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- Foreword

In 2007, White Wolf released a game book brainstormed by a dozen
people, written by 10 authors, and illustrated by 16 artists. It was the work of
many, many hands — and it was also one of the most personal works I'd ever
put out to the public.

It’s a bit of a contradiction, isn’t it? Not so many of the words filling the
core Changeling: The Lost were actually mine. It wasn’t my book, it was our
book. I think I've mentioned before (though not in these pages, obviously) that
there was a year in which everyone pitched a new Changeling book. Every-
one had a different idea, and delightfully, they went with mine. The idea I'd
pitched wasn’t much like Changeling: The Dreaming, which is faintly ironic
given that my ideal job when I first joined White Wolf was to develop that
game. I certainly adored Dreaming, but I wanted something less metaphori-
cal. I wanted the denizens of Faerie to be more mythic — I've always loved
mythic — the creatures of irrational reason and peculiar promises from the
old stories. I proposed something classical intruding on the modern, and to my
surprise and delight, White Wolf went with it.

Now, again: many, many hands. Bill Bridges was the one who suggested
that the player characters were mortals abducted, changed by Faerie — the
Tam Lins and Urashima Taros, the Arabella Stranges and Stephen Blacks,
rather than faeries born into mortal bodies:Better writers than I provided
fiction and twists of description and clever mechanics and expressions of pain.
Better artists than I'll ever be gave it a face, 100 faces.

But a part of my soul was’in it, all right. I still recognize some of my
fears: the terror of losing my family, the dread of a stranger sleeping in my
bed. I see references to rakshasas and rusalki and other monsters dear to my
heart. I see the poetic, strange, threatening breed of American fantasy I first
learned to love from Ray Bradbury. Even the cover design is personal. Aileen
and I were living in the Appalachians at the time, you see, on the mountain
I'd grown up on. The thorns are from an Osage orange tree down by the pond
my parents dug many years ago; the luna moth is an actual dead moth we
found on our morning walk one day, and hoped was a good omen rather than
a bad one. And yes, my wife’s name is in one of the illustrations, the second
time a Changeling artist gave her a touch of immortality like that, and of
course that reminds me again why family matters, and...

Pardon me. One gets sentimental:



But as much as I want to fee/ like Changeling: The Lost is mine, it’s never
been. It’s not just that so many writers and artists built this beautiful thing to-
gether — it’s that so many players found it, read it, and loved it. Every game
designer tries to make the game they want to play, that enables the stories
they want to tell. If other people love that game and call it their own? I have
trouble imagining better praise than that. You've put some part of you into this
book, this system for telling stories, and people are in accord with that frag-
ment of your soul.

And now here we are. Changeling: The Lost. Second edition.
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NTRODUCTION

-

To go on means going from here, means finding me, losing me, vanishing and beginning
again, a stranger furst, then little by little the same as always. ..

Samuel Beckett, The Unnamable

There was always something you were missing. Some-
thing everybody got that you didn’t, some metaphorical
party to which everyone was invited but you. Someone
offered you a glimpse of it, of that thing that would make
you whole. So, you followed them.

But you were deceived. The wider world you had just
a glimpse of was only a sliver of a vast landscape of mad-
ness and horror. For a while you kept going, yes. But even-
tually, you had to get out.

So, you did. You braved pain and isolation, and you
changed your life again. You ran back over the line, rush-
ing toward the place you came from, the memory of all
that was good in it lighting your way.

And now you're back. Turns out your life kept go-
ing without you. In your absence, the familiar became
strange. You're out of place again.

But you won't take it this time. You will make your place
and you will defend it when your deceiver comes knocking.
And if something is still missing, and there always seems to
be, you will find it and you will make it part of you.

There will be dragons and there will be sirens and
there will be all the armies of the otherworld sent to bring
you back. But you will slay them, and you will shun them,
and you will stand on the battlements of your fortress as
they break against your walls of thorn and iron.

You will be free.

And none of that was a metaphor.

You know the stories. The hero leaves his village on
a terrifying journey, or the waif finds her way through the
cold, dark woods. In the end, they kill the giant or shove
the witch in an oven.

But what happens next?

In Changeling: The Lost, you take on the role of
an ordinary person who has seen the extraordinary.
Lured or abducted by the alien Gentry, you have passed
the gates and Hedges between our world and the vast
fantastic.

In Arcadia, the Gentry changed you. They forged
your flesh and sewed your bones, and they gave you a role
to play. You were a lover or a servant or a monster. But it
was never your story.

Having run from your Keeper and climbed your way
back through the Hedge (and didn’t the thorns bite more
than they did going in?), you're back in the world of pizza
and Facebook and nuclear anxiety.

Your eyes are open now. You can see that magic is not
the sole province of Faerie. The world is alive with won-
ders most people never see...and rife with horrors that
count on that unwariness. It’s all part of your life now. You
take the good with the bad, the magic with the monstros-
ity, the beauty with the madness.

It’s not always an easy story, not always a happy story.

10 JNTRODUCTION
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SETTINC

Changeling: The Lost is set in the Chronicles of
Darkness, which portray a world like ours, but alive with
supernatural wonder and terror. For millennia, the enig-
matic Gentry (or True Fae) have abducted humans from
this world and taken them to Arcadia, a fairyland where
the Gentry’s will shapes reality.

The abductees are changed into faerie creatures to
play particular roles in the True Fae’s fantasies; these
roles are seemings, which correspond to fairy-tale char-
acter archetypes like the big, bad wolf (Beast), the ice
queen (Fairest), the miracle worker (Wizened), and so on.
Changelings turn the forms and powers forced on them
against their fae Keepers, and escape from Arcadia.

On the way back, each changeling had to cross the
Hedge, a surreal land that separates our everyday world
from Arcadia. Finally arriving back in the realm of hu-
manity, most changelings resolve to reclaim their lives
— or build new ones. They’re Lost, and it’s time to find
themselves. That’s where our story begins.

Changelings face many challenges. The True Fae
may have replaced them with duplicates called fetches,
who have been living the Lost’s life in their absence. They
must often risk trips into the Hedge, which is full of bi-
zarre creatures and dangerous temptations. And most
terrifying of all are the True Fae’s Huntsmen, heartless
shapechangers sent to drag the Lost back to Arcadia.

But changelings have an advantage the Gentry will
never fully understand: They are not alone. They band
together in courts, communities that practice supernatu-
ral defenses against the True Fae. These courts, in turn,
make up freeholds, local societies that provide and gather
protection and resources to help their members. These
communities can be rife with intrigue and riven with in-
fighting...but in the end, those are fundamentally human
behaviors which defy the Gentry in their own way.

In Changeling, you’ll play someone who'’s had their
whole life taken away, and who won’t rest until they have
it back — or make a better one. You'll face fears and
uncover secrets, slay dragons, and bargain with goblins.
You'll walk the roads between dreams and penetrate the
maze that lies behind every mirror. You'll see the truth
behind all things, and you will make it your own.

THEMES

Like the fairy tales that inspire it, Changeling:
The Lost can tell almost any sort of story, but the book
you hold in your hands revolves around six contrasting
themes.

Beauty + Agony

You have seen flowers with colors that simply don’t
exist in the everyday world, and you have felt their barbs

f'w»'\mnmﬂa?\rﬂhma-qq

rake across your skin. You have been to the very home of
wonder, and you have found its rotten core.

Clarity + Madness

You see the truth behind the everyday. The fantas-
tic creatures that walk our streets. The gates into other-
worlds of silver and thorn. Yet you're in a vertigo, a sense
that the world has been torn out from beneath you, and
can never be restored.

Lost + Found

Your memories brought you home. The smell of pop-
corn at the theater, the sound of your son’s laughter. But
you're forever apart from them, cast across the gulf of years
or replaced by something that’s even better at being you.

AN INTRODUCTION
TO STORYTELILING
CAMES

Chances are, you know what a storytelling — or ro-
leplaying — game is already. But we love meeting new
people. So, if you're new here, let’s talk about the basics.

In Changeling, you play out stories following a core
cast of characters as they make their way in a world that’s
a mix of the everyday things we know and the fairy tales
that permeate our pop culture. It’s a lot like a TV drama,
and individual gaming sessions (which generally run two
to four hours) are like weekly episodes. Secrets will be re-
vealed, relationships will be tested, and fears will be con-
quered.

Around two to five players take on the role of one
cast member each. You'll make decisions for your char-
acter — when her best friend betrays her, you'll decide if
she grieves or takes revenge. When supernatural beings
ruin her day, you'll decide whether she runs, negotiates,
or unleashes her faerie powers. Perhaps most importantly,
you'll tell the story of her ongoing efforts to reestablish a
place for herself on Earth.

One player, the Storyteller, is responsible for portray-
ing characters who don’t belong to specific players, and
presenting fictional situations that challenge the other
players’ characters. Think of these as the supporting cast
of our imagined TV series — both ongoing characters
who help or oppose the core cast, and guest stars of the
week who turn up to cause unique kinds of trouble.

As for challenging the player characters, it’s the job of
the Storyteller to come up with scenes where the players
have to make decisions fraught with conflict and danger.
The Storyteller narrates a situation, then the other play-
ers say how their characters respond. The most important
question a Storyteller can ask is “What do you do now?”

When a character acts, the outcome of the action is
determined by rolling a handful of dice. The basics are
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simple. You add a few numbers on your character sheet
(a mini dossier) and roll that many dice. You'll find out
whether your action works, or fails and gets your character
into more trouble.

While players other than the Storyteller will gener-
ally be advocates for their characters’ success, planning
ways in which they can succeed, a lot of drama and fun
comes from when things don’t go well for the protagonists.
Again, think of a television series...the most interesting
episodes are often the ones where everything goes wrong
for the characters until they find a way to turn it around.
That said, the Storyteller should make sure characters
have a chance to bounce back rather than constantly
dumping suffering on them.

The Storyteller is responsible for...

...bringing the world to life through description.
...deciding where scenes start and what’s going on.

...portraying characters who don’t belong to other
players.

...involving each player and her character in the on-
going story.

...putting players’ characters in tough spots, encour-
aging interesting decisions.

...facilitating the actions players’ characters take,
while making sure there are always complications.

...making sure that poor dice rolls affect, but don’t
stop, the story.

The players are responsible for...

...creating their own individual characters as mem-
bers of the cast.

...deciding what actions their characters take.

...making decisions that create drama and help keep
the story moving.

...highlighting their characters’ strengths and weak-
nesses.

...confronting the problems the Storyteller intro-
duces.

...developing their characters’ personalities and abili-
ties over time, telling personal stories within the overall
story of the game.

Everyone is responsible for...

...giving other players chances to highlight their
characters’ abilities and personal stories, whether that’s by
showing them at their strongest or weakest.

...making suggestions about the story and action,
while keeping in mind the authority of players over their
characters and the responsibility of the Storyteller to oc-
casionally make trouble.

We particularly recommend the following as sources
of inspiration for the content and tone of your Change-
ling stories.

Grimms’ Fairy Tales, collected by Jacob
and Wilhelm Grimm

A collection of German folklore from the early 19th
century, Grimms’ is probably the source of most of the
fairy tales you know from childhood. More recent print-
ings reproduce the book’s original edition, which was
concerned less with teaching valuable lessons than with
the stories themselves. These early tales are not only a bit
darker and bloodier than later tellings, but also a good
deal messier and more sprawling — in other words, more

like life.

Jessica Jones (season 1), created by
Melissa Rosenberg

Private detective Jessica Jones was a superhero, until
the obsessive and powerful Kilgrave made her a part of
his story instead. Having escaped his clutches, she tries to
start a new life while struggling to stay connected to her
friends through the walls she’s put up around herself, just
in case he ever returns...and now he has. David Tennant’s
Kilgrave is a starkly terrifying example of what a Keeper
can be like, and Jessica’s desperation to reclaim her life
after what amounts to a durance and protect others from
the same fate shows exactly the kind of intensely personal
drama a Changeling story can bring to bear. The way she
wrangles with who she can possibly trust and how to deal
with the trauma of her supernatural abuse — and more
importantly, how she learns to trust again and heal from
her experiences — are perfect inspirations for the Wild
Hunt the Lost deal with every day. This television series
is a survivor story that touches on very real issues, so we
recommend checking content warnings before you watch.

Labyrinth, directed by Jim Henson
After her baby brother is abducted by the Goblin

King, teenaged Sarah must traverse a bizarre world of
tricks and traps to rescue him. David Bowie is unforget-
table in the role of one of the True Fae, and the Labyrinth
itself is an incredible depiction of what the Hedge might
be like. Sarah’s companions are good examples of the
friendlier sort of hobgoblin.

MirrorMask, directed by Dave McKean

Co-written with fantasy superstar Neil Gaiman,
McKean’s film tells the story of Helena, a young woman
whose mother is hospitalized after they have an argument.
Helena travels to an otherworld shaped by her grief and
guilt, ruled over by a Queen of Shadows who has mistaken
Helena for her own daughter. As she navigates the Land
of Shadows, Helena realizes that the actual princess has
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taken her place in the mortal world and is living her life
in a way she distinctly does not want...but which she laid
the seeds for.

MirrorMask’s fairyland is a great source of inspiration
for the different worlds of Changeling, and the way it’s
shaped by Helena’s own conflicts makes it a particularly
good fit for the Hedge. The Queen of Shadows, alien and
dangerous but driven by her own loss to try and fit Helena
into her world, is a great example of a Keeper. Finally, the
Princess of Shadows using Helena’s life to act out their
mutual angry side is a particularly poignant example of
what a Fetch might do.

Once Upon a Time, created by Edward
Kitsis and Adam Horowitz

Often a bit more lighthearted than Changeling usu-
ally is, until it abruptly isn’t, Once Upon a Time is a televi-
sion series in which well-known stories from fairy tales and
Disney films are true — and their characters labor under
a grand curse that whisked them into the real world, cre-
ating the small town of Storybrooke, Maine. Aside from
the generally appropriate fairy tale themes and archetypes
with surprising darkness lurking underneath, it explores
the messy human side of being a storybook character in
the mortal world, and stresses the importance of healthy
relationships when dealing with supernatural problems.
The character of Rumplestiltskin (spelled this way in
the show) is a prime example of a wheeling and dealing

hobgoblin, constantly there to remind us: All magic comes
with a price.

Over the Garden Wall, created by Patrick
McHale

Young brothers Wirt and Greg tumble from their ev-
eryday lives into a creepy wood filled with mysterious, un-
earthly creatures. They try to find a way back home while
making friends and, little by little, helping the denizens
of this strange place improve their lives. This animated
mini-series from Cartoon Network takes place in the Un-
known, an excellent inspiration for the Hedge with its
eerie timelessness, its talking animals and all their sur-
real problems that need fixing, and the slow reveal of the
beauty behind the madness. It features one of the True
Fae, too, and several instances of what could easily be du-
rances in progress.

C ONTENT WARANINC

Changeling: The Lost deals with heavy subject mat-
ter, which may hit close to home for players or readers.
Chapter 7 includes safety techniques for play, to help pre-
vent the exploration of painful themes from being danger-
ous for players.

Abuse and trauma are part of Changeling. Not ev-
erything in the game is a metaphor, and very little is

f'w»'\mnmﬂa?\rﬂhma-qq

direct allegory, but the stories of the Lost are very deliber-
ately survivor stories. They’re about reclaiming your life,
about owning yourself and your perceptions, about mov-
ing beyond pain without simply blocking it out. We hope
the game can help players express complicated feelings in
a comparatively safe environment.

The game’s use of “madness” also deserves mention.
Deriving from literary criticism of works like Jane Eyre,
Changeling’s “madness” refers to the protagonists’ refusal
to allow either Faerie or mortality to dominate their per-
ceptions. It reflects how they take ownership of their truth
in the face of influences both human and otherwise telling
them their perceptions (and even their memories) must
conform to the standards of the powers around them.
The tagline “beautiful madness” speaks to the unique and
wonderful position of knowing yourself and your life for
what you truly are.

L EXiIconN

CHANCELING:
THE L.oST TERMS

Arcadia: The domain of the True Fae and once-pris-
on to all changelings. Also Faerie.

Autumn Court: The court tied to autumn, fear, and
mysticism.

bargain: A kind of pledge that changelings make
with mortals to hide from the Fae’s agents; also Bargain,
the large-scale pact a Lost court makes with a force of
nature, like a season, to protect the court from the Wild
Hunt.

Bastion: The contained dreamscape of an individual
person.

Bedlam: An uncontrolled burst of emotions a
changeling can inflict upon others, voluntarily or invol-
untarily.

Bridge-Burner: A changeling so consumed with ha-
tred for the True Fae that they vow to destroy dreams, cre-
ativity, and anything else that could attract fae attention.

changeling: A human who has been gradually
changed by her durance in Arcadia, becoming partly fae

herself.

Clarity: The measure of a changeling’s ability to own
her perceptions and experiences. High Clarity allows her
to use her kenning.

Contract: A mystical pact struck between the fae
and cosmic forces, allowing the fae to call on supernatu-
ral powers.

court: A social organization dedicated to mutual aid
and self-defense, bound together by pledges of loyalty. The
courts of North America and Europe tend to be organized
in a group of four seasonal courts.
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Dreaming Roads: The paths through the Hedge
that connect to humanity’s dreams, along which the Bas-
tions of individual dreams can be found.

dreamweaving: The art of gradually changing a
dreamscape to learn secrets and influence the dreamer,
performed in Bastions. One who engages in dreamweav-
ing is performing oneiromancy.

durance: The ordeal shared by all changelings, dur-
ing which they were held captive by the True Fae.

Echoes: The powers manifested by a fetch.

fae: A blanket term for creatures and things imbued
with the power of Faerie or the Hedge.

Fae, True Fae: The immortal inhabitants of Faerie;
the creatures that abduct humans and gradually trans-
form them into changelings.

fae-touched: Mortals bound to specific changelings
by promises made before their durances, who entered the
Hedge to find their loved ones and escaped again with
some fae power of their own.

Faerie: Arcadia, or more rarely, the inhabitants of
Arcadia.

fetch: A Fae-constructed replica of a human being,
left behind to take an abductee’s place.

forsworn: As oathbreaker.

frailty: A supernatural prohibition or weakness that
fae creatures suffer; they gain more of them at higher
Wyrd.

freehold: A local society of changelings, usually
overseen by a seasonal ruler and offering support to their
fellow changelings.

Gentry: A changeling euphemism for the True Fae.

Glamour: The raw supernatural energy that feeds
the fae. It is tied to the strong emotions of the human
heart.

goblin: A general term for fae creatures and things
of dubious or no loyalties; often applied to hobgoblins and
unaffiliated changelings.

Goblin Contract: An illicit Contract, typically easy
to learn but with strings attached. Changelings who pur-
chase these from hobgoblins incur Goblin Debt.

