ARCHER

Karma Ritual: An Archer spends the first several minutes of the ritual oiling and stringing his bow. The Archer then meditates with the bow in front of him and all of his arrows fanned out beside him on the ground. At the end of the ritual, the Archer fires three arrows at a target, forming a rough triangle no more than a foot wide, then firing a fourth arrow into the center of the triangle. The ritual is complete as soon as the arrow strikes its target.

FIRST CIRCLE

AVOID BLOW

Step: Rank + Dexterity Step

Action: No

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Thief, Troubadour, Warrior

The Avoid Blow talent allows a character to dodge blows directed at him in combat at the last minute. Any time an opponent attacks a character with the Avoid Blow talent, the attacked individual makes an Avoid Blow Test to dodge the blow before it causes damage. If he rolls a result equal to or higher than that of the opponent's Attack Test, the target avoids the blow. This means that he or she saw the attack coming and dodged out of the way at the last minute. Your character cannot use the Avoid Blow Talent to dodge blind-side attacks, however. Avoid Blow can only be used once per Combat Round. A character who attempts and fails to use Avoid Blow is knocked down, whether or not the blow would normally have done so (See Make Knockdown Test in Combat.). Avoid Blow can be used in the same round as an Attack Test.

Poorht, windling Thief, has a Physical Defense Rating of 8. The jehuthra attacking him rolls a 12 on the Attack Test, which is higher than Poorht's Physical Defense of 8. The blow would normally have landed, but Poorht sees it coming and decides to use his Avoid Blow talent. He rolls a 12, just enough for Poorht to dodge and take no damage.

DIRECTION ARROW

Step: Rank + Perception Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 4

Discipline Talent: Archer

Using the Direction Arrow talent, a character can locate another character or an object. The character must first possess a piece of clothing or a piece of wall from a building or something else directly connected to the person or object he seeks. The character fires an arrow straight up into the air. The arrow rises to its full height, then plummets to the earth. When it hits the ground, it shatters and sparks into an flaming arrow 1 yard long. The character makes a Direction Arrow Test against the Spell Defense of the person or object being sought. If the test succeeds, the arrow points in the right direction. Each success level beyond Average reduces the amount of Strain the character takes when using this talent. For example, a Good success reduces the Strain to 3 points, an Excellent success reduces the Strain to 2 points, and so on.

The person or object must be within a number of miles equal to the character's rank in Direction Arrow for the talent to work. Thus, a character with Rank 4 Direction Arrow could look for a person who is up to 4 miles away.

KARMA RITUAL

Step: Rank

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

All Disciplines have a Karma Ritual (see descriptions of individual Disciplines). Each ritual takes 30 minutes to perform, and can only be performed once per day. Each time your character performs the ritual, he or she can purchase a number of Karma Points equal to his or her rank in Karma Ritual. See Creating A Character, p. 53, ED, and Building Your Legend, p. 222, ED, for more on purchasing Karma Points.

MISSILE WEAPONS

Step: Rank + Dexterity Step

Action: Yes

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Archer

A character uses the Missile Weapons talent to fire bows, crossbows, and other ranged weapons. The character makes a Missile Weapons Test against the Physical Defense of the target. If the result is equal to or higher than the target's Physical Defense, the attack hits. The Missile Weapons talent cannot be used with thrown weapons such as daggers and knives.

MYSTIC AIM

Step: Rank + Perception Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Archer

The Mystic Aim talent allows a character to draw a steady aim on a target when using a missile weapon. The character spends a round aiming at a target within line-of-sight. The character makes a Mystic Aim Test against the target's Spell Defense. If the test is successful, a small visible mark appears on the target and the character adds a bonus equal to his Mystic Aim Rank to his Missile Weapons step. This bonus lasts until the character fires his weapon or until the target moves out of line-of-sight.

The mark created on the target by Mystic Aim is unique to the character using the talent. The mark may appear as plain white dots or as a symbol from the character's town or village.

TRUE SHOT

Step: Rank + Dexterity Step

Action: Yes

Skill Use: No

Requires Karma: Yes
Strain: None

Discipline Talent: None

The True Shot talent allows a character to make a very accurate missile attack. The character makes an Attack Test using the True Shot step instead of the Missile Weapons step. The character must spend at least 1 Karma Point on the Attack Test, and may spend a total number of Karma Points equal to her rank in True Shot on the Attack Test. When using this talent, a character must continue to spend Karma Points, 1 at a time, until the Attack Test result is higher than the target's Physical Defense Rating, or until the character can spend no more points. Once the attack hits, the character cannot spend additional Karma Points to increase the success level of the test.

