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When you are instructed to make a Talent roll, roll the special die. Gain 1 Talent of your choice from the list matching the number rolled.

&S ENTERTAINER

TALENTS ¢

B acricuLTURAL BB ENDURANCE

DUNG CARTER
You grew up sifting through sewage for
treasures. You never found much, but
it's left you with an affinity for silage
and dung.
2 When you roll for an encounter
. in a wild swamp region, you
can choose to encounter an unticked
adjacent encounter in the same list.

FARMHAND

Years of working the lands around
Lossevale have toughened your muscles
and sinew.

Once per combat round, if you would
Q, roll a die. 6: Ignore losing a

FILCHER

You spent so long among the vermin
that you started to learn their ways.
At the start of the first combat round
against a humanoid or a vermin
O hazard, cross 1 box numbered
1-6 in combat row 1.

B MERCANTILE

SCAVENGER

As a child you befriended an injured
magpie. As you helped her heal, she
taught you her skills.

Whenever you make an Acquire
\ roll, you may add 1 to the result of
\ the regular die.
D SHOPKEEPER
q Before adventure came calling, you ran
= one of Lossevale’s most popular stores.

When you buy Equipment from shops,
it costs costs 1 less Gem than usual.

SPELUNKER

You know where all the underground
networks are, and how to enter them.
When you gain this Talent, turn to 14
in the Adventure Book.
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ATHLETE

You won the 1000 metre Stiltown marsh
run, 3 years in a row. And don’t we know it.
Whenever you are told to ¢4 , roll a die.
5-6: Ignore it. NOTE: This doesn’t apply
at campsites. Even you need to sleep.

MOUNTAINEER

You spent your young years climbing the
icy mountains near Lossevale for pleasure.
£ When you roll for an encounter in
. l a wild mountain region, you can
choose to encounter an unticked

adjacent encounter in the same list.

TROOPER

You can endure tougher conditions than
those around you. You're also inspiring.
You can how have 6 . When you
gain this Talent, immediately gain 1 o
When making Morale tests, you can
reroll the die once.
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CLERIC

The appearance of the moon towers was

ordained, and you were chosen to deal

with it. You're also a reasonable healer.

At the start of the first combat round

against an undead or a magical
hazard, cross 1 box numbered

1-6 in combat row 1.

COOK

Your knowledge of food is as deep as

it is admired. You can create a nutritious

meal from the barest of ingredients.

At campsites A , roll a die. 3-6: Gain

1 Meal.

MARINER

As soon as you were old enough, you set

sail for the lands beyond with the sailors

of Lossevale. Your love of the sea is equal

only to your (mutual) hatred of pirates.

_?‘Y When you roll for an encounter

5\4: in a wild beach region, you can

choose to encounter an unticked

adjacent encounter in the same list.
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N entry instead (in ims case, 33).
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BLAGGER

Your dad was the master blagger of
Coppershell Bay. He passed these
skills down to you.

When you buy from shops, you can
attempt to steal 1 Equipment: roll a
die. If you roll above the Equipment’s!
cost in Gems, gain it without paying
its cost. If you roll below or equal
to the cost, lose 1 Morale: You can
no longer visit that shop.
FORTUNE TELLER

The ability to divine the future has
been passed down the generations in
your family.

You can g to peek ahead at one of
the entries you could turn to in the
Adventure Book.

STORYTELLER

You read every book you could lay
your hands on as a child. As you got
older, you realised stories had much
more impact when they were told.

At campsites A , roll a die.

3-6: Gain 1 Morale.

CRAFTER
Growing up in poverty, you perfected
the art of mending and repairing.
You can discard 2 Equipment to gain
1 Equipment from a list matching
one of the Equipment discarded.

FORESTER

You spent most your life working with
the elves of Dogmeer forest.

7S5 When you roll for an encounter
q in a wild forest region, you
can choose to encounter an unticked
adjacent encounter in the same list.

TRACKER

Nothing escapes your eagle eye.
When you turn to an entry in italics
(e.g. 23), add 10 then turn to that
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ATHLETE

Whenever you are told to 8, roll a die. If you roll 5-6, ignore having
to 8 . NOTE: This Talent can’t be used at campsites.

