Nowa
Defender of the Forest

Body Points: 10 Height: 4
Tactics Points: 8 Attacks: 1/2*

Move Name

Down
Swing
Side
Swing
Thrust
Block and
Strike
Fake
Special Wild Swing
Block
Jump
+3
Swing High +1
Swing Low +1
Extended Thrust High -1
Range Thrust Low -1
0
-4
-4
Color Key: Orange, Red, Blue, Green, Yellow, White, blacK, browN

Nowa
Defender of the Forest

Gear: Staff, Monkey, 5 General Items

Wide Swings: When fighting multiple enemies, Nowa’s starred (*)
moves can strike two opponents.

Character Design: Nowa is a near-duplicate of Faun le Fey, the Woman
with Quarterstaff.

Gear: The Gear list is unofficial. It's drawn from her counterpart’s,
with changes (if any) based on the differences in art.
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Nowa
Restrictions

Jumping Away: “Add +2 if you score next turn.”
Swinging High: “Do no Red next turn.”
Swinging Low: “Do no Blue next turn.”

Dazed: “Do only Green or Yellow next turn.
If scoring 12 or more, then include Critical restriction.
CRITICAL: Do no Orange for the rest of the combat.”

Thrusting High: “No restrictions next turn.”
Thrusting Low: “Do no Orange next turn.”

Leg Wound: “Do no Orange next turn.

If scoring 7 or more, then include Critical restriction.
CRITICAL: Do no Blue for the rest of the combat.”
Swinging Down: “Do no Blue next turn.”

Kicked Off Balance: “Do only Green or Yellow next turn.”
Struck Off Balance: “Do only Green or Yellow next turn.”
Turned Around: “Do only Yellow next turn.”

Behind You: “No restrictions next turn.”

Kicking: “Do no Blue or Yellow next turn.”

Weapon Dislodged: “Do only Kick, Yellow, or Green
(except Wild Swing) until weapon has been retrieved.”

Ducking: “Do no Orange next turn.”

Arm Wound: “Do no Red or Orange next turn.
If scoring 6 or more, then include Critical restriction.
CRITICAL: Do no Blue for the rest of the combat.”

Dodging: “Add +2 to any Down or Side Swing that scores next turn.”

Extended Range Body Wound: “Do only Brown next turn.

If scoring 7 or more, then include Critical restriction.

CRITICAL: Do no Specials (except ‘Retrieve Weapon’) for the rest
of the combat.”

Jumping Up: “Do no Blue next turn, but add +2 to any Orange that
scores next turn.”

Charging: “Do no Green or Yellow next turn.”

Knocked Down: “Do only Jumps next turn.
If scoring 4 or more, then include Critical restriction.
CRITICAL: Do no Red for the rest of the combat.”
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Retrieving Weapons: “May use weapon again.
No restrictions next turn.”

Parrying High: “No restrictions next turn.”

Extended Range Leg Wound: “Do only Brown next turn.”
Parrying Low: “No restrictions next turn.”

Extended Range Swinging: “Do only Brown or Black next turn.”

Body Wound: “Do no Red or Orange next turn.

If scoring 7 or more, then include Critical restriction.

CRITICAL: Do no Specials (except ‘Retrieve Weapon’) for the rest
of the combat.”

Extended Range Thrusting: “Do only Brown or White next turn.”
Extended Range Blocking: “Do only Extended Range next turn.”

Blocking: “Do no Orange next turn. If I am Pushed Off Balance, go
to page 19.”

Extended Range Blocking: “Do only Extended Range next turn, but
add +2 to any Charge or Swing that scores next turn.”

Weapon Broken: “Subtract -2 (cumulative) from all Scores (except
Kick) for the rest of the game. No restrictions next turn.”
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