Goblin Debt: Mystical debt incurred by the use of
Goblin Contracts or when making deals with hobgoblins,
which can transform a person into a Hedge denizen or

Goblin Queen.

goblin fruit: The many types of fae consumables har-
vested from the Hedge that have some supernatural effect
on the user.

Goblin Market: A fae black market, which often
changes location, where changelings and other fae barter
for illicit goods and services.
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Goblin Queen: A Hedge denizen so overwhelmed
with Goblin Debt that they become even more entrenched,
ruler of their own little patch of the Hedge.

|\

Hedge, the: The thorny otherworld that lies between
the mortal realm and Faerie.

Hedge ghosts: Remnants of those who have died in
the Hedge, or wisps of emotions and dreams made mani-
fest.

Hedgespinning: The art of shaping the Hedge to re-
veal new paths or trip up enemies.

hobgoblins: The fae creatures and denizens of the
Hedge.

Hollow: A safe haven within the Hedge.

Huntsmen: Early inhabitants of Arcadia, who were
twisted by the True Fae into hunters who chase down es-
caped changelings.

Icon: A piece of a changeling’s soul left behind in the
Hedge when she escaped from her durance. Changelings
can recover Icons to reclaim memories and boost their
Clarity.

Keeper: The Fae who kept a changeling in Arcadia,
and whose influence is usually felt in that changeling’s
seeming.

kenning: The ability of changelings who haven’t lost
too much Clarity to sense the supernatural.

kith: A refinement of seeming, granting more specific
abilities.

Lost: A euphemism for “changeling” or “change-
lings.” Often used by changelings who refuse to think of
themselves as no longer human.

loyalist, True Loyalist: A True Loyalist is a change-
ling who retains hidden loyalties to her Keeper or to other
True Fae, often acting as a mole in Lost society. Change-
lings often use the general term loyalist to refer to any
changeling who doesn’t join a court or freehold.

Mantle: A measure of a changeling’s court status,
and a mystical identity reflected in her mien. Also a Merit.

Mask: The illusion that conceals the presence of the
fae from mortal eyes.

mien, fae mien: A changeling or other fae’s true
form, concealed by the Mask.

motley: A small group of changelings, sometimes
bound in a pledge of friendship.

Needle: The core identity and approach a changeling
presents to the world to assert herself and exercise her
freedom.

oath: A kind of pledge that binds two or more fae
beings together in mutual support or enmity.

oathbreaker: One who has broken a fae oath. This
title may rightly be used until the person has made
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restitution, and for a year and a day after. Often used as
an insult.

oneiromancy: The practice of lucid dreaming and
dreamweaving.

oneiropomp: A changeling or other creature that en-
ters the dreams of another.

Others: Another euphemism for the True Fae.

pledge: A sealing, oath, or bargain made by the fae,
enforced by the Wyrd.

portaling: The ability of changelings to escape any
bonds or prison, and slip easily between the Hedge and
the mortal world.

privateer: A changeling who acts as a slaver or boun-
ty hunter for the True Fae or Huntsmen in exchange for
continued freedom.

Regalia: Six categories of Contracts for which
changelings and Fae can have an affinity. For the True
Fae, Regalia are also powerful tokens that represent their
cosmic pacts.

sealing: A kind of pledge that holds someone to a
promise or statement of intent.

seeming: A changeling’s physical aspect, which
reflects the role he played in Faerie and the talents he
used to escape.

Spring Court: The court bound to spring, desire,
and beauty.

Summer Court: The court bound to summer, wrath,
and military strength.

Thread: The core drive and purpose a changeling
uses as a lifeline to stability and inner strength.

Thorns, the: The most dangerous parts of the Hedge.
Also thorns, a general term for fae dangers.

Title: One of a True Fae’s roles and faces, which
manifests to interact with lesser beings.

token: An object infused with a measure of fae pow-
er. Can be oath-forged, Hedge-forged, or stolen.

Touchstone: A person, place, or object that helps an-
chor a changeling to her Clarity.

trod: A path cut through the Hedge, from one mor-
tal site to another or to Faerie. Also used to refer to the
physical location that corresponds with the entrance to
such a path.

Wild Hunt: The sum of all the Fae’s constant ef-
forts to reclaim escaped changelings; also used to describe
a single gathering of Fae forces to besiege a freehold en
masse.

Winter Court: The court bound to winter, sorrow,
and intrigue.

Wyrd: The power of Faerie, the cosmic principle of
reciprocity.
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CENERAL CHRONICLES
OF DARKAESS TERMS

10-again: A result of 10 on any die is rerolled in an
attempt to achieve more successes. A further result of 10
on a rerolled die is rolled yet again, over and over, until no
more 10s are rolled.

9-again: A result of 9 or higher on any die is rerolled
in an attempt to achieve more successes. A further such
result on a rerolled die is rolled yet again, over and over,
until no more are rolled.

8-again: A result of 8 or higher on any die is rerolled
in an attempt to achieve more successes. A further such
result on a rerolled die is rolled yet again, over and over,
until no more are rolled.

action: A task that takes all of a character’s time and
attention. The Storytelling system measures instant ac-
tions (one to three seconds, taking place within a single
turn) and extended actions, taking longer (duration de-
termined by the Storyteller). Also, there are reflexive ac-
tions, which take no time and do not prevent a character
from performing another action within a turn, and con-
tested actions, in which two or more characters compete
in a task or for a single goal.

advantage: A character trait such as Health or Will-
power that usually represents abilities derived from other
traits. Advantages are measured in dots and sometimes
in points.

aggravated (damage): A damage point that inflicts
a grievous or supernatural wound. Changelings suffer ag-
gravated damage from some bane frailties. Mortals might
suffer aggravated damage from a dire supernatural power,
such as a lightning bolt summoned from the sky. Aggra-
vated wounds normally heal at a rate of one point per
week.

Aspiration: One of a player’s goals for her charac-
ter. An Aspiration can be something the character seeks
out, or something the player wants to see happen to the
character.

Attribute: A character trait representing innate ca-
pabilities: Mental, Physical, and Social. An Attribute is
added to a Skill (or another Attribute in certain cases) to
determine your basic dice pool for an action.

bashing (damage): A damage point that inflicts a
non-life-threatening wound. Bashing wounds normally
heal at a rate of one point per 15 minutes.

Beat: A point gained for performing certain actions.
Five Beats become an Experience, which can then be used
to purchase new traits, such as Attributes, Skills, Merits,
or supernatural powers.

breaking point: A trigger that causes a character to
suffer a Clarity attack, or a player to check for losing In-
tegrity.
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chance roll: Whenever modifiers reduce your dice
pool to zero or fewer dice, you may make a chance roll on
a single die. Unlike a normal dice roll, a chance roll suc-
ceeds only on a result of 10. Worse, a result of 1 causes a
dramatic failure.

close combat: Attacks that involve hand-to-hand or
weapon fighting. Such attacks use the Strength Attribute
for their dice pools. Characters gain their Defense against
close-combat attacks.

Condition: An ongoing effect, which may be physi-
cal, mental, emotional, or supernatural. For example, a
character might be Guilty or Delusional. Usually, a Con-
dition modifies a character’s dice pools for certain actions.
Players are rewarded with Beats when they act on or re-
solve (end) a Condition.

contested action: Two or more characters compete
in a task or for a single goal. The one who gets the most
successes wins. Contested actions can be instant or ex-
tended actions.

damage: The points inflicted against a character’s
Health, rated as bashing, lethal, or aggravated. One point
of damage inflicts one wound. Clarity and an object’s
Structure can also suffer certain kinds of damage.

Defense: An advantage trait determined by taking
the lowest of Dexterity or Wits and adding Athletics.
Characters can penalize a close-combat opponent’s accu-
racy by subtracting their Defense from his dice pool.

dice: The Storytelling system uses 10-sided dice to
represent the element of chance. Dice are collected to
form a character’s dice pool for an action.

dice pool: The number of dice rolled to determine
failure or success (and the degree of success) for a charac-
ter’s action. Dice pools are usually determined by adding
an Attribute to a Skill, plus any relevant modifiers, such
as from equipment.

dot: The incremental measurement of a permanent
trait. Most traits range from 1 to 5 dots, but some (such
as Willpower) range from 1 to 10, and others (like Health
and Clarity) can go higher.

dramatic failure: A result of 1 on a chance roll causes
a dramatic failure, a catastrophe worse than a normal fail-
ure. The character’s gun might jam, or he might wind up
shooting a friend by accident. The Storyteller determines
and describes the result. A player can also turn a failure
into a dramatic failure voluntarily to gain a Beat.

Durability: A trait representing an object’s hard-
ness, based on the material from which it is made (wood
has less Durability than metal). Durability is measured in
dots. An attack’s damage must exceed Durability before
the object is harmed.

equipment: Characters can improve their chances of
succeeding in a task by using the right equipment. This
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benefit is represented by modifiers to the dice pool, de-
pending on the equipment used and its quality.

exceptional success: Whenever a player rolls five or
more successes in a single roll, the character achieves an
exceptional success. This achievement sometimes pro-
vides an extra perk over and above the effect of having
multiple successes. For example, a character who gains
five successes on a fast-talking roll might allay the target’s
suspicions enough that he believes anything the character
says for the remaining scene.

Experiences: A collection of five Beats, used to pur-
chase new traits or to boost the dots of existing traits.

extended action: A task that takes time to accomplish.
Players roll to accumulate successes during phases of the
task, succeeding once they have acquired the needed total.

failure: A dice roll that yields no successes is a failure
— the character does not succeed at his task.

Initiative: An advantage trait representing the char-
acter’s ability to respond to sudden surprise, determined
by adding Dexterity + Composure. A character’s Initia-
tive helps him get a high standing in the Initiative roster
during action scenes.

instant action: A task that takes place within a sin-
gle turn. A character can perform only one instant action
per turn, unless he has a Merit or power that lets him do
otherwise.

Integrity: A trait representing a human character’s
mental stability.

lethal (damage): A damage point that inflicts a life-
threatening wound. All mundane weapons deal lethal
damage. Lethal wounds normally heal at a rate of one
point per two days.

Merit: A character trait representing enhancements
or elements of a character’s background, such as her allies
or influence. Merits are measured in dots, but are not al-
ways used to determine dice pools. Instead, they represent
increasing degrees of quality or quantity concerning their
subject.

modifiers: Dice pools are often modified by a number
of factors, from bonuses (adding dice) for equipment or
ideal conditions to penalties (subtracting dice) for poor
conditions.

point: A trait expended to gain certain effects or
lost and regained, such as a Willpower point or a point of
Health damage. The number of points available is equal
to the parent trait’s dots. Spent points are regained over
time or through certain actions.

ranged combat: An attack that sends some sort of
projectile at a target, whether it’s a bullet from a gun or a
knife from a hand. Such attacks use the Dexterity Attri-
bute for their dice pools. Characters cannot normally use
their Defense against firearm attacks, although targets
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can penalize an opponent’s accuracy by going prone or
taking cover.

reflexive action: An instinctual task that takes no
appreciable time, such as reacting to surprise or noticing
something out of the corner of your eye. Performing a re-
flexive action does not prevent a character from perform-
ing another action within a turn.

resistance: Characters can resist others’ attempts to
socially sway them, physically grapple them, or even men-
tally dominate them. Whenever applying such resistance
requires a character’s full attention, it is performed as a
contested action, but more often it is a reflexive action,
allowing the target to also perform an action that turn.

scene: A division of time based on drama, such as
the end of one plot point and the beginning of another.
Whenever a character leaves a location where a dramatic
event occurred, or when a combat ends, the current scene
usually ends and the next one begins.

Skill: A character trait representing learned abil-
ity or knowledge. Added to an Attribute to determine a
character’s basic dice pool for a task.

Specialty: An area of Skill expertise in which a char-
acter excels. Whenever a Specialty applies to a character’s

%_
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task, one die is added to his player’s dice pool. You can
assign any number of Specialties to a single Skill.

Storyteller: The “director” or “editor” of the interac-
tive story told by the players. The Storyteller creates the
plot and roleplays the characters, both allies and villains,
with whom the players’ characters interact.

success: Each die that rolls an 8, 9, or 10 yields one
success. (Exception: A chance roll must produce a 10 to
succeed.) In an instant action, a player must roll at least
one success for his character to accomplish a task. In an
extended action, the number of successes required (ac-
cumulated over a series of rolls) depends on the task. In
an attack roll, each success produces one point of damage.

trait: An element on the character sheet. Traits in-
clude Attributes, Skills, Merits, advantages, anchors, su-
pernatural powers, and more.

turn: A three-second period of time. Instant actions
are observed in turns. Combat (a series of instant actions)
is observed in consecutive turns as each combatant tries
to overcome opponents.

wound: A marked Health point, denoting an injury
from damage.
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PART |

It Happened to Me

Almee

So he’s me, kind of. Better job, better relationship with my — our — mom. Takes selfies and posts
photos of his matcha lattes and his wife and their million adopted babies. Gross.

He’s...not married to Katrina, though. And I sort of thought we would be. I mean, I followed the
scent of her hair back out of Arcadia. Rolled it around in my mouth like a peppermint as I ran, brisk
and clean and full of unkept promises. When I stood in the long saltgrass by the bay to catch my breath
on solid ground, real ground, the first thing I did was try to pick its scent up again. I thought I might
have missed some dates, I didn’t think I'd be missing years. Well, 4e didn’t miss those years. He sews his
button eyes back on every morning, thinking they’re eyeglasses, and kisses some other woman. She’s cute,
I guess, but doesn’t seem like our type. Or maybe just not mine. It’s getting unhealthy, all this watching
them go to work and scrolling through his Instagram.

And it’s not like I have to kill him, right? I could just let him keep a life I don’t even want, moth-
ers and mothers-in-law and an associate at a nice anonymous firm. God, I was so basic. But he’s not even
friends with Katrina anymore. Her life, maybe I could slip back into.

That was the logic that carried me to the doorstep of her apartment complex, loitering in the lobby, waiting
for her to come downstairs. Her voice was cautious and slow, like the words were crawling around a feeling too
big to speak. Anger, probably. But she said she'd come downstairs. I rocked forward and back on the balls of my
feet, squeaking in my wet shoes. I'd always been a little twitchy, but now I can’t bear to be still. I spent a lot of
time running, my first weeks back. The continuity helped, even if it felt a little perverse.

The elevator doors opened, and I released a breath I hadn’t even realized I was holding. She came and she
was so very the same that I blinked a little. Aging gracefully, I guess. A little sprinkle of white in her wiry
black hair, long and full around her head. A belted dress I bought her at a street fair 10 years ago. No shoes.
There was a wild look in her eyes that felt familiar, but before I could really think about it I was calling her
name. It sounded high and sharp in the empty hall. Too different, even though I've been practicing.

“Ja...Aimee?”’ She started to touch my face, and checked herself. Flattened out the betrayed look on
her face. “What are you going by these days?”’

My heart twisted. “Aimee, I guess. That’s how my roommates know me.”
“What about Lucy?” She looked increasingly less confused.

: \-l;;-ll_ i Lucy? Oh. “It’s...complicated. She doesn’t know.”

Katrina’s eyes flickered past me and she snorted. “Girl, you’re not complicated. I see you.”

¢ My vision went dark around the edges. I took a step backwards, then too many forward, until we were
breathing the same air. “What do you see?”

She tipped my head up to look at her, and this time I actually did. A second eyelid snapped over her
. ‘eye and back again. Eyes so deep a black I almost fell into them. I did fall onto her. And I felt the soft
o scaling on her shoulders. Ok, Katrina.




4T didn’t...did you fall down the well after me? I never thought. Was that you yelling back to me? Oh
god, I left you there. I'm so sorry, I thought it was a trick.” Words were falling out of my mouth, I might
have been crying. “I would have gone back, I would have gone back, I'm so sorry.”

“Shh. If you can even think about putting a foot back into the Hedge without screaming, I’ll accept
that as an apology. It’s been a minute, Aimee. Where’ve you been?”

She was smiling, a little. Not enough to get myself invited back upstairs, but enough to keep talking.
“Oh, over the river and through the woods. I'm pretty sure my grandparents are dead now, though.”

She rolled her eyes. “Not what I meant. Why hit me up now:?”

“Oh. Well. I've actually only been back a couple of weeks? And if I'm being completely honest, I
spent most of that time following...him to work and hanging out outside your building wondering if I
should call you.” Then I had an awful realization. “Wait. I found you under your real name. Did they...
did they not replace you too?”

Katrina shivered. Now that I was looking, the scales rippled too. Like mica and cobras and the inside
of shells. “She was made of glass and she wanted to fight about it.”

“What happened?”

“I cracked her open and feathers poured out.”
“I haven’t. I mean, I didn’t. I don’t want to. Jesus, he has £ids. He’s a Ae.”

“Yeah, I know. I went looking for you after I got back, too. I can see why you might want to leave
well enough alone. Not like you wanted to be him before.”

“Well, Mom seems happy with him, and...if Lucy can’t tell, maybe it would be kinder to let her keep
him? It seems cruel to just pop into her life and be like ‘Hey, your husband is imaginary and I have to
destroy him so I can have a name I don’t want back. So how do you feel about a divorce and full custody
of all these kids?” I did joke a lot about blowing up my life.”

Katrina pulled on a curl. “Well, that’s not quite fair to her, either. Like, what if...she does know? Or
figured some piece of it out on her own, but didn’t-know what to do about it? Shed...she’d probably think
she was going crazy, and only we would know different.”

‘“Hell, I don’t know what to do with my own life. I definitely don’t have any words of wisdom to fill
the pages of ‘So Your Husband’s a Fetch: Living with.the Consequences of Fae Jerks.” She’d be better off
talking to you.” _ \

Katrina winced. And even as’the door creaked open, I knew. “She was going to talk to you.”

‘“Aimee, we have a history. If she was going to call someone, it would have been me. I think you
should talk to her, too, but she didn’t come looking for you.”

Of course they knew each other. I knew that. I must have known that. They had lives that kept hap-
pening while I was gone. People that they were to each other, through...James. Things about him they
shared that I'd only know secondhand. I suddenly felt like an eavesdropper in a conversation about myself.
A lacuna in their lives that was unwelcomely filled. Lucy was looking at me like her life might go up in
smoke if I blinked. And she wasn’t wrong.

The rain outside picked up. Katrina’s eyes flickered to my left half a second before mine followed.
It was like someone had run a finger up the length of my spine, at first just a nervous tickle, but getting
insistent and angry.

I had not properly considered the possibility that escaping Arcadia wouldn’t be enough to keep me safe.
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EFACE, IN
THE MIRROR

We cried and sobbed and wept and bled tears. But when we were finished, all we could do
was continue living.