SECOND CIRCLE

DURABILITY

Step: Rank

Action: NA

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: None

Each rank of the Durability talent permanently increases a character's Death and Unconsciousness Ratings. The character's Discipline determines the amount of this increase. The list below gives each Discipline and the appropriate increase per Durability Rank listed as two numbers separated by a slash. The number to the left of the slash represents the increase to the character's Death Rating. The number to the right is the increase to the character's Unconsciousness Rating.

Discipline
Durability
Increase

Archer
6/5

List this talent on the character record sheet as "Discipline Name" Durability (i.e., Archer Durability, Sky Raider Durability, and so on).

SPRINT

Step: Rank

Action: No

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: None

The Sprint talent allows a character to temporarily increase his movement rate. Magic infuses the character with speed; each rank of Sprint increases the character's Full Movement by 20 yards per round, and his Combat Movement by 10 yards per round. The Sprint talent can be used in the same round as an Attack Test.

THROWING WEAPONS

Step: Rank + Dexterity Step

Action: Yes

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Thief

A character uses the Throwing Weapons talent to attack with rocks, daggers, spears, and other thrown weapons. The character makes a Throwing Weapons Test against the Physical Defense of the target. A successful test result means the attack hits the target.

THIRD CIRCLE

FLAME ARROW

Step: Rank + Willpower Step + 3

Action: No

Skill Use: No

Requires Karma: Yes
Strain: 2

Discipline Talent: Archer

The Flame Arrow talent allows a character to create a flaming arrow from a normal one, transforming his arrow into a missile of fire. This process destroys the arrow. Use the Flame Arrow step number when making the Damage Test for this talent. Add the Karma dice to the Damage Test.

WOUND BALANCE

Step: Rank + Strength Step

Action: No

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: None

The Wound Balance talent improves a character's ability to resist knockdown. The character uses the Wound Balance step in place of the Strength step when making a Knockdown Test after taking a Wound.

FOURTH CIRCLE
Karma: The Archer may use Karma Points for actions using Dexterity only. 

MELEE WEAPONS

Step: Rank + Dexterity Step

Action: Yes

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Sky Raider, Swordmaster, Warrior

A character uses the Melee Weapons talent to hit a target using a hand-held weapon. The character makes a Melee Weapons Test against the Physical Defense of the target. A successful test means the attack hits the target.

THREAD WEAVING (ARROW WEAVING)

Step: Rank + Perception Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: All

Characters use the Thread Weaving talent to create and weave magical threads. A character can only have a number of threads active equal to his Thread Weaving Rank. For example, a character with Rank 3 Thread Weaving could have 3 threads active at once. This limit does not apply to threads woven into spell patterns. See the Workings of Magic section, p. 136, ED, for more information about threads and spell patterns.

The Thread Weaving talent also gives characters a limited version of the Astral Sight talent (see p. 98, ED). The astral sight provided by Thread Weaving allows characters only enough vision to see threads and patterns. See the Workings of Magic section, p. 136, ED, for more information on threads, thread weaving, and True Patterns.

Using the Versatility talent, human characters may purchase ranks in Thread Weaving talents other than the one listed for their Discipline. These talent ranks cost the same as normal for Thread Weaving.

FIFTH CIRCLE

Physical Defense: Increase the Archer’s Physical Defense by 1. 

FIRST IMPRESSION

Step: Rank + Charisma Step

Action: Yes

Skill Use: Yes

Requires Karma: Yes
Strain: None

Discipline Talent: None

The First Impression talent helps a character to favorably impress characters he or she has just met. The character makes a First Impression Test against the target's Social Defense. A successful First Impression Test gains the character a bonus equal to his rank in First Impression for all Charisma Tests. For example, a character with Rank 3 First Impression adds a +3 step bonus to all Charisma Tests made against a favorably impressed character. The effects of First Impression last a number of days equal to the amount by which the First Impression Test exceeded the target's Social Defense. The First Impression talent may only be used once against any one character.

