
Dwarf
d4: Earn a PP and Exacerbate your Angry or Insecure Stress when you take 
offence at what you perceive to be a slight to dwarves or dwarven culture, 
however genuine the insult.
d8: Spend a PP to Recover your Exhausted Stress or any Stress resulting from 
drinking alcohol.
d12: Spend a PP and Gain a d8 Useful Detail relating to Dwarven culture
Connected Distinctions: Wealthy, Family Reputation, Gearhead, 
Soldier, Noble, Weapons Master (Hammers and Axes)
Connected Abilities: Super-strength
Limits: 

Elf
d4: Exacerbate your Injured or Exhausted Stress to Boost a connected 
Distinction.
d8: Earn a Plot Point when you witness any depredation of nature and either 
Exacerbate your Angry or Exhausted Stress OR Choose to value nature over 
people.
d12: Add a d10 to Trouble to Use a special effect from a connected Ability.
Connected Distinctions: Athletic, Agile, Observant, Sneaky, Marksman
Connected Abilities: Animal Control, Plant Control, Insect Control
Limits: Nature Sensitivity

Eladrin (Night/Winter)
d4: Earn a Plot Point when you either Choose to disregard urgent or mortal 
affairs due to your long life or fey origin, OR when you Choose to jealously 
compete with someone, despite the inconvenience or folly of such passion.
d8: Add a d10 to Trouble to Use an SFX from a connected ability you do not 
have.
d12: Spend a Plot Point to Boost a connected Ability or Distinction. 
Connected Distinctions: Faerie Lore, Genius, Impulsive, Backhanded, 
Manipulative, Attractive, Noble, Viscious
Connected Abilities: Teleportation, Shapeshifting, Comprehension, 
Mind Control, Energy Aura (Cold/Shadow), Cryokinetics, Paralysis, 
Shadow Control
Limits: Cold Iron, Binding Agreements, Pride, Wagers, Fire

Eladrin (Day/Summer)
d4: Earn a Plot Point and Exacerbate your Angry or Afraid stress when 
interacting with someone with whom you (or your family) have lasting 
enmity or a long-standing feud or when declaring new lasting enmity or a 
feud
d8: Add a d10 to Trouble to Use an SFX  from a connected ability you do not 
have.
d12: Spend a Plot Point to Boost a connected Ability or Distinction you have. 
Connected Distinctions: Faerie Lore, Genius, Impulsive, Backhanded, 
Manipulative, Attractive, Noble, Viscious
Connected Abilities: Teleportation, Shapeshifting, Comprehension, 
Mind Control, Energy Aura (Fire/Radiance), Light Control, Blast 
(Fire, Heat, or Radiance)
Limits: Cold Iron, Binding Agreements, Pride, Lust, Cold

Half-elf
d4: Exacerbate your Insecure or Afraid Stress and Earn a Plot Point when 
you doubt your place in society.
d8: Add a d6 to Trouble to Gain a d8 Useful Detail rising from being a part of 
both human and elven cultures (knowledge, connections, objects, etc).
d12: Spend a Plot Point to Reroll a roll including one of your Connected 
Distinctions.
Connected Distinctions: Likable, Shoulder to Cry On, Cosmopolitan, 
Smartass, Connected, Backhanded, Shameless Flirt
Connected Abilities: 
Limits:

Halfling
d4: Earn a Plot Point when your small stature causes you problems.
d8: Add a d6 to Trouble to Gain a d8 Relationship with someone you have 
just met.
d12: Spend a Plot Point to Recover your Afraid or Insecure Stress.
Connected Distinctions: Smartass, Fixer, Sneaky, Fast Talker, Daring, 
Big-hearted, Clever, Shameless Flirt, Fifth Wheel
Connected Abilities: Luck
Limits: 

Half-orc
d4: Earn a PP when you Choose to inconveniently give in to the worst of your 
orcish nature or confirm social stigma toward your race.
d8: Spend a PP to Shift your Injured or Exhausted Stress to Angry.
d12: Exacerbate your Angry Stress to Increase your Injured or Afraid Stress 
pool.
Connected Distinctions: Athletic, Guilty, Impulsive, Not Born 
Yesterday, Savage, Soldier, Viscious, Weapons Master
Connected Abilities: Chi Mastery, Invulnerability, Super-strength
Limits: Bloodlust

Shifter
d4: Earn a Plot Point when your appearance, habits, or mannerisms earn you 
unwanted attention, suspicion, or prejudice.
d8: Shift your Injured or Exhausted stress to Angry when you Choose to 
blame a non-shifter for your problems or the plights of your race
d12: Add a d10 to Trouble OR Exacerbate your Injured or Exhausted stress 
up to a d10 or d12 and Use a Special Effect from a connected Ability you do 
not have.
Connected Distinctions: Agile, Athletic, Marksman, Martial Artist, 
Not Born Yesterday, Pariah, Savage
Connected Abilities: Animal Mimicry, Claws, Regeneration, Super-
speed, Super-senses, Wall-climbing
Limits: Overpowered Senses, Social Stigma, Base Appetites

Warforged
d4: Earn a Plot Point and Give your opponent a d8 when you misunderstand 
emotions and other finer aspects of non-warforged cultures (Art, beauty, love, 
reproduction, aging, family, jealousy, hope, etc).
d8: Earn a Plot Point and Exacerbate your Insecure or Afraid stress when 
you cause collateral damage (physical or social) to something or someone you 
care about OR when you and sulk about your place in society.
d12: Add a d10 to Trouble to Gain a connected Distinction or Ability you don’t 
have for the remainder of the scene. Distinctions begin at d8 and Abilities at 
d6.
Connected Distinctions: Wealthy, Family(Race) Reputation, Gearhead, 
Soldier, Pariah, Not Born Yesterday, Weapons Master, Guilty
Connected Abilities: Blast, Invulnerability, Regeneration (Repair), 
Super-strength
Limits: Chassis (Your body can host integrated gear), Huge, Heavy, Wood and 
Stone, Gear (Disconnected limbs, components, etc)
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