Nnedi Okorafor, Who Fears Death

You know us by the tales you tell to children. Should
they fail to heed, the Fair Ones will steal them away in the
night. We were those children once. We were Hansel and
Gretel whose breadcrumbs turned to ash, and we gorged
ourselves on the sweetest lies and they rotted our dreams.
We played our roles and spoke our lines, and our costumes

SEEMINCS

Run, they said, and hush. Burn, they told us. Freeze and whisper. Smile. Rend apart and build anew.
And above all, forget. We forgot, for a time, and we supped on enchantment, and the taste was honey laced
with blight. owr captors remade ws in their image, or in forms befitting our dreadful tasks. 1n thunder-dreams
and maypole songs we heard the calling of home, and though our forms were new, old memories stirred. With
sharp eye and slim shadow, with bright flame and keening cry, with clenched fist and clever ruse, we ran and

did not look back.

But in the mirror now our breathtaking scars reman, the marks of Faerie that remind us: We'll never be
as once we were. Never again will we be innocent or human. Never again will we daydream in drab sepia or

know the yullid touch of CHHUL.
And never again will we be yowerless.

our tmnsformations have made us more. Diﬁerent yes, and strange. But we aren't alone in our new
seemings. We may have lost ourselves, but we have found each other, and in that we see what we have

become.

N

became our seemings and kiths, our second skins. But we
won'’t be your bedtime story anymore. Now we wear those
skins like armor and build our own briar walls, our courts,
to prick our Keepers’ long fingers and bloody the merciless
Huntsmen’s eyes. And we'll live defiantly ever after.
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A TALE OF ABANDON

His earthy scent, his arresting gaze, his rough-edged
grace. You never do this, but just this once, you take him
home. In the giddy rush of it, of him, you feel alive. Morning
comes like a lazy blush, and watching him sleep, you know
you'll do this again.

Once upon a time, a wild creature lived in a wild land.
It had food to eat, shelter from the elements, and confi-
dence that nothing would ever prey upon it. One day, it
fell into a hunter’s trap, and for the first time knew fear. A
morsel of food came along, with a sharp fang of metal that
brought pain. Another meal carried a pane of silvered glass.
In the glass, the creature saw itself and knew the truth: it
was a dread monster laid low, and its prey had become the
predators. Its heart was cowed. Despairing, it submitted to a
cage’s bars and a whip’s lash. It begged for food and pleased
its masters to earn shelter. The next time it saw itself in the
glass, it understood the cruel joke of its false freedom, and
the crueler one it now endured. Its savage heart pumped
human courage and forgotten wisdom through its veins.
With that, the man who was a wild creature devoured his
masters whole with his mighty jaws, and set out to keep
vigilant watch for the courts of the Lost.

The Beast is as clever as he is wary, as fleet of foot as
he is keen of eye. When he wants something, he takes it.
When he feels an urge, he satisfies it. He knows that life
doesn’t have to be as complicated as people make it. All he
has to worry about is himself; everything else is someone
else’s problem. If he’s crude, it’s only because social graces
are far less important than needs. And if he’s aggressive, it’s
only because he’d rather be the hunter than the hunted.

Beasts are less likely than other changelings to put
much stock in the freehold as a government or organiza-
tion, but they devote themselves fiercely to the fellow Lost
they perceive as “theirs.” Sick of leashes and expectations,
they decide what’s best for themselves and their loved ones
first; anything else they agree to is a bonus. They have little
use for high-minded philosophies or ethical codes, view-
ing survival and immediate gratification as priorities one
and two, with everything else trailing at a distance. That
doesn’t mean they don’t care or can’t be kind and generous
— they're just ground-level thinkers. Lofty principles sound
nice, but they won’t fill a hungry belly. Beasts are opportu-
nistic because they refuse to rely on anyone. They don’t like

owing favors and they keep their eyes on the prize. Others
may consider them heartless, but the Grims look out for
themselves because to do otherwise is to give up control of
their fates.

A Beast spent his time in Faerie unable to think be-
yond the next meal and the next danger. Whether he lived
in constant mortal fear or in the lap of luxury, the basic
gifts of language and self-awareness were denied him. The
untamed fury of jungle drums or the summons of a master’s
whistle dictated his comings and goings, and come and go
he did — always moving, always running. Fight, flight, and
a longing for true freedom were all he had. Now, faced with
the choices and rules of the human world once again, he’s
dumbfounded. It’s easier to revert to base instinct, to let
others do the thinking for him and lash out or flee when-
ever threats rear their heads, regardless of cost. He must
work to keep visceral impulses from ruling his actions,
and he wonders whether he might just be faking the rest.
Sometimes, despite his pride in having clawed his way back
to humanity, the temptations of a simpler time and wilder
place linger still.

OANCE

The Gentry took away the bright spark that made you
human and replaced it with savagery. Perhaps your body
remained while your mind slept, or you roamed the treach-
erous fae wilderness in animal shape — or you were some-
thing in between. Your awareness condensed down to sen-
sation and survival. Pleasures and pain ruled you as pillars
in place of right and wrong. Your Keeper gave you gills and
a fish’s tail, and you swam behind glass in her aquarium and
performed tricks for food while childlike goblins watched
in delight. You lived in a kennel with other hounds just
like you, fighting over scraps and rutting whenever the urge
took you, until your master chained your collar to a post
while you guarded her door. The Fae kept you in a dark,
dirty pen, but you preferred that to when they turned you
loose in the unforgiving forest without clothes for warmth
or tools for defense, and bid you evade their hunting party
to keep your skin.

You learned to run and hide, to kill, to obey. You were
a beloved pet for a Fae princess or a hooded hawk on a

DON’T QUOTE YOUR RULES AT ME,
I DON’T NEED ‘EM. FRANKLY, NEITHER DO YOU.
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Huntsman’s arm. Whenever you showed a glimmer of inde-
pendent thought, your Keeper punished you until instinct
subsumed it again. But something jogged your memory, and
you woke up from your animal haze. With honed senses
and swift feet, you seized your opportunity when it came.
The wild roads and midnight dangers of the Hedge didn’t
stand a chance.

Now

You do what you want, whenev-
er you want, and you won't apologize
for stepping on someone’s delicate
toes while you do it. You don't take or-
ders and you'll never beg for anything
again. You endured enough humilia-
tion at the hands of the Others to last
you a lifetime, and you'll die before
you let it happen again. But you're
no lone wolf — you put your sur-
vivalist skills to good use for your
comrades, keeping watch while
they sleep and tracking enemies
through urban jungles. When your
motley is mired in complex in-
trigues and moral conundrums,
you remind them to take life
one day at a time and savor the
little things. Your friends know
that when cages need breaking
and knights need devouring, you're
the one to count on.

Nicknames: Coursers, Grims,
the Savage

Blessing: Gain an additional
dot of one Resistance Attribute at
character creation. Your charac-
ter gains +3 to Initiative rolls
and Speed, and may choose to
deal lethal damage with un-
armed attacks. It costs a point
of Glamour per three consecu-
tive turns to enjoy this benefit
if he has the Shaken or Spooked
Condition, or another Condition
that imposes fear.

Curse: In addition to your
character’s other breaking points,
he risks Clarity damage with a dice Q)

N,

pool equal to half his Wyrd (rounded —
up) whenever acting without thinking
causes significant harm or complications for
someone else.

Regalia: Steed
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TALES

He doesn’t cut the most impressive figure, and people
tend to forget he’s in the room. He doesn’t speak out much.
It's easy to underestimate him, and his enemies do it all
the time. But he makes it his business to collect friends

in high places. CEOs with fat wallets, changeling
court rulers, vampire princes; he’s not picky.
He sniffs out their troubles and provides
unexpected solutions, proving his worth
and hoarding favors. That way, when
the True Fae come knocking at his
door, he’s got a host of powerful allies
just a phone call away. And if any of
them ever want to betray him, they’ll
have to find him first.
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She makes the circuit of elderly

homes, coming by each week to sing

comforting songs to the lonely old

folks and keep them company. They

all say her voice is the most beautiful

sound they've ever heard in their

long lives. Sometimes she stays

the night to help out the nurses,

and whenever she does, the resi-

dents all talk the next day about

the lovely dreams they had. No

one knows where she lives or how to

reach her, but she always comes just

when someone is about to pass away.

Her lullaby eases the dying to their

eternal rest, and she basks in the
emotional release it brings.
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His reputation sucks, but

he doesn’t care. He knows ev-

erybody whispers about him lur-

ing mortals onto trods, kidnap-

ping kids and selling them to the

Gentry, whatever else they think

he gets up to. He lets them think

it because it earns him a healthy

respect. If they knew he was

tracking troubled dreamers to

their Bastions to devour their

demons, they'd say he’s gone

soft. And if they heard he was

going into the Hedge and entic-

ing lost wanderers to stray from

dark paths so he could take them

home, they’d call him a hero. He’s

sure he’s not a hero. He’s a blood-

thirsty predator, and that’s the side of

himself he shows them when he picks up a

Huntsman’s trail and stalks it right back. It hasn’t occurred
to him yet that he could be both at once.
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A TALE OF MYSTERY

She’s behind you in the mirror, but you're all alone. She
says she knows what you've done. You beg her forgiveness,
but she’s gone before the words leave your mouth. What if it
wasn't good enough? What if she comes back?

Once upon a time, a traveler in a dark wood bartered
her soul for one night’s comfort in the warm firelight, and
thus gave up her face. From then on, every evening when
the sun went down, she wandered the forest in search of her
missing face. She found many others — the masques of hid-
eous revelers, the bloated rictuses of drowned corpses, the
malevolent glares of cave dwellers with gemstone eyes. But
nowhere did she find her own. Her heart was adrift. De-
spairing, she fashioned a new face for herself out of pieces
of all the rest, and as she looked through its eyes she came
to know the secrets each of them kept. Knowing it wasn’t
truly hers, but unwilling to give up such a treasure, she hid
the new face in the folds of her cloak and tethered her heart
to the unmarked paths the others had known. With that,
she followed stolen signs behind night’s veil to sneak back
through the Hedge and share her insight with the courts
of the Lost.

The Darkling loves the silence and prefers to be out-
side looking in — or at least, accepts it as her inevitable
place. She’s the first to venture where others won’t go,
where broken clues to long-lost mysteries call with fetch-
ing whispers. If she speaks in riddles, it’s only because each
word holds power of its own, so she chooses them with care.
And if she watches too closely, it’s only because what she
learns might save everyone someday.

Though the Mountebanks fade into the background,
they know better than to strike out too far on their own.
They need strength in numbers as much as any change-
ling. Likewise, their motleys wouldn’t last long against the
Gentry or their Huntsmen without the Hedge wisdom
the Darklings provide, nor would their freeholds run so
smoothly without their knack for espionage to grease the
wheels. They're prime picks for missions to recover Icons
(p. 203), spy on rivals, infiltrate True Fae courts, or assas-
sinate fetches. Others may view them with suspicion, but
the Wisps keep their own counsel because to do otherwise
is to expose their darkest selves to the light.

Arcadia isn’t all lavish gardens and crystal spires.

Cursed woodlands grow there, too, their twisting trails
home to vicious tree-haunts with eyes that gleam. Dead
things rise to walk the land and monstrous hellbeasts
guard foul, forbidden magics. A thousand leagues beneath
the sea sprawl lightless kingdoms ruled by tyrant fish lords
and their deadly merfolk children. The Bewitched spend
their time in Faerie here among the horrors, abandoned to
survive on their own or ordered to cheat the fiends out of
ancient knowledge that turns out to be nonsense. After so
long befriending the shadows and deceiving the wretched,
they end up kin to both, creatures of false face and soft
step. Once they’re free, they worry they've become too like
the unspeakable things they once evaded. They know too
much and fear their fellows mistrust them as traitors, or
that they can no longer tell the difference between true oc-
cult secrets and mad fantasies. Worse, so often unseen and
unheard, they fear they're just echoes of people who never
left Faerie at all.

OANCE

Dread was your constant companion, whether it
stalked you from the darkness or from within yourself. Per-
haps your master had no eyes and no need for light, forcing
you to serve in an underground palace of perpetual pitch
black while his many children teased and tormented you
unseen. Perhaps you wore a mask you couldn’t remove at
a neverending masquerade ball, where the Red Death was
someone different every night and murder was never far be-
hind. Perhaps your Keeper forced you to collect oddities for
his display cases, catching fellow human prisoners to stuff
like dolls and braving dank caves to steal moldy tomes and
tarnished relics from terrible wardens.

But with dread came fascination, and opportunity.
Wandering blind, you developed ears keen enough and
footsteps light enough to eavesdrop on all the secrets your
master’s children whispered behind closed doors, and even-
tually you knew enough to trick and blackmail your way to
freedom. From behind your mask, you observed the Red
Death’s patterns and solved the murder mystery, exposing
him for all to see and slipping out — just another domino
— before the crowd’s shock wore off. You snuck out every
night to study the novelties you fetched by moonlight, until
you found the one that taught you the key you needed to

DONT WORRY IF I STRAY FROM THE PATH.
NOTHING OUT THERE SCARES ME ANYMORE.
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reopen a door into the Hedge. Through stealth, chicanery,
and a curiosity strong enough to pry even into the Gentry’s
demented affairs, you tore yourself away from the hollow
mysteries of Arcadia to become one yourself in the real
world.

Now

You've had enough of being afraid. You'll
never be truly rid of the fear you learned in Fa-
erie, but you can wield it like a stiletto, sharp
and icy cold. You can trade forms and
faces to be anyone but the coward your
Keeper made you. You can laugh away
your troubles with a bit of sleight of
hand, passing them on to other people
when they least expect it. You’re the
one who knows it all, who goes any-
where you please, and it frees you in
a way the other Lost can’'t under-
stand. No more eyes following
you wherever you go. No more
barriers between you and the un-
known you've come to love. You
spy and thieve on your own terms,
and demand whatever you want in
return — because they know you
could just take it if they refuse.

You may be often overlooked, but
your friends know that for all you
seem shy or hesitant, you're the one
who's always heard the right whisper
or read the right book.

Nicknames: the
Mountebanks, Wisps

Bewitched,

Blessing: Gain an additional
dot of one Finesse Attribute at
character creation. If you spend
a point of Willpower, your charac-
ter may touch something insub-
stantial and become part of it for
three consecutive turns, transub-
stantiating into smoke, shadow, a
sunbeam — whatever’s handy. This
ability costs a point of Glamour if
anyone is looking directly at her at
the time.

Curse: In addition to your
character’s other breaking points,
she risks Clarity damage with a dice
pool equal to half her Wyrd (rounded
up) whenever a secret or important piece
of information she knows turns out to be false.

Regalia: Mirror
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TALES

She visits the children first in dreams, playing games
with them there and coaxing them out of their shells. Then
she starts visiting in the flesh, careful never to let their
families or other grownups see her. The parents think she’s

an imaginary friend, and she lets the fiction persist. The
children don’t care that no one else knows she’s real —
they’re happy just to have a companion who under-
stands them. She stays for a while, until she
knows they’ll be all right without her, and
then she moves on to find new friends. But
each child carries a token of their time
together to remember her by. If it also
manages to protect its owner from the

Fae, so much the better.

He has a trunk full of stolen uni-
forms, fake IDs, and stage makeup.
Every town knows him by a different
alias and profession. Every town hides
skeletons in its closet, and he plays
his part for as long as it takes to brush

the dust from their bones and expose
them to the press. Even his fellow Lost
don’t know whether they've ever seen
his true face or heard his real name.
He won'’t talk about his time in Faerie;
in truth, he can’t. All he knows is
that he bargained away his identity
and his memories to give someone
else a chance to escape the Hedge.
Now he doesn’t remember whether
the one with whom he made the
trade was the sort to live and let
live, or the sort to give a man a taste
of his own medicine.

She seems like a harmless va-
grant when she wanders the streets
and subway stations, begging for
coin. The rude commuter who

shouts obscenities at her goes

out later with a gorgeous date

who skips out and leaves him

with the bill. The kind passerby

who fills her jar with dollar bills

meets a stranger the next day

who brings home his lost dog. She

lives at the junkyard, scavenging

the detritus of other people’s lives

and frequenting the Goblin Market

no one else notices there. She’ll share

her peculiarly prophetic advice with any-

one who seeks her out, but anyone who accepts

her wisdom must also accept a task, and those who fail find
their worldly possessions becoming detritus in a hurry.

—
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Elemental

A TALE OF METAMORPHOSIS

You mean to turn the kid away, just as you've done every
other day, but today you open the door instead. In his simple
smile and dismissive glance you see that he knew you would,
all along. He breezes past you. He said you couldn’t hold out
forever, and he was right.

Once upon a time, a boulder stood blocking the en-
trance to a cave in which there lived a sad young man.
Day after day, the boulder watched the young man pace
and sigh, heard him sing a mournful tune and speak in his
sleep about places far away. The boulder came to love him.
Worse, it understood how it caused his sorrow by keeping
him prisoner, but it could only move aside at the command
of the Faerie who visited to bring food. The man grew pal-
er and weaker, and ever lonelier. The boulder’s heart was
moved. Despairing, it tried to beg the Faerie to set him free,
but all it could do was rumble the earth. One day, the Fa-
erie struck the man, blaming him for the earthquakes. The
boulder could abide it no longer. In its rage, it shook the
cave, burying man and Faerie under a ton of rubble. Griev-
ing and without purpose, it remembered the man’s dreams
of faraway lands and vowed to return his body there. Its
heart transformed fully from stone to flesh. With that, the
man who was a boulder carried his lost love back through
the Hedge to stand sentinel for the courts of the Lost.

The Elemental is a force of nature, but more than
that, he commands nature. Fire has no volition of its own;
it burns indiscriminately, devouring fuel because it has no
other purpose. With the indomitable will of a changeling
to guide it, it becomes something greater. He is vaster in
spirit than mere humans could ever understand. Nothing
can contain him or deter him from his course. If no place
exists for him, he carves one out. If he overwhelms, it’s only
because he can’t remember how to tone it down. And if he’s
self-aggrandizing, it’s only because he sees himself reflected
in all the world’s most magnificent miracles.

Other changelings point the Elementals in a direction
and watch the fireworks. The results may be unpredict-
able, but something will definitely happen. Even the gentler
Sprites display the seeming’s characteristic relentlessness,
though they may wear down obstacles little by little rather
than tearing them apart all at once. They do more than they
think, and shun being anything but themselves. Elementals

identify with their specific natures more than most, and
even two with the same elemental association can differ
wildly in approach and temperament. They have a strange
relationship with change — some find their moods swing-
ing with the weather or the moon’s phase, fluid like water or
mercurial like flame; some have trouble quitting habits and
detest uncertainty, immovable like stone or unbending like
steel. Other Lost may call them incorrigible, but the Tor-
rents listen to their gut intuition because to do otherwise is
to deny who they are.

