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THE LIVING OF THE KHANATE 

The living races available are: Orcs, Goblins, Haiesti, Hobgoblins, Tulwar. 

ORCS 
The greatest population of the Orc Khanate are the Plains tribes orcs that are united under the Kargun, Great 

Khan of the Orc Khanate. The orc life is one of survival of the strongest, with regular testing to make sure that the 

one in charge is fit to be there. 

Whilst the plains tribes provide the bulk of the troops, Orcs are also found 

in the Admiralty which provides powerful naval units with their war 

fleets; usually lightly armoured and fast moving, their cunning and tactics 

is impressive and unquestionable. 

The third, much smaller, group of Orcs are found in the Mountain Kin. 

Generally of darker skin than their cousins the harsh climate of the living 

conditions generally breeds more intelligent viscous orcs that go on to 

become Warlords or Shaman. 

MINIMUM PHYS REP 

Brown, Grey skin tones, orc face mask / part-mask. 

LOOK & FEEL 

It is very much the strongest lead in Orc society. Which leads all Orcs to have an aura of never back down, never 

surrender, or someone will see you as weak. No more so that the Khanate is led by a Great Khan, the strongest of 

all Orcs. To take his position away, a Warlord must challenge and defeat him; there have been many challengers! 

INSPIRATION 

Plains tribes - Mongolian hordes, Sauron’s Orc armies. 
River clans - pirate culture, ship born, with flamboyant show-off captains. 
Mountain kin-bands - more savage and murderous orcs of popular literature and film. 
 

ORIGIN 

Orcs come from the Orclands. 

CHARACTER GENERATION 

Starting Hits 2 per location 
 

Max Hits 5 per location 
 

Race Cards 1 
  

Starting Skills Rage, Strength 1, Toughness 1 
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Year 
      

1 2 3 4 5 6 7 

Agility 1 Crafter 

P
u

ri
ty

 

Revelation Challenge 

P
u

ri
ty

 

Frenzy 

Eldritch Light Inspiration Stash Crafter Frugal Crafter 

Survivalist Jack of All Trades Strength 2 Inspiration Heroic Death 

Willpower 1 Vitality 1 Toughness 2 Strong Grip  

 

GOBLINS 
Physically weaker and smaller than their Orc cousins the Goblins, make up 

with cunning and malicious cruelty. Don’t let their stature fool you!  

They come from two distinct backgrounds; the River Clans, and the Tinkers.  

The River Goblins live on boats cobbled together to create large flotillas that 

become the communal hub of the clan. From them their shallow draft boats 

make their ways into the rivers and tributaries hunting and pillaging in 

lightning fast raids. 

The Tinkers prefer the sedentary, non-water based existence, in the comfort 

of their own laboratories, in the largest of the Goblin Cities; The Pit. Each 

Goblin here has only one objective: Create something new and amusing to 

satisfy their need to be proved the most ingenious of all Goblins and earn the 

Title: Grand Tinker. If this is also achieved by making something go Boom, 

they it will get a smile from other Tinker’s if nothing else. 

MINIMUM PHYS REP 

Green skin, part mask, large pointy ears which point upwards. 

LOOK & FEEL 

The River Clans have a pirate edge to them, with a ‘code’ which allows pretty much anything if you don’t get 

caught by another clan. No less cunning or malicious than the Tinkers, they instead direct their ire at whatever 

their Warlord wishes, or they wish, should their warlord fail, and must visit the fishes. 

The Tinker’s put more stock in individual intelligence. They hate to help others, and do not normally run in clans, 

even if they are made to join one by a Warlord. They will help each other if it means putting the Tinkers against 

anything else. It is a highly secretive society, and other creatures are not welcome in The Pit, whatever the Great 

Khan says. 
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INSPIRATION 

Goblins from The Hobbit, Redcaps from English folklore. 

 

ORIGIN 

Goblins come from the Orclands. 

