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The Goblin 

 

You are less than a meter tall, born of darkness and the strange magics of the deep earth. Of the dozens of 

breeds of goblins, you’re from the hardiest deep stock, and it’s time the surfacers understood that. 

 
Attribute Maximums 

Awareness Brawn Charm Commitment Cunning Daring 

10 5 5 5 10 8 

 
Inherent—Biter in the Dark 

 Your sharp teeth count as a light weapon. You can eat pretty much anything and your body will use it 

as food. You are able to see your arena even in complete darkness. 

 
Limitation—Conqueror in Exile 

 Your people rule vast stretches of underground empire, and you are accustomed to being part of the 

ruling class (regardless how miserable your individual circumstances were.) It is not easy being seen 

as a thing that can be mocked, ignored, or discriminated against by those who rule the surface. 

 

Signature Item: A stick with dead, dry rats tied to it. Starting Coin: 3d10 copper. 

 

Available Talents 

 

 Adorable.* Rested. You know how to use your small frame and ability to look innocent and turn a 

phrase. You can substitute Cunning for Charm. 

 

 Monsterkin.** Constant. You can understand and make yourself understood when it comes to 

creatures from the depths of the earth. They are generally predisposed to be respectful and wary, as 

the Deep Goblins have enslaved and/or eaten just about everything in the Deep at one time or another, 

and the strange vitality of your kind is only matched by its cruelty and long memory for grudges. 

 

 Shadowkin.* Constant. As long as there is a dark place nearby, you can disappear into it as a focus 

action. Anybody attempting to attack you must succeed at an Awareness check vs. your Cunning first 

(a free action—if they fail, they can attack another target). Once successfully in the shadows, you 

receive a +2 to hit or +1 Wound (decide after rolling to hit) on your next attack, after which you are 

once again clearly visible. 

 

 Slippery.* Arena. The first attack on you during a round you’ve spent Moving automatically misses, 

but you cannot choose the move action on the following round. 

 

 Underfoot.* Rested. You can automatically succeed at Impeding someone, and dodging their 

counter-attack. If the target pays 1 Awesome Point to switch actions to attack instead of move, you 

get that Awesome Point, but the attack is rolled normally. 


