
AcrroN Ca,nos
The rction cards rncludeJ rn thi\ sei Jre each intendcd
to repr ejent a sp(cial sigra t ure ability ofear h inrluded
captain. Howeyer, many ofthese actions couid easily
be used [rv otl'er crptain\, or rharac{er{ ofyour own
inrention rn your lrom( cimpJgn. t he suggested

Parrtng\ ol rctrorr crrd ard capLain are listed below:

+ Captainjaego Roth - Captain'sPresence
* Aruncs.a Salrslire-Fysh Bite
f The Golder Magus - Coniure Wind Spfit /

Coniue Flme Spirit
* Red Rrokk Gunnarsson - Inescapable Death
* Prinie Yrcllian . Avenging Strike
* Count Noctilus Trrnslocation
* Krng r\mrnhotcp . My Will Be Done
f Skretch Half-Dead - Half-Dead
* \rnghcist ShadeShot
* TordrekHrckhJd BittcrTenacity

INnrnsl.rr Drrrrcurrv
Sme action_cards have an arJdirional dilficulty
moditier in Lhe form ofrcsuJrs s;mbols, rather thrn
rlice. There restrlr. :)mbols arc simph. adrled Jircctly
inro ihe rejult) pool, as iIthcv had been roller] on dice.
For e\dmple, Jn actton cud might have a modirier of
O I X t: Lir;i neans rhJt O I is atided to the dice
pooi, aad that X G is added to the resuits pool after
dice are rolled.

It cm be helpful. but is nol necersrry. to rrid dice
shorving rhe relcr ant chajlenge an,j barc svmbols
lo thc pool dttrr the dice are rollcd rs r rerninder
rvhcn rc,oivingtheihrc(. lt voudo, ir is mportant t(,
remember that tlese results slmbols are not a.tually
fresent on rn).dre, tley cannot bc 

,rerolled ,t,y 
rny

effed that rvrulJ ordinrrrJy aJlon it, nor cJr tl)ey be
ignored by effects that allowdice to be ignored.
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Cnsetunr Canos
'Cnax.acrsR SqaNow Canps
'I'he character standup cuds sere the sme purpoie

x the punchboard staldups includeti in the Core

Product. I hese standups may be ort and folJed along

the indicated liues and inserted into the plastic b*es
iacluded in the core prodlc! the tension created by
the lblded cardstock should help the standup stayin
place. AJternately, Lhe stanJup can be folded. cut, and

glued onto cardboard cut io til, \v*ich can rhen also

be inserted hto the plmtic bares included in the coie

Criatue cards put all the iaformatior a CM needs
to ruoage (eatures during Jn encounter nght it his
fingcnip;. A futl aoatomy diagrm lbr creaturc cards
can be l'ound on pag e 7 of The Creatve Gllde. Because
ofspae limit;tions, r iiJI diagranr caurot be included
in this producq the less-intuitive poltions ofthe card
are sumarize,l belou,

* The creature's threaf rating &ay be found ia the
top l(fi jomer.

* The oeature's woud thresholl may tre found irr
the top righi comer.

+ Tiris symboi Q muk Lhe crerture , damnge riting.

* f his slmbol $ marl: tlre crerhre s soa-k value-

* Thr.ymbo) $marks the crearure's defence value.

+ Thr creature's default stance may br fomd orr

the left hmd slde ofthe r-ard, printed on a qtnbol
thalreeembies a stmce meterpiece.

* The actloa card icone oa the right-hand side of
the cud ue sugge.Uon\ for.rction( lo sclelt to

rurthu cu:lomize the irearurc.

Srr IcoN
The eards included in this erpansion
are notedwith a special set icon. This
allows you to tluickly identify the
suppl€ment matedals r&en sorting
ad&ng, or removing cuds from your
game el?erignce.

LJsnlc tns ElsaNstoN
Ths expruion is best sed in conjunction with
the 14 irds ry Magir, The Crcature GuiL)e, xd Hero's

Cai i supi.icments fo r Wsrhamtner Faqta,y Roteptay,

;ilthough oilly the Core Protluct is requiroa.