CHARACTER GENERATION 

Starting Hits 1 per location 
 

Max Hits 3 per location 
 

Race Cards 2 
  

Starting Skills Naturally Agile, Stash, Survivalist 

 

Year 
      

1 2 3 4 5 6 7 

Eldritch Light Crafter 

P
u

ri
ty

 

Agility 2 Crafter 

P
u

ri
ty

 

Brainstorm 

Inspiration Revelation Camouflage Frugal Crafter Heroic Death 

Jack of All Trades Toughness 1 Spell: Mend Inspiration Teacher 

Willpower 1 Vitality 1 Strong 1 Nature's Salve 
 

 

HAIESTI 
Once upon a time these creatures would have called themselves Ethrin Elves. Creatures held in slavery by their 

Human principals. They rose up from this and slew them, taking with them the faces of those Lords and Ladies as 

proof that they would no longer be slaves. 

Now they are a free society within the Khanate, that control their own city on 

the Styric, Lekhbayd, where the Khanate has built the Pit of Brainery, a place of 

learning for all students of magic.  From here a ruling body plans the downfall of 

all creatures that oppress and enslave other races. 

They have learnt over time they that whilst they still have many allies within 

Ethrin society, the Feralian Elves have sworn oaths to hunt down and kill 

Haiesti; not for the killing of nobles, but for the bastardisation of their rites in 

taking faces, a long honourable tradition ruined by their actions. 

It has taken time for them to be trusted within the Khanate, but times have 

changed, and they can now rise to any position. With Warlords running ‘tribes’, 

and their Shaman accepted into the Pyre for training to be one with the 

Demons, and channel their graces. 
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MINIMUM PHYS REP 

As with ethrin elves they must wear ears that slope downwards. They generally use tattoos to show allegiance 

more to their tribe, demon, or family members, than their history, though some still use them for life-story. 

LOOK & FEEL 

Still a relatively new race, they have least found a place in their society, but are still working on what they should 

specialise in. Physically weaker than every other creature in the Khanate, but with an unsurpassed innate strength 

in magic, they are just learning that their cousins might not have been that aware of their heritage. 

INSPIRATION 

Reavers from Firefly/The 100, Post-apocalyptic savages seen in films like Mad Max, Judge Dredd, & Waterworld.    

ORIGIN 

Haiesti can come from anywhere in the Orclands, though mostly hail from their own city and outlying lands. 

CHARACTER GENERATION 

Starting Hits 1 per location 
 

Max Hits 2 per location 
 

Race Cards 3 
  

Starting Skills Beneath Notice, Ensorcelled, Essence of Magic 

 
Year 

      

1 2 3 4 5 6 7 

Eldritch Light Banshee's Scream 

P
u

ri
ty

 

Crafter Frugal Crafter 

P
u

ri
ty

 

Exalted Protection 

Bind Artifact Magical Rite Empower Artifact Inspiration Guidance 

Strengthen Flesh Instruct Artifact Spell: Reflect Revelation Spell: Deflect 

Spell: Mend Hard Shield Stash Rite Master 
 

 

HOBGOBLIN 
When the Great Khan asked the Shaman of Pyre to breed a new race to celebrate the formation of the Khanate, 

little did he expect them to take aspects of Orcs and Goblins and merge them together into a slightly weaker, 

highly intelligent, and wicked orc.  

But Hobgoblins are far more than the sum of their parts; they generally have a far more optimistic view of life, 

which means they are happier than either of the other races. They have become the life of the party, and where 

everyone would fear a joke played by a goblin, they instead bring a needed break from malevolence and violence 

from the Goblins and the Orcs. 

They like complex problems, but if they can’t be solved, smashing it apart with a weapon is as good a solution as 

any other.  
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Some would say that the experiment wasn’t very successful, others would say that it is a requirement for the 

Khanate. Whatever others think, the Great Khan was pleased by the Shamans work and built them the city of 

Saharin, near the East Coast, and the Boli River which runs into the Desert of Glass, where some have set up river 

clans, taking help from the River Goblins of the Styric. 

MINIMUM PHYS REP 

Often with Goblin face mask, or elf ears points upward with 

green/grey/brown mottled skin tones from the mix of races that they 

come from. 

INSPIRATION 

Sometimes helpful, sometimes wicked; Puck from A Midsummer’s 

Night’s Dream, Boggles ins CS Lewis The Chronicles of Narnia, 

Boggarts from the Septimus Heap series of books. 

