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 GOOD
Help something or someone grow

 CHAOTIC
Destroy a symbol of civilization.

 NEUTRAL
Eliminate and unnatural menace

 YAKSHA
When you Defy Danger from something related to your 
religious expertise, you take +1.

 YAKSA
When you use your Divine Ward on someone else, you also take 
+1 armor forward

 VANYARA
You may choose an additional land from the Vanyara, Yaksha, 
or Yaksa lists.

Fill in the names of your companions in at least one:

____________ smells like prey

Great danger follows ____________ 

____________  has tasted my blood.  I must taste theirs in 
turn.

I have shown ____________ a great secret of the land.

Born of the Soil 
Choose one of the following – it is the land to which you are attuned.  When shapeshifting
you may take the shape of any animal which might live in your land.

Yaksha:  Glacier, Snow, or Mountains
Yaksa:  Hills, Mountains, Barrens, Badlands
Vanyara:  Vanyara forest, river

Choose a tell – a physical attribute that marks you as born of the soil and reflects the spirit 
of your land.  It may be an animal feature, or something more general like hair made of 
leaves.  Your tell remains no matter what your form

By Nature Sustained
You don't need to eat or drink.  If a move tells you to mark off a ration, just ignore it.

Spirit Tongue
You can understand the tongue of any animal native to your land.

Shapeshifter
When you call upon the spirits to change your shape roll +WIS.  On a 10+ Hold 3.  On a 
7-9 Hold 1.  On a miss Hold 1 in addition to whatever the GM says.

You may take on the physical form of any animal of your land:  you and your possessions 
meld into a perfect copy of its form.  You have any innate abilities and weaknesses of the 
form:  claws, wings, gills, etc.  You still use your normal stats but some moves will be 
harder to trigger- a pallas cat will have a hard time battling an ogre.  The GM will also tell 
you one or more moves associated with that form.  Spend 1 hold to make that move.  Once
you are out of hold you revert to your original form.  At any time you may spend your 
hold and revert to your natural form

 

Race/Background

Human Names (male):  Ovi, Aked, Abir, Sujan, Parvaz, Tanvir, Masud, Ashik, Kamir
Human Names (female):  Moddhu, Jomo, Shuli, Nisita, Hasina, Nahar, Sajin, Kanta
Guhyaki Names (male):  Rash, Ghopal, Hemal, Jai, Jas, Narax, Dorji, Kencho, Kini
Guhyaki Names (female):  Any male name with “Tai” prefix, Khawae, Sabitri, Chuke
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Alignment/Drive

Eyes:  all-seeing, wise, wild, haunting, stony, calm, crazy
Hair:  messy, braided, scalplock,, turban, furry hood
Hero Mark:  colored skin, aura, birthmark, animal mannerism
Clothing:  layers of furs, hides, ceremonial, minimal, dhoti



Your load is 4+STR.  You start with some token of your land.  Describe it (0 
weight) Choose your defenses:
 Hide armor (1 armor, worn, 1 weight)
 Wooden shield (+1 armor, 1 weight)
Choose your weapon
 Muchan (wooden dagger) (hand, 1 weight)
 Otta (stick) (close, 2 weight)
 Shariravadi (spear staff) (reach, 2 hnd, 1 weight)

Choose 1:
 Adventuring gear (5 uses, 1 weight)
 Poultices and herbs (2 uses, slow, 1 weight
 Pipeleaf (6 uses, 0 weight)

When you gain a level from 2-5, choose from these moves.

 HUNTER'S BROTHER
Choose 1 move from the Ranger class list. 

 RED OF TOOTH AND CLAW
When you are in appropriate animal form, increase damage to 1d8

 COMMUNION OF WHISPERS
When you spend time in a place, making note of the resident spirits and 
calling on the spirits of the land, roll +WIS.  You will be granted a vision 
of significance to you, your allies, and the spirits around you.  On a 10+ the 
vision will be clear and helpful to you.  On a 7-9 the vision is unclear, 
murky, or confusing.  On a miss the vision is unsettling or disturbing, and 
you take -1 forward.

 BARKSKIN
As long as your feet touch the ground, you have +1 armor

 EYES OF THE TIGER
When you mark an animal (with mud, dirt, blood, etc.) you can see through
that animal's eyes, no matter what distance separates you.  Only one animal 
at a time may be marked in this way.

 SHED
When you take damage while shapeshifted, you may choose to revert to 
your natural form and negate the damage.

 THING TALKER
You see the spirits of the sand, the sea, and the stone.  You may now apply 
your spirit tongue, shapeshifting, and studied essence to inanimate natural 
objects of your land, as well as animals.  Thing Talker forms can be exact 
copies or can be mobile, vaguely humanoid shaped entities.

 FORMCRAFTER
When you shapeshift choose a stat:  you take +1 ongoing to that stat while 
shifted.  The GM will also choose a stat.  You take -1 ongoing to rolls using 
that stat while shapeshifted.

 ELEMENTAL MASTERY
When you call on the primal spirits of fire, water, earth, or air to 
perform a task for you roll +WIS.  On a 10+ choose 2.  On a 7-9 choose 1.  
On a miss some catastrophe occurs because of your calling.

• The effect you desire comes to pass
• You avoid paying nature's price
• You retain control

 BALANCE
When you deal damage take 1 Balance.  When you touch someone and 
channel the spirits of life you may spend balance.  For each balance spent 
heal 1d4 damage.

When you gain a level from 6-10, choose from these moves or the level 2-
5 moves.

 EMBRACING NO FORM
When you shapeshift roll 1d4 and add the total to your hold.

 DOPPLEGANGER'S DANCE
You are able to study the essence of specific individuals to take their exact 
form, including humanoids.  Suppressing your tell is possible, but if you do 
take -1 ongoing until you return to your true form.

 BLOOD AND THUNDER
(Replaces:  Red of Tooth and Claw)
When you are in an appropriate animal form (something dangerous) increase
your damage to d10.

 DRUID SLEEP
When you take this move, the next opportunity that you have safety and time
to spend in an appropriate location, you may attune yourself to a new land.  
This effect occurs only once and the GM will tell you how long it will take 
and what cost you must pay.  From then on you are considered to be attuned 
to both lands.

 WEATHER WEAVER
When you are under the open skies when the sun rises the GM will ask you 
what the weather will be that day.  Tell them whatever you like, it comes to 
pass.

 WORLD TALKER
(Replaces:  Thing Talker)
You may now apply your spirit tongue, shapeshifter, and studied essence to 
pure elements – fire, water, air, and earth.

 FORMSHAPER
You may increase your armor by one or your damage by 1d4 when you 
shapeshift.  Choose one when you shapeshift.

 HEALTHY DISTRUST
Whenever any magic wielded by mortals causes you to Defy Danger you 
may treat any result of 6- as a 7-9.

 CHIMERA
When you shapeshift you may create a merged form of three different 
shapes.  Each feature will grant you a separate move to make.  Your chimera 
follows the same rules as shapeshifter otherwise.

 STALKER'S SISTER
Choose one move from the ranger skill class list.

 


