
Dhengellin 
 

These little people are about a meter tall. They feel an intense connection with the natural world and its 

materials, and find comfort in community. 

 

Attribute Maximums 
Awareness Brawn Charm Commitment Cunning Daring 

10 5 8 8 10 8 

 

Inherent—Dodgy 
You can spend Awesome Points after an attacker rolls to hit. Every point you spend is -2 to the attack. 

This only works if you are not wearing armor. Points spent to dodge do not count towards leveling. 

 

Limitation—Short 
You grew up around lots of laughter from big people; when you had to climb something to get at things 

on shelves, or when people tripped over you, or you were trying to carry large objects. Ha ha. Being small 

and cute (and often round) has its down side. 

 You can carry 2 fewer loads than your Brawn. 

 
Signature Items: Pipeweed and pipe, pouch of spices, wheel of cheese, loaf of bread, apple. Starting 

Coin: 3d10 silver. 

 

Talents 
 

 Defuse.* Rested. Dhengellin are peaceful people, generally. When violence threatens, if you can gain 

a hearing, you can make a Charm test at +2 to calm tempers and make diplomacy or negotiation 

possible. 

 

 Hearthmaster.** Constant. You have an uncanny relationship with fire. You can always get a fire 

started as a focus action if you have flint, steel, and tinder (unless the DM feeds the bowl, then you 

may get a Cunning test.) You can also automatically put out a fire campfire size or smaller as a focus 

action (unless the DM feeds the bowl, then you may get a Daring test.) 

 

 Hospitable.** Rested. You can make a group feel at ease. With a pack of crackers and a waterskin, 

you can use your friendly wit, creative eye, and humor to create a small restful haven even in 

dangerous environs like caves or cells. You can help up to 1 person per your Charm count as Rested 

in 1 hour, as long as there is something (however minor or unpleasant) to eat, and a place to stretch 

out. 

 

 Sensitive.** Constant. You can sense supernatural energy when it is in your arena. If it is hiding, you 

can still detect that something is near with a successful Awareness test. You can tell an item is 

enchanted by touching it and concentrating as a focus action. Strong enchantments may not require a 

focus action. 

 

 Uppercut.* Arena. Your combat training focused on fighting things bigger than yourself. As long as 

you can attack upward, you can use a fancy move to gain +2 to hit or +1 Wound against something 

bigger than yourself—decide which after rolling to hit. This stacks with spending Awesome Points 

for more damage. 