The cards in this set can simplybe added to the
collection ofcreature, action, and lotation cards
available and used in lhc rame mmner a< other
cr(alurc, aclionr or iocaLion iarJs.
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tir,l!,tf yen.!-s$e!:!
S.6bri:iainhairhd:

3J.e.iirot,redqcqqit{&'
deak iioihdc,dtuifl yidi$i

raest is aeah aiir,:i:ni;iii{,i
target, your bletoilboilii&i?
mayplace a nirmlkii
tLis card equalrd itidntti
may thenmake a Weapon
Is noted above to seek veri

< i.,u hit yourloe for rl dr,rag" in tl,e- :::: e ol vengea ncel
{{{.\\ above, and ) ou may discnrcl an}.::rber oi recharge tokens frorn this action.
^'.1_ P).h l^L^- tr:^.-- r reach_ token discarde.l in trus wrn yo.r-;

-=1 
damage and sufl'er 1 fatigue 1.'i

target

mayimlBed

may place 2 recharge tokens on this card. 
..

Ifyou do, you gain +1 soak and reduce the
amount oifitigue andlor stress inflicted
by 1. You also ignore the rninimum wound

ffect: \{hel you suffer any e$eci that
damage, fatigue, andfor stress, You

It rule for this ellect (you may reduce

damage to 0)

1{ As above, and all aliies w'ithin medium

range of you may immediately perf orm ! : ril

free manoeuvre ,. i..:'

ta Add 1'rer:lrarge iolstr r:tt.$$rieiliit

I All allies within close range ofyou gain

*tiai-',::,::: :. .::r::iiillr,i!**f*W
At1\'hjle this action ;r r".hr.ging, yorJ

iq&laA *$iidi,lihjp ilii:iri'l:ri'r

,l| All atlies within medium range ol you

gain the Inspired condition I'irile this car{

is rr'ch.rrging

tierence is reduced by I

llvigorated condition while this card is



Sailing 
.vexels 

mast, by necesstty,

h aw a b ew il de r ing c o nlu s ia tx ol
r,tpes, lines, and corcls to matage
thek sails. ltr additiafi to the ropes
netessary for the ntanipulatrcn oJ the

' 
spils,heavy guy lines run from ihe. .

Ac6k,to the ffiast. Thehi.ghtensian
of tltese lines helpskeep the mas.t
apyiglit, and also provides nimble
suilors a routeup tht must to help
ffit ifitain the rigging. 

r

Any eharacter that tloes not have ' .

irt least 2 Rar:ks oftraining in
Coordination suffers 1 additisil?rl
fatigue when perform i ng
riianoeu res while wiihin. the
:&,igging. Such a charicter suferg- :

2 f'rtigue when performing a t 
..

physilal4ction. " 
.

Ui

The main desk oJ a uessel is generallT
lhe top derk, apen ta the sea air aail
om oJ the few places nboa,,l a ship
wherg lightj {iitl afld. room to staid
are plentilul.

Priesrs oIi\lenrnn have their
equilibrium score incrcased by l.

Lrndlubbers rnust prss arr Average
(2d) Resilience (To) check t he
first time they set foot on deck
during r given voyrge or become
seasick. Seasiclness counts as I

stress and I frtigue thrt cannotbe
reiovered whi.le at sea- . i

**Man overboard!. : "

Ships must be made watertight ar
the1, mal sink. Regrtttably, this

fiea.ns thc* the area below deck rs

rramped, dn.k, and oJten both dank

and Joul-smelling.

The irea Below Deck is extre'meiy
eramped. No engagement
Below Deck mry be Iarger than

3 characters. Anytime a fourth
character attempts to join the
engagement, he murt makc an

Average (2d) Athletics (St)
or Coordination (ng) check.
Success means he joins the
edgagement and chooses 1 oiher
gharicter in the engagement to . 

' 
;

become disengageJ and moved out
to close range. Failure means he is

pushed back out to closc range and
suflers I wound.