ORIGIN 

Most Hobgoblins come from their own area within the Orclands, but 

they are not restricted to anywhere within the lands, or tribes. 

 

 

 

CHARACTER GENERATION 

Starting Hits 1 per location 
 

Max Hits 3 per location 
 

Race Cards 2 
  

Starting Skills Soul Shard 1, Survivalist, Wilful 

 
Year 

      

1 2 3 4 5 6 7 

Eldritch Light Crafter 

P
u

ri
ty

 

Agility 1 Crafter 

P
u

ri
ty

 

Heroic Death 

Jack of All Trades Inspiration Meld Frugal Crafter Rage 

Revelation Strength 1 Stash Inspiration Teacher 

Toughness 1 Vitality 1 Willpower 2 Soul Shard +1  
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TULWAR 

We were once a people of balance. We worshipped the seven with equal 

reverence. Our cities were vast and wondrous, and our churches 

were the grandest buildings in the Homelands. Trade was booming 

and our culture rich. Until, that was, the storms came, and the 

Father’s wrath was unleashed among the people. 

The jealous gods turned their back on us, as 

we did not worship them above all others. The 

demons saw their great betrayal and as the 

flames scorched the earth, shrouded us in their 

magic, protecting us from the Father and his kin. 

Many generations have passed since that day; since we cast out the gods. Our 

homes, our way of life was turned to ash, but from those ashes we were born 

anew. 

The Tulwar hail from South of the Desert of Glass, at the end of the Boli River in an area they call the Homelands. 

The Desert of Glass stretches to the sea in all directions, except where it interacts with the Orclands: A hostile 

landscape not only for the harsh heat during the days and frigid cold at night, but for the creatures that live within 

the area whom are beautiful to behold but deadly at close range, and larger than any weapon could damage. 

Once they were known as Human, but over time and that name has been lost, and only Tulwar remain.  

When they were originally found they would not accept other races into their lands, but now with further 

integration into the Khanate, they are accepting other races, as long as they comply with the rules of their lands. 

MINIMUM PHYS REP 

Tulwar require only to have the symbol of their demon on their face. They must not cover this symbol up. 

INSPIRATION 

Fremen, the nomatic tribes from the Dune series of books by Frank Herbert. 

ORIGIN 

All Tulwar come from the Homelands. 
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CHARACTER GENERATION 

Starting Hits 1 per location 
 

Max Hits 3 per location 
 

Race Cards 2 
  

Starting Skills Jack of All Trades, Provocateur, Survivalist 

 
Year 

      

1 2 3 4 5 6 7 

Crafter Agility 1 

P
u

ri
ty

 

Fast Learner Crafter 

P
u

ri
ty

 

Frugal Crafter 

Eldritch Light Strength 1 Inspiration Inspiration Heroic Death 

Meddler Vitality 1 Spell: Mend Revelation Rite Master 

Toughness 1 Willpower 1 Stash Teacher  

 

THE UNLIVING OF THE KHANATE 

All unliving races have once been living but are now sustained by magic though a medium. This medium is always 

a creature of great power, normally a Demon or other being of equivalent power that can sustain such magic on 

their own. 

All unliving start with a connection to an unknown Patron 

The Unliving are so named, for they do not breathe, do not need to eat or drink, and are sustained if they are in a 

place which has magic within it. This changes their physiology; no longer do they care whether their heart is 

beating or blood flows in their veins, but they do care about losing limbs, and having all the pieces in the right 

locations.  

Medicine and the use of surgery learnt by an unliving works very well on other unliving, but not so much on living 

creatures. Though within the Vale, the very high concentration of magic smooths the edges on the skill and allows 

all to be healed by such skills. 

There are many types of unliving in the world, and as such have much more choice than other specific races. 

 



THE VALE LRP 
R A C E  G U I D E  T O  T H E  K H A N A T E  

 

 

P A G E  1 2  O F  2 1  

SKELETAL UNDEAD 
The Lichfells contain the greatest race of the Unliving, the Skeletal Forces 

of the Pale King. 

These creatures were once living creatures that have through rituals and 

rites been willing transformed into Skeletal Undead, empowering them 

in ways their old forms could not sustain. 