The Gentry transformed an Elemental into some-
thing completely alien. Often it was some manifestation
of the classical elements, like a bonfire or a storm, but it
also could have been an inanimate object, a living plant,
or a clockwork automaton. It warped the way he thought
and perceived, and now that he’s returned, it’s hard to bend
his mind back into its former shape. He’s transcendent and
yet more single-minded. He understands function better
than form, and purpose better than reason. It’s difficult to
consider the consequences of his actions beyond the im-
mediate, and he doesn’t care to. He lives moment to mo-
ment, trying to recapture the heady purity of what he was
in Arcadia without the shackles. All this makes him the
odd man out. He may dearly wish to tune in to his motley’s
wavelength, but the wind’s howling speaks his language
more clearly, and he fears — yet secretly hopes — that one
day he'll forget how to speak anything else.

OANCE

You were a mighty phenomenon or a work of art chained
to the will of your Keeper, possessed of wondrous new senses
and sensations but bound to perform your duty. As fire, you
longed to burn bright and hot, consuming all and reaching up
to the heavens, but you could not escape the confines of your
lantern, nor keep from guttering when the oil ran out. As a
marble sculpture, you were unbreakable and alluring but im-
mobile and exposed, put on display for gawking fae creatures
with no respite for privacy. As a stiff breeze, you soared above
the earth and touched everything with unseen fingers, but
your Keeper breathed you in and kept you locked away inside
her until she needed you to fill the sails of her ship. You could
be what you were only how and when the Gentry allowed it.

WOULD YOU ASK THE RAIN TO APOLOGIZE
FOR WETTING YOU WHILE IT SLAKES YOUR THIRST?
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When your desperation reached its peak, you re-
membered a time before your servitude, when the force
of your own will meant something. You erupted from
your glass cage and reveled in your fearless conflagration,
blazing a trail back through the Hedge. You tore yourself
free from your pedestal and fled, untouched
by thorns sharp enough to rend flesh.

You gusted forth until you capsized the
boat and formed a great tornado to
tear all the barriers between you

and home to pieces.

Now

The only purpose that
matters is the one you give
yourself, and the only limita-
tions you tolerate are those
you decide are worth accept-
ing. Everywhere you go, mind-
less fragments of your gestalt
await your bidding, and you are
only too glad to oblige. You take
every opportunity to unleash
everything you have, because
that’s when you feel the most like
you. And the world is filled with
you — the wide, wild ocean and the
rivers that sustain life itself, or the
endless sands that fill the deserts
and the sunny beaches human-
ity adores, are under your power.
You wield them as your heart de-
mands, because planning just gets
in the way, and nature acts as it
will. Your friends know that when
danger calls for unrelenting persis-
tence and maybe a lightning strike
that shorts out a city block, you're
the one to call.

Nicknames: Sprites, Tor-
rents, the Unbound

Blessing: Gain an addi-
tional dot of one Resistance
Attribute at character cre-
ation. As long as your char-
acter touches or is surrounded
by his element, he may use it to
take mundane actions at a dis-
tance of up to three yards (me-
ters) away; these actions use his
usual traits. This includes unarmed
attacks, but not attacks with weapons.
This ability costs a point of Glamour per action if he has
fewer than half his maximum Willpower points remaining.

HAM\M A F""Aﬁr"‘ mr—«m

Curse: In addition to your character’s other breaking
points, he risks Clarity damage with a dice pool equal to
half his Wyrd (rounded up) whenever someone browbeats,

coerces, or forces him to act against his will.

.S Regalia: Sword

-
s TALES
; His flower shop is the neighborhood’s
pride and joy, and his garden grows fresher
produce than any farmer’s market. Kids dare
each other to sneak into his private greenhouse
at night, but none has ever successfully stolen
a glance at his secret crop. Every October,
he takes a long trip to meet with unknown
associates, and tells no one where he
goes. But the kids say that right before he
leaves, they can swear they hear tiny
voices in the greenhouse pleading for
help. They don’t sound human.

She’s not the sharpest tool in the
shed, but she used to be. She remem-
bers a time when everyone would
come to her for advice. Now she’s
constantly distracted by the
whispering of the grass and the
call of the fields, and she hates
birds. The smallest threat to her
friends or her home swiftly learns
the meaning of true terror. She insists
on returning to the Hedge to find her
lost Icon, and nothing her motley
says can convince her to stay away.
She’s certain that if she can get it
back, she’ll be able to think straight
again. Then maybe she can help her
fellow Lost reclaim the bits they're
missing, too.

He drives a white Cadillac

and keeps people at arm’s length.

He seeks out the deluded, the

deceived, and the gullible to ex-

pose the harsh truth to them in

no uncertain terms. He opens

their eyes to the cruelty of those

who fooled them and gives them

what they need to reinvent their

lives as they see fit. He takes none

into his confidence unless they

first melt his frozen heart with acts

of true kindness or friendship. To

his enemies he is the winter wind,

cutting them down with honesty as

sharp as icicles, but his allies see the side of him that walks
gently enough to leave no footprints in the radiant snow.
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A TALE OF PERFECTION
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You fall to your knees and swear you'll die for her. She
tells you to rise and asks, what good would your death do?
No, she says, walk by my side, and together we’ll take down
the bastards who would have us kneel.

Once upon a time, an empress reigned, beloved by ev-
eryone. She was the most beautiful of all the land’s people,
the most perfect of form. Each day, her tailors fashioned a
new outfit for her to wear, each more lovely and extrava-
gant than the last. And each day, her tailors paraded her
through the city to show off their work. See how the ele-
gant line of her leg enhances the cut of this exquisite dress!
See how her peerless poise keeps the birds in this crown
from flying away! Her heart was hollow. Despairing, she
tore the clothes from her body and let the horses of her
parade chariot trample them in the dust. She strode the
streets naked, and filled her heart with the satisfaction she
felt at the shocked stares of the people, who truly loved
her clothes more than they loved her. With that, she com-
manded them to step aside and took her rightful place at
the head of the courts of the Lost.

The Fairest is adored, whether she wants to be or not.
She possesses all the things everyone wants: looks, talent,
money, friends. She speaks and the world listens. She leads
the charge and others follow. A gentle touch, a lingering
glance, one compassionate word — these hold all the pow-
er she needs to lend strength to the doubting and win over
the reticent. None can stand against her judgments, wheth-
er she passes them down from an executive’s chair or spits
them across a barricade at those who would take away her
people’s freedoms. She meets opposition with sangfroid and
support with warmth. If she’s imperious, it’s only because
she refuses to be put in her place. And if she pries, it’s only
because she’s had enough of small talk to last a lifetime.

While the Wizened maintain a freehold’s complex
etiquette and operations, the Fairest hold their fellows
together with inspiration and bold decisions. When their
companions falter, crushed under the weight of their or-
deals, they can rely on their Muses to pick their spirits up
again. Even when someone else wears the crown, a Fairest
is always there at the center of attention, swaying hearts
and minds. Others may envy them, but the Sovereign
bear the burden of leadership because to do otherwise is
to cheapen themselves.

“BrrcH,”’

Nobody sees the hard work the Fairest puts in to live
as a person instead of a figurehead. She endures enormous
pressure and lives up to impossible expectations every day,
and does it happily, because by shattering them beyond
anyone’s wildest dreams she proves she’s worth so much
more than they think. She isn’t the picture they paint in
their minds of who she is, and she isn’t a frame for them to
hang their trappings on, and she doesn’t care if they don’t
like it. Meaningless niceties are sometimes necessary, but
she prefers “kind” to “polite” — for those who deserve it.
But she loves her many assets, too, and wouldn’t give them
up for the world. She’s earned them and she uses them to
get what she wants, and to hell with those who resent her
for it. In her heart of hearts, she clings to them because
they remind her of what was intoxicating about Arcadia.
She desperately wishes she could go back and rule there,
in truth — claim the magic and pleasures of Faerie for
herself, and banish its cruelties forever. Since she can'’t,
she makes her own paradise wherever she goes, and woe
to anyone who gets in her way.

OANCE

Your Keeper pampered and cherished you, even idol-
ized you. You were the perfect companion, comely and
silent, encased in a skin that had a mouth only when he
kissed you. He called you “light of my life,” and lavished
jewels and gifts upon you as though they would stand in
for friends.

You were a ballerina, all elegance and grace. You
danced when he wound the music box and posed, mo-
tionless, when the song ended. Lords and ladies journeyed
from all over to ooh and ahh over the marvelous dancer.
How fortunate, they said, that your Keeper found such a
rare talent! How noble of him to share his toy with them!

You traveled far and wide, speaking your master’s will
to every ear. You rode the finest horse and carried the most
splendid banner, and all envied your lofty position at the
queen’s right hand. She entrusted you, her fair champion,
with her most important quests. You slew dragons, rescued
enchanted princes, and led her armies. You ensured they
would cheer your queen’s name with your deeds. And every
morning, you woke and remembered nothing.

IS I1T?

THAT’S QUEEN BITCH TO YOU, DARLING.
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Whatever the case, you were a novelty, a plaything. Curse: In addition to your character’s other breaking
You were beautiful and noble, expendable and empty. points, she risks Clarity damage with a dice pool equal to

You existed to glorify your Keeper, nothing more. No one  half her Wyrd (rounded up) whenever her action — or
knew you for who you were, if you even were anyone any-  inaction — leads directly to misfortune for her allies.
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more. When you finally had enough, you chose someone
to be and turned all your wondrous talents to coercing
your way back through the Hedge.

Now

You glorify yourself, because
no one will do it for you. You show
people the real you at every oppot-
tunity, and you bring out their real
selves, too. You already have their
love, but you crave their respect,
and you know the best way to
get it is to share a true con-
nection that trivialities can’t
break. Despite all your charms,
it isn’t easy — even your fellow
changelings find you intimidat-
ing, or stare at you in awe, or let
their jealousy consume them. But
you know how to kill them with
kindness, and you make yourself
the only one who can give them
what they want. You're the guid-
ing light in a sea of uncertainty,
the grandeur of Arcadia come
to Earth in the flesh. Your
friends know that when they
tire from their labors or lose
hope from their traumas, you'll
be there with words to inspire
and a plan to win.

by

)V

Nicknames: Muses, the
Sovereign, Unicorns

Blessing: Gain an addi-
tional dot of one Power Attri-
bute at character creation. You
may spend Willpower points
on another character’s be-
half for purposes of the usual
three-die bonus or +2 Resis-
tance trait increase. You may
still only spend one Willpower
point per action. This ability
costs a point of Glamour if any
Condition is in play that would
cause contention or mistrust be-
tween the characters, such as Leveraged
or Notoriety.

Regalia: Crown

T ALES

She hates ballet. All its rules, its strict
positions. All the pain and suffering it takes
to be the best. No, the dance she loves comes

straight from the heart and pumps the soul
out through its steps for everyone to see.

She gives free classes on street corners,

teaching freestyle hip-hop to kids who

don’t have the money or the support to
learn from a school. The smiles on their
faces as they express themselves to the
fullest — and the Glamour she earns
from them — are payment enough.

He’s charming, and he knows
it. He wears tailored suits, just the
right amount of cologne, and
a grin that turns on men and
women everywhere. He loves
to talk, and he loves to listen,
and the stories he likes best are
about all the things people de-
sire. In his benevolence, he gives
them what they want, and all
he wants in return is a com-
panion for a while. Of course,
desires change day to day, but
he’s a resourceful guy. He doesn’t
mind repeat business, not at all.
He doesn'’t like to be alone.

You have to look out for your-

self in this world. That's what she

learned from Faerie, and she

never lets anyone forget it. She

hears the names they call her be-

hind her back, but who cares what

they think? They say “iron fist,”

but she prefers “strong hand.”

Who else could keep the howl-

ing wolves at bay when other

freeholds turn a gluttonous

eye their way! Who else could

command the respect of the

hobgoblin hordes? No one, that’s

who. She'll never let anyone take her

throne. And if she has to go so far as to win
the heart of a Huntsman to prove her point, she will.

—

U7l L.\,Q\L.w\\,b@.u\,u .._L/ L L.\,A,,.

FAIREST 29

N AU ™ AL T

L.._.L...n |

A e

L

V<=

B

N

=

L6

lﬂﬂh

m

.u-—ll.wb' AL L AVIGlA 2 —

I1‘




' /;’4

A&erv

=

S\ es

Crm— -
4

i

1

V(M\'!An %\T‘sh, &2 "i:‘ih"\p _F"ff\ ’

f"\

Y~
liT ]

‘u.w

W ’L.J-...:.J \.JNM,J

F;MMA Hﬂhhhwm#ﬂh\

‘ . . '_-5-' N ,"" gj;l‘l i "m"f .
MﬂP\WA WM ) w

A,

OGRE

A TALE OF BRUTALITY

His breath stinks like stale tobacco and his chainsaw
voice spews obscenities about your mother. The tough guy
thing wasn’t an act after all, so you lost that bet. And a tooth
besides. The question now is, what could you possibly have
that he’d want in exchange for leaving the rest of them where
they are?

Once upon a time, a warrior set out to rid his land
of monsters. He carried a weighty hammer, with which he
crushed skulls and pounded bones to dust. Up and down
the countryside he roamed, leaving behind him an ever-
growing pile of hideous, broken creatures. When his task
was finished, he turned to discover the dead were not mon-
sters after all but ordinary folk, and he was the brute they
had feared. His heart was black. Despairing, he sought a
Faerie’s counsel, but she laughed at his anguish and told
him she had drawn the lie over his eyes, seeking to spare
him the disgrace of being a terrible ugly thing. He knew
then the world held no solace for him, so he tore the Fa-
erie’s head from her body and cleansed his heart with her
blood. With that, he vowed never again to let pretty words
cloud his mind, and lent his strength to the courts of the
Lost.

The Ogre knows what a fine line separates a hero from
a bully, and how hard it is to walk it. But walk it he does,
with the resolve to overcome any temptation. Fancy lies
and careful words seem a waste, and he gives no quarter
to such weak tactics. Ugly and imposing even behind the
Mask, he walks among mortals like a grizzly in human
clothes and refuses to acknowledge the stares. In his sturdy
arms and fearsome glare he possesses the might to crush
or cow the fiercest foes. If he speaks too bluntly, it’s only
because he has no patience for tiptoeing around the truth.
And if he shuts people out, it’s only because he doesn’t want
to be hurt again.

Other changelings agree that when shit hits the fan,
behind an Ogre is the best place to stand. They’re the
freehold’s stalwart defenders and the motley’s loyal muscle.
Sick of having to say they’re sorry, they’re careful not to
do anything they’ll feel obliged to apologize for. No more
regrets, no more compromise. When they smash and maim,
it’s because someone deserved it. They protect their com-
panions from themselves, too — if someone has to bloody

his hands, the Bruiser always volunteers first, figuring his
are already stained so he might as well do some good with
them. Why doom someone else to become a monster when
it’s already his job to be one? Others may dismiss them as
brutish and slow, but the Ogres keep it simple because to do
otherwise is to drown in remorse.

The Gargoyles’ greatest shame is that they weren’t
strong enough to fight back when the Gentry took them
and forced them to commit atrocities. Now that they are
strong, they refuse to allow anyone to best them again. Liv-
ing this way is lonely, though, and letting others get close
is hard. Their figurative — or literal — hammers are so big
and easy to swing that all problems look like nails. With so
much overwhelming force, it seems ludicrous to hold back
in the face of ills that need obliterating. But that slope is
slick with the blood of the Ogre’s many unfortunate vic-
tims, and he must fight to keep from tumbling back down
there, even when the excuse to revel in mindless intimida-
tion and violence is tempting.

OANCE

You were no knight in shining armor, no dutiful soldier
marching under a banner. No, you were a brutal destroy-
er — a thug without mercy. You endured by dishing out
more pain than you received, and you fed on the terror you
inspired. You were your Keeper’s prized torturer, teaching
her enemies cruel lessons in obedience and keeping other
changelings in line when they rebelled. You were a gladia-
tor slave, whipped if you didn’t defeat the other slaves in an
arena filled with jeering Fae. Even when you killed the oth-
ers to free them from this hell, or let them do the same to
you, you all returned to life the next day to start again. The
Gentry transformed you into a hideous, deformed creature
with a taste for flesh and took the gift of speech from you,
leaving you hungry and unable to communicate out in the
wilderness. Huge and menacing, without words to civilize
your desperate cravings, you had no choice but to terrorize
and prey upon the land’s people.

One day, you took a long, hard look at yourself and
couldn’t go on like that. Maybe it was that last scream that
did it, reminding you of someone you lost in another life.
Maybe it was the empty look in the eyes of the last man you

(GET OUT OF MY FACE WHILE YOU STILL CAN.
I DON’T DO THAT ANYMORE. NOT FOR THE LIKES OF YOU.
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tormented, or the way the last youth you devoured tasted
salty like tears. You turned your unholy strength to break-
ing your chains and bringing your Keeper’s home crumbling
down around her ears. You made a run for it, pulping the
flesh of any hobgoblin lackey that got

in your way. You didn’t bother with

playing by the Hedge’s rules, tear-

ing brambles apart with your bare

hands until you stood once more in

the world you called home.

Now

You can't erase what you did
in Arcadia, but you can make
up for it. You look out for your
fellow Lost and butcher any-
thing that comes for them, whether
it's hounds and Huntsmen or confu-
sion and temptation. What beauty
you saw in Faerie was tainted by a
blood-red haze, so you try to preserve
the simple pleasures you find here be-
fore they suffer the same fate. When
Gordian knots set the courts to
squabbling, you're the one willing to
slice the whole thing in half and call
it done. You erect walls around your
heart, but the precious few who get
to know the real you never regret it.
Your friends know that you're more
than a scarred face and a heart of
gold: You're also the one they can
count on to do the right thing,
even when it happens to be the
hardest thing.

Nicknames: Bruisers,
Gargoyles, the Terrible

Blessing: Gain an ad-
ditional dot of one Power At ="
tribute at character creation. ¥ Tm—
Whenever your character deals ,,..l};/?’/ o
any damage to another, you
may impose the Beaten Down
Tilt, which lasts for three
turns. This ability costs a point
of Glamour if the Ogre makes
the attack on his own behalf
and not someone else’s.

Curse: In addition to your char-
acter’s other breaking points, he risks Clarity dam-
age with a dice pool equal to half his Wyrd (rounded up)
whenever someone he doesn’t consider an enemy flees or
cowers from him.