', . j: ::\t. :'

Thc cry ol "man owrboard!" is

fcared and hatetl by all seanen in tht
.OldWorld. Few snilors ttn swiet,
but.eyen thsse who can cannotltop.i
lo surviue long m the watcr. Worse
things than sharks lurl in the stas...

Unlcssyou spcnd a manoeuvre
'treading e'ater' each turn, all
actions Eaitri
liYtru slip under the churning ,

water and suffer i u.ound alrd I

fatigue

Your stf,nce becomcs neutral, rncl
you may not atlust yourstanee
ivhile Overboard. ..",

fr

it

Usually littlt ntore thdfl a Nooden
platJorm on tap oJ the mainmast, the
(tow s frcs! has a commanding rieu,
oJthe oceanJor lcagurt ororid. It ir,
hon'ever, rallter dangerous in rouph
seas. Tra di L ion alll', th e snallest
member oJ tht cre w is tht 

"lesignaLed
lookout.

AII C)b.ervation checLs gain:
A Add { [o the results pool

All physicrl actions gainr

*S. You {all. Mai<e a Hard (id}
Athtetics (st) chu**g;;-' ,

onto the rigging rnd stop your
plummet. Frilure means that vou
hit.the deck and su6'er 3 wounds.

The opuknct ofthese quarters is

in slark contrast to thc tramPea

gunderk whc,e mosl rrcw sleePs

b"nate scrollwork dectralrs the

cobincts aild sea chests that linc the

yt*lk, and abed - a gtnuinebed! '

- oteapiesthe.entre of the cabin'

fhe ren, rtall tven displays latge

w in dout s, lo o di ng the cabi* tP ith

suriight.

. Anyone who gets a fu11 night's rest

in ihe Captain's Qualtels recovers

a number ofwounds cqual to twicc

fri, iougrrt"t. t",ing, Ir addirioa,

he gains [P to the Resilience '

ihick to rdcover fiom a critical .

wound.

,LIul

S.pllQh |{you 1u{er'n worqds; fittg,u
ljr:S! .as, 

n reiu lt of tle.lli ggirins e$eii;
action immcdiately ,echa"ries. T'hi, ,.ii.n ,
does not reduce or affect any effect that
,l-.1-,-,^..-l^ ir .r : -

l{{,l{l5 sbsys, rnd while tlris card is
rerharging, ril enenries rvitlrin clore range
ofv.ou du ri r:g you r S rr rt of Trr rn ph ase
sutfer I stress

'deali wbu nds'direittyi ;nty. aaraoge-'l:l.t,iiiii
Effectr \Vhen you rLr[cr rny eft'ccr t hat
deals drrnrgc, latigue. and or strt'\s, ) ou
may place 2 recharge tokens on this card.
Ifyou do, you gain +l soak and rednce the
amount offatigue aud/or stress inflicted
by l. You also ignore the milimum woun<l

Add t ieiharge token to this card
C! Remove I recharge tcket from this card
*.While. this card is rcrharging, rll allies
w"rthin close rrnge ofyou di ririg you r Start
ol Trrr. ^l',.,, -,.d^- ,

res u,t r uic for th is e Rc c t ( you mry rcd uce
damrge to 0)

Special: Add I ro rhe check ifyou and.
youd,lli! e stil;e g9 t"oqlU 

"r.ai Aj a BLjj
foii r'i e ab oard ia sh i;r.r.:r :,;: l1t,lri,.1:ri;l,i
1{ Allallies within niedium range ofyou
gain the Inspired condition whiie this card
is recharging

phase su Ser r.lri;iie ii;i:1,-:1,:at rt tt;:11r,r:,



ialr This atrack uses "{gility inSiead
oiStrcrrgth lol borlr the rttack roll and
to calcul.rtc drrnrgc,lealt. In;ret>c []re
di.tliiultl nrodifrcr bv I ioreach in.rcmenl
of rJ ngq 1 ,1 i: a rc J wav front ihc tr rgc t

