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The Archer 

 

The Archer has a lifetime of developing eye-hand coordination to strike with tools that magnify strength 

and collapse distance. 

 
Inherent—Trick Shot 

 Choose Brawn, Cunning, or Daring as a trick shooting style with a bow and crossbow. If you are not 

shooting to injure, shoot as an attribute test instead—so you can spend Awesome Points to boost the 

roll. This kind of shooting can intimidate. Shooting to disarm has 12 difficulty, adjusted by the DM as 

needed. 

 
Limitation—Specialist 

 Seems like people want to take you into places with low ceilings, twisting corridors, forest canopy, 

deep water, and other inconvenient places. And they want to go when it is dark or foggy or raining or 

snowing. Also, they tend to assume you can’t take care of yourself in hand to hand. 

 

Signature Items: 2 quivers of arrows, fletching kit. Starting Coin: 3d10 silver. 

 

Available Talents 

 

 Custom Fletching.* Rested. By spending 10 minutes of work with a proper toolkit per arrow, you 

can customize your arrows to give you +1 to hit shooting. Each use of this talent works on up to 20 

arrows, given the time and equipment. 

 

 Long Shot.* Arena. Your range is +1 arena per Brawn rating, if you fire as a focus action and can 

arch the shot (no low ceilings or tree cover.) 

 

 Multiple Arrows.* Arena. You can fire 1 additional arrow per +2 Cunning at once when firing as a 

focus action. Each arrow after the first is -1 to hit. Roll one to-hit against all target ACs. The arrow 

targets must be within 2 meters of each other. Multiple arrows hitting one target each count as a 

separate attack to the one hit. 

o This talent can be improved so each arrow after the second is -1 to hit. 

 

 Rapid Shooting.* Arena. You can fire a bow (not a crossbow) more than once in the round by 

spending 1 Awesome Point for the second attack, 2 for the third attack, 3 for the fourth attack, and so 

on, up to 1 extra attack per Brawn rating—this takes a lot of strength. 

 

 Staves and Sticks. Constant. You can use a bow, crossbow, or arrow in hand to hand without 

damaging it. Shortbows, light crossbows, and arrows count as light weapons. Longbows count as 

reach weapons. Heavy crossbows count as heavy weapons. 

 