Regalia: Shield

HAMm mmmr—u

TALES

He drinks too much, bathes too little, and his landlady
has his late rent excuses memorized by now. Can he help it if
orphans, runaways, and Arcadia survivors aren’t
exactly rolling in cash? They end up
in better places than where they
started, though, and that’s what
matters. One of these days, he'll tip
off the wrong hobgoblin, with all his
stomping around the Hedge look-
ing for desperate changelings or fae-
touched trying to escape. His Keeper
will come for him, and then things
will get really ugly. Until then, he’ll
keep at it. Deep down he suspects
all the people he’s helped will stand
by him when his own trouble comes
around. The thought keeps him
from feeling too alone.
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She never tells anyone what
she likes best about her job — never
admits that being allowed to break
down doors and storm drug dens on
the clock is why she joined the FBI,

and it has nothing to do with high-
minded ideals like justice or public
service. She likes shouting in crooks’
faces and watching them flinch. She
likes it when they run, because she
enjoys tackling them to the ground
and beating them into submission.
Her motley says it’s a good thing
she’s found an outlet, but to be
careful before someone starts to
> wonder why she’s so good at pro-
filing serial killers and terrorists.
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y He wonders how different

<+ his life now is from before. At

/7 least now he’s salaried, that’s

something. The Spring Queen

insists she’s doing what she must

for the greater good, but as far as he

can see she’s no different from any

crime lord. The people he intimi-

dates into paying her tithes and fe-

alty probably believe he'd really

/ 4 I.‘(; eat them if they didn’t comply.

d Who knows? If she ordered

it, maybe he would. He’s sup-

posed to indulge, after all. He’s not paid

to think, he’s paid to break bones and make examples. Still,

shaking down unsuspecting humans because they didn’t real-

ize their urban development project encroached on a Hedge
gateway seems a bit much. Maybe he should say something.
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A TALE OF CUNNING

She finishes your sentences, stealing the words right out
of your mouth and transforming them into art on the page.
By the time you hand over your cash, you're dead certain this
was all your own idea.

Once upon a time, a clockmaker toiled for a hundred
days and a hundred nights to perfect the ultimate timepiece, a
pocketwatch that kept the hours so accurately, it could speak
what was about to happen precisely a minute before. When
the work was done, she came blinking into the sunlight to
share her masterpiece with the world, only to find that time
had no meaning here, and all her toil was for naught. Her
heart was broken. Despairing, she pried open the watch’s
casing and scattered its pieces on the cobblestones. Only af-
terward did she realize she could use those pieces to repair
her broken heart, and thereafter her thoughts were always
precisely a minute ahead. With that, she out-schemed her
wicked Keepers and pledged her nimble fingers in service to
the courts of the Lost.

The Wizened is happiest when she’s busy. When her
hands and mind are idle, she can’t help feeling like she ought
to be doing something. She keeps her wits about her in a
crisis and pulls miraculous solutions out of the most vexing
problems. If she chatters or complains, it’s only because she’s
glad of the company while she works. And if she gives a little
too much advice, it’s only because she’s been there and done
that, she made the t-shirt, and she doesn’t like to see the
same mistake made twice.

Clever and industrious, the Wizened are the other half
of the glue that holds the freehold together, pairing helpful
manipulation and a delicate touch with the Fairest’s over-
whelming force of personality. Their pragmatic approach
sometimes misses the forest for the trees, but no one can
beat the Wizened in sheer accomplishment. They work for
fun, they scheme in their sleep, and they refuse to allow a
problem to go unsolved or a hole unfilled. Others may call
them overachievers, but the Hatters build and plan because
to do otherwise is to feel helpless.

The Gentry reshape palaces and gardens according to
their whims, lifting nary a finger. They pluck trinkets from
mortal dreams to adorn their shelves and brows. They want
for nothing. To what end, then, does a True Fae steal away a

HUFF AND PUFF

human only to put her to work with meaningless chores? Ev-
ery Wizened asks herself this question countless times, shack-
led to an anvil forging the links to her own chains or dutifully
crafting gifts for Goblin Queens who burn them immediately.
Is it malice that drives her Keeper to change the rules of her
slavery every time she thinks she’s almost completed her task,
or some perverse jest! Her escape is fraught with mazes and
trickery, forcing her to bend her mind in irrational ways to
out-think a logic that never made sense in the first place. By
the time she’s free, she’s vowed never to let anyone take ad-
vantage of her again. She puts her constructive talents to use
for herself, or for a cause, and all she has to protect herself are
deft hands, a quick wit, and a cunning mind. Refusing to take
her seriously or dismissing her work’s worth is a good way to
shake her confidence — or earn her spite.

OANCE

Promises are worth less than nothing without a contract
to back them up. You know, because you heard so many and
every one of them was a lie. “Of course you can go home, if
you build one toy for each good little moppet on Earth. “Tis
child’s play, for one with your skill!” “I'll set you free as soon
as the war is over, my dear, but I so desperately need you to
bring all my dead soldiers back to life each morning.” “Be my
lady-in-waiting for a hundred and one years, just that! and
soon you'll be on your way.”

You worked your fingers to the bone, hunched over your
workbench or running yourself ragged in the fields, day in
and day out. All that, for a glimmer of hope — surely this
time your Keeper would cleave to his word. He never did. For
all his insistence that he took you for your unique talents, for
all his hollow praise, as soon as the job was done he laughed
in your face. Or he scolded you, inventing faults where none
existed; wheedled and flattered, passing you along to the
next master like some prodigy apprentice; or even released
you, on the face of it, only to reveal in the end that you'd
never left Faerie at all. You drove yourself to distraction
learning impossible crafts and following endless convoluted
rules, but inevitably the bastard manipulated you into sabo-
taging yourself over and over. In the end, you beat him at his
own game, poisoning yourself at guile’s teat in the process.

ALL YOU WANT,

YOU'LL NEVER BLOW THIS HOUSE DOWN.
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You're Wizened because you have a way about you that
reminds the others of a withered old seamstress: nose to the
grindstone, with a jaded air and a half-empty glass. But for
all your talk, you still mix ethereal colors into your palette
and build wonders that dazzle even your fellow Lost. Though
you've tried to bury that spark of mad inspiration, fearing
eternal disappointment, it pulses in your heart and betrays
your hard-boiled manner in the marvel-
ous things you make. You bring a little
piece of Arcadia into the world every
time you cook up something new,
and you hope the roses you grow
won’t bring fae thorns along with
them. Your canny — and uncanny
— mind works overtime to keep the
freehold running smoothly and your
motley’s pockets full. Your friends admire
your creations and put them to good use,
but they know you're not just making
gadgets. You're building a better world.

#f

Nicknames: Domovye (singu-
lar: Domovoi), Hatters, the Shrewd

Blessing: Gain an additional
dot of one Finesse Attribute at
character creation. Your charac-
ter can take a Build Equipment
action (p. 196) to transform one
kind of material into another, as
long as she has the appropriate
tools to work with what she has.
For instance, she could spin straw
into gold with a spinning wheel,
or forge steel into diamond with
an anvil and hammer. This
counts as a five-die bonus for
purposes of determining the
required successes. This ability
costs a point of Glamour per ac-
tion if she’s jury-rigging, but in this
case she can improvise her tools as
well; she might spin straw into gold
by running it around a ceiling fan, or
forge steel into diamond by running
over it with a car.

Curse: In addition to your
character’s other breaking points,
she risks Clarity damage with a
dice pool equal to half her Wyrd
(rounded up) whenever an un-
pleasant surprise takes her off-
guard.

Regalia: Jewels

f'w»mmﬁmm&ﬁrﬂhmnw4q
TALES

With her fae tools, she roams the Hedge’s winding
paths, seeking the seeds of compelling dreams and redesign-
ing them to her own specifications. For those who dream in
fear or sorrow, she builds fantastical landscapes and adven-
tures under a shining sun. For those who dream of crushing
the weak and innocent beneath their heels, she builds devi-

ous labyrinths and cruel games the dreamers
can never win. The Dream Engineer hands
out her business card to all the nearby free-
holds. They keep it handy and hire her
on commission to craft nightmares for
their enemies or reveries of loves past

for themselves.

He hides behind his online han-
dle and never lets anyone see his face.
With careful research, blatant hack-
ing, and a little social-media stalking,
he tracks down fetches and docu-

ments their every move. He drops
anonymous tips to changelings
seeking their false selves and plays
cryptic benefactor with the un-
knowing scarecrows, sending them
on wild goose chases to maneuver
them into their changeling doubles’
paths. His paranoia drives him to
collect dirt on everyone else, too,
to keep them from tracking him
down in kind and exposing his

operation to the world.
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She tends bar at a little
place downtown they call the
Spinning Jenny, on the cor-
ner of 3rd and Main. Every-

4 body knows to drink there if
’,
\| /{ they’ re desperate, if they need
WY/ something they can’t get any-
' where else. She listens to their
problems and sometimes, when
the hour is right, she makes an
offer. She can help, she says, for
a price. No, she doesn’t want
money. Nothing so crass. Just
a trifle, something meaningful
but small, you'll never even miss
it. She performs miracles and
collects their keepsakes, singing
as they are with memories ten-
der and sad. It’s only after her
customers leave that they realize
— they never caught her name.
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Faerie was a nightmare from which we longed to wake, but the fantasia followed us home. Around
every corner stalks  foe intent on dragging us back, a reminder that this world kept no placefor us while
we were gone, or a handful of magic that invites us to miss the wonder we left behind. Alone, we falter. we
wander Lost from refuge to refuge and seck belonging. Safety. Solace. Fleeting wishes, when every raven and
rainstorm could carry a Fair One alony.

In their desperation, those who came before us struck deals with the sun and the moon — with the
turning of the Earth itself. Protect us, they said, and we will honor you. Each of the oathbound gathered
others of like mind, forming a court to keep the Gentry at bay. They found comfort in the seasons arms,
taking their lessons to heart, and so do we. Desire staves off the horror that haunts us in sleep. Wrath
channels our passions and puts idle hands to glorious purpose. Fear empowers us to arm ourselves with the
very weapons we fled. Sorrow keeps us from returning to paths best left untrod.

4
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Together, we do more than endure. We fight back, each courtier in her own way.
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THE ANTLER CROWN, THE EMERALD COURT,
THE COURT OF DESIRE

+
S 'f L A crystalline sweat beaded its carved brow, and its Adon-

is-like smile splintered apart as she danced on. “This is not pos-
sible,” it said, more like a cough. “This is not your master’s
music. That is not the gown your master dressed you in. How
dare you laugh and sing and dance without me?”

A mortal might have identified the fear trilling deep with-
in her eyes, but her smile was perfect brilliance, and
the Huntsman wearing the Lover in Dia-
monds’ face quailed from it. “I'm deeply
sorry,” she said. “Do I know you?”

DESIRE

Desire is a flame. It’s the
fuel in the engine of ambi-
tion. It’s the warm rich red of
passion and the pale insistent
blue of hunger. It’s a will-o-wisp
dancing just out of reach, lead-
ing the foolish to bad ends. You | “g
can't live without its warmth and '\\\?4 (g
heat, but feed it too much and it'll 0$§ \\
N AN
burn you to ashes. =
The other courts don’t understand,
of course. They reject the philosophy of de-
sire. They may call it selfish, or shortsighted, or shal-
low. Why spend your time chasing pleasures, they may say,
with the Others scratching at the threshold? Why don’t you
understand what’s important?

Those are foolish questions. The Spring Court knows
exactly what’s important. Passion feeds ambition and art.
Hunger is an understanding of your needs. But most impor-
tant, desire is the food of life. With laughter and joy and
pleasure, changelings live — without these things, they sim-
ply survive. Desire is the key to taking your life back or build-
ing a new, full life. It’s an alluring philosophy, and it draws
many Lost who don’t want to dwell on the past. And with
the Bargain, it even refutes the power of the Gentry. Fuck
you, it says, we don’t need you. You didn’t break us. You can’t

\
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break us. We'll live and love and enjoy ourselves and forget
you ever existed.

That last part is a lie, of course. But it’s a lie with power.

If you seed the mortal world with pleasure, that dulls the

siren song of Faerie. Your fellow Lost dream fewer dreams of

return if there’s so much for them here. What’s more, the

solipsistic Others can’t understand how their for-

mer pets can live without them. When

they peer through a windowpane and

see a room of Lost dancing and sing-

{ ing and making love as if nothing

% had happened, it confuses them.

3 "\Y‘% They doubt their own senses. Of
AN a1 th keep th

§ ,ﬂ‘{’ all the ways to keep the Gen-

.ga/ﬁf‘\\ try at arm’s length, the Spring

% ’y Court’s way is likely the most

enjoyable — but it does require

a hell of a poker face.

A

Spring is the enthusiastic

patron of the Court of Desire.

Spring is the transition from cold

torpor to heat and light, the stirring

of roots in warming earth. It’s a season

for sex, as many human cultures recognize,

but that’s an outgrowth of Spring’s role as the

season of birth, when the world is turning greener and

better able to nourish mothers and their newborns. The

Spring Court often claims to have been the first Seasonal

Court to form — while Winter was still in hiding, Autumn

was still drawing up wards, and Summer was still daring

hunters to chase it, Spring was receiving callers to see just
what they wanted.

Desire may be the most pleasant harvesting, when com-
pared to wrath and fear and sorrow. But it’s not always a mat-
ter of nourishing indulgence. Desire is one part passion, one
part hunger. It can be a bitter dram of envy, a metallic tang
of covetousness, or the overripe, perfumed bouquet of raw
lust. A Spring Courtier might visit a strip club for a hit of
raw sexual desire, or attend a social mixer for a more refined

ANYTHING THAT’S FLAWLESS IS FALSE. WE ARE BEAUTIFUL, MY DEARS,
NOT BECAUSE WE HAVE NO SCARS. WE ARE BEAUTIFUL BECAUSE
WE REFUSE TO BE DEFINED BY THEM.
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brew. But she can also find a poignant longing in an office
building around five, when the workers who can’t leave yet
desperately wish they could. A pet supply store’s adoption
event is filled with the animals’ longing for security and be-
longing, reflected by human — especially children’s — de-
sire to absorb and return a small animal’s love. Even a busy
restaurant has strands of wishful thinking from diners who
would like to indulge more.

Courtiers of the Antler Crown are especially aware of
the reliance on mortal emotion. Many wish they could draw
Glamour from the desires of their fellow Lost, particularly
their lovers...and the Spring Court is not at all shy about
encouraging romantic and not-so-romantic entanglements
with other changelings. The mutual attainment of desire
is a powerful tool for healing. It’s also a fine way to deepen
bonds — if the Emerald Courtier is all that interested in
deep bonds, that is.

DENIAL

It's a simple stereotype: The Emerald Court is full of
hedonistic, escapist lotus-eaters who refuse to look at any-
thing unpleasant, or even admit it exists. As a simple ste-
reotype, it is of course flawed and inaccurate. But it’s not
entirely wrong. Most Spring Courtiers are clever enough to
take the long view and disciplined enough to make sacrifices,

because that’s what it takes to reject Arcadia and find your
way through the Thorns. And vet, the nature of their Bar-
gain encourages them to look away.

The temptation of Spring is to draw power from what
you want — which makes it all the harder to deal with what
you don’t want. Pain, fear, rejection, loss...to most people,
these things are the opposite of desires. The Antler Crown is
absolutely strongest in times of beauty and prosperity, when
everyone around them is either achieving their desires, or
even better, has the hope that the realization of their ambi-
tions is juuust around the corner. Conversely, Spring is weak-
est in ugly times when hope is dim. Emerald Courtiers gradu-
ally learn that it’s to their advantage to tell people “don’t
worry about that for now.” And to some extent, to not worry
about that for now themselves.

That's the bitterness that balances out the sweet. Other
Lost may admire and covet Emerald Courtiers for their pas-
sion and enthusiasm...and at the same time, hold them in
some contempt. If youre in real trouble, your Spring Court
lover might be the last person you turn to, because she’s the
most likely to change the subject. They aren’t often seen as
reliable, and that can hurt.

Even so, the disapproval of one’s peers is not the worst
problem with denial, not when one considers the Fae. Their
mastery of desire makes Spring the best-suited of any court
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to see through the beautiful glamours and temptations of the
Gentry — but their penchant for denial leaves them vulner-
able against enemies who use more brutish tools and tactics.

THE TURNINC OF
THE SEASONS

High Spring: The Emerald Court takes power with a
revel. The rise of a new Spring monarch requires celebration,
for reasons far deeper (and more contractual) than a show of
pride. This first lavish event sets the stage for a Spring reign,
as a promise of many more. Some Emerald monarchs hold
grand parties as shows of power, demonstrations of their in-
fluence, and public displays of courage — Winter is over and
done, and the freehold can fly their banners in pride without
fear of being seen. Others think in terms of freehold morale.
A populace that allows itself to be happy together will be
stronger when the hard times come again.

Spring monarchs lead by example. They live extrava-
gantly, succulently, to entice other Lost to do the same. It
certainly helps that they’re feeding their own desires in the
process. Of course, not all changelings look at these glorious
excesses with admiration. A Spring monarch can easily ac-
quire a reputation for useless decadence more than anything
else. In some cases, it’s accurate. But other Spring monarchs
know the value of skill of arms, occult learning, or a strong
information network. These wiser rulers are generous with
their favors and privileges in order to win the goodwill, loy-
alty, and sometimes love of the other courts. It’s not too dif-
ficult to tell the lackadaisical epicures from the dedicated
leaders. A freehold quickly learns if their Antler Crown’s
tines are blunted or razor sharp.

Low Spring: It’s fair to say that freeholds of the Season-
al Courts need all four courts to run properly. But the Spring
Court is necessary to the other three in ways that are hard to
equal. The Court of Desire is, among other things, a support
group for all the Lost who need one. You need the Winter
Court to gather intelligence, the Autumn Court to cast the
magics, and the Summer Court to lead the fight — but you
need the Spring Court to live in between all that. When the
Courts tell newcomers what they have to offer, the Antler
Crown stresses healing and camaraderie. We want you to be
happy and hedlthy. You deserve that.

Some praise the Spring Court for being supportive of
each other court in turn, lending their diplomatic skill to
help smooth out conflicts. Others criticize the Court of
Desire for petty politicking and ridiculous games of one-up-
manship. Both are right. The Emerald Court overflows with
energy that doesn’t subside when they cede the throne to
Summer. They can pour that energy into productive tasks,
or they can vent it in potentially destructive intrigues if they
don't feel that they're being properly appreciated.

In times of Low Spring, the Antler Crown takes roles
that improve the freehold’s overall quality of life. Some tend

ﬂAﬂ'\mﬁmﬂAMhMM4q

to the physical needs of their fellow Lost. Spring produces
quality horticulturists and gardeners, who may have a knack
for goblin fruits as well as more mundane crops. Some take
to healing, be it physical medicine or emotional therapy. At
least one Spring Courtier in every freehold volunteers as a
master of ceremonies and ritualist to help the other courts
run their celebrations smoothly.