The process of creating the Skeletal Undead destroys the living race, but 

the soul does not pass on, instead moving on to the creature that 

powers their line. 

Necromancers; priests of their dark gods, channel the power of their 

patrons to aid their factions and support the Pale King’s reign of the 

Lichfells. 

There are five legacy factions which used to form a council which run the lands. Now most unliving swear directly 

to the Pale King, or through one of his Necromancers: 

Iron Mantle; a long tradition of skeletal knights in heavy armour and powerful two-handed weaponry. 

Desolate; the destroyer of life, who cares little for anything except to spread blight, sickness and disease. 

Steel Eye; seafarers unhampered by cold and wet, who seek to control the icy northern seas. 

Architect; once into change and creation of new forms, that change the Vale made to the world meant they had 

to change their focus: They have become the Historians and the seekers of truth. 

White Sepulchre; always slightly apart from the others, they have found their place as diplomats and traders. 

MINIMUM PHYS REP 

They look like Skeletal Creatures, either from masks and white skin, or from the use of black highlighting and 

white skin. Necromancers cover their face in the symbols of the deep connection to their Patron, whoever it 

might be! 

INSPIRATION 

Sauron from Middle Earth, Army of Darkness, Necromancy and Skeletal Undead in various video games; Diablo, 

Warcraft, & Elder Scrolls to name a few. 

 

CHARACTER GENERATION 

Starting Hits 2 per location 
 

Max Hits 4 per location 
 

Race Cards 4 
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Starting Skills Delay Death, Entwined Fate, Steal Life, Toughness 1 

 
Year 

      

1 2 3 4 5 6 7 

Crafter Mettle 1 

P
u

ri
ty

 Fearsome Visage Crafter 

P
u

ri
ty

 Mettle 3 

Eldritch Light Inspiration Spell: Dismiss Inspiration Heroic Death 

Talent 1 (any) Jack of All Trades Spell: Mend Mettle 2 Vim 3 

Vim 1 Talent 2 (any) Vim 2 Stash  

 
 

THE VAMPIRIC NATIONS 
Once supressed by the creatures of the Lichfells, the Vampiric Nations have grown exponentially from the three 

founding families.  

These creatures once required to feed off the magic found in other creatures, items and entities, now have found 

that the air around them is saturated, and instead can go about living their own lives, and building a heritage for 

themselves. 

Little is known about their true story, except that they are connected to the Great Below in some way. Something 

that the progenitors wish to learn with some urgency. 

LOOK & FEEL 

Vampires are organised into Houses or Families with an original progenitor. This being is always a Warlord, and 

most likely a Mage or Shaman; as such each family has a distinctive identity, which they are proud of.  Family 

members cannot willingly harm their progenitor and are subservient to them. Though there is no longer any 

reason to, compared to past times, old traditions die hard.  

MINIMUM PHYS REP 

White skin, with red or green high-lighting around the eyes and lips. They wear rich clothing, often rune adorned 

or stylised for their family motifs. The leader of a family will have a coat of arms and expect all family members to 

follow suit. 

INSPIRATION 

Vampire Clans from World of Darkness, Vampires from the Dresden Files by Jim Butcher 

 

CHARACTER GENERATION 

Starting Hits 2 per location 
 

Max Hits 4 per location 
 

Race Cards 4 
  

Starting Skills Delay Death, Entwined Fate, Steal Life, Toughness 1 
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Year 
      

1 2 3 4 5 6 7 

Crafter Mettle 1 

P
u

ri
ty

 Fearsome Visage Crafter 

P
u

ri
ty

 Mettle 3 

Eldritch Light Inspiration Spell: Dismiss Inspiration Heroic Death 

Talent 1 (any) Jack of All Trades Spell: Mend Mettle 2 Vim 3 

Vim 1 Talent 2 (any) Vim 2 Stash  

 

MONSTERS 

Certain creatures are counted as Monsters, must commonly these be abominations, but some fearsome unliving 

are also included in their ranks.  

If you are wearing a bulky costume that is considered full-body by the Game Team you can apply to have your 

character creation changed to Monster.  

Monsters have Global Hits, Legendary Regeneration, and exclusions in character creation. 

