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Gnome ( Racial Template)  
 

These small, clever people have a gift for altered and altering perspective; some might call them crooked. 
 

Attribute Maximums 

Awareness Brawn Charm Commitment Cunning Daring 

10 2 5 5 10 5 

 

Inherent—Glamer- ous  

You can experience illusions like everyone else, but you can always tell they are illusions (whether 

scientific, magic, or natural). Double your inherent resistance to magic compulsion, or if there is an 

element of chance, assume the best result. You can easily cast your voice to seem to come from an 

adjacent arena or somewhere else in your arena, with automatic success. You can add the Illusionist 

template with minimal training, or as a spontaneous epiphany. You are a quick study with a gift for 

illusion magic. 

  

Limitation—Crafty  

You see things differently, and you have a gift for altering reality to match. Whether you are making 

things, cooking, explaining an idea, or fighting, your off-balance style creeps most people out. 

 

Signature Items:  Bag of candy, to help make friends. Starting Coin: 3d10 silver.  

 
Talents  

 
 Blindspot.** Constant. Take a focus action to consider an individual or group that has senses. After 

that, you can move carefully through blind spots in their perception that you call into being to help 

your stealth. Either double your Cunning, or assume the die rolls a 10, whichever is greater. If you 

call attention to yourself with sudden movement, attack, or noise, the blindspot vanishes. (Upgrade to 

take 1 load’s worth of person with you through blind spots per Cunning. Gear encumbrance does not 

count, only the load of the person—2 for a child size, 3 for a normal adult, 4 for a big adult, etc.) 

 

 Diggerspeak.** Constant. Anything that moves through the earth under its own power has a rhythm 

and language you understand in your bones. You can empathically communicate through tonal 

modulation. Burrowing creatures want to please you (though circumstances may forbid it). 
 

 Enchanter.** Rested. You can use the guidelines for legendary objects to enchant any object you can 

spend a day or two with. You lose an attribute point, and the object gains enchantment. You do not 

need to level, or complete an epic quest, or have a significant object to do this.  

 

 Sense Anomaly.** Constant. As a focus action, you can sense something out of place. Whether it is 

worked stone and wood in a natural setting, or an enchantment among mundane items, or a different 

race camouflaged to look like those around it, you detect inconsistencies. They make your nose itch. 

In very subtle cases, the DM may call for an Awareness test (which you cannot improve with 

Awesome Points.) When looking for secret doors or concealed passages and the like, assume you 

rolled a 10 instead of rolling. 

 

 Unsettling.* Constant. You have learned how to make the most of your weirdness. You can 

intimidate and resist intimidation using your Cunning. (Upgrade to assume rolling a 10.) 