CIVE AND TAKE

When Spring reigns, it compels an odd, partial peace.
The Gentry and their loyalists cannot do violence to a free-
hold where a Spring monarch rules, unless that violence is
born of heart’s desire. Lesser urges cannot negate the geas. It
halts a traitor attempting to line his pockets, even if he “de-
sires wealth.” It stays a raging Huntsman, even if one might
call her wrath “a desire for vengeance.” To pierce Spring’s
Bargain, one must truly covet one’s target...such as a Keeper
coming to reclaim its absolute very favorite, the one who got
away. The Court of Desire encourages all of its members to
be very honest about their relationships with their former
Keeper and fellow servants, in order to keep track of who will
be the greatest potential threat year round.

In true Emerald Court fashion, Spring’s Lost try not to
think about the ramifications of the Bargain too much. If
Spring will permit violence meted out in the name of true
desire, then does that mean their patron is more sympathetic
to certain True Fae than to the changelings they harm?

The Court of Desire has near-innumerable rituals, cel-
ebrations, and obligations to perpetuate its Bargain. Other
courts regard the Emerald Court’s obsession with festivals
and balls as a dereliction of responsibility. Quite the con-
trary: Spring requires celebration. It begins each year with
the Spring Revel held when Winter cedes power to Spring.
At this bonfire-lit event, the court does its best to ensure
that each guest has some desire of theirs met before the
revel ends. Another common celebration is the Homecom-
ing. This event is much more like a birthday party than the
“homecoming” parties held by schools or sports teams. It
celebrates the date that a changeling returned to the mortal
world from Arcadia. Each year a Homecoming for the Spring
monarch is most likely, but the court is glad to honor others,
particularly the strongest and most delectable potential allies
from Summer, Autumn, or Winter.

The court is also bound by one universal rule: Your De-
sires Are Your Own. This “Verdant Rule” has many interpre-
tations and ramifications, but at its heart it is a meditation on
responsibility. It reminds the Antler Crown to acknowledge
the desires of others without judgment, to recognize that de-
sire is a mirror of the self, and to make no apology for their
own wants.

Mantle Effects: The Spring Mantle is warm and entic-
ing. It breathes renewal, redolent with scents such as new
flowers, rain on earth, or the sun on the grass. The air moves
around the Emerald Courtier — stagnation is the antithesis
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of Spring. The colors may change around her as well: Greens
become vibrant, warm colors become richer, or the lighting
seems to take on the same cast as a morning sunbeam. At its
most powerful, the Spring Mantle leaves the image of flowers
growing up in the changeling’s footprints.

Courtiers: A beauty merchant sells mortals romance in
the form of haunting perfumes and exquisite jewels, taking
their money but also their lust for status and respect. A white-
haired Beast with pearlescent antlers runs at the head of an
adoring motley. A Wizened storyteller loops heartbreaking
tales into visual novels sold to only a few. An erotic oneiro-
mancer crafts dream venues for his clients to safely explore
desires that they could never voice aloud. A literal firebrand
whips up crowds with promises of better days ahead. A thera-
pist becomes far too involved with her clients, soothing their
wounds and exploring their wants in ways that would get her
license revoked. An urban gardener establishes community
gardens in low-income neighborhoods. A parole officer goes
the extra mile to help his charges rebuild their lives, and dis-
creetly harvests a touch of their new hope.

I _ECEANDS

e Shed a tear for Mother Susan. When she wandered
back out of the Hedge with thorn-cut feet, a young
woman with no family to her name, there was noth-
ing she wanted more than a child. But the changes
in her flesh reached her womb as well, and no child
could take root there. Many a Lost maiden has dis-
covered the same...but Susan wouldn'’t let her story
end there. She went back into the Hedge, again and
again, and at last she walked back out with a swelling
belly and an oath sealed behind her heart.

She wanted that child more than anything. And
then...she had no child, but she carried the Bargain
of Spring. Nobody ever heard the tale of how she
came from here to there, not from her own lips. But
you already understand, don’t you? The child must
have been the price she paid. She gave up the spring
of her own life so that Spring would bless all of us.
Honor Mother Susan, and weep for her, for that sacri-
fice must have been fueled by immense compassion. . .
or overpowering guilt.

Back in the day, the seasons didn’t play nice. They
went to war with each other, trying to crowd each
other out. If Summer caught Autumn while Au-
tumn was bathing and didn’t have any weapons
nearby, then Summer got to rule over the year for
as long as he had his foot on Autumn’s neck. There
was a year where there was nothing but Winter,
because Winter had tied up Spring and was keep-
ing her in his house. He spent every day and every
night watching the door, never letting anything
bigger than a bug across the threshold.
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That’s where Raven comes in. Raven had a cloak of
black feathers growing out of his back, a present from
his Keeper, that let him turn into whatever he wanted.
He turned into a mosquito and slipped into Winter’s
house. Then he turned into a handsome young man
and seduced Winter’s daughter. He persuaded her to
get her father drunk, and while Winter was nodding
off he set Spring free. She promised him anything he
wanted for a reward, and he asked to make a Bargain
with her. When Winter woke up three moons later,
he was so embarrassed he went looking to make a
Bargain, too.

Never let anyone tell you that beauty is mere vanity.
If not for beauty, we would never have had the courts.
For the first of us all was a beautiful girl, a princess
before she was our queen. She and her sisters were
all shut away like songbirds, but their Keeper’s vizier
loved her from the moment he first saw her. In time,
the vizier decided she would rather die at her Keeper’s
hands than let the young captive languish a moment
more. So she taught the girl a charm of summoning,
and then let her and her sisters free.

The princess was brave, and she led her sisters home
without using the charm. At last, she stood with one
foot in the Hedge, and she invoked the summoning.
Spring came and appeared before her, beautiful as a
god, and pledged to give her anything she wished. She
saw the desire in his eyes, and said, “Give me a child.”
Spring gladly complied, and to protect that child’s fu-
ture he struck a Bargain. Clever as she was, the first
Spring Queen then went to her sisters, and taught
them each the charm in turn. They summoned Sum-
mer, and Autumn, and Winter, and I think you can
guess the rest.

All of the seasons are bound by powerful oaths,
same as the rest of us. Some of these oaths control
where they can and cannot govern — Winter has no
power at the equator, for instance, and Spring and
Autumn can hold court at once as long as they’re
both on opposite sides of the world. The Emerald
Court came about because one of us discovered one
of Spring’s most pitiless fetters: Spring could not kill.

When Spring came under attack, the First King of-
fered to stand in its defense. He fought against the
hounds of the dying year, nearly dying a hundred
times before Spring healed him anew. At the last,
he made a final pact with Spring: He took Spring’s
name, and he went into battle one last time, and he
died as Spring. But because he died as Spring, he
could return. His eyes opened at the end of the next
winter, and Spring welcomed him with the Bargain.

This story hides a secret, though: Now Spring can
kill again.
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Summer

THE IRON SPEAR, THE CRIMSON COURT,
THE COURT OF WRATH

The hunter chose the horned Beast in the hoodie first:
a sharp kick to the wirilities, and the bull-man was down.
Next was the troll with long, Black Annis fingers: she was still
gawking when the baseball bat smashed into her temple. But
when the hunter rounded on the third member of the motley,
he realized he'd prioritized his prey all wrong. The waif held
a blade near-long as she was, a crimson cloth
knotted around its guard, and its point was
already at his throat.

“When I started sharpening this
sword, ten years ago,” she whispered,
“it was a knife the size of my finger.”

WRATH

Wrath is  rejection.
Wrath doesn’t accept that
things are the way they are,
and there’s nothing to do
about it. When someone shoves
a knife into you, wrath is the
urge to pull that knife out and
stab right back. Let Spring and
Autumn and Winter all try to
avoid or mitigate their pain. Summer
channels wrath to scream through blood-
flecked lips, no more!

Nobody spends much time debating whether or not
they belong with the Iron Spear. Summer Courtiers are
those who drew a line and chose to push back. Maybe it was
their own pain: loss, wounds, failure, humiliation. Maybe it
was someone else’s. But something awakened that fury in
them, a wrath pure enough that they stopped thinking about
flight and decided to fight. It’s not always healthy, of course.
Wrath doesn’t make you happy, even if it dulls the pain and
gives you something else to think about. It might lead you
to sacrifice yourself for an empty promise of vengeance. But
nothing gives a hunter pause like a beast that has decided it’s
not going to be prey any more.

There were other things that Summer had to offer, so
long ago. But the Bargain with Summer was paid in wrath.
It’s the oath of the blazing sun destroying shadows. It’s the
vigilance of the longest day. It’s the spike in violence when
the streets are baking and the AC is out.

Anyone harboring illusions about “polite society” would

be deeply chagrined to find out just how easy it

is to harvest wrath, especially in a large city.

Sure, you can drink up the anger in

a Rust Belt diner full of frustrated,

still-unemployed workers or in a

congregation listening to a fire-

and-brimstone preacher scream

about how the sinners are ruin-

ing the world. But the city’s full

of people tightly packed...and

hell is other people. Long lines

at the bank or grocery store

vent clouds of succulent frustra-

tion. Schoolyard bullies let out

their anger on smaller children,

who in turn seethe for retribu-

tion. Rush-hour traffic is practical-

ly a five o clock dinner bell. Sporting

matches are festivals of tribalized wrath,
particularly if it’s a contact sport.

Talk to a Crimson Court aficionado, and they’ll tell
you Glamour harvested from wrath tastes like heat. Sullen,
suppressed anger has a low slow burn, and a berserk tantrum
is a peppery explosion. Truly righteous wrath has a cleansing,
spicy heat that seeps into your lungs. Hatred and the lust for
vengeance add a metallic aftertaste. If you're unlucky and
foolish enough to try drawing on the rage of something not
human, like a werewolf, then it’s like drinking molten gold.
But for all that, the Iron Spear teaches that you shouldn’t
think of it in terms of consuming wrath entirely. You're
meant to just hold it for a while — to forge it and hone it and
give it a new target. A target that honestly deserves it.

Fuck compPrOMISE. YOU KNOW WHO WANTS YOU
COMPLACENT AND AFRAID? THEY DO. THEY WANT YOU THINKING
YOU DON'T WANT TO FIGHT BACK. NO. Fuck THAT. YOU NEED TO BE ANGRY.
THEY EARNED YOUR WRATH.
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When everything is going to shit, when you're afraid
for yourself and the people you care about, you get angry.
You look for someone to blame, because that’s better than
being impotent. You need a target.

The line between wrath and anger is a thread spun
from semantics. Summer philosophy holds that anger is
wrath with less discipline, less direction. Anger clouds your
eyes. It drives you to strike, strike now, no matter what or
who you hit. Anger creeps up on you when you don’t have
clarity of purpose. It makes you toxic — and worse, when
the toxin runs its course, it leaves you weak and fatigued.
Werath is tiring, and anger doubly so.

That toxic nature spawns an ugly truth — many
changelings fear Summer more than they fear Autumn. A
Summer Courtier’s rage might be triggering in its familiar-
ity. All the more reason to focus that wrath, say the elders
of the Iron Spear. Wrath can deter the Gentry. Anger will
drive your loved ones from you — or worse, hurt them if
they don’t abandon you.

THE TURANINC OF
THE SEASONS

High Summer: Summer stands. When the Crimson
Court is in power, it marshals the freehold’s defense. A
Summer monarch doesn’t precisely militarize a freehold
— though some would like to, or have tried. The Lost
are individuals, and a freehold’s populace is full of people
who might man a barricade in a time of need, but have
no interest in making discipline and chain of command
the new normal. But the Iron Spear usually has to spend
three seasons watching the other courts ignore martial
concerns. A Spring monarch typically leaves the freehold
in high spirits but inclining to complacency. When Sum-
mer takes power, it’s time to clean the guns and sharpen

the blades.

Kings and queens of Summer are exceptionally in-
timidating creatures. If you want to avoid conflict, you join
some other court where it’s okay to hide or talk your way
out of trouble. Crimson Courtiers test each other all the
time, whether it’s sparring to blow off steam, settling who'’s
best with a sword or stick, or arguing over the best tac-
tic for blasting out a warren of dangerous hobgoblins. The
monarchs of Summer have to prove themselves constantly,
and it shows. A tower of steel-cable muscle and scars flex-
es a killing strength in each finger. An elegant diplomat
with cold iron in his voice never asks for anything twice.
A plainly dressed woman seems smaller than she is until
her thumb brushes up against the hilt of her blade, and the
smell of blood seems to surround her. A crooked man in
sunset regalia proposes daring offensives backed by seem-
ingly uncountable layers of strategy.
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An ascendant Summer monarch tends to focus on of-
fense or defense. Defense involves activities such as gath-
ering useful tokens of war, setting watchers on potential
Hedge points of entry, building up the armory, and ex-
tracting pacts of alliance from whatever neighbors can be
trusted to keep their word. Offense entails scouting mis-
sions deeper into the Hedge, grand hunts of particularly
dangerous hobgoblins, and moving on tempting targets of
opportunity. More fetches die when the Summer Court is
in power than at any other time.

Low Summer: When another season holds power, the
Iron Spear insists on offering counsel. A Summer advisor
stands as close to the throne as she can, fully armed. She
defers to the reigning monarch in most things, like a good
soldier, but always has an opinion when there’s a mention
of a Huntsman, or of the Gentry.

High-ranking Summer Courtiers tend to split between
looking inward and outward. Focusing inward is usually a
matter of keeping the freehold defenses shored up. It's com-
mon practice to organize self-defense and physical training
for interested parties, even weapons training for both bal-
listics and hand-to-hand combat.

Looking outward entails many things, small offen-
sives against the Others in particular. A hunt during Low
Summer might not be large and grandiose, but a few truly
dedicated Summer soldiers can do some real damage. In
most freeholds, a Courtier of Wrath keeps something like
a bounty system running year round, making public the
descriptions, last known whereabouts, and names (if avail-
able) of the freehold’s most dangerous known enemies. The
payments for a Summer bounty are as strange and tempting
as you might expect — cash is certainly possible, if gauche,
but the truly dangerous targets are worth weapons and to-
kens and pledges.

Lower-ranking Summer Courtiers find ways to serve
the freehold. Obviously, they provide the lion’s share of sol-
diers, sentinels, and constabulary. Standing guard isn’t a
full-time job — most freeholds aren’t nearly large enough
to support that — but the Iron Spear is there when needed.
In most freeholds, the Summer recruitment pitch is based
on unity: Everyone does their part, but we'll always have your
back. It’s an attractive offer to Lost looking for a new place
to belong and comrades they can trust, especially if they're
all right with rolling up their sleeves. Some take well to
crafting, be it gunsmithing, archaic weapons and armor, or
restoring and improving vehicles.

The Iron Spear encourages a volunteer culture in
times of Low Summer, even outside the prospect of the
hunt. Keeping busy is a good way to maintain or further
your court standing. In the absence of more organized ac-
tivities, Crimson Courtiers focus their energy into action
—vigorous exercise, athletic competitions, martial train-
ing, Hedge raids, street races, poetry slams, all manner of
pursuits. Wrath is a smoldering burden, and a responsible
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rect all that furious energy into something productive.

To be Summer Court is to remember the necessity of
vigilance, year round. Most Crimson Courtiers understand
joy, just not unfettered joy. They dance and sing and even
laugh, sometimes, at the freehold’s celebrations, but the
Iron Spear is the designated driver. At least one of them is
always sober, eyes on the exits.

CIVE AND TAKE

The Bargain of Summer is very straightforward:
Where a Summer monarch holds power, the Others and
their vassals must fight to the last. This compulsion isn’t
courage — indeed, a True Fae may be hollowed out by
panic when it realizes that its enemies will not flee, and it
cannot. It can only try to push forward, hoping that it’s as
invincible as it believes itself. The Iron Spear takes clever
advantage of the Bargain during a hunt. If they can find
a weaker enemy party, all they have to do is force the
enemy to draw weapons in self-defense. The rest is bloody
formality.

4

Summer also offers strength and focus. Strength is
to be had in the Contracts of Summer — but focus is
the philosophy antithetical to the Others, and therefore
the first line of defense. The season guides its courtiers
down a straightforward path, because straightforwardness
is a weapon in its own right where the Fae are concerned.
Gentry used to the perpetual twilight of their Arcadian
realms falter when faced with changelings calling on the
days at their longest and the sun at its zenith. Mercurial
Fae, given to expect an echo of their fickleness, wither
when confronted with the intense focus of the Iron Spear.
Summer doesn’t equivocate or flee — an unthinkable
character trait in the debauched Gentry so used to having
others crumple before them.

The Summer Court draws the most forthright Lost to
its ranks. A faerie might find it easier to outwit a Summer
soldier, but it might also think too many steps ahead. It
can be very difficult for the solipsistic Gentry to anticipate
the Summer Court by asking “What would I do?” The im-
mortal game players never wind up thinking in terms of
“Stop fucking around and just hit them.”

In return for this strength and focus, Summer asks
for blood sacrifice. Not of the B-movie, knives-and-altars
human sacrifice variety, though — well, almost never —
and not simply blood. The Crimson Court venerates their
season with competition and physical mortification. They
lead ritual hunts such as the Mir-Shikar, a grand hunt on
the first day of summer targeting a foe or menace to the
freehold. They hold tournaments of first-blood duels and
cage fights, ranging from displays of meticulous dexterity
and control to brutal punch-ups where the victor’s the one
who can still stand up. Their parties are physical affairs
where they leap bonfires, run across coals, and brand their
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skin; they stage eating competitions and sporting matches
and mock battles. The court stokes the flames of Summer
with aggression, and has many rituals to direct that ag-
gression safely against their own. Mostly safely. Usually.

Mantle Effects: The Summer Mantle is strength and
heat. It may pulse warmth like a heartbeat, with a faint
smell of iron, or it may be a level, dry heat that seems to
press the skin flat. A stronger Mantle may display heat
effects like a mirage’s shimmer or faint curls of steam.
Standing near a truly powerful Crimson Courtier is like
standing near an open furnace door — every time they
shift, it’s like an exhalation out of hell.

Courtiers: A betrayed mother swears vengeance for
every year of her children’s lives that she missed. An Ogre
meditates on his sword, an instrument with no purpose but
to cut apart men and women. A rusalka armors herself in ice
to keep her fury frozen in her heart. A spine-fingered guitar-
ist pours his rage into a ballad of loss and vindication. A
ragged woman in a ragged coat visits the freehold every full
moon, eating and drinking enough for any five people before
she wanders away again to resume her hunt. A soft-spoken,
gentle Fairest writes elaborate and ruthless battle strategies
on delicate scrolls. A short-tempered bully picks fights at the
drop of a hat, then offers to teach a few fighting and first-aid
tricks by way of apology. An unobtrusive custodian quietly
builds another few shattered Hedge-spears into the wall. A
Hedge courier hides her true lightning speed under a casual
trot, seeing whom she might draw out to chase her.

