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Racial Skills 
 
 
Human Skills 
 
Human Resist Madness 
Character Points: Free 
Reset: Event 
Prerequisite: Human only 
Restriction:  
 Season: 1 2 3 
 Max Sanity: 1 1 1 
Skill Points: None 
Notes: Because humans are “more sane” than brer or golems, you may call “Resist” to one attack “by Madness” 
per event.  You may use this skill while unconscious or dead, but not while Drained.  This is on top of any further 
purchases of the Resist Madness skill 
 
 
Brer Skills 
 
Speak with a Specific Animal Type 
Character Points: Free 
Reset: Instant 
Prerequisite: Brer only 
Restriction: None 
Skill Points: None 
Notes: You may speak with animals of your own type.  Thus, if you are a sheep, you may speak 
with other sheep, but not with a wolf.  Keep in mind that many brer can speak the language of men.  You may touch 
or throw a packet and call at no skill cost, "Speak to <Animal Type>" to an animal of your own type. 
 
Clawed: One Claw 
Character Points    
 General: 15 
 Warrior: 5 
 Harrier: 5 
 Archer: 5 
Reset: Instant 
Prerequisite: Brer (appropriate animal type) 
Restriction: None 
Skill Points: None 
Notes: You may fight with a single, short sword length claw phys rep. 
 
Clawed: Two Claws 
Character Points    
 General: 15 
 Warrior: 10 
 Harrier: 10 
 Archer: 15 
Reset: Instant 
Prerequisite: Clawed: One Claw 
Restriction: None 
Skill Points: None 
Notes: You may fight with two,short sword length clawphys reps. 
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Clawed: Reach 
Character Points    
 General: 15  
 Warrior: 5 
 Harrier: 5 
 Archer: 15 
Reset: Instant 
Prerequisite: Clawed: One Claw 
Restriction: None 
Skill Points: None 
Notes: You may use long sword length clawphys reps instead of short sword length phys reps. 
 
 
 
Golem Skills 
 
Wear Armor: Golem Light Armor 
Character Points    
 General: 10 
 Warrior: 5 
 Harrier: 10 
 Archer: 10 
Reset: Encounter 
Prerequisite: Golem character 
Restriction: None 
Skill Points: None 
Notes: You benefit from 1 point of natural armor.  Golem armor is different from normal worn 
armor, in that it is part of the golem’s body.  Golem armor cannot be repaired if it is damaged, but it does refresh to 
full if you are able to use a Rest action.  Golem armor does not stack with normal armor, and an armored golem 
cannot benefit from wearing armor.  As indicated in the racial description for golem, golem armor must be 
represented and recognizable for what it is (bark, ice, dirt, whatever).  It must be worn all the time – it is essentially 
the golem’s skin.  Light armor for a golem need only represent skin that is other than “flesh.” 
 
 
Wear Armor: Golem Medium Armor 
Character Points    
 General: -- 
 Warrior: 10 
 Harrier: 15 
 Archer: 20 
Reset: Encounter 
Prerequisite: Wear Armor: Golem Light Armor 
Restriction: none 
Skill Points: none 
Notes: You benefit from 2 points of natural armor.  Golem armor is different from normal worn 
armor, in that it is part of the golem’s body.  Golem armor cannot be repaired if it is damaged, but it does refresh to 
full if you are able to use a Rest action.  Golem armor does not stack with normal armor, and an armored golem 
cannot benefit from wearing armor.  Unlike normal worn armor, you may begin game with medium golem armor.  
As indicated in the racial description for golem, golem armor must be represented and recognizable for what it is 
(bark, ice, dirt, whatever).  It must be worn all the time – it is essentially the golem’s skin.  Medium armor for a 
golem does not follow normal armor rules, and should cover any visible skin.  While we do not require the “skin” to 
be made from “medium materials” such as hard leather or the like, we ask that the golem “skin” convey that this 
thicker/tougher than normal. 
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Wear Armor: Golem Heavy Armor 
Character Points    
 General: -- 
 Warrior: 10 
 Harrier: 15 
 Archer: --- 
Reset: Encounter 
Prerequisite: Wear Armor: Golem Medium Armor 
Restriction: none 
Skill Points: none 
Notes: You benefit from 3 points of natural armor.  Golem armor is different from normal worn 
armor, in that it is part of the golem’s body.  Golem armor cannot be repaired if it is damaged, but it does refresh to 
full if you are able to use a Rest action.  Golem armor does not stack with normal armor, and an armored golem 
cannot benefit from wearing armor.  Unlike normal worn armor, you may begin game with heavy golem armor.  As 
indicated in the racial description for golem, golem armor must be represented and recognizable for what it is (bark, 
ice, dirt, whatever).  It must be worn all the time – it is essentially the golem’s skin.  Heavy armor for a golem does 
not follow normal armor rules and should cover any visible skin.  However, a golem with Heavy Armor should have 
constuming to convey that their skin is of a heavy material – thick wood, metal, etc. 
 
 
Marsh Goblin Skills 
 
Amphibious 
Character Points: Free 
Reset: Instant 
Prerequisite: Goblin only 
Restriction: None 
Skill Points: None 
Notes: You are able to breathe underwater as if it were air, and thus meet the requirements for "Breathe Water" on 
modules or encounters that require it.  You may call "No Effect" to any effect "by Drowning." 
 
Door Magic 
Character Points: Free 
Reset: Instant 
Prerequisite: Goblin only 
Restriction: None 
Skill Points: None 
Notes: You have access to Goblin Door Magic.  You must still purchase this path under Magician. 
 