GLOBAL HITS 
When calculating global hits, take total hits x1.5, and add armour value x3. A starting Direkin has Toughness 3, so 

1 initial, +3 from toughness = 4 x1.5 = 6. 

NATURAL ARMOUR 

All armour worn by a Monster is part of them, and thus Natural Armour. It cannot be targeted by affects that 

would damage it. Armour should be built into the costume to represent the type. 

WOUNDED 

Monsters try to function to the bitter end, and as such will only become mortally wounded once they are reduced 

to 0 hits. Whilst locations can be crippled with the Sever technique, this does not cause a wound. 

FATAL 

Causes +5 additional damage.  

SEVER 

Stops the limb hit from working until repaired using the appropriate skills. The blow does no addition damage but 

does disrupt the healing process stopping regeneration of that limb 

CRUSH 

Does +3 damage to your Natural Armour. This technique does not cause damage if you have no Natural Armour 

remaining. 
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LEGENDARY REGENERATION 

You may regenerate once you take your first Mortal Wound, unless that wound was caused by a Mithril weapon, 

or you are subject to the spell Curse of Decay. It will instantly repair all wounds to 1HP, and all points of Natural 

Armour. The decision to regenerate must be taken immediately upon taking a mortal wound and cannot be used 

after you start your death count. Regeneration is a healing effect. 

EXCLUSIONS 
Monsters cannot multiclass, nor can they benefit from any skills from the Distinguished profession (see 

Oathsworn under Monster in Character Creation for more information). 

ASCENDED 
Monsters can ascend, though require intelligence if they want to be anything other than Champion. 

ABOMINATIONS 
Even before the Days of Fire the Orc Khanate had been creating monsters in the 

breeding pits. Some of these are terminated at birth, but a few live on in some 

semblance of life which breeds a culture of terror and fear for the giant 

creatures that live in dark places. 

One thing that all Abominations have is an amazing level of regeneration, 

healing almost all damage done to them in the blink of an eye. This feeds the 

terror they spread by the thoughts that they cannot be stopped. 

Strangely most Abominations are shy and prefer solitary existences, and it is 

their skills and abilities that other races need so much that puts them in the line 

of fire. No warlord is going to regret having an Abomination on the field of 

battle, as they soak the damage that a whole unit could take. 

While they are respected and feared in equal measure for their massive size and 

incredible toughness, they are not mentally gifted. Abominations are not stupid; 

the problem is rather one of memory and learning. Essentially, they lack the 

capacity to develop their skills and abilities. This has tragic consequences for the 

cultural development of these creatures, being unable to develop their own separate cultural identities. Though 

few argue where an Abomination lives, and they have access to all areas of the Khanate. 

MINIMUM PHYS REP 

Costumes for Abominations cover most of the exposed skin as well as majorly altering the wearers body 

proportions to make them appear more inhuman. 

INSPIRATION 

Trolls and Ogres from Middle Earth, and many other sources! 
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ORIGIN 

Abominations can come from anywhere within the Khanate. 

 

CHARACTER GENERATION 

Starting Hits 6 
 

Global Hits 

Max Hits 18  
 

Race Cards 8 
  

Starting Soul Shards 3   

Starting Skills Toughness 3, Legendary Regeneration, Claw Use, Weakness 

to Mithril. 

 
 

Year 
      

1 2 3 4 5 6 7 

Magic Resist 1 Controlled Rage 

P
u

ri
ty

 

Magic Resist 2 Low Immunity 

P
u

ri
ty

 

High Immunity 

Rage Hideous Visage Frenzy Hinder Magic Heroic Death 

Mettle 1 Purity Mettle 2 Mettle 3 Mythical Regen 

Vim 1 Soul Shard Vim 2 Vim 3 Exo Armouring 

 
 

RACIAL PROGRESSION 

As you character progresses the magic of The Vale slowly warps you. Some say this is to a purer form, others 

instead believe it is a corruption. Either way you may take an additional ability from the list associated with your 

race. 

Every four expeditions allow this expansion to your racial abilities. They are group into years. These skills range 

from unique abilities & spells, to common skills, talents, and abilities. 

