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Arein


Restrictions


01 – Jumping Away: Add +1 if you score next turn.


03 – Swinging High: Do no thrusts next turn.


05 – Swinging Low: Do no thrusts next turn.


07 – Head Wound: Do only jumps next turn. If scoring 10 or more then include critical restriction – Do no Orange for the rest of combat.


09 – Thrust: Do no side swings next turn.


11 – Eagle Talon: Do only Green or Yellow next turn. If you are on a score page then turn to page 41.


13 – Leg Wound: Do no Red or Orange next turn. If scoring 7 or more include critical restriction – Do no Blue for the rest of combat.


15 – Down Swing: Do no blue next turn.


17 – Secret Skill – Hurricane Fury: Add +2 to any ‘Certain Kill’ skill that scores next turn.


19 – Struck off Balance: Do Only Green or Yellow next turn.


21 – Turned Around: Do only yellow next turn.


23 – Behind you: No restrictions next turn.


25 – Kicking: Do no Blue or Yellow next turn.


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


29 – Ducking: Do no Orange next turn however add +1 to any Blue that scores next turn.


31- Arm Wound: Do no Orange next turn. If scoring 7 or more then include critical restriction – Do no Green for the rest of combat.


33 – Dodging: Add + 1 to any Swing that scores next turn.


35 – Extended Range Body Wound: Do only Brown next turn. If scoring 10 or more then include critical restriction – Do no ‘Certain Kill’ skills for the rest of combat.


37 – Stand on Staff: Do no Blue next turn however add +3 to any Orange that scores.


39 – Charging: Do no Green or Yellow next turn.


41 – Knocked Down: Do only jumps next turn. If scoring 4 or more then include critical restriction – Do no Red for the rest of combat.

















43 – Retrieving Weapon: You may use weapon again. No restrictions next turn.


45 – Dodge with Opening: No restrictions next turn, however if I score next turn I add +1 to my score.


47 – Pole Skill – Tornado Strike: Do no Green or Yellow next turn, but add +2 to any ‘Certain Kill’ skill that scores.


49 – Throwing Bola: If you are on a score page, turn to page 41. Do no Orange next turn and do no Bola moves until Bola has been retrieved.


51 – Extended Range Tornado Strike: Do only Black or Brown next turn. Add +2 to any Black that scores.


53 – Body Wound: Do only Green or yellow next turn. If scoring 8 or more then include critical restriction – Do no ‘Certain Kill’ skills for the rest of combat.


55 – Extended Range Jump Back and Eat Cherry: Do only Extended Range next turn. Gain +1 body point.


57 – Extend Range: Do only Extended Range next turn.


59 – Extended Range Bola Throw: Next turn do only White or Brown (except Bola). You have thrown your Bola, do no Bola moves until your Bola has been retrieved


61 – Extended Range Dodging: Do only Extended Range next turn and add +1 if you score next turn.


63 – Block and Close: No restrictions next turn
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