'i{ You hit lor normal dam:ge ancl move
to -:i{Jg. J 'r iiJ, Lire i.rrSrt. ilrrorir:a
intcrreniirg ohstacles or eiternics

'l{#11 As +bovc, and vour target gains the
Er.'prrse d conditjon rvhile th is action is
rech arqi ng

+1 {ritical
E Adcl I recharge token to this card
GSlrl-cr I tri,qu.

r:3-:*!**:$iq*.qw

iii If -u", ,." **gnged with an endmli

ignore tlre diflicultl' modifier o{this actiofl

d 1'ou lire f, spertral shot ill r-our ene my,

lrlri.ir pierces his i'ery sorll You hit the

t.rrgct lor norrnal d;rnree, ignorirlg lhe soait

valuc oivonr trrqet s Jlmour
.l{/,{4{ As abole, *l critical

Lthe ciher tu-o iace don'n again ::.::

a {gnore the tlrgel's Toughness ;rplainst

this ati:ck
QG Su$er 1 wound

up sujJ.rrly rnd rhrmhle ro 1 our targct,
taktng him b)' s urprisel You recover 2 stress, ?
fitigire, and a nurnberoIrrorm,r] norrrrdi until
your rotai riorrrrJ".rrc S ic.s thrrr your rrourrd

; trtrihen you use this action, yriu stand

tirreshold. Thil acticn begins rechrrging..,:::li
or not it is silccesslirl. This action:. :.'

harges tt the end ofthe encounter ' i.;J!

,l{ You hit the target for nornal rlrnagt:
d'j{t{ As ai:or.c, anil tire target gains the
ErpoleC eondition lbr 3 rounr{s

This action causes Fear 2
,ttilt +l iriiicrl

-1 damase

.ir.egular X effects

,,$t:rn .-. ,,

al; Reduce the dim.ultvrrral6"i
b1 I ifrrn.l.,r open sk1.. you rr.t). rJrgct as

rno!ctncnt ni:lnoerit rcs *hilc lhis action
is rech,iiging, ;ndsuiler NX to ;ill iciiotls
that t ould reasourbly be rlhcted bv a
raging u,lnri

d,l{,1{ As aLor,e, :n cl ail targets ru i}er 2 +
damage

li::l'::l::i:,'rr irn' up vrLrr\rro1 rrrr

U.l,',,,, 'r. " 
\ 11)o\r lLlrtJr'ri1ir ')l(J'

'r:1., i', r.t i, a;nage' i{noring the iargel's

sorh vallie

aarrtn. l';l :o' l'l'irragr'-l'riticrl'
,",'"rla','r, tt'*t'' 'r''k r:iu " 

rttJ 'n'ti

,i..,'l',iii4't' " 
r;tlrcr th'1rr'\tii'lr to

.i"i"r*in" a"nt"g" a"utt

,tr$ Remol'e I recharge token irom this caid

GQ tutlcr I 'tr"sr
*i t . *t,, lrtnsl \'ort 

"]1I ""ll::'1.::',:*;.
;:;:iJ;:i:;;;r'o"' tt'r' 'u'd 

bY sPe,ding

amJneuvcr(onlcPertutt:' .t '

,}i*

ilri*ii,"r'.u cali uPorr l'our drrk masic to

mrnv encmic< 15 you Irke u ith this spell,
although c.ich adrtirional target bcyorrd Lhe
fir,t adds I to ihe dice pool
{ \,,u.ulrrn,,l J rt,trti\ lcil]1c\t dirlrr
tir-,t.i. r'otl. rlt ta,:r I, rr.r ti111 !.,,1; 1.111q..
od their lcet. T he t;rgcts rnrl,roiper{irm

tr:ieoort t'ourselior your a11ies across vlst

,lista,t.cs. 
-tr'l is ilctiofi does l1lrt r'cllirgc

normally lnsiear'|, ar a nllnoe[vre IoLr ]nf,v

ix.ar.l t recharge toket i:rotrl this carrl to

move yortrselfor rl all)'engagerl rvith von

t0 in)'LoLllloil 'f,rll 
rrl Pl'1\'

,t{ You suecesslulll' east the speli

rcilr.rrgc Lt)kcnj on this carrl

d,l(4'l As above, lrut 4 rechrrge tckens : 
".

