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Kokiri 
 

Forever children of the forest, ageless and strange. A few are changed by the world beyond the trees. 

 

Attribute Maximums 
Race Awareness Brawn Charm Commitment Cunning Daring 

Kokiri 10 5 8 8 10 8 

 

Inherent Ability 
 Fairy Ally. Since you were young, a fairy has always sought you out to serve as helper and 

companion for a while. The fairy can provide dim illumination, distract a foe (inflicting –1 to all 

rolls), or help you attack (granting +1 to attack a target). The fairy will not leave your arena 

willingly—Charm test can send the fairy up to 1 arena away as a free action. You speak the fairy 

language, and most fairies will be inclined to be helpful to you. 
 

Limitation 
 You carry 2 less heavy loads than your Brawn should allow, because of your small frame. Also, if 

you ever leave the Lost Woods, you begin to age normally (though you will never grow larger.) This 

process is irreversible.  

 

Signature Items: Fishing pole, bait sack, glass jar. Starting Rupees: None. 

 

Talents 
 

 Acrobatics.* Arena. Test Daring upon landing, 3 difficulty per arena fallen. If successful, take no 

damage from the fall.  

 

 Adorable.** You can become adorable. Looking at your big innocent smile, no stranger can believe 

you’ve done something bad. Those with some experience with you may know better. Against a hard 

target or someone who should know better, Cunning at +4 against the target’s Awareness. 

 

 Innate Direction.** Constant. You can always retrace your steps, and you never get lost. If you are 

under magic influence or in a circumstance where the DM calls for a test, the DM gives you every 

other point when feeding the bowl, and each Awesome Point is 3 difficulty to Awareness. 

 

 Fey Allies.* Rested. You have made friends among the fey in your travels. You can persuade one to 

travel with you in a bottle. If you are badly hurt, the fairy escapes the bottle and swirls around you, 

healing you to full. Then it flies away, and sends another to find you in the next day or so. 

 

 Fey Pockets.** Constant. You can carry 1 heavy object without counting it towards encumbrance; 

sometimes things you carry forget to take up space or be so very heavy. 