Standing Out 
Character Points: 25 
Reset: Event 
Prerequisite: Goblin only 
Restriction:  
 Season: 1 2 3 
 Max Purchase: 1 1 1 
Skill Points: None 
Notes: Even Goblins who are not Tricksters (Magicians) have an affinity for Door Magic, and are able with 
concentration to bend the Threshold in order to take a step out of the Written World.  Clasp your hands before you, 
concentrate for 3 uninterrupted seconds, and call "Imbue by Threshold."  You gain the spirit trait.  So long as you 
remain in that position and do not move, you may call "Spirit" to any melee or packet attack that strikes you, 
including Special Traits.  You ARE affected by attacks delivered "to Spirit," "by Threshold," "by Madness," and by 
Fairy Magic, Doubt, Corruption, Nightmare, Horror, and Insanity. 
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Stepping Out 
Character Points: 20 
Reset: Event 
Prerequisite: Goblin only, Standing Out 
Restriction:  
 Season: 1 2 3 
 Max Purchase: 1 1 1 
Skill Points: None 
Notes: Even Goblins who aren't Tricksters (Magicians) have an affinity for Door Magic, and are able with 
concentration to bend the Threshold in order to take a step out of the Written World.  Speak an incant of 8+ 
syllables, call "Imbue by Threshold," and throw a packet.  You then gain the Spirit trait and must immediately walk 
to where the packet is, with hands clasped before you and head bowed.  While you have the "Spirit" trait to any 
melee or packet attack that strikes you, including Special Traits.  You ARE affected by attacks delivered "to Spirit," 
"by Threshold," "by Madness," and by Fairy Magic, Doubt, Corruption, Nightmare, Horror, and Insanity 
 You cannot walk through anything solid (such as walls, closed doors, closed gates, wires, traps, etc.) or 
even people to get there, though you may walk around people or objects, so long as you keep a mostly direct line.  If 
you attempt to navigate through a trapped area, such as through wire traps, touching a wire trap will end the effect.  
If you cannot get through to where you desire, you will lose the Spirit Trait after 5 minutes of being able to get to the 
packet.  You must go in the most direct straight line. 
 
Disadvantage: Vulnerable to Aging 
Character Points: 0 
Reset: Instant 
Prerequisite: Goblin, Elf only 
Restriction: None 
Skill Points: None 
Notes: You automatically have this Disadvantage.  You are vulnerable to Aging.  You take double the damage of 
any "by Aging" effect.  If you receive an Effect that is not damage (such as Stun, Maim, etc), you take 1 Damage in 
addition to the effect (so an "Agony by Aging" would cause you to take an Agony effect AND 1 Damage by Aging).  
You receive no effect to beneficial effects (Heal 1 by Aging would have no effect on you). 
 
 
Wood Elf Skills 
 
Bow Affinity 
Character Points: Free 
Reset: Instant 
Prerequisite: Elf only 
Restriction: None 
Skill Points: None 
Notes: You may purchase the Bow skill at a 5 CP discount. 
 
Speak to Animal 
Character Points: 5 
Reset: Instant 
Prerequisite: Elf only 
Restriction: None 
Skill Points: None 
Notes: You may touch or throw a packet and call "Speak to Animal" after five seconds of roleplay. 
 
Speak to Plant 
Character Points: 5 
Reset: Instant 
Prerequisite: Elf only 
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Restriction: None 
Skill Points: None 
Notes: You may touch or throw a packet and call "Speak to Plant" after five seconds of roleplay. 
 
Speak to Mineral 
Character Points: 5 
Reset: Instant 
Prerequisite: Elf only 
Restriction: None 
Skill Points: None 
Notes: You may touch or throw a packet and call "Speak to Stone/Mineral" after five seconds of roleplay 
 
Wood Sense (Elf) 
Character Points: 10 
Reset:   Between Event 
Prerequisite:  Elf only 
Restriction:  None 
Skill Points:  None 
Notes:   Elves have a special connection to the Woods that goes deeper than reading the tracks or 
watching the behavior of animals.  It is listening to the wind and to the woods, a sending out of your mind to touch 
about the things, natural and fairy, within the land around you.  You may learn about the area around town, and will 
receive a special information card before an event.  Whereas a normal scout would learn about the area around town 
by actually walking the trails, you would have a feel for it, a knack for knowing when something is or is not right. 
 
Seeing Through the Glamour (Elf) 
Character Points: 10 
Reset:   Event 
Prerequisite:  Elf only 
Restriction:  None 
Skill Points:  None 
Notes:   Those who live in the Woods are familiar with the ways of the Woods and the Faeries, 
and are more resistant to their charms.  Once per event you may call "Resist" to any one effect by Glamour, or you 
may call "Purge Glamour" if you have taken the effect but decide after to shrug it off. 
 
Disad: Vulnerable to Aging 
Character Points: 0 
Reset: Instant 
Prerequisite: Goblin, Elf only 
Restriction: None 
Skill Points: None 
Notes: You automatically have this Disadvantage.  You are vulnerable to Aging.  You take double the damage of 
any "by Aging" effect.  If you receive an Effect that is not damage (such as Stun, Maim, etc), you take 1 Damage in 
addition to the effect (so an "Agony by Aging" would cause you to take an Agony effect AND 1 Damage by Aging).  
You receive no effect to beneficial effects (Heal 1 by Aging would have no effect on you). 
 


