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Commanding
Stance

Normal Stance
Aggresive Stance
Defensive Stance

Protective Stance

MBHT STHNCES

no change
+2 to hit, -4 AC
+2 AC, -4 to hit

+2 AC, may not attack,
may take a hit for a friend

-6 AC, may not attack,
successful Charisma check

gives all companions +2 to hit
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