I _ECEANDS

e Thousands of years ago, the seasons were at war.
Winter started it, they say, refusing to melt her
snows and cede the land to Spring. Soon enough,
all four were at each other’s throats. Summer was
the fiercest, so before long the other three decided
to unite against him. He fought the battle on three
fronts, but knew he couldn’t last, so he put a part of
his soul into a fiery bird and sent it away to be safe.

A hundred stories tell what happened next. A sol-
dier, or a maid, or a prince, or a princess, found
the firebird. They guarded the firebird against the
hunters that came after it, beasts of ice or flowers
or withered wood. At last they returned the firebird
to Summer, settling the war and earning his grati-
tude. We don’t know the name of that first founder,
but we know and share their heart.

The tale of the founding begins with three siblings.
The youngest sister was fast as thought, the oldest
son was strong as the ocean, and the middle child
was hungry as fire. With these gifts, they fought
their way back from Arcadia, free at last from the
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all-seeing “father” that had taken them. They were
nearly to the mortal world when they heard a ter-
rible howl, far above. It was a wolf so immense it
chased the sun itself through the sky.

The three leapt to the sun’s defense without a
thought. The youngest sister distracted the wolf
and led it a merry chase. The middle child ate a
great trough in the ground for the wolf to fall in,
and the oldest son lifted a mountain to trap the
wolf in the pit. The grateful sun revealed itself as
Highest Summer, and pledged its gratitude to the
three. Summer promised to teach the three’s de-
scendants and apprentices how to defend them-
selves against the wolf — for sooner or later, the
wolf will get free, and it will come looking for us.

Don’t listen. It wasn’t a brawler, a biter, or a ber-
serker who first tracked down Summer — it was
a sharpshooter. A hunter. The other courts will
tell you otherwise, fearing hunters as they do, but
think: How could you track all the skies in a year
without patience?

Summer had run for a month, and yet it looked
down and saw this mortal always behind it. Sum-
mer grew angry, as Summer does, and rolled out a
furious sun to blister the hunter’s flesh. Without a
word, the hunter shot that sun from the sky. Sum-
met, suddenly unsure, turned its chariot and rode
on. Another month passed, Summer’s anger grew
again, and it spat out another ball of fire. And
the hunter shot it down. Again and again. Nine
months, and nine dead suns later, Summer at last
stopped, and descended to face the sharpshooter.
The hunter’s face was calm, but Summer looked
into his eyes, and it saw wrath. And then Summer
understood.

The name we all remember is Sam Noblood. Seems
a strange name for a man whose mien flooded with
red when he got into a fight, but the story holds —
and there ain’t much reason to doubt it — that Sam
was the second coming of Achilles. He couldn’t be
cut by any hand but his own.

Sam wasn’t the first one to think of pacting with
a season, but he was the first to actually pull it off.
He made a spear out of dead wood and autumn
leaves, figuring the only thing Summer had to fear
was Fall. And he went out to chase it like a boar
hunt. He won that oath out of Summer by the
strength of his arm. And Summer was glad to go
along with it in the end, because if Sam could pin a
season’s ears back, then Sam’s court had a real shot
against the kings and queens of Arcadia.
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The woman held out her fist, blood dripping from it and
her skinner’s knife. “I call on the silver bear,” she said, and the
Huntsman’s silver-furred cloak bound his arms to his sides.
“I call on the seven wolf brothers,” she said, and the Hunts-
man’s hide boots slammed together and would not move. “I
call on the red stag,” she said, and the Huntsman's russet
leather choker tightened around his neck. “Aid
me,” she whispered once more, “and avenge \E
yourselves. v V%&
FEAR SR

Fear is a line in the dust.
It’s a boundary, an invisible
wall. Fear keeps your enemy
from crossing your threshold.
Fear keeps your allies from
presuming too much. Fear
is a fortress, and the Leaden
Mirror knows all the secrets in
its foundations.

The Ashen Court has a
complicated relationship with
their signature passion. Some of
them revel in the rush; others con-
sider terror the most rational weapon in a
frightening world. Obviously, they all know how
what it’s like to live in constant dread, thanks to the
durance — but that could be said to be true of every
Lost. The difference is that it takes a certain amount
of introspection to swear the Autumn vow. Spring and
Summer might suppress their old fears, and Winter may
hide from them. But Autumn has to come to terms with
those old scars.

Why, then, doesn’t the Ashen Court play more
like the Summer Court? Why do they treat the dread
of knives and gasoline and broken glass as secondary
at best? The answer’s pragmatic — as terrifying as the
threat of violence is, it works best on mortals. The True
Fae play by different rules. They don’t even reliably have

DoN’T BE SIMPLE. OF COURSE IT’S NOT BETTER TO BE FEARED THAN LOVED.
BUT SOMEONE HAS TO WEAR THAT PARTICULAR CROWN.
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THE COURT OF FEAR
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bodies to break or blood to spill. To get at what fright-
ens one of the Gentry, you have to threaten the rules
they play by. And that requires sorcery. Nothing ter-
rifies one of the grand gameplayers like the realization
that what they’d mistaken for a pawn has its hands on

the rulebook.

Autumn had many gifts to offer, but

the Ashen Court chose fear. It was a

power that flowed from lengthening

nights and dead leaves falling

from skeletal branches, of ripe

fruits rotting on the ground.

Autumn granted the under-

standing that death itself is

not as frightening as dying.

Animals fatten up before

winter, driven by the secret

understanding of starvation.

Rich greens wither away into

sere browns. Mortals honor

their ghosts and light lanterns

against the deepening dark. Hor-

ror movies and Halloween are florid

offerings to Autumn’s ancient and

subtle truth: the unconscious dread that

perhaps this will be the year you won’t see the

coming of spring. The immortal Gentry don’t understand

mortality in these terms — but who better than the Au-
tumn Court to instruct them?
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Fear is a dangerous emotion to harvest. Stir up too
much dread, and a neighborhood starts looking too close-
ly at anything strange going on. The fear you get at horror
movies is superficial, about as nutritious as the popcorn.
But the Autumn Court has its ways. They follow people
home at night, staying just out of sight and making just
enough noise to let the person fill in the rest. Children
have vivid imaginations and low skepticism, making it
worthwhile to seed rumors of the frightening house on
the corner. A measure to frighten children might also
infect their protective parents.
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BARCAININC

Everyone relies on their mechanisms. When the pres-
sure’s too great, an Autumn Courtier usually tries to find
a way out. They don’t run and hide, though — all that
trafficking in terror builds up calluses on the soul, keep-
ing the fight-or-flight question at bay. They have time to
ask questions like “What could I have done differently?” or
“Is there anyone I can get to help me?” That level of aware-
ness doesn’t mean they're fully in control, though. It only
means their desperation is more articulated.

The Leaden Mirror’s attention to the Wyrd feeds this
character flaw. Magic has always been a practice of pacts
and bargains, especially changeling magic with its Con-
tracts and pledges. Do this, give that, and something will
teach you how to turn the pages of reality until you find
something you like better. So, when an Ashen Courtier
feels her life or freedom is truly in danger, her first instinct
is to look for some kind of escape clause.

Those Lost who've seen this side of the Autumn Court
— really seen it — may find the Court of Fear even more
frightening than before. When a desperate changeling starts
thinking in terms of bargaining, well... The other courts are
always at least a little worried that someone in the Leaden
Mirror might turn coat and strike a deal with the enemy.
The sorcerers are, after all, very good at bargains.

Worse, the Fae also know this.
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THE TURNINC OF
THE SEASOANS

High Autumn: Autumn doesn’t usually take the
throne with grand displays like Spring and Summer. Their
ceremonies are smaller, but more binding — an Autumn
monarch will hold you to anything you say, so beware of
empty platitudes for courtesy’s sake. When an Autumn
Queen does plan a grand event to mark her ascension,
odds are that she intends to secure her rule through fear,
and the intention is that everyone will leave the ceremony
afraid to cross their new queen. The coronation banquet
of such a ruler is certain to be...memorable.

When Summer has primacy, they look to the free-
hold’s arms; when Autumn succeeds Summer, they look
to the freehold’s magic. This often takes the form of a
cryptic census. Ashen Courtiers visit every member of the
freehold, inquiring in the King’s name as to any pledges
they honor, any tokens they carry, or any oaths they are
bound to fulfill. Usually people lie, or outright refuse to
give up their secrets. The Leaden Mirror rarely presses
the issue — secrecy is, after all, an important defense for
the Lost. But given Autumn’s mastery of the occult, they
can often offer advice for better using a token, dream, or
Contract than the owner would have guessed. An honest
changeling becomes an educated changeling. An educat-
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If an Autumn Queen needs to prosecute a war, or
to complete a war that her Summer predecessor started,
she plays dirty. She enlists the Winter Court to supply
her with all the information they’re willing to share on
the enemy’s weaknesses. She searches out the loopholes in
the oaths binding her foes. She uses bait and false retreat
tactics to lure hunters into arcane traps. She uses sorcery
to obliterate magically weak opponents, and dispatches
Summer Court volunteers to overrun physically soft tar-
gets. She disdains glory and honor for shock and awe. If
she utterly destroys her enemy’s appetite for conflict with
the freehold, she’ll have to fight only one battle during
her reign.

Low Autumn: When another court sits the throne, the
Ashen Court return to their archives. On a practical level,
the Leaden Mirror appeals to changelings who want to learn.
We all need to know more about ourselves and our world, just
to survive. We'll share our knowledge with you. Just about every
Autumn Courtier has a measure of interest in magic, often
with an occult specialization. One might be fascinated by
words, and surround herself with books and blackboards;
another, immersed in the symbolism of colors, keeps a spec-
trum of rooms where each is dedicated to the spells peculiar
to its hue. The court is one part cabal of witches and one
part scientific community, sharing their findings. They don’t
hide from others the way the Winter Court does, but other
changelings are often reluctant to seek them out. This suits
them, of course. It gives them more privacy for their research,
and of course, it isn’t a bad thing to be feared.

Autumn Courtiers settle into a variety of roles to sup-
port a freehold. They make fine advisors and soothsay-
ers, but more interestingly, some are natural therapists.
These Ashen Courtiers can surgically expose, identify, and
soothe a person’s innermost worry and dread. The court
also reaches for certain clerical duties, from cataloging the
tokens known to the freehold to recording the freehold’s
history. They make excellent solicitors, devising the craftiest
and most beneficial wording for an oath, pledge, or Con-
tract. Some put the court’s lore to work by exploring the
Hedge, whether to find secret paths in and out or to tend
and harvest goblin fruits. Finally, a freehold’s justice system
is of great interest to the Autumn Court. Winter may pro-
vide more investigators and Summer more constables, but
Autumn accepts the truly ugly business of playing gaoler
and executioner. Caging another changeling is a disturbing
reenactment of the durance, but when it must be done, best
that the job goes to someone who can at least benefit from
a prisoner’s terror.

No other court has anything close to the Autumn
interest in the terrifying supernatural beings that lurk
on the fringes of mortal society. While they don’t trust
vampires, ghosts, werewolves, or the like, these “fellow
Autumn People” are grimly fascinating. Other supernatu-
ral beings have magic of their own, and they are entities
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to be feared. They feel like kindred spirits, though you’d
have to be a fool to assume any bond. The Ashen Court
has a dangerous tendency to investigate rumors of other
supernatural beings. Some hope for allies; some to steal
valuable new magics. All are rightly cautious.

CIVE AND TAKE

Autumn’s Bargain compels transparency. When the
Court of Fear reigns, the Others and their pawns must
give clear warning of their intentions before they attack.
Autumn protects its children from the dread of uncer-
tainty. The more powerful the Gentry, the further in
advance it must announce its intentions; the time varies
from a few hours to as much as a lunar month. The True
Fae wriggle and writhe to find cryptic, unreadable ways
that might announce their intentions only to someone ca-
pable of their riddle-thought, but these attempts inevita-
bly fail. So the Others draw up their battle lines and send
out liveried hobgoblin heralds, or they scatter engraved
invitations to a slaughter, or they light runes of fire on the
Hedge borders. If they aren’t permitted surprise, then they
shall at least have grandeur.

The Ashen Court repays Autumn’s blessing with
many rituals — more, truth be told, than Autumn ever
required. At the smallest level, they practice tiny individ-
ualized superstitions as minor sacrifices. A courtier might
bury a packet of burnt pumpkin seeds before a diplomatic
errand, keep a bit of worn heartwood on a keychain, or
count the steps every time she goes downstairs. These
micro-rituals are a show of reliability, proving that the
changeling can uphold even the most trivial of bargains.

Greater rites are usually some variant of a harvest
ceremony. A few of these are innocuous feasts, mostly no-
table for the amount of magical shop talk that takes place.
But more are hunts — the Ashen Court harvests fear, after
all. It’s unclear to outsiders what differentiates the Hunt
of Leaves from the Falling Night from the Ash Run, even
if those outsiders are invited. They all have very similar
structure. The quarry is an enemy of the freehold, from
fetches or changeling traitors to True Fae themselves. The
Autumn Court provides weapons and masking spells to
all interested parties, and in return claims first choice of
any enchanted spoils they may find.

Mantle Effects: The Autumn Court’s Mantle is...
peculiar. It’s distinctly Autumn — in its strength it may
be a cooling breeze, a rustling rattle like a tree’s denuded
branches in the wind, tiny flickering candle flames or lan-
tern fires, dead leaves spinning from nowhere and vanish-
ing to the same. A truly powerful Autumn Mantle with-
ers green plants away to brown and sends shivers up the
spine. But tied into all that are the marks of the Ashen
Court’s sorcery. Occult glyphs shimmer like witchfire or
spread like blotting ink before fading. An atonal chant
sings a wordless warning. Sparks like dying stars fall from

—
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the changeling’s fingertips. An aurora of unearthly hues
shimmers about the shoulders. The precise form these ar-
cana take depends on the courtier, but wise Lost quickly
learn to recognize the sign of a potent Autumn sorcerer.

Courtiers: An aspiring general discreetly inquires
into Contracts that strike at the enemy’s morale. An
oneiromancer captures and catalogs nightmares, sooth-
ing his comrades’ rest and uncorking the terrors in the
dreams of enemies. A literal internet troll hacks a dark-
net database and threatens to dox the names she finds. A
performance artist weaves spells of dread into an already
disquieting act. An archivist searches out the details of
every pledge spoken in the freehold, recording each one in
massive chained ledgers. A candlemaker blends wax with
the juice of goblin fruits to protect — or curse — certain
favored customers. An alchemical vintner crafts intoxi-
cating draughts that alter the drinker’s perception of the
mystical. A lawyer goes over Contracts in exacting detail,
extrapolating new possible loopholes to exploit. A would-
be shapeshifter runs wild at night, and seems to have a
different patch of fur or scales or feathers every morning.

I _ECEANDS

* Nobody could catch Autumn. She had a robe made
of leaves of every color, and when she wore it you
could never tell her from a tree or a stone. She ran
faster than a deer, could break anything in her
path, and never got tired. Many brave hunters ran
after her until their feet bled and they collapsed.
But there was one who just walked.

He was a clever one, who sometimes walked like
a spider. He had a big bag full of stories that bent
him near double, but he said it didn’t weigh a thing.
He went wandering into Autumn’s lands until he
found a clearing he liked, then he sat on a stump
and opened up his bag. He took out a story, exam-
ined it carefully, and then recited it to make sure
it was still proper. When he put it back and made
to close the bag, a voice whispered, “Another.” So
he took out another story, and another, and an-
other, and Autumn gathered up her invisible robe
and crouched there, listening. When he finally put
his last story away, he said “Well, and now it’s the
solstice.” And to her surprise, Autumn admitted
defeat.

The first Autumn Queen wasn’t what you would
have expected. Clay Ariel wasn't strong, she wasn’t
swift, and she damn well wasn’t frightening. She
was a little thing, whose flesh and bone hands were
replaced with soft clay after she was taken. She had
to be careful not to damage her poor hands, so all
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her tools and toys and weapons were clay as well,
things she could handle with magic kneaded into
them.

But you'd be right to fear her anyway. When the
four hunts began, Clay Ariel said, “I'll search out
Autumn,” and she set out with nothing more than
the clothes on her back and a little smile on her
face. She came back with the Bargain, and the
Contracts of Fear. Now what in God’s name could
this quiet little clay mouse have done to earn that?
How did she get picked over the sharp-edged mur-
derers and doomcrows that set out on the same
quest? We'll never know. And that’s the lesson:
Never take anything for granted.

Spring and Autumn were once husband and wife.
They had many children — storms, flowers, fruits,
grains, all things young and beautiful, and all
things ripe and sweet. But in time, Autumn fell
ill. When her form became withered and leafless,
Spring could not bear to look on his wife any lon-
ger. He fled, and she cursed him for his cowardice.

They feuded for many long years. Autumn swore
she’d slay whatever living child of Spring she could
catch, and Spring vowed he’d engender so many
she could never kill them all. When they finally
made truce, it was at the behest of a brave pair of
changelings, a husband and wife who each sought
out one of the seasons. Alas, these mortals sacri-
ficed their own love for the Bargain. Spring’s cham-
pion died to appease Autumn — at the hands of
his wife, the first Autumn Queen.

When Silver Marya went looking for Autumn, she
found him waiting for her in his great bleak house,
sitting on his barren chair. He welcomed her and
offered her his blessing, his Bargain, and the hand
of his handsome son in marriage...if she could
prove herself worthy. The cunning old season
asked her to gather his thousand horses by feeding
time, to comb the leaves from his orchard by bed-
time, and to sow his fields with wheat to make into
dumplings by breakfast time.

She did each of these things, but not alone. With
pledges and oaths, she compelled birds to gather
the horses, sang the leaves away, and persuaded the
wheat to grow and the millstone to grind it. When
she sat down to breakfast with Autumn, Autumn
smiled and told her she’d cheated. Before she could
reply, he said, “But that’s good. I want a daughter-
in-law who knows it’s better to be wise than brave.
Teach all your children how to make pacts like
yours, for only fools rely on their hands alone.”
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THE SILENT ARROW, THE ONYX COURT,
THE COURT OF SORROW

The long-fingered hounds ran without baying in all di-
rections. One snuffled at each stoop along the street, reach-
ing up to caress the door only if the lights were out. An-
other, pale and naked, clambered into a dumpster to prod for
warmth. A third rattled up a rusty fire escape, looking into
each window. Nothing, nothing, and nothing. No spoor, no
footprint, no sign of their quarry. The only thing that
was left was a white mask lying in the street, and
soon it too melted away.