 

STOPPING AIM

Step: Rank + Charisma Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Archer

The Stopping Aim talent allows a character to stop an opponent dead in his tracks. This talent can only be used with a bow or crossbow. The character spends a round aiming at a target within line of sight. At the end of the round, the character makes a Stopping Aim Test against the target's Social Defense. A successful test makes a small mark appear on the target, and the target stops dead in his tracks for fear of being skewered by the arrow. The target remains transfixed until the Archer moves his aim or until the target makes a successful Willpower Test against the result of the Stopping Aim Test. The effect lasts for a number of rounds equal to the Stopping Aim result.

SIXTH CIRCLE

Karma: The Archer may use a Karma Point to increase the damage of any missile attack. 

Talents

BANK SHOT

Step: Rank + Dexterity Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Archer, Thief

The Bank Shot talent allows a character to ricochet missile and thrown weapons off obstacles on the way to their target. A character need not have line of sight to the target in the round during which he uses Bank Shot, but must have had line of sight to the target during his last action. The character points out the objects off which he intends to ricochet his shots, then uses his Bank Shot step to make the Attack Test. If successful, his shot makes a number of banks equals to the character's rank in Bank Shot. A failed Attack Test using Bank Shot means the missile flies completely off target. A bank shot destroys arrows and bolts used to make the shot. Though the bank shot nicks and scratches daggers and other throwing weapons, these remain usable. 

SPEAK LANGUAGE

Step: Rank + Perception Step

Action: Yes

Skill Use: No

Requires Karma: Yes
Strain: 1

Discipline Talent: Troubadour

The Speak Language talent allows a character to magically and permanently learn to speak a new language. Each rank of the talent allows the character to learn one new language. If the character has a rank of Speak Language available, he can the learn the new language. Once a rank is assigned to a language, it cannot be used to learn any other language. To learn a language, the character must hear 1 minute of conversation in the language. The character makes a Speak Language Test against the Difficulty Number shown below. (The Difficulty Numbers refer to the standard languages. Each racial language has many variations. If a character is attempting to learn a variation of a language, add +2 to the Difficulty Number.) A successful test means the character can now speak and understand the language. The player should record which languages his character speaks on the Character Record Sheet.

PRIVATE
Language
Difficulty
Number

Dwarven
5

Elvish (Sperethiel)
6

Human
6

Obsidimen
7

Ork 
6

Troll
6

T'skrang
7

Windling
7

When speaking or listening to the new language, the character makes a Speak Language Test to see how well he or she is communicating. The dice result determines the level of communication. Simple sentences or ideas, such as "Which way to the sheriff?" only require a result of 2. Normal conversation that includes idioms or jargon requires a result of 6. Technical conversations or other discussions filled with specialized jargon require a result of 10. Conversations about philosophical topics or other abstract ideas require a result of 13. One Speak Language Test allows the character to communicate for a number of minutes equal to his or her Speak Language rank.

SEVENTH CIRCLE

Initiative: Increase the Archer’s Initiative dice by one step. 

ANTICIPATE BLOW

Step: Rank + Perception Step

Action: No

Skill Use: Yes

Requires Karma: No
Strain: 1

Discipline Talent: Warrior

The Anticipate Blow talent allows a character to better defend against an incoming attack. The character must have a higher Initiative in order to use Anticipate Blow against an attacking opponent. A character may use Anticipate Blow in the same round that he makes an Attack Test, but not in the same round as Air Dance. Before making an Attack Test, the character makes an Anticipate Blow Test against the target's Spell Defense. If the test is successful, the character adds his talent rank to both his Physical Defense Rating and to the result of the Attack Test.

Taranya has Rank 3 Anticipate Blow Talent. Using the talent successfully adds +3 to her Physical Defense Rating for that round as well as +3 to the result of her Attack Test. Anticipate Blow allows her to add +3 to this result, increasing her chance of hitting her opponent. (See Combat.)  

CALL ARROW

Step: Rank + Perception Step

Action: Yes

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: Archer

The Call Arrow talent allows a character to retrieve fired arrows by spending 1 round to call back arrows he has fired. The talent works on any arrows the character fired that remain within 100 yards of him or her. The called arrows fly toward the character, tumbling and rotating into proper position, then drop into the quiver. Call Arrow only retrieves the arrows; the character cannot also tie or attach the called arrows to another object in an attempt to retrieve that object. Call Arrow also extracts arrows from targets and returns them to the character. To use this talent, the character makes a Call Arrow Test; the result is the maximum number of arrows returned. If the character fired fewer arrows than that number, he or she simply gets back all the arrows she fired. 

