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Nuevas clases
Médico

Un médico salido de las mejores
universidades del Este es sin duda algo
poco frecuente en los asentamientos
del Lejano Oeste. Poco a poco, mas
licenciados, médicos arruinados o
cansados de la rutina, deciden probar
suerte en terreno desconocido.
Algunos se consideran aventureros,
mientras que otros simplemente se
han dejado arrastrar hacia la voragine
de violencia y riesgo de los condados
de la frontera de la civilizacion.

Dado de aguante: d4
Talentos

& Conocimiento médico: tienes
ventaja en las pruebas
relacionadas con identificar
enfermedades, heridas, etc...

& Enfermero: puedes emplear
vendajes 3/dia en vez de uno
solo.

& Cuidados intensivos: si el
médico cuida de su grupo toda
la noche, puede tirar 2d10
después del descanso. Escoge el
mejor resultado y sumando el
nivel de cada personaje, son los
puntos que recuperan los
personajes tratados por el
médico después de un descanso
de 8 horas.

& Un impulso mas: el médico
debe superar una tirada de INT
CD 11. Si la supera, puede
levantar a un compariero
inconsciente en medio de la

refriega con 1d6 PV
recuperados. S6lo 1/dia.

Prostituta

Chicas sin familia, viudas que no
tenian dinero después de haber
perdido a sus maridos en la guerra de
secesion, extranjeras...Es dura la
realidad de una mujer que por razones
de sobrevivir se tiene que entregar a
esta profesion. Algunas de ellas
consiguen aprovecharse de la
experiencia y consiguen hacer reflotar
su vida con ingenio y seduccién...

Dado de aguante: d4
Talentos

A Hermana de la noche: tienes
ventaja en las pruebas de
Subterfugio relacionadas con
moverse en silencio y/o




ocultarse en las sombras.
Afiades 1d6 al dafio cuando
ataques a un objetivo
desprevenido.

Seduccidn: tienes ventaja en
las pruebas de Comunicacién
relacionadas con la seduccién y
la atraccién sexual para
convencer a la gente.
Contactos: obtienes ventaja en
las pruebas para moverte en
ambientes turbios y peligrosos.
Con un resultado de 14 o mas
puedes crear un contacto en las
bajas esferas debido a tu
carisma o trasfondo.

Supervivencia nata: tus
ataques con armas
improvisadas reciben un +1 al
Ataque y al dafio.

Guerrero indio

Quedais muy pocos de los tuyos. Los
blancos cada vez estan mas cerca de
vuestras fronteras y los jefes de las
distintas tribus estan preocupados. Es
una guerra que no podéis ganar.
Algunas veces te has aliado con los
extranjeros por un bien mayor para tu
pueblo. Tu espiritu totémico te guia y
te ayuda en la batalla. No moriras sin
derramar sangre en la tierra que vio
crecer y morir a tus antepasados.

Dado de aguante: d8

Talentos

a Resistencia espiritual: una
vez por sesion, si eres
impactado por un ataque no
masivo y/o de gran fuerza
(dinamita, por ejemplo),
puedes reducir el dafio a 1 PV
solamente.

A Conexion: si utilizas un
tomahawk, recibes +1 al ataque
y +1 al dafio con esa arma.

& Emboscar: obtienes ventaja en
las pruebas de subterfugio
relacionadas con el sigilo y/o
ocultarse en las sombras.
Afades 1d6 al dafio cuando
ataques a un objetivo
desprevenido.

A Jinete de batalla: recibes
ventaja en las pruebas
relacionadas con caballos tales
como cabalgar, atacar
montado, montar/desmontar
rapido, saltar desde el caballo...
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Reglas opcionales

Regla del dolor

Si un personaje recibe dafio, debe tirar
las siguientes salvaciones para no

sucumbir al dolor y poder actuar en su
turno. Si falla, pierde el turno.

1/2 PG -> 1d20+INS+CON > CD 12

1/4PG -> 1d20+INS+CON > CD16
Alcance efectivo armas

La armas tienen un alcance que viene
determinado por: éptimo / largo / fuera
de alcance -> +0/-3/NA

e Fuera
Arma Op()fg;‘lo L?_I;g)o de
alcance
Derringer 10m 25m 40
Recortada 10m 25m 40m
Revélver 40m 70m 100m
FReCPStaER o 90m | 120m
(postas)
ESCOPeta | Jo0om | 150m | 200m
(bala)
Rifle 150m 200m 280m
Rifle
(mira 200m 250m 300m
telesc.)




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”’Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”’Derivative
Material” means copyrighted material including derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)’Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to
the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (¢) “Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its 143 products or the associated products contributed to the ©Open Game License by the Contributor (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.

3.0ffer 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, royalty-
free, 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 the Open 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.

15. COPYRIGHT NOTICE
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Vieja Escuela Copyright 2016, Eneko Palencia y Eneko Menica.

Vieja Escuela: el juego de rol Copyright 2017, Javier Garcia “cabohicks”.
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