
The Shokoro 

 

Scales and tails, claws and jaws, remnants of a more sluggish and glorious era of history now long gone. 

 
Inherent—Amphibious 

 You can breathe air or water with equal ease. You can move just as fast through the water as you can 

on land—use the same rules for land movement in water, not the swim rules. 

 
Limitation—Cold Blooded 

 You don’t like it dry or cold or high altitude.  

 

Signature Items: A skull of something you killed, and often some teeth also, worked into your 

weapons or outfit.  Starting Coin: 3d10 copper. 
 

Available Talents 

 

 Blended Mosaic.**Constant. Focus action. You spent a molting meticulously treating your scales 

with strange swamp chemicals, and practicing strange rites to the ancient reptilian gods. The process 

has matured, and now you can blend in to the background if you hold still or move slowly. Double 

your Cunning bonus when moving stealthily. 
 

 Claws and Jaws.** Constant. Fighting unarmed, you have honed your ability to use claws and jaws 

so you count as fighting with a light weapon. 
 

 Tail Lash.** Arena. You trained to use your tail to surprise your foe in a fight. If you hit by 5 or 

more, you can either get a free “Push” action to whack them out of the arena, get a free “Impede” 

effort to whip their legs out from under them, or do +1 wound. 

 

 Scale Mail.** Constant. You have painfully skipped a molting, deliberately toughening your hide 

and scales. They serve as light armor, AC 10, and are less pretty and iridescent now. You cannot get 

Awesome Points for fighting without armor. 

 

 Taste Scent.** Constant. Focus action. You have honed your already heightened ability to scent your 

surroundings. When you use this talent, you get +2 Awareness for the round. You can also follow a 

trail by scent, testing Awareness each time an obstacle arises in the trail that affects smell. 

 