EIGHTH CIRCLE

Spell Defense: Increase the Archer’s Spell Defense by 1. 

CALLED SHOT

Step: Rank + Dexterity Step

Action: Yes

Skill Use: Yes

Requires Karma: No
Strain: 1

Discipline Talent: Archer, Swordmaster

A character can use the Called Shot talent to impress onlookers with a display of targeting accuracy. The character announces his attack aloud, naming his target and roughly where the shot will strike. The character makes a Called Shot Test instead of a standard Attack Test. A successful test means the shot hit in approximately the called spot. Opponents who see this display of skill are suitably impressed. A successful test affects a number of characters equal to the character's Called Shot talent, modifying the next test the onlookers make by -1 step. For example, if a character engaged in combat successfully calls a shot, the opponents preparing to attack his companions would make their next Attack Test at -1 step. The character using the talent chooses the characters to be affected. The affected characters must understand the language the character is speaking in order to be affected by a successful Called Shot. Called Shot can only impress opponents; the talent does not increase the damage from an attack.  

EAGLE EYE

Step: Rank + Perception

Action: No

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: Archer

A character uses the Eagle Eye talent to aim at distant targets. If the character makes a successful test against the Spell Defense of the target, Eagle Eye will enable him to fire at the target as if it were at close range, ignoring any range modifier penalties that would normally apply. Each use of the Eagle Eye talent lasts a number of rounds equal to the character's talent rank. The talent takes effect in the first round after the successful Eagle Eye Test. The Eagle Eye talent only gives a character a better chance of hitting a target; it does not actually increase the range of missile weapons.

NINTH CIRCLE
IMPRESSIVE SHOT

Step Number: Rank + Charisma

Action: No

Skill Use: No

Requires Karma: No
Strain: None

Discipline Talent: Archer, Troubadour

With Impressive Shot, a character makes opponents think twice about attacking him.  A player must announce during the Declare Actions segment of the Combat Round that his character is using the Impressive Shot talent.  The character uses this talent with either a Missile Weapons or Throwing Weapons Attack Test.  The attack must not harm an opponent, but is typically aimed to hit very close to the target, go through a target’s shirt sleeve, knock a mug from the target’s hand, or otherwise demonstrate the character’s ability with missile or throwing weapons.

After making the Attack Test, the character makes an Impressive Shot Test instead of the normal Damage Test and compares the success to the target’s Social Defense Rating.  On an Average success, the target suffers a modifier of -1 step to all tests for a number of rounds equal to the character's rank in Impressive Shot.  A Good success or better means the target will not act against the character using the talent unless attacked by the character or his allies.  The target remains docile until he or she makes a Willpower Test equal to or higher than the rank of the Impressive Shot step.

SILENT WALK

Step: Rank + Dexterity Step

Action: No

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Thief

The Silent Walk talent combines fluid movement with magical effects to dampen the sound of a character's movement, including footsteps and other means of travel, such as the sound of a windling's flight. The character rolls the Silent Walk dice to avoid detection. Use the result as the Difficulty Number for any characters attempting to detect the character via a Perception Test or other ability.

A character using Silent Walk can move a maximum distance equal to his or her Combat Movement. 

TRACE MISSILE

Step Number: Rank + Perception

Action: No

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Archer

The Trace Missile talent allows a character to trace the path of a missile weapon that has hit its target simply by looking at the weapon.  The character makes a Trace Missile Test against the Spell Defense of the shooter.  A success traces the flight path back to the shooter, marking his or her forehead with a symbol similar to the kind created by the Mystic Aim and Stopping Aim talents (see pp. 112 – 13 and 117, ED).  This symbol lasts a number of rounds equal to the character’s rank in Trace Missile or until the character attacks the shooter.  This talent can only be used to trace 1 missile in any given Combat Round.

TENTH CIRCLE
DOMINATE ARROW

Step Number: Rank + Willpower

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Archer

The Dominate Arrow talent allows a character to control the flight path of an arrow fired by another character or an opponent.  The character firing a missile weapon targets another character and fires his weapon.  The character makes a Dominate Arrow Test.  Compare the result of the Dominate Arrow Test to the result of the Missile Weapons (or other talent) Test made to fire the arrow.  If the Dominate Arrow result is equal to or higher than the opposing test result, the character is able to direct the arrow’s flight.  If the Dominate Arrow result is lower, he or she fails to control the arrow but still takes Strain.

