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The Beastmaster 
 
The Beastmaster has a gift for communicating with animals, and securing their help. 
 
Inherent—Master of Beasts 
• You can communicate empathically with all animals and animalistic monsters. Also, you can exert a 

measure of control over any animal with equal to or fewer wounds than your Commitment bonus. In 
case of a conflict, both you and the animal test Commitment, you with your bonus and the animal 
with +1 per current Wound. If you win, it obeys you. 

 
Limitation—Awkward Words 
• You are spoiled by your ability to easily understand and communicate with animals. People, with 

their layered nuanced needs and communication methods, are too difficult—so few are worth the 
struggle to have clear communication, much less trust and friendship. 

 
Levels Starting Equipment Attribute +/- Experience 

1st   Trainer 
2nd  Whisperer 
3rd   Animal Friend 
4th   Wilder Ally 

Tough boots, skimpy clothing, 
sharp knives, jerky treats, sugar 
lumps. 
 
Starting Coin: 1d12 sp 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Animal Empathy. Constant ability. Upon seeing an animal, you can immediately tell its mood, the 

source of any distress or enthusiasm it is experiencing, what it wants, and its gender. In obscured, 
swift, indirect, or other difficult cases, an Awareness test may help uncover these facts. 

 
• Beastsight. Rested. You can settle into a trance as a focus action, then see through the eyes of one of 

your animal companions (or test Commitment difficulty 10 to see through a sympathetic animal that 
is not one of your companions.) This lasts as long as it needs to, up to when you rest again. Breaking 
contact (including if the animal dies) disorients you for one round, then you can act normally. 

 
• Companionship. Rested. You can have sympathetic, helpful animal companion(s) with wounds equal 

to or fewer than your Commitment bonus. You must be rested to gain a new companion. While they 
are sympathetic, helpful, and more clever than most of their kind, they will not react well to abuse or 
being exposed to extreme danger while you are safe (unless they volunteer.) Releasing an animal 
from service requires you to be with the animal. There are no hard feelings on the animal’s part when 
it is released from service. 

 
• Restful Company. Rested. Resting for at least 10 minutes with all your animal companions counts as 

being Rested, by activating this ability, once between periods of actual rest. 
 
• Vitality. Constant ability. You can borrow 1 Awesome Point from the DM per wound of animal 

companion in the same arena. When you gain more, the animal vitality is paid back first. 
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Alternative Adventuring Goals 
1. [Local ruler] is destroying the natural area where your animal friends live. Put a stop to it. 
2. Poachers have ruthlessly invaded an area under your protection. Discourage further incursions. 
3. An invading army is stripping your area of food and timber. Bring your troops to defend their homes. 
4. Your animal friends are remarkable thieves. Steal enough riches to set up a protected forest for them. 
5. You don’t need a poisoned dagger; a snake really looks like an accident. Be the best assassin. 
6. Since you were a child, you’ve dreamed of riding a companion griffon. Find one, befriend it, fly. 
7. From the sewers, you’ve become a masterful urban spy. Embarrass [powerful figure]’s spy network. 
8. An enclave of jealous elves have put a price on your head. They don’t own the forest. Prove it. 
9. You have honed your abilities so when you find the island of dinosaurs, you can rule there. 
10. Don’t let anyone find out you got rich by persuading sea creatures to loot shipwrecks for you. 