,$Elir Yalu nay ;lttcmf t to teleport enerltics

as u'eli. Each timc you do, you must prss an

,rppose,i Discipline (lVP) vs' Discipline

f il:tt) check l,r rr lLl',)r:..r'r t'rrtn!( d rI't m):

ir:ro,, f.t,t Lr,..hcill tlrc 'e' 
lirrg' lortn lrlJ

,,,.,,,.ra,,t r. Afr' '.r:ilCC

,npdAdd I recirargetokento this card . .,.,:.

GSufler Irtl.r.
CO I{cr,',,r. I r., Ir""B,e tokcn i,,,rrr rj:i,.rrcl

"&er;*rc {]aa*s
The ;lctioo iaidr ilciudcti in ilris scr rrr eaclt intendr:d
io represelt a spe.iJl sicD:rnrre abilitv ofeacir ilclndcd
clptail. Horrcr.et, rranl ot tltesc .rctiors could ersiil
I1,l.q.."' ^lur. . ,:r, .ir.. -r,r...\..r.,\\.1
ilrrentjon i[ ) oLt ]1onte ;ilnplign. 1 Lre snggcstcri

fnirirgs ai ilcti{It rircl aoil ca!_rrair;re llsled belor,:

* Captri!-iaego ll.rlll - Cafiair!'$ ll.cse6ce
* Ar.:nerssr Srltspite, Fysh Eite
* l ht Lloliler ,llcgos Conlure Winri Spirit /

Coniure Flame Spirit
* llcrl lirokl: (lnnr:i.!s.n - lilescapable Death
* l)rircclrellju,Al.ens;trgStriLe
* {-orni.NocLilus - }fansk]cati{ro
* iiioq;\nrtirorqr J\,{y Will Ee Done
* Sirrctch llail'-ll:arl - Ilalf-tlead
* \r'qr. r \l,rdL.\hot
4 'frrrJrck H.rclrir( , Ritter Teoacity

ffim;;tini' u"' I nt''lli gence

i,lu"rJ 
",' 

i g"' t't for tlre clrectri' You mry

1.,=*" in.'i, *'"", l':: j iiiliilfJ)^,,,,*
a.tion h1 s lo ignore the Unrcr

I Yoq,may lot act on the topmost NFC .. ,,:,t.

initirtiye markcr n(\t turn, urrless rt i: lhe
only initirrivc mrrker, in arllitiorr ro the

i-.f ara Turn three ollhe target's rvound.ards':

--j t porerrt i.il l) i lrrlu J r rt9,.irr; rr oirl'J cards

?' surlered Js.t result oItlris.ction) frcc up,

clioose one to apply as a critical, and iurn :

Special: Rcduce rhe.[it]icu lty rnodi6er
b1. I ifthere are atyllndettd alliesu,ithit
c1o,se range

-l- F fl eci: \ ,r.t , ntlt. t r ,,u r ., il l on tol r 1,,) r l

1'-,',..t. \\rr.lJ tir,. :,riul i.,e:lr.,r3,rrg
rL .: l'.1\ \lcr'Ji r!tJr:o!u\i I .,t,cL Ici. lui.n€*t, 

..'' ""'/ rl'!rrusrrrdrtvsu!r. lr,lrrePe1 t

Lif to ;ruse ;r aily rr.ithin nrcdirLm range to
,i! f aLiorm tr nanoeurre daliour ChOiCC; out rllorcc

, and each ally within medium



i$i6rd|l#.*siliii .jbl !.htth;ikYqni
n&,easg:tlla:t{-1&i!ri* nodi6et of thi

i!:t1s4,byr,..to-iSili:j:€rlit.u,.*l:li*l.c{.iti9g
ofyour u'eapon ' :"

.l| You quickly draw and fire at the enemy's
most vulnerable area. }bu hit lbr -l damage,
ignoring the tJrget s soak valuc

d,l{ As abor.e, but +2 damage instead
,11,!{,l{ As above, but +5 damage instead

+1 critical.i:i',rill::,t:,:

Special: When you use this action, you
stand up suddenly and shamtrle to your
target, taking him by surprise! You recover .

