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XP: 40 | 4 | Ployer: | Eric
used
Boating Adlity ds bose mod
dimoing | Smarts | d6 | |Pace 6) 6
Driving L
Spirit ds Pary 5
Fighting b Tough
ou 6 7
Sombling Strengh |d10
auts % Vigor dé Charisma (0) 0
Heding [ b Wegpon Rnge RCF DMG Wt Nofes
Infirmicetion Tomchawk x2 | 4/8/16° 1c10+2
Invesfigation Nature's roge va +11ohit, 42 or +4 110
Knowledge | A
Lockpicking
Notice b
Persucsion Armror Aea Pt Wb Notes
Repair Qiltedlea  [taso |1
Ridng
Shoating HA
Stedth b
Edges Power Paints: 10
Streetwise
Arcone Bckgnd: 3 Powers: Use Spirit (08) to cost spells
Survivd b 3§
Add'| arcone power (x2) (see pg2)
Swimmin, A
9 Brawny: +1 Tough, STR x 8 (80 Ibs) carrying *better throw ronge
Tount
Throw B
Traking b
Hinaronces
Loyd
Qutsider (inside divilization)
Code of Honor
Injury Table
Shaken -1 -2 -3 KO
| | | | | | Roll Wound
2 Unmentionables. Permanent
injury and sterile
Knockout Blow Effect 3-4 Arm, arm is useless
Use when suffered 3 Wounds and take a 4th or more. It is the number of Wounds of 59 Guts Roll 1d6
Blow that determines effect. Not total number of Wounds 1-2 Broken, Agil drops a die
1 Wound If already Incapacitated, then no add'l effect. If not gg giggg%%g%ig{;? ;g e
Inc, then a Spirit roll means Shaken. If not made, ’
then Inc. 10 Leg. Pace reduced by 1, cannot
2 Wounds Incapacitated, roll on Injury Table un
11-12  Head. Roll 1d6
3 Wounds Bleeding Out. Roll on Injury Table. Make Vigor 1-2 Hideous Scar
roll at start of each combat round, failure means alﬁ dzr;:f:’ gain Bad Eyes
Mortal wound. A raise means Bleeding stops. 5 Brain Dmg, reduce Smarts by 1
4 Wounds Mortal Wound. Roll on Injury Table. Vigor roll die.

each combat round. If not made, death comes a
callin’. Healing must be made to stabilize.

6. Amnesia

General Combat Manuevers

Aim

Limb

Head
Small target
Tiny

Cover Lt
Cover, Med
Cover, hvy
Defend
Disarm

The Drop
Grappling
Gang Up
Obstacle
Prone
Touch attack

Trick

2 Weapons
Unarmed
Defender

Unstable
Platform

Wild Attack

Withdraw

+2 Shoot/Throw. NO movement allowed

+2 Parry, no other actions, move = Pace

-2, Defender makes STR roll vs. Dmg roll

+4 Attack & Damage

Op roll to grapple, Raise causes Shaken

+1 to Attackers roll per add’ attacker up to +4

If attack hits by concealment penalty, obstacle acts
as armor

Med Cover, unless attacker within 3”
+2

Make opposed Agility or Smarts roll, if success,
opponent is -2 for one action, with a raise, Opponent
is —2 Parry and Shaken

-2 attack, -2 for Off hand unless Ambi.

Armed attackers get +2

-2 shooting (Riding check TN: 5 will negate)

+2 Fighting, +2 dmage, -2 Parry til next action.

From close combat, adjacent foes get FREE attack.




Gear/Item Location Wi,

Tomchowk x2

Quiltedledather torso

Powers/Troopings Power Rnge Dura Dmg/ Notes
Pts tion  Effect
Shapechange var N/a | 1min|Na Seepg 87. Must have apat of the

animd freely gven o foundin anon-
vident monner.

Nature's Aresend 1 self 3/1 +1to As per Smite (pg 87), but self only.
round | Hit, +2 | Aows, Horns, Becks, some shopechong
ang, ing oppendage becomes a weapon.

+4 w/ Druidinvokes the onimd spirit in battle.
rase Must be aforest arecture of the North.

Stag’s Leop® 2 Spirit | 3/1 Poce +2, +1d10 for running effortless,
round nofatfigue. Any jumpingor lecping
check is made of 1d12 pus wild de.
Must have atotem of aStag Moy cost
on others.

Noture’s Bdm 3 touch | perm Hed 1 pt of wound, 2 withrdse. Must
toke wound pendty into aoccount.
(Heding Pg 86)

I of the Wild™ 5/2 1/2 var N/a Moy summon awood and crecture of
mile coster’s choosing Moy communicote
with that areature. Ardse will summon
Spirit/2 in aeatures.  Summoning does
not meon contral. The areatures micht
not do what the coster wishes. Nor how
longthe arecture will stay. It tokes 5
minutes of howling or invokingthe Spir-
its of the Wind.  Agdn, must have apar
tothe onimd freely gven o foundin a
non-vident manner.  If you just went to
speck with aWood ond onimd found,
then it cost 2 PP andlcsts doout 5 min-
utes.

* | made these up.

Notes

Animd T otems.

Feather of aHawk.

Tooth of aWdf

Horn tip of aStag

Qow of aPuma

Raobit’s foof

Perserved skull of aSquirrel

Qock of aBear skin (note: you
aen’t high enough level to
shagoechange info abear yet. But a
mother bladk bear of many years
aome out of the woods and tdd you
toaary her skin for she wos dying of
ddage ondnolonger neecedit.)

More Notes

Large mon, but not overly tranedin combat. Not os good of on archer os Erin's character, but afdr
shot with aT omaohawk o spear. | don't see him carryingmuch in the way of weogponry, becouse he
aon shapechonge and summon daws, horns ond other implements of Nature’s Arsend.




