%.
0 i 0,
Focused Offense Level 13 Increase damage dealt by 15%. Decrease threat generation by 15%. Armor
reduced by 33%.
Riing Aniger Level 15 Gain +5 Grudge when you hit an enemy. Can not occur more than once
per second.
Stubbornness Level 17 Increases Corporeal Resist by +6.3 per level of the character.
Rugged Level 19 Increases Toughness by +4/ level.
18ng-Held Grudge Level 21 All attacks generate 112 /150 / 187 / 225 additional threat based on
threshold.
Ancestral Inheritance Level 23 Increases Armor by +16.5 per level of the character.
Menace Level 25 Increases threat by 100% on all attacks.
Sweet Revenge Level 27 Gain +15% crit chance while over 50 Grudge.
opciable Jug- Level 29 Juggernaut’s reuse timer is lowered to 20s.
gernaut
Seasoned Veteran Level 31 On Block: Gain 15% reduced damage taken for 5s.
. 0 .
Seen [t All Before Level 33 Reduce total damage taken when critted by 15% and reduces duration of
snares by 50%.
Dwarfen Riposte Level 35 On Parry: Gain 30 grudge.
Relentless Training Level 37 Reduces AP costs for Grudging Blow and Heavy Blow by 15.
Long Reach Level 39 Increases radii of Shield Sweep and Rune-Etched Axe by 10ft.
. ) . e
Qyerprotective Vengeance 3 Oath Friend gains a reactive proc: 25% chance to deal 187 damage to
attacker.
. Rune-Etched Axe’s cooldown is lowered to 10s and also does medium
Powered Etchings Vengeance x7
knockback to targets.
5 :
Greataxe Mastery Vengeancex11 Increases chance to Parry by 5% and all damage done by 10% when using
a Great Weapon.
Furious Reprisal Stone x3 Shield of Reprisal will also increase target’s cooldowns by 5s for 10s.
Oath of Vengeance Stonex? A!so buffs the toughness of your Oath Friend and all allies within 20ft of
him by 3/level for 10s.
0, ()
Shield Mastery Stone x11 Increase.chance Fo block by 10% and reduces all damage taken by 5%
when using a shield.
Avalanche Brotherhood x3 | On Disrupt: Tank gains 30% run speed for 5s and self-heals for 135.
Punishing Knock Brotherhood x7 | Knock Ye Silly knocks target down for 3s.
Told You So! Broti;;aqhood When you crit, your group gains 25 AP.
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Mastery

An Ironbreaker chooses th’ path he walks by how

he views his role in battle. Some of us prefer ta be

th’ focus of an enemy's attack—th’ tank. Those walk

th’ Path of Stone. Others will choose ta deal more
damage, and walk th” Path of Vengeance. And still
others will choose ta use their abilities ta increase their
friends’ abilities, th’ Path of Brotherhood.

While an Ironbreaker be a good tank no matter his
chosen path, each has its strengths and weaknesses. All
th’ paths will provide new abilities, Tactics, and Morale
abilities, an’ increase th’ effect of a set of abilities
related ta that path. Ye'll earn a total of 25 Mastery
points by Rank 40. Each ability costs th’ required
points up th’ tree ta unlock it, then one point ta train.
You can also spread yer points across multiple trees, but
doin’ so'll cost ye th’ ability ta master all th’ abilities
in any one tree. Ta reset yer Mastery points, talk ta th’
class trainer.

Th’ Path of Stone grants ye more damage-reducin’
abilities. It be focused on defensive abilities and Tactics,
and is good if yer th” one what wants ta keep a hero or
champion busy while everyone else be killin ‘em.

Th’ Path of Vengeance be more focused on dealin’
damage. Some of th’ abilities require a greataxe,
meanin’ ye'Il be havin’ ta put away yer shield. This

be a good path if ye be wantin’ ta deal more damage,
especially if one o yer friends has already volunteered
ta be th’ hittin’ bag...er, tank.

Th’ Path of Brotherhood be focusin’ on buffs fer yer
group, especially on yer Oath Friend. This be a good
path if there be two Ironbreakers, or another tank
class, in yer normal group, and yer role be that of a
second tank.

Renown

As ye earn Renown ranks, ye be receivin’ points

fer yer Renown abilities. Ye can spend these at th’
Renown Trainer, who ye'll be findin’ in captured keeps
throughout th” world.

There be three levels that ye be spendin’ yer Renown
points in. Once ye spend 20 points in th’ first level, ye

can start spendin’ points in th’ second. Once ye get 20 in th’ second level, ye can put th’ rest in th’ third. Dependin’ on yer path of choice, ye'll be
wantin’ ta put ‘em in abilities that increase yer defenses or yer damage dealin’. Ye might e’en pick a combination o’ these.

. Ye should be puttin’ yer first 20 Renown in Fortitude fer more health, or Might ta do more damage. Ye can get ta Rank 3 in each of these, or Rank
4 in one of ‘em. Th" next 20 points should go inta either Vigor fer more health or Assault fer more damage again. Again, you can put ‘em all in one,
or spread th’ points between th” two. Now, ye be spendin yer last 20 points in Reflexes, Defender, or Opportunist. Reflexes be increasin’ yer chance
ta parry, while Defender be increasin’ yer chance ta’ block. Opportunist be th’ damage option, increasin’ yer critical hit chance. As with t'other
options, ye can either be puttin’ all th” points inta one, or spread ‘em out between two or three of ‘em.