I stress, I latigue, rnd a numl'er oInormrl
wounds until yoi:r total wounds are 4 less
than your wound threshold. This action
begins recharging whether or not it is
successful. T'his action recharges at the end
ofthe encounter
llYou hit the target for +2 drrnage.
{1,il,t| As above. +l critical

T

{

r*t T'his action causes Fear 2
,trtlt +1 Critical

Cnrarunr Cenos
Creature cards put all the intbrrnation a GN{ needs

to maooge creatures during an encoutrter right at his
fingcrtips. A 6rlJ anr(orny rliaqrarn Jor creahrrc carJs

car be lbund on page 7 of Tlze {'.reahce Gside. Because

ofspace limitations, a fuIl diagran caurot be included
in this product; the less-intuitive portions ofthe card

are smrnarized below;

f 'fire creature's threat rating may be found ia the

top left aomer.

* The creature's wouod threshold may be found ia
thetoprrghr co'ner.

* This slrrbol $ marks the crerture's damage raung.

* This synbol $ marks the creahrre's soak value.

* Tlis symbol $$marLe the qeature's defencevalue.

* The creature'sdefaultstaocenraybu tourr,l or,

the leh hmd rrde ofthe c*d. prrnteJ on a syrnbol
that r(.cerrbiei .L \ter(c mcter Ficcc.

* The action card icons on the right-hand slde ol
tLe card are suggestions lbr actions to seiect to

rirrther.rhromile Ilre,:reriurc.

ignore the difficulty mlii6er of this
'l{.Yorr fire a rpectral shot:t your enem;,
which pierces his verysoull you hit the
trrge t for normal da n: rge, ignori ng t he soak
\ J l ue ot your ta rgct s J rmou r

'i{,tl,ll As rbore, +2 dJrnJge
,itlr Turn three o[the target s wound carcls
(polentially i ncl udr ng any wou nd ca rds

trered as a resuit ofthis acuon) face up,
oose one to applyas a critical, and tuiu
e other two face down again

*\neal 
additional,Jamage eguri to your

df,in*

*lscaltyino{lgerb:ll,fit,ea,qhrirlcreh;iedt,
of range you are amy from the target'

fdt' botltthr atiacL:ioll
l,lulielqulaJi dtrnageili-alt. {qci,ea!,P

4r l"ou hit for +1 damage and move
to engaged with the irrger, ignoring
intervening obstacles or enemies.

d,l{,lt A s above. +1 critical
rti +1 ctitical
f!rtt The target suffers wounds equal to the
number ofrJnse incremcnrs away from him:-
,ou were when you performed tlrrs action'

6 C You sufter fatigue equal to the number
ofrange incrernenis away from the target

/gu lrere lvhen you performed this action

Ifl.^.:.: I:" ."r r upoffiTffi
rcreporr enemies around the battlefi*.|,i

Ll:: r:":" o"',.,';;;;;;;;;ir,
ll.llirr rr.. _onn"rur" 1ou ,nry di.crr,l
.l 

reclrrrgc token from ,,,ir."rJ,o
tmmediately rrrove aI eflemv rrr
increrno,,." f-^* r '-/ to I range

];;:*,". r.* trin rrrr"nlp,irttion
'lrY,ou sucessfulty.".t th".i"tt. etr." frecharge tokens on this card

a;;l;l;"i, il+!;!iiiiij;..iiLr;i;,,t

::r'x 
You 

'rray telefort tou- socl;;;;;r,
allies as wcil

Suffer I fatigue

l9l: ","-*, (CM,s choice) within longrdngc telepo-rts to becomc immedi.itely 
o

engageduith 
1ou

Special: Reduce the ditficulty modifier b[ .

