
THE RANGER V1.0

 CHAOTIC
Free someone from literal or figurative bonds

 GOOD
Endanger yourself to combat a threat to the natural world

 NEUTRAL
Help an animal or spirit of the wild

 YAKSHA
When you undertake a perilous journey through wilderness, no 
matter what your job you succeed as though you had rolled a 
10+

 YAKSA
When you make camp choose 1:

• Do not spend a ration
• Spend one ration, but that counts as a personal feast

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

I have guided____________  before and they owe me for it.

____________ is a friend of nature, so I will be their friend as 
well.

 ____________ has no respect for nature, so I have no respect 
for them.

I do not think that __________ will ever be comfortable in the
wild.  But I owe them so I will protect them.

Animal Companion 
You have a supernatural connection with a loyal animal.  You can't talk to it per se but it 
always acts as you wish it to.  Name your animal companion.
Choose  a species:  gray wolf, snow leopard, Gobi bear, pallas cat, steppe eagle, snowy 
owl, long-eared jerboa, Mongolian gerbil, Takhi (wild horse), Siberian ibex
Choose a base:
 Ferocity +2, Cunning +1, Instinct +1, 1 armor
 Ferocity +2, Cunning +2, Instinct +1
 Ferocity +1, Cunning +2, Instinct +1, 1 armor
 Ferocity +3, Cunning +1, Instinct +2, 1 armor

Choose Strengths equal to ferocity:  Fast, Burly, Huge, Calm, Adaptable, Tireless, Quick 
Reflexes, Camouflage, Ferocious, Intimidating, Stealthy, _________

Your animal companion is trained to hunt humanoids.  Choose additional trainings equal 
to its cunning.:  Hunt, Search, Scout, Guard, Labor, Travel, Fight Monsters, Perform.

Choose a number of weaknesses equal to its instinct:  Flighty, Savage, Slow, Broken, 
Frightening, Forgetful, Lame.

Hunt and Track (WIS)
When you follow a trail of clues left behind by passing creatures, roll + WIS.  On a 7+ 
you follow the creature's trail until there is a significant change in its direction or mode of 
travel.  On a 10+ also choose 1
 Gain a useful bit of information about your quarry.  The GM will tell you what.
 Determine what caused the trail to end.

Called Shot
When you attack a defenseless or surprised target at range, you can choose to deal 
your damage or name your target and roll +DEX
 Head:  10+, as 7-9 but you also do damage.  7-9  They do nothing for a few moments
 Arms:  10+, as 7-9 but you also do damage.  7-9  They drop what they are holding
 Legs:  10+, as 7-9 but you also do damage.  7-9 they are hobbled and slow moving.

Command
When you work with your animal companion in something that it is trained in
 and you attack the same target, add its ferocity to your damage
 and you track, add its cunning to your roll
 and you take damage, add its armor to your armor
 and you Discern Realities, add its cunning to your roll
 and you Parlay, add its cunning to your roll
 and someone interferes with you, add its instinct to their roll.

 

Race/Background

Yaksha/Yaksa Names (gender neutral):  All-knowing, Sponteneous Success, Powerful 
Speech, Attainment, Lotus, Jewel, Steadfast, Great Value, Merit, Victory Banner, Gentle 
Voice
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Alignment/Drive

Eyes :  sharp, predatory, suspicious, cold, merry, deep, knowing
Clothing :  travel-stained, cloak, furs, embroidered
Hero Mark:  animal feature, animal face, colored skin, aura
Body :  strong, lithe, wild, sharp, nondescript



Your load is 9+STR.  You start with dungeon rations (ration, 5 uses, 1 weight) 
leather armor (worn, 1 armor, 1 weight), a bundle of arrows (3 ammo, 1 
weight), and a hunter's bow (near, far, 1 weight)

Choose your weapon:
 The family swords (close, 2 weight)
 Fighting spear (reach, 1 weight)
 Pair of Bagh Nakh (claws) (hand, messy, 0 weight)

Choose one:
 Adventuring gear (5 uses, 1 weight) and dungeon rations (5 uses, ration, 1 
weight)
 Adventuring gear (5 uses, 1 weight) and bundle of arrows (3 ammo, 1 
weight)
 Poultices and herbs (2 uses, slow, 1 weight), bandages (3 uses, slow, 0 
weight) and antitoxin (1 use, 0 weight)

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

 ONE FOOT IN EACH WORLD
One of your parents was Yaksha, and the other Yaksa.  You have spent time 
in each culture and are familiar with the ways of both.  Whichever racial 
starting move you took, you may take the other one.  You may take this 
move only if it is your first advancement.

 WILD EMPATHY
You can speak with and understand animals.

 FAMILIAR PREY
When you Spout Lore about a monster, use WIS instead of INT.

 VIPER'S STRIKE
When you strike an enemy with two weapons at once, add an extra +1d4 
damage to your off-hand strike.

 CAMOUFLAGE
When you keep still in natural surroundings enemies never spot you until 
you make a movement.

 MAN'S BEST FRIEND
When you allow your animal companion to take a blow that was meant for 
you the damage is negated and your animal companion's ferocity drops to 0.  
If it is already 0 you can't use this ability.  When you have a few hours of rest
with your animal companion, its ferocity returns to normal

 BLOT OUT THE SUN 
When you volley, you may spend extra ammo before rolling.  For each point 
of ammo spent you may choose an extra target.  Roll once and apply the 
damage to each.

 WELL-TRAINED
Choose an additional training for your animal companion.

 GOD AMIDST THE WASTES
Dedicate yourself to Aranyani (goddess of the forest and animals).  You gain
the commune and cast a spell cleric moves.  When you select this move treat 
yourself as a cleric of level 1 for the purpose of learning spells.  Every time 
you gain a level thereafter, increase your effective cleric level by 1.

 FOLLOW ME
When you undertake a perilous journey you can take two roles.  You roll 
separately for each.

 A SAFE PLACE
When you set watch for the night, everyone takes +1 to Take Watch

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

 WILD SPEECH
(Requires Wild Empathy)
You can understand the speech of any non-magical, non-planar living 
creature.

 HUNTER'S PREY
(Replaces Familiar Prey)
When you Spout Lore about a monster use your WIS instead of INT.  On a 
12+ in addition to the normal effects you get to ask the GM any one question
about the subject.

 VIPER'S FANGS
Advanced Move text.
When you strike the enemy with two weapons at once, ad an extra +1d8 to
your offhand strike

 VRITRA'S BELLY
When you know your target's weakest point, your arrows have 2 piercing

 STRIDER
(Replaces Follow Me)
When you undertake a perilous journey you can take two roles.  Roll twice
and take the better of the two rolls for both roles.

 A SAFER PLACE
(Replaces A Safe Place)
When you set watch for the night everyone takes +1 to Take Watch.  After a
night in camp when you set watch, everyone takes +1 Forward.

 OBSERVANT
When you hunt and track, on a hit you may also ask one question about the 
creature you are tracking from the Discern Realities list for free

 SPECIAL TRICK
Choose one move from another class.  As long as you are working with your 
animal companion you gain that move.

 UNNATURAL ALLY
Your animal companion is granted a hero mark.  Give it +2 Ferocity, +1 
Instinct, and 1 new training.  Choose 1 of the following:  unusual size, 
unusual color, glowing eyes, bejeweled, aura

 