The character using Dominate Arrow can simply direct the arrow away from the firing character’s chosen target.  He might also direct the arrow to hit a new target (of his choosing) if the Dominate Arrow result is equal to or higher than the new target’s Physical Defense.

The character must win Initiative against an opponent to use the Dominate Arrow talent.  If a character’s opponent fires the arrow before he can act, the character cannot use Dominate Arrow.

RUSHING ATTACK

Step Number: Rank + Dexterity

Action: No

Skill Use: Yes

Requires Karma: No
Strain: None

Discipline Talent: Archer

The Rushing Attack talent allows a character to move up to his Full Movement while also making an attack.  In making the attack, the character may use only those talents that add steps to Dexterity, such as Missile Weapons, Melee Weapons, or True Shot.  A character could not use this talent with one like Flame Arrow, which adds steps to Willpower.

If the character’s rank in Rushing Attack is less than the rank of the talent used for the attack, use the Rushing Attack step instead of the talent step to make the attack.  For example, a character with Rank 5 Missile Weapons ’ and Rank 3 Rushing Attack uses the Rushing Attack step for his Attack Test rather than the Missile Weapons step.  Also, if the rank in Rushing Attack is less than the talent rank, any rank-based effects use the rank of Rushing Attack.  For example, an archer with Rank 6 Quick Shot and Rank 3 Rushing Attack uses the Rushing Attack step to hit with Quick Shot.  Because the Rushing rank is less than the Quick Shot rank, the character may make only 3 additional attacks in a round (see Quick Shot, p. 35 ED Companion).  Even when using the Rushing Attack talent for other Talent Tests, the character must pay any Strain or Karma costs associated with the other talents.

ELEVENTH CIRCLE
Karma: The Archer may spend a Karma point on any action based on Perception or Strength only. 

BLIND FIRE

Step Number: Rank + Dexterity

Action: Yes

Skill Use: No

Requires Karma: Yes
Strain: None

Discipline Talent: None

A character uses Blind Fire with a missile weapon to hit a target that he or she could see during a previous round, but that is now out of line of sight.  An open pathway to the target must exist.  The target benefits from cover if the weapon’s path must pass through the cover, but the weapon's path will try to avoid the cover if possible.  An ork who jumps behind a wall, for example, does not benefit from the cover of the wall; the magic of Blind Fire simply arcs the weapon’s path over the wall to the ark.  An ork who hides in a guardhouse with the door slammed shut behind him gains the benefit of cover.  The weapon’s path must go through the arrow slits of the guardhouse to hit the ark.

When using this talent, the character makes an Blind Fire Test instead of a Missile Weapons or Throwing Weapons Test.  A character may use Blind Fire if he has seen the target within a number of rounds equal to his rank in Blind Fire.  If a character with Rank 4 Blind Fire saw the ork slam shut the door to the guardhouse in round 1, the character could fire at the ark on any round up to and including round 5.

QUICK SHOT

Step Number: Rank + Dexterity

Action: No

Skill Use: No

Requires Karma: No
Strain: 1 per shot

Discipline Talent: Archer

Quick Shot permits a character to make more than 1 missile weapon attack per round.  The first attack must be made using the Missile Weapons talent.  Successive attacks are made using Quick Shot.  Each of these successive attacks is made with a Quick Shot Test as the character’s Attack Test.  The character may make a number of Quick Shot attacks equal to his rank in Quick Shot.  A character with Rank 3 Quick Shot, for example, could take 3 quick shots.

All Quick Shot attacks must be made against the same target.  The character takes 1 point of Strain for each shot taken with Quick Shot.  This does not include the first Missile Weapons Test.  A Quick Shot attack must hit for another Quick Shot attack to be made.  A character who fails a Quick Shot Test to attack cannot make further attacks with this talent.

TWELFTH CIRCLE

Physical Defense: Increase the Archer’s Physical Defense by 2. 

CREATE ARROW

Step Number: Rank + Willpower

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 2

Discipline Talent: Archer

Create Arrow allows a character to magically create arrows.  He or she makes a Create Arrow Test against his own Spell Defense.  The character cannot voluntarily lower his Spell Defense when using this talent.  If the test is successful, the talent creates a number of arrows equal to the rank of Create Arrow.  The arrows are created one at a time, as they are fired by the character.  The arrows vanish after hitting and damaging a target.