I jf within close range to an open flame Y-"

'll You suilrmoir a terrible 6re elicet thrt '

showers your enemies in flame. The tatget
(and a1i characters engaged with the target)
suffcrlnt.5damage
,tl.{ll As above, and a1l characters damaged

by Conjure Flame Spirit su$er 1 fatigue
each time you remove a recharge token
from this card

J The target suffers +l critical
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Fear 2, fleaal Earnest, Night
VisioD, Ethereal

Half-Real: !Vheteter Vangheist
is the target ofa norrrnagicai or
non-ciivine attack, he adds I to the
dice pool.

Training: 2 ranls trlinecl in
Raliistic Skili, lnrjDidate, StealtL,

& Weapon Skil1.

Earnest, Fear 2, Night Visior
ShadorMagic: Co!nt No.tjlus has

Channel Power and. gathers ntrLi uses

poweras awizard. lle has a.cess t0
all Darl il,logii spells.

Traiord: 3 13nks triinecl iD

Education, Ilagical Slght, Spellcrafi,
aad Weapon Skill.

ffi
ffi

5t 6'

: To,.6 tr

,49 1 ,

Int, * ril

WP i ifl
.

.i$€I 7 irl

Fear2, Night!-isionr
Regeneratioir

UnholyPnct: Each time Tordrek
spends rtleast 1 Erperlisejhe
tecovcrs 2 normalr.ounds.

Trainitrg: : ratlLs truined io
Baliistic Skill, Discipline, L)mrf
Engineering (lrora.13/ack Fi* Pasr),

Resilience, & \4reapon S[ili.

Dead Earre$t, Ferr 2, Night Vision
The Curse: Each tinre f, .hxricter
deais I(ing Amrnhotcp an): nunhef
of wounds, that character fi ust
inmcdiatcly tlip 1 of his ol,nvo{lds
over is r critical or, iiunable, sulier
I rcould.

Trained: 3 rrnks irained in Charn,
I)isciplioe, irltimidate, Lerdership,
and14leapor Skill.

wl"ry_, __..

l{aster gngineer: trVhen makiog

a Rang.,d -Altac[ nith his rnodilied
handgra. Erokk adds f![ and

removes I from the dice p,ool (to a

minimuo olf in the dice pool)

Training: 2 ra.ks trained in
Balli$ti. Skili, Resilience, & Dwarf
Engineering (l'rom -tslccl Fire Pass).

Blessed ofManann: 2 rarks
trained ir Athletics, Ballistic
Skill, Coordinatiion, Folklore,
Resilience, Stealth, aud lVeapon
skill,
Daughter of Manaanr tr{henever
Aranessa is within sight oIa bod,v

ofwater, she giitrs E to rl] clrecks

I{een Sende$

l/erminous Retaeatl 0nce per
rouod, when a character engages

Stretch, he may irnmediately
periorm ? roovement rnanoeuYres.

Trairing: 2 r;rnks trained in
Bxllistic Skill, Coorditratioi, Cuiie,
Slulduggerv, & Stealth.

5r/

'Ic 6.
.1* i t

Int 5:
14rI,. 6'rir

fel -) I

Si 3 t.Ll

To1
A& 4'
Int ::ll

wP 6[i

ffi
,ffi

Lnproved Sorceryr 3 ranks
traintd in Education, Masical
Sight, and Spellcraft. I)oes not
oeed porver for spells, Can cast

spells vith lhe Bright, Celestidl,
and Gold Orrier traits.

Sword ofFiery Curses: The
Goldeir l{agus' ilaming sword
has Pierce 3 and Vicious.

trnt.. 5

l!rp. 6 iri

.set. 4 .

$

p*8rytffil' -:-ri-.'

Dragon-SpeakinS: Orce fel
encoutrter, Prince YteLliatr aan

direct a Flame Breath atlick at

n trrget *ithio loig rxnge .1s e

Training:3 ratrks lrained i!
Animrl Handling, Cootdinatior,
Discipline, Rid., & Weapon Slill.

;.iFei 4
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