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You are a hunter and tamer of beasts. Raised far from civilization, you survive by 
pitting your skills against the wild, seeking out foes both exotic and untamed. Though 
human, you are somewhat feral, possessing animal magnetism and a savage grace.  
 
Weapon/Armor Restrictions:  
Shunning the use of any armour heavier than light leather and furs, both AC -1 [+1]; 
Beastmasters may double their Dexterity AC bonus if completely unarmoured. They 
prefer using weapons such as daggers, spears, bola, slings and boomerangs, receiving 
a +1 bonus to Hit with them. They must make a ST, modified by INT bonus, if 
untutored, to understand a complex unfamiliar mechanism, such as loading a heavy 
crossbow for the first time. 
 
Turning and Taming Beasts: 
Beastmasters have the ability to intimidate beasts, causing them to flee or forcing 
them under the Beastmaster’s control. An attempt can only be made once per 
encounter. When an attempt is made, a 3d6 roll should be made on the table below. If 
the “number” on the die is equal to or greater than the number shown on the table, all 
the beasts of the targeted type are turned and will flee for 3d6 rounds, or will cower 
helplessly if they cannot flee. A result of “T” indicates that one of the beasts has been 
tamed and will obey the Beastmaster’s commands for 24 hours. The maximum 
number of beasts that can be controlled at any one time is equal to the Beastmaster’s 
Level in Beast HDE e.g. a Level 4 Beastmaster could have one Blink Dog (HDE 4) or 
4 Giant Fire Beetles (HDE 1 each) under control. 
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Keen Detection:  
Beastmasters are good at spotting traps and ambushes in the wilds. 
 
Saving throws: 
Beastmasters get +1 on saving throws vs. death and poison.  
 
Social Interaction: 
Depending on the situation, your animal magnetism may be found repulsive or 
attractive, as the GM deems appropriate.  
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Beastmasters can use their Charisma bonus to gain an additional percent bonus on 
Experience Points (XP) earned. 
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License, including translations and derivative works under copyright law, but specifically excludes Product Identity. 
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Game Content; 
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 (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement. 
2.The License: This License applies to any Open Game Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game 
Content that you Use. No terms may be added to or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open Game Content distributed using this License. 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this 
License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, 
worldwide, royaltyfree, non-exclusive license with the exact terms of this License to Use, the Open Game Content. 
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License. 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you 
are distributing are Open Game Content. 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may 
use any authorized version of this License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You 
Distribute. 
11. Use of Contributor Credits: You may not market or advertise theOpen Game Content using the name of any 
Contributor unless You have written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some 
or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this 
License. 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to 
the extent necessary to make it enforceable. 
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