Athlete is useful in situations requiring speed or dexterity.

BLAGGER

When you buy Equipment you can also try to steal 1 Equipment. Roll
a die. If you roll above the Equipment’s cost in Gems, you succeed
and gain that Equipment. If you roll equal to or below, you fail and
lose 1 Morale. You cannot return to this shop. NOTE: You can

only steal what a shop is selling (so if a shop is selling potions, scrolls
and stones, you can only attempt to steal from those lists).

Blagger is useful in situations requiring quick talking, lying or theft.

CLERIC

At the start of the first combat round against an undad
or a magical hazard, cross 1 box numbered 1-6 in the
current combat row. This box can be any colour.

Cleric is useful in situations that involve undead, healing or faith.

COOK
Whenever you camp, roll a die. If you roll 3-6, gain 1 Meal.
Cook is useful for making the most out of food.

CRAFTER

At any time, you can discard any 2 Equipment to gain 1 Equipment
of your choice from a list that matches either Equipment you discarded
(e.g. if you discard a weapon and a scroll, you can gain any 1
Equipment from either of those lists).

Crafter is useful in situations where you can make things by hand.

DUNG CARTER

" When you roll for an encounter in a wild swamp region, you
. may resolve an unticked adjacent encounter in the same list
£ instead (e.g. if you roll 4, you could potentially resolve
encounter 3 or 5 instead).

Dung carter is useful in dealing with swamps and their inhabitants.

FARMHAND
Once per combat round, if you would Qf, roll a die. 6: Ignore it.
Farmhand is useful in situations requiring strength or physical work.

FILCHER
O At the start of the first combat round against a humanoid
or a vermin hazard, cross 1 box numbered 1-6 in the

current combat row. This box can be any colour.

Filcher is useful in situations where you deal with vermin or pests.

FORESTER

A= When you roll for an encounter in a wild forest region, you
may resolve an unticked adjacent encounter in the same list
instead (e.g. if you roll 4, you could potentially resolve

encounter 3 or 5 instead).

Forester is useful in dealing with forests and their inhabitants.
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FORTUNE TELLER
Before making a choice in the Location or Adventure Books, you can 8
to peek ahead at 1 of the entries you could turn to, turning back to
where you were if you don't like the outcome. You can do this multiple
times on the same entry.

Fortune teller is useful for seeing what your future has in store.

MARINER

- &% When you roll for an encounter in a wild beach region, you
may resolve an unticked adjacent encounter in the same list
-~ instead (e.g. if you roll 4, you could potentially resolve
encounter 3 or 5 instead).
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Mariner is useful in dealing with beaches and their inhabitants.

MOUNTAINEER

x2 When you roll for an encounter in a wild mountain region,
i 1 | you may resolve an unticked adjacent encounter in the same
% #5 list instead (e.g. if you roll 4, you could potentially resolve
encounter 3 or 5 instead).
Mountaineer is useful in dealing with mountains and their inhabitants.

SCAVENGER

Whenever you make an Acquire roll, you may add 1 to the result
of the regular die (i.e. you can choose to gain the next highest
Equipment in the same list).

Scavenger is useful for finding things other people would miss.

SHOPKEEPER J
Whenever you buy Equipment from shops, you pay 1 less Gem than -
the asking price.

Shopkeeper is useful when you want to buy unusual items for cheap.

SPELUNKER
As soon as you learn this Talent, make a note of the current entry (you’llﬁ
be instructed to return there), then turn to 14 in the Adventure Book.
Scavenger is useful if you ever find yourself underground.

STORYTELLER

Whenever you camp, roll a die. If you roll 3-6, gain 1 Morale.

Storyteller is useful for situations requiring performance.

TRACKER

When you turn to an entry whose number is shown in italics (e.g. 23),
add 10 the entry’s number and turn to that new entry straight away
(in this case, you would turn to 33) and read on from there.

Track is useful when there are subtle clues and paths to follow, but it
relies on you spotting where they are.

TROOPER

You can now have a maximum of 6 Q? instead of 5. When you
learn this Talent, gain 1 QQ . Whenever you make a Morale test,
you can reroll the die. You must accept the result of the second roll.
Trooper is useful for situations requiring courage or fortitude.
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