Many skills on this list require Race Cards; These are non-transferable and allow you to perform actions 

throughout a Vale Expedition. 

Each skill may only be taken once, and do not stack with other forms of the same skill. If a skill is listed more than 

once it can be taken once from each time it is listed, with a different associated skill each time.  

Skills from Racial Trees are considered to have come first, before any advancement from experience. 

You cannot save skills to take later. If you do not spend them, they are lost. 

 



THE VALE LRP 
R A C E  G U I D E  T O  T H E  K H A N A T E  

 

 

P A G E  1 7  O F  2 1  

 

RACIAL SKILLS 
Below is a complete list of racial skills and effects. All Rites can be found in Rites of the Vale under the Racial 

section, and all Spells can be found in Spells of the Vale under the Racial section. 

Numbers in brackets after the skill, are a cost in Race Cards to use the ability. 

BANSHEE’S SCREAM 

Gains access to the low magic spell Fear. 

BENEATH NOTICE (1) 

Pulling on their heritage as a passively overlooked race they can hide in plain sight, using a race cards. This is 

subject to the rules of Invisibility. 

BIND ARTIFACT (RITE) 

Binds an unbound artifact or relic to a creature or attempts to bind a bound artifact or relic to a creature. If used 

in the later way, the cost is variable. Grants +4 Rite Cards. 

BRAINSTORM 

You gain 75% of the research points to a crafting recipe. 
 

CAMOUFLAGE (1) 

Use a race cards to disappear into an overgrown environment. This is subject to the rules of Invisibility. 

CHALLENGE (1) 

Can issue a challenge to a creature you believe is your equal, to a fight to the terms set by the challenger. (full 

rules will be found in the Vale Handbook). 

CLAW USE 

Subject to a competency check, you can use Claws. This form of weaponry is natural and is not subject to being 

broken, dropped, or destroyed, unless the limb is. 

CONTROLLED RAGE 

When using the Rage or Frenzy skills you no longer must attack everything in front of you. 

CRAFTER 

Gain +2 crafting points. Must have at least 1 crafting skill 

DELAY DEATH (1) 

The targets death count is stopped whilst the caster maintains concentration. This effect is Spiritual in nature. 
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ELDRITCH LIGHT 

Grants the spell Light. Each race that has this spell has a colour associated with it and can only cast it with this 

coloured light. The light of this spell is equivalent to a glowstick. Further when using other effects, they will always 

be tinted with this colour: i.e. smoke effects. Orcs; Purple, Goblins; Blue, Haiesti; Red, Tulwar; Orange, Unliving; 

Green 

ENSORCELLED (1/) 

Gain the Ritual Contributor skill at rank 2. Can use a race card to contribute +2 power to a ritual. More than one 

race card can be used in this way. 

ENTWINED FATE 

Your fate is linked to a deity. You probably won’t know what fate you are linked to but can change it over the 

course of your character’s existence. 

EMPOWER ARTIFACT (RITE) 

Attempts to give an artifact or relic more power for a limited duration. Duration is based on the success of the 

rite. Grants +4 Rite cards. 

ESSENCE OF MAGIC 

You many use your race cards to cast spells or rites. When casting spells, the ratio is 1 – low magic, 3 – high magic. 

When casting rites, the ratio is 1 – 1. 

EXALTED PROTECTION (1/) 

Gain immunity to mundane weapons and associated calls for 30s per race card used. 

EXO ARMOURING 

Adds four global hits. May be taken multiple times. 

FAST LEARNER 

you gain one skill (up to 4 points) from any skill list, provided you have any additional skill requirements; i.e. to 

take a technique you require the requirements for techniques, to take soul shard 2 from physician you must have 

soul shard 1. 

FEARSOME VISAGE (1) 

You can use the Fear spell with race cards only. 

FRENZY 

When entering Rage, you are immune to all magic for 30s. There is no longer a cool-down on using Rage. 

FRUGAL CRAFTER 

reduce the cost of all crafting recipes by 1 
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GUIDANCE (VAR) 

After a period of meditation upon something they may approach a ref for guidance on how to proceed. Cost 

depend on the level of guidance required. 

HARD SHIELD 

Gains access to the low magic spell Hard Shield. 

