
NAME    RANK  HUNTER 
 

DESCRIPTION  BACKGROUND 

   

   

   

   

  HOOK: 

  FLAW: 

 

STR  DEX  INT  PRE  FOR  REFLEXES 
(DEX + INT) × ½ 

           
LIFTING, PUSHING, 

& CARRYING 
 AGILITY, BALANCE, 

& JUMPING 
 PERCEPTION, MEMORY, 

& CONCEALMENT 
 MAGIC, CHARM, BLUFF, 

& INTIMIDATION 
 RESIST FATIGUE, POISON, 

& DISEASE 
 DODGING, STEALTH, 

& INITIATIVE 

PRIMARY 
ATTACK 

 SECONDARY 
ATTACK 

 PASSIVE 
DEFENSE 

 ACTION 
POINTS 

 MASTERY 
POINTS 

 HIT 
POINTS 

      [      ]  [      ]  [      ] 
STR OR DEX PLUS 

WEAPON MODIFIERS 
 STR OR DEX PLUS 

WEAPON MODIFIERS 
 FOR PLUS ARMOR 

MODIFIERS 
 APS = 1 + ¼ DEX 

ROUNDED DOWN 
 INT PLUS RANK 

MODIFIERS 
 FOR PLUS RANK 

MODIFIERS 
 

ABILITIES 
ABILITIES  AIMED SHOT 

1ST TRACKING 

  

 POISON COLLECTOR* 1 MP 

2ND RAPID FIRE* 1 MP 

  

 CALLED SHOT 1 MP 

3RD ZEN SHOT  

  

 POISON MASTER* 2 MP 

4TH PERFECT SHOT* 2 MP 

  

*ABILITY HAS A COOLDOWN AND CANNOT 
BE USED AGAIN UNTIL A TURN HAS PASSED 

INCREASING RANK 
ABILITIES EACH RANK ABOVE 1ST 
• +6D ALLOCATED TO STATS 
• EITHER +1 HP AND +2 MP 

OR +2 HP AND +1 MP 
• GAIN ALL THE LISTED ABILITIES FOR 

THE NEW RANK 
• CHOOSE ONE ELECTIVE ABILITY 

• CHOOSE ONE NEW SKILL OR TRAIT 

 

 
SKILLS & TRAITS 

 SIMPLE WEAPONS 

MELEE WEAPONS 

 LIGHT  HEAVY  DUAL 

ARMOR 

 LIGHT  MEDIUM 

 BOWS  NETS 

 ANIMAL/PLANT KNOWLEDGE 

 MONSTER KNOWLEDGE 

 ANIMAL HANDLING 

 UNDEAD/DEMON KNOWLEDGE 

 

 

 

 

 

LANGUAGES KNOWN 

 COMMON  RUNIC 

 ANGELIC  DRACONIC 

 CHTHONIC  SYLVAN 

CHOOSE ONE OF THE SKILLS MARKED  
PLUS TWO BACKGROUND SKILLS OR TRAITS  

 
HUNTER'S SENSES 
Hunters are trained to be masters of ranged combat, making 
them experts at hunting animals, monsters, and humans. 
Hunters have advantage for all perception rolls. 

Animal handling allows you to make PRE vs. PRE rolls to calm, 
intimidate, trick, or control animals with a major action, or to 
train them outside combat. 

 

WEAPONS ATTACK 

  

  

  

  

 

EQUIPMENT 

  

  

  

  

  

  

  

CHOOSE ANY STANDARD WEAPONS, ARMOR, OR 
OTHER EQUIPMENT YOU ARE TRAINED TO USE 

 



 

HUNTER ABILITIES 
 

RANK ONE 
[TRACKER] 

AIMED SHOT (MINOR) 

Your ranged weapon shots are automatically considered to be aimed 
without using an action to aim. However, if you do use a minor action 
to aim, the attack is advantaged. This can be applied to ranged 
weapon attacks that use another ability as well. 

