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Character Name Training Limit AP Total : Assigned Affinities
Action Use Area Damage Details

Horns AT Reach 4 Stabbing Attack Elude with 3d12 | Devastating, Lightweight
Tail AT Reach 3 Bashing Attack Elude with 3d12 | Disarm, Inaccurate, Lightweight, Trip, Grab
Heavy Shield AT Reach 3 Bashing Attack Elude with 3d12 | Guard 2
Heavy Crossbow AT Target14 7 Stabbing Attack Elude with 3d12 | Demoralize, Load 3, Mechanical, Two-Handed
Skittish re Self After a creature moves within 1 range, move 1 space.
Horn Strike re Self After declaring an attack with Horns, gain +1 damage, Accurate, and Trauma on the attack.
Playful Strike tr Attack Elude with 3d12 | Cause Tier 1 Trauma.
Lunge tr Self 1 Movement: Gain +1 Reach on melee attacks for 1 round.
Fencer Stance st Self Have a Free Limb and < 3 Bulk worn armor to gain +1d12 on on and against physical attacks.
Lethal Accuracy +1 TA Self DL 6 on 2d12 | For 4 rounds, for each dice beyond the first that would succeed a physical attack, gain +1 damage.
Energy Vessel OB Self Can store 1 Energy. Store 1 with Daily Magics. Or Major Action to use 1 to heal 1 Energy.

Passive Effect

Use: Major: SP — Spell, TA — Talent | Minor: re — Reaction, st — Stance, tr — Trick | ag — Augment | Ob - Object

Details

Full-Blooded Your Tail gains Grab. Climbing does not cause Encumbered.

Tree Dweller Overgrowth does not cause Encumbered or Slowed.

Eclectic Gain +1 on Abilities Knowledge rolls.

Lightfooted Gain +1 on Jump rolls and +1 Movement Pool while Dashing or Running.

Extra Arms

Gain 2 arms.
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