HIDEOUS VISAGE (1) 

May cast the low magic spell of Fear with race cards. 

HIGH IMMUNITY 

You are immune to all high magic, except void spells. 

HINDER MAGIC 

Magic that does affect you, only lasts for 10s if the duration would be longer. 

INSPIRATION 

You gain 50% of the research points to a crafting recipe. Must have 1 crafting skill 

INSTRUCT ARTIFACT (RITE) 

Attempts to common an artifact or relic to perform an action which would normally require the item to be 

attuned to the character or aligned is some way. Use of this rite is considered hostile to the item, and its duration 

is based on the success ranging from instant to dawn. Grants +4 Rite Cards. 

JACK OF ALL TRADES 

you gain one skill from the general skills lists, of a cost of 2 or less 

LOW IMMUNITY  

You are immune to all low magic, except void spells. 

MAGICAL RITE  

You may obtain one magical (not divine) rite of your choice. If you don’t have the Scholar skill you may only take a 

universal magical rite. 

MAGIC RESIST 1 (1) 

May use a race card to resist a low magic spell. 

MAGIC RESIST 2 (2) 

May use two races cards to resist any magic spell. 

MEDDLER (1) 

Can use a race card to attempt to affect the result of a ritual or rite. The second result must be taken. You cannot 

be the caster but can be a participant or witness. This may only be done once per ritual/rite, even from other 

sources. 
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MELD (1) 

Use a race card to meld into the ground. This is subject to the rules of Invisibility. 

METTLE 1 (1) 

you can use a race card to throw off the effects of a mundane poison 

METTLE 2 (3) 

you can use a race card to throw off the effects of a magical poison 

METTLE 3 

you are immune to poisons unless they target your racial subtype alone. You cannot throw off effects that you are 

specifically targeted by. i.e. a poison that does Sleep White Sepulchre, is vary specifically targeted to a member of 

the White Sepulchre. 

MYTHICAL REGENERATION 

Your regeneration no longer requires race cards to activate, and you may change your weakness, once on taking 

this skill, to any other type in the game. 

NATURALLY AGILE 

you gain Agility 1, and can use race cards to power the skill 

NATURE’S SALVE (2) 

You may heal a single location of all lost hits, and recover Hardened Skin 

PROVOCATEUR (1+) 

Can use a race card to add a single white, black, or red to a rite you are participating or witnessing, but not 

leading. More than one race card can be used in this way. 

PURITY 

Gain +2 Race Cards 

RAGE (1) 

you may use a Race Card to give yourself a rage-fuelled burst of energy. For 30 seconds you must attack anything 

in front of you but are immune to mental spell effects. This ability has a day cooldown if used to resist a high 

magic effect. 

REVELATION (1+) 

adds +1 to your Search Value when searching a body per RC used 

RITE MASTER 

Gain 1 rite of any magic type you can use, & 4 rite cards. 
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SPELL: MEND 

adds the spell Mend to your spell list. This 1st level spell will attempt to repair a broken item, this can be anything 

from a shattered item to a burnt piece of paper. Note: not everything can be mended.  

STASH 

You may stash 1 item no larger than 6inches squared about your person. This item has a conceal value (CV) of 10. 

STEAL LIFE (KHANATE) 

using a race card you can execute a dying character to heal a single wound on an allied faction member within 

touch range. No soul can be taken if this occurs. 

STRENGTHEN FLESH (RITE) 

Attempts to grant the correct race a +1 Toughness bonus, up to racial maximum, until dawn. Grants +4 Rites 

cards. 

STRONG GRIP (1) 

You gain use of the reactionary spell Strong Grip. 

SURVIVALIST 

gain the Gathering skill 

TEACHER (1/) 

use race cards to reduce the cost of teaching recipes by 1/point 

VIM 1 (1) 

use a race card to throw off the effects of a mundane disease 

VIM 2 (3) 

use a race card to throw off the effects of a magical disease 

VIM 3 

you are immune to diseases unless they target your sub-race alone. See Mettle 3 

WILFUL 

your race is naturally resistant to magic. You may use Race Cards to resist low magic spells and gain Willpower 1. 
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