 

TRACKING 

You have a perfect sense of direction and can notice details about 
your environment that others cannot. This gives you the ability to 
track humans, animals, and monsters with a perception roll, even days 
after they have passed by. The GM should also give you a chance to 
notice the signs that a particular type of monster is nearby, even if you 
aren’t looking for it. In combat, if you are behind cover, your defense 
against ranged attacks (including spells), is automatically advantaged. 
This cannot be done on a turn in which you are engaged in melee 
combat in any way (making ranged attacks is fine, however). 

 

ELECTIVE:  

 

 

 

 

 

Rank one Warrior, Rogue, Monk, Druid, or Alchemist abilities only. 
 
 

RANK TWO 
[SCOUT] 

POISON COLLECTOR (MINOR) 1 MP, COOLDOWN 

You know how to collect poisons from various monsters and always 
keep some available. With a minor action, you can poison any sharp 
weapon you hold. The next attack you make with that weapon (that 
hits) automatically causes an additional poison attack (see the 
monster ability: Poison). This poison attack is an INT vs. FOR roll, 
except that your roll is advantaged. If you do not make an attack 
during the encounter, the poison wears off. Poisoning someone else’s 
weapon takes a major action for both you and them. Your work 
collecting poisons has also made you resistant to them; your FOR rolls 
when resisting poisons are advantaged. 

 

RAPID FIRE (MINOR) 1 MP, COOLDOWN 

For your entire turn, any ranged attack you make is a minor action 
instead of a major action. In addition, even when not using this ability, 
reloading a bow or firearm (but not other ranged weapons) is a free 
action for you. 

 

ELECTIVE:  

 

 

 

 

 

Rank one Warrior, Rogue, Monk, Druid, or Alchemist abilities only. 
 

 
RANK THREE 
[RANGER] 

CALLED SHOT (MAJOR) 1 MP 

Make an attack with a ranged weapon, but the defense roll is 
disadvantaged. Alternatively, you could make the attack do something 
crazy (bounce off a wall, make a target drop their weapon, cut a 
necklace clasp, activate a switch, etc.). The attack can still do damage 
to the target if that makes sense. You can also use this ability as an 
interrupt action to shoot down another ranged weapon attack, even if 
it is targeted against someone else. In this case, your roll is an active 
defense against the attack (and the attack roll is disadvantaged). 

 

ZEN SHOT  

Any ranged weapon attack you make is never penalized for poor 
visibility (not even complete darkness), as long as you can make a 
perception roll against your target’s stealth roll. In addition, all your 
ranged weapon attacks have double the normal range and no longer 
provoke an opportunity attack from nearby enemies. 

 

ELECTIVE:  

 

 

 

 

 

Rank one or two Warrior, Rogue, Monk, Druid, or Alchemist abilities only. 
 
 

RANK FOUR 
[WARDEN] 

POISON MASTER (MINOR) 2 MP, COOLDOWN 

You have collected some exotic poisons from a variety of rare 
monsters. This works like the Poison Collector ability (and shares the 
same cooldown), except that instead of doing damage, the effect is 
like a non-damaging ability, from any class, that would make sense as 
a poison. The abilities Illusions, Curse, Fear, and Dominate all work, 
but anything the player can come up with that makes sense to the GM 
can be used instead (blinding the target, for example). If desired, you 
can just use this ability just like the Poison Collector ability, but the 
poison is paralytic. You are now immune to poisons of all kinds. 

 

PERFECT SHOT 2 MP, COOLDOWN 

Any single roll (or re-roll) made with a ranged weapon is automatically 
the maximum amount the die can roll. Normally, this can only be done 
with attack rolls, unless the Called Shot ability is being used to shoot 
down an attack. This ability can be activated at any time with a free 
action, and can be used simultaneously with Called Shot. 

 

ELECTIVE:  

 

 

 

 

 

Rank one or two Warrior, Rogue, Monk, Druid, or Alchemist abilities only. 
  