SHIELD BEATER

Step Number: Rank + Dexterity

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Cavalryman, Swordmaster

The Shield Beater talent allows a character to make melee weapon attacks that bypass his opponent’s shield.  When using this talent, the character uses the Shield Beater step instead of the Melee Weapons step for the Attack Test.  A successful attack automatically bypasses an opponent’s shield.

The Shield Beater talent also helps the character defeat his opponent’s armor.  Reduce the level of success needed for an Armor-Defeating Hit by one level when the character uses the Shield Beater talent.  For example, armor normally defeated by an Excellent success can be defeated by a Good success.

THIRTEENTH CIRCLE
Karma: The Archer may spend a Karma Point on a Recovery Test. 

DEFENSE

Step Number: Rank + Dexterity

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 2

Discipline Talent: None

The Defense talent can be used to increase a character’s Physical Defense.  The character makes a Defense Test against his current Physical Defense, including any magical items he will use to increase the rating.  A success increases the character’s Physical Defense by his rank in Defense.  Each use of this talent lasts a number of hours equal to the character’s rank in Defense.

SCREAMING ARROW

Step Number: Rank + Charisma

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Archer

The Screaming Arrow talent allows a character to intimidate a target by shooting a literally “screaming” arrow at him.  A character fires the screaming arrow at 1 target character.  The arrow travels in a tight spiral, shrieking toward its target.  The character makes a Screaming Arrow Test against the target's Social Defense.  On an Average success the target becomes Harried (p. 202, ED), suffering a – 2 step penalty to his or her actions.  A Good success forces the target to flee at full speed for 1 round, an Excellent success forces the target to flee at full speed for 2 rounds.  An Extraordinary success forces the target to surrender to the archer.

FOURTEENTH CIRCLE
Physical Defense: Increase the Archer’s Physical Defense by 1. 

MULTI-SHOT

Step Number: Rank + Dexterity

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Archer

A character uses Multi-Shot to fire a missile weapon at more than 1 target during a single round.  A character may use Multi-Shot to attack 1 opponent more than once.  The character makes a Multi-Shot Test instead of a normal Missile Weapons Test for each attack made.  A character may take a number of shots up to his rank in Multi-Shot in a round, but each shot costs 1 point of Strain.  Unlike Quick Shot, a character may fire all shots allowed by Multi-Shot even if one or more of the shots miss.

SECOND ATTACK

Step: Rank + Dexterity Step

Action: No

Skill Use: Yes

Requires Karma: Yes
Strain: 1

Discipline Talent: Swordmaster

The Second Attack talent allows a character to make a second attack in a round. For the second attack, the character makes a Second Attack Test for the same weapon he used in the first attack. The Second Attack talent cannot be used in the same round as another talent that gives a character an additional attack, such as Momentum Attack or Second Weapon. The damage of a Second Attack is the same as for a normal Attack Test.

FIFTEENTH CIRCLE

Physical Defense: Increase the Archer’s Physical Defense by 1. 

ETHEREAL WEAPON

Step Number: Rank + Dexterity

Action: Yes

Skill Use: No

Requires Karma: No
Strain: 2

Discipline Talent: Archer, Swordmaster

Ethereal Weapon allows a character to make his or her weapon become incorporeal.  The weapon glows with a turbulent haze of red, green, or blue, and is able to pass through physical obstacles, including armor, becoming solid as soon as it strikes a living target.  The character makes an Ethereal Weapon Test for his Attack Test.  If successful, the character makes a Damage Test as normal, ignoring the Physical Armor Rating of the target.  Ethereal Weapon can only be used against opponents who have physical bodies.  When Ethereal Weapon is used with missile weapons, only the missile itself, not the bow or sling, becomes ethereal.

WIND BOW

Step Number: Rank + Strength + 13

Action: No

Skill Use: No

Requires Karma: No
Strain: 1

Discipline Talent: Archer

Wind Bow allows a character to manipulate the forces of the wind to act as a bow for a single round.  The wind bow is a whirling, shimmering collection of elemental force.  This energy propels the arrow with terrific force.  The character can fire only normal arrows with a Wind Bow.  Arrows formed with the Flame Arrow talent may not be fired from a wind bow.  The character makes a normal Missile Weapons Test as the Attack Test.  If the attack is successful, the character makes a Wind Bow Test in place of a Damage Test.