SORROW

Sorrow is a cage. It keeps a
person from moving. It roots
them in place, cold and un-
yielding. But people also will-
ingly lock themselves within
it. They embrace the bars’
strength, for they're just as
strong as the love for what was
lost. They close the door to
keep other people out, as if they
were sharks. The Winter Court
knows that sorrow can be crippling,
but also inspiring. You just have to be
certain you're the one holding the keys.

It’s easy for a changeling to be drawn

to sorrow. All you had to do was love enough. The
Lost return home to find lovers in a false person’s arms,
parents dead and gone, children grown and unhappy.
The life’s work you built may be shuttered and lightless.
The art you created may be destroyed or stolen. The
Winter Court doesn’t offer the same strength as Summer
and Autumn, or the same abandon and hope as Spring,
but it has never lacked for numbers. Those who join the
Silent Arrow don’t want to forget.

Sorrow’s strength is twofold. Turn it against your en-
emies, and you strike at their will to fight. Turn it inward,
against yourself, and you can see through false hopes and
useless temptations. The Silent Arrow keeps loss, regret,
guilt, and despair in their quiver. They're dangerous

things to handle, but they have to be. So many of the
Gentry aren’t prepared for the pain that comes with los-
ing something you truly loved — because so many of the
Gentry weren’t capable of truly loving in the first place.

Winter has always been the season of sorrow. Light is
in shorter supply, and darkness comes early. The modern
understanding of seasonal affective disorder offers a
more scientific illustration of a relationship
with Winter that some people have al-
ways endured. The longer the night,
the easier it is to mourn.

Harvesting sorrow requires

, much like any

other Winter Court affair. It
wouldn’t do to be seen with
a smile of indulgence at a

funeral, or when families are

picking through the tornado-
strewn flinders of their houses.

ing vintages, and churches and

prisons tempting sources. The

more ruthless courtiers are experts

at finding and reopening a mortal’s

old wounds, then feeding as they offer a
sympathetic ear.

DEPRESSION

It takes immense fortitude to push forward under the
weight of a heavy sorrow. The Winter Court has always been
at greater risk for depression, both in the sense of major de-
pressive disorder and in the more vernacular meaning. In the
former case, it’s not because something in Winter’s Bargain
may inflict clinical depression — it’s because changelings
who suffer from major depressive disorder most often find
their way to the Onyx Court. The Winter Court doesn’t offer
a false cure for depression, but everyone there understands.
And fortune willing, a changeling might be able to turn their
affliction into surprising strength.

COWARDICE? JUST HOW SHORTSIGHTED DO YOU THINK WE ARE?
WE’RE NOT TRYING TO HIDE FOREVER FROM THE OTHERS.
THAT’S IMPOSSIBLE. WE’RE FINDING A SAFE PLACE TO WAIT. UNTIL.
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The specter of depression has developed an interesting
counterpart to the Winter Court’s focus on remaining hid-
den. Pragmatism encourages the Silent Arrow to be ready to
cut ties and run at any time. But pragmatism also encourages
them to develop safe avenues to the things they enjoy and the
people they love, as a means of staving off the sorrow that sur-
rounds them. It’s a cruel contradiction: isolation helps keep a
secret, but isolation can eat at your soul. Onyx Courtiers have
to be clever to balance these two needs, but of course, the
court teaching is that they have to be clever simply to survive.

The great danger of depression is inaction. If you're
always on the defensive, you can’t make any sort of prog-
ress. Conscientious Courtiers of Sorrow watch their fel-
lows for the warning signs of a shutdown and try to be
ready to help. Less empathetic courtiers don’t bother, fig-
uring it’s every Lost for themselves. The dangers aren’t
lost on changelings of other courts. Some can be loath to
trust the Winter Court — when the Others come a-rid-
ing, what happens if the Onyx Courtiers crawl into their
hiding places and refuse to stand with their brethren?

THE TURNINC OF
THE SEASONS

High Winter: A freehold with an Onyx monarch is like
a forest in winter — the trees seem still and quiet, but the
roots are still quietly at work beneath the frozen ground. The
freehold withdraws, declares no new grand offensives, and
settles in for a time. And all the while, the Court of Sorrow
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spreads throughout the area, blending in neatly and using
the lull to best advantage. They collate rumors, upgrade
security systems, and check to see if each freehold member
kept their bug-out bag up to date. Succeeding the throne
after an Autumn reign has its advantages and disadvantages:
The Autumn Court usually tidies up after themselves, but
their tactic of fear can sometimes leave the local Hedge deni-
zens inconveniently jittery and the Gentry on the alert.

A Winter king or queen usually seems very conserva-
tive next to their fellows. They make few open decrees,
instead dispatching courtiers on secret and often deniable
quests. When they require the neutralization of a threat,
they commission an assassination rather than a war party.
Winter has a particular tolerance for fetches, if tolerance
is the right word: Very few fetches die during a Winter
reign, to avoid stirring up trouble with the mortal world.

If war comes to the freehold, a Winter monarch may
take to the field — leading from a fortified rear or dressed
like a simple soldier — or he may direct the strategy from
afar. But optimally, there will be no war while Winter
reigns. If their information networks, wards of misdirec-
tion, camouflage, and discreet assassinations have all
been reasonably successful, the enemy will be too disori-
ented and scattered to challenge the freehold.

Low Winter: When another court reigns, the Silent
Arrow melts into the background as usual. They remain
active in the freehold’s affairs, gathering information and
running covert errands. They openly volunteer just often
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enough that the other courts remember that they’re pres-
ent and contributing. Apart from that, the Onyx Court-
iers tend to act only when directly asked. The Winter
Court accords more respect to rulers who remember their
existence and make use of their talents. They also note
that such rulers are more potentially dangerous to them...
but that's part of respect.

Winter Courtiers play support in a freehold. They
may have a variety of roles — scouts, doctors, cleaners,
communications, researchers, counselors — but they're
all tied into the same information network, and any free-
holder with half a brain knows it. They also know a child
of Winter will lie to your face, by omission or otherwise,
without thinking twice. You can’t trust every word a Win-
ter Courtier tells you, but you can be certain they have
the enlightened self-interest that keeps them part of the
freehold, and are invested in the good of the freehold as
a whole.

In most seasonal freeholds, the Silent Arrow is one
of the smaller courts. It’s easy to get the impression that
they recruit new courtiers under protest, and would prefer
to keep their numbers small and trusted. That’s not, gen-
erally, true. The Winter Court demands discretion, but
they offer a place to any changeling who feels safest when
they’re not attracting attention. They don’t make the
same social demands that Spring and Summer do. We'll
keep you safe and informed, so you can be in control again.
You just have to be able to keep a secret.

In that vein, the court upholds certain formal laws of
secrecy, sometimes called the Icelaw. The Icelaw defines
the most important things to protect. For instance, Win-
ter stresses the medieval idea of courtly love, to protect
the heart and reputation. Hate, like love, is best kept to
yourself until it threatens to consume you, and then it
must be acted on with swift discretion. A Winter Courtier
must always be ready to evacuate or vanish, should the
freehold suddenly fall. And the world is full of other su-
pernatural beings who simply cannot be trusted — avoid
them if possible, mislead them as much as you can, and
never meet with one alone.

CIVE AND TAKE

Winter’s Bargain is one of the strangest of them all.
While the Onyx Court is in power, the Others and their
hounds are compelled to mourn, to truly mourn, their
victims. An invader cannot bloody its blade or talons a
second time until it has ritually acknowledged the death
of its first target. The Bargain makes a Winter battlefield
a truly peculiar sight, for most True Fae have no real idea
how to mourn and can only approximate some form of
guess. A spidery figure crouches over a corpse, spinning
and folding a sticky origami insect to lay on its chest. An
ice-skinned lady twists the arm of her servant until tears
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well out of its eyes, and then daubs those tears on the
eyelids of the fallen. A six-masked rider arranges its prey’s
limbs into a mock-caper, and douses the carcass with
blue fire from a Mobius decanter. And that’s when Win-
ter strikes. Against the Gentry, there’s no room to honor
these formal mimicries.

Like all other courts, the Court of Sorrow honors and
repays its patron with rituals and celebrations. Winter’s
practices are not as grandiose, though. Too much pag-
eantry would defeat the purpose of subtlety, but more to
the point, a truly riotous winter festival would be insulting.
Humans build fires in the dark part of the year to hasten
it along and to beckon forth spring. When the Winter
Court builds ritual fires, they burn reminders of their old
human lives or their secrets. When they hold grand wakes
in honor of all the Lost who've perished at the hands of
the Gentry, they drink little and let the other courts have
the lion’s share of the debauchery. The Onyx Court pays
their debt in ritualized grief and the recognition of loss.
The most famous exception is the Winter Market, a ba-
zaar that takes place the week before the winter solstice.
Vendors must gain the court’s permission to set up, and
most are Winter Courtiers trading information and “con-
fiscated” goods. But the Winter Market is distinct in that
all transactions gain the Silent Arrow’s gift of discretion.

The Winter Formal, another tradition with an in-
nocuous name, is a once-a-year masquerade. The court
requires masks to attend, and uses tokens and subtle mag-
ic to ensure that the identities of all participants are kept
secret. The Winter Formal is an opportunity to socialize
without the stress of politics, where everyone keeps se-
crets together.

Finally, Radio Free Fae is a tradition with no roots in
the Bargain. As such, not all Winter Courtiers approve.
Radio Free Fae is a bootleg broadcast, its location con-
stantly moving and as secret as the identity of its partici-
pants. Its stated purpose is to share information that all
Lost should know, even if the Winter Court hasn’t cleared
some of that information for release.

Mantle Effects: The Winter Mantle is subtler than
those of the other courts. At lower levels, the Onyx
Courtier might be confused for a courtless; at higher lev-
els, an observer might mistake the courtier for someone
much less potent than they are. And why not? If the Silent
Arrow’s primary goal is to elude notice, it would make lit-
tle sense to proclaim one’s power far and wide. The most
prominent feature — relatively, of course — is a feeling
of starkness. The Winter Mantle creates a sensation of
stillness and clarity, of light falling in just that way that
reveals the little details in the changeling’s surroundings.
At its most powerful, or when the Lost uses magic, Winter
becomes a bit more evident. A few snowflakes fall, or a
faint wind is cold out of all proportion to its gentle touch.
If a full flurry churns around a Winter Courtier, run.
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Courtiers: A forensic scientist finds clever ways to
destroy evidence or plant false clues to misdirect their
hunters. An aged librarian teaches others the secret
speech of riddles with no answers. A stone-skinned hit-
man loads bodies into the trunk of a car that devours
them. A pale, eyeless architect builds tunnels and cham-
bers that never appear on any map. A favor broker par-
lays stolen secrets into influence with the Goblin Market
itself. A school custodian passes on news to other Lost
about the children they never see. A therapist teaches
her brokenhearted clients how to face their innermost se-
cret demons and how to live with grief. A funeral-home
director fakes the deaths of certain sensitive clients, for
a reasonable fee, of course. A software engineer buries
stealth code into apps to hide or reveal certain locations.
A gawky wallflower attends all the grand parties with her
more glamorous friends, and carefully notes with whom
they leave. A conspiracy theorist catalogs evidence about
the movements and activities of vampires and werewolves,
and prepares elaborate contingencies should they look the
freehold’s way.

I _ECEANDS

* Not everything green and growing is kind. Once,
many fair young men and women were captured for
the gardens of a Keeper called the Earth Mother. The
Earth Mother was beautiful and giving, but she de-
manded utmost obedience. If someone displeased her
in the smallest way, she planted them in her orchards,
and they were never seen in fleshly form again. Many
tried to flee her. Only one succeeded.

The Pale Maiden had listened and learned. She
knew that the only creature that the Earth Mother
feared was Winter himself. So she ran to the bound-
aries of the Earth Mother’s gardens, and she called
out to Winter to come and take her away. Winter
accepted her offer, and kept her hidden away for six
months before returning her to the mortal world.
There, she taught others how to honor her patron,
formalizing the Bargain and forging the Court of
Sorrow. But after six months of rule, she vanished
again. Some say the Earth Mother found her again,
but that’s a fool’s supposition. We know where she
must have gone — back into Winter’s domain, to
the seat he keeps for her by his throne.

There was a child, unloved by her family, who ran
deep into the woods to escape them when they were
angry. She curled up in the snow, shivering, waiting
to fall asleep forever, but the plumes of her breath
drew Winter’s attention. He came and sat beside
her, and the chill of his robes drew the warmth from
her, and he asked her to tell him her story. But she
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never complained, she never spoke of her family, and
indeed she was too polite to speak of her pain at
all. Winter marveled at the fortitude and manners
of this small child, and announced that he would
adopt her for his own.

Eventually the child came out of the woods. When
she emerged, she wore a crown of ice and robes
spun from heavy snowdrifts. She taught other chil-
dren like her all the secrets that she learned from
Father Winter, but to this day she has never spoken
as much as her old family’s name.

Back when Sam Noblood was hunting Summer
and Clay Ariel was negotiating with Autumn,
there weren’t many volunteers to chase down Win-
ter. Only one person declared he'd force Winter
to strike a bargain like the other three. The court
remembers his name as Snowflake John, though
it was surely something else. We don’t remember
his face, though; he was called Snowflake John
because you couldn’t pick him out of a crowd any
more than you could pick a snowflake out of a drift.

John laid out his challenge to Winter, and then...
he disappeared. Nobody saw him again for two
years. When he finally showed up again, he claimed
it was done — he’d bested Winter because Winter
hadn’t managed to find him for two full turns of
the seasons. It was a ridiculous claim. Surely he
wasn't telling us everything. But we had our pact,
and an object lesson in why some things deserve to
stay secret.

Winter never wanted a Bargain. He put his house
under the ice at the roof of the world, in water so
cold no mortal could ever swim to his door and live.
When Spring, Summer, and Autumn all agreed to
aid their tiny supplicants, Winter sat in his house
and shook his head. “Not unless they ask me to my
face,” he said.

But Winter had a daughter, and he had been cruel
to her. When he caught her with a boy, he slashed
her with a knife and threw her into the sea. So
one day a quiet fisherman went out to the sea,
and he tied a pretty necklace to his fishing line,
and he lowered it down to her as a gift. When
she followed his line up to the surface, he tended
her wounds, brushed her hair, and promised he
would marry her if that was what she wanted. She
carried him swiftly down to her father’s house,
and pushed him through the door before he could
freeze or drown. Winter was very displeased that
he’d been found, and that he would have a new
son-in-law — but a promise was a promise. The
Bargain was his wedding gift.
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KITHS

Sometimes, a True Fae needs its servant to be some-
thing unique, with a particular purpose. Sometimes, a
changeling looks into a golden box she shouldn’t have,
or eats a fruit from a strange tree after three days of flee-
ing her master’s hounds. Sometimes, the soul, for what-
ever strange and occult reason, just fits into a particular
shape. This transformation is called a kith. Most change-
lings who make their way back through the Hedge have a
kith — their new powers are a double-edged sword their
masters failed to grasp. These different kiths fill many dif-
ferent roles and perform diverse functions in Lost society.
Mechanically, a kith blessing represents this. A blessing
has two parts: a lowered exceptional success threshold
on a roll in a specific circumstance, and a power unique

to the kith.

Below are 12 sample kiths for use in your Change-
ling: The Lost chronicle. By no means are you limited to
these 12 — see the kith creation rules in Chapter Seven
for more on building new and interesting kiths for your
chronicle.

ARTIST

Would you mind stepping to the side? You're blocking
my light.

Artists are not just the painters, the sculptors, the
architects, or the composers. They are, in a very real way,
their art. True Fae rarely abduct established artists to
make Artist changelings. Novices, amateurs, and strug-
gling small-timers might all become Artists. The Gentry
don’t care about the initial quality. What they want is an
Artist trained to create things solely for them.

As part of their durance, Artists often develop physi-
cal characteristics of their chosen medium. A sculptor’s
skin might become gray and flinty, whereas a painter
might have splashes of random, vivid colors in their hair.
In Arcadia, a prison of their own frenzied activity held
them. Stopping to rest might mean punishment, often
in the form of being forced to destroy their own half-
finished piece, or watching their Keeper do so because it
wasn’t perfect. Occasionally, a True Fae calls an Artist to
help “design” a new changeling — with similar results if
they stop working before the victim is finished. As such,
many Artists are usually extremely protective of their
works in progress, never letting them see the light of day
until they are absolutely flawless.

Ogre: The architect has arms like Corinthian col-
umns, bulging out of the shirt that’s a bit too small for
them. Their shaggy hair is always full of paint dust and
wood shavings. They are surprisingly gentle for their size
— but a force of nature if interrupted.

Wizened: The tiny, gnarled woman has splotches
across her paper-white skin that might be ink or might

KITHS
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be veins. Her eyes are a vivid, unearthly blue. She is nev-
er without her watercolors and can paint Arcadia from
memory. Some Lost wish she wouldn’t.

Kith Blessing: Choose either Crafts or Ex-
pression. When the Artist uses a Specialty for art
with that Skill, achieving three successes counts
as an exceptional success.

Tools of the Trade: A good Artist is never
without her tools. She can spend a point of Glamour
for her player to gain bonus dice equal to her Wyrd, to
a maximum of +5, on a Crafts or Expression roll with
one of her Specialties pertain-
ing to creating art. All the
necessary implements of
her craft manifest around
her for a scene.

BRICHT
ONE

Excuse me.
I was talking.

Few things
turn a True Fae’s head
more than genuine passion.
It doesn’t matter what that passion is
for — the arts, the sciences, a political
movement, a lover, it’s all the same
to the Gentry. They see it as a fire,
burning in the soul and setting the
creature who feels it alight. Humans
the Others take because of this passion
usually become Bright Ones.

The True Fae rarely take a Bright One
by force. They go to lengths to ensnare
this prey through her passion, whether
it's posing as a kindly college professor
and suggesting that perhaps she might
like to switch to the Classics department, or
leaving notes from a mysterious admirer in her
apartment building. The goal is always to get her
to go willingly, but never with full and informed
consent.

Once she’s in Arcadia, the Keeper turns the
changeling’s passions up to a fever pitch. It sub-
jects her to nightmare after nightmare, always cen-
tered on the things she loves, and punishes her if
she shows any emotion. She becomes a Bright One
when the built-up rage and anguish explode out of
her in a flood of light and fury. For some change-
lings, this becoming is when they escape their
durance. For others, they are stuck lighting innu-
merable inhuman balls, dinners, and hunts, only
making their escape at a moment when they can blind
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their Keeper. Subtlety is not an option
for these changelings — their mien ra-
diates a soft glow always. Their Mask
often, but not always, translates this
as a pretty face or striking hair. It’s
difficult to look away when a Bright
One is in the room.

Elemental: The air around this
changeling ripples and shimmers
as though she is on fire. Her hair
is a striking red-gold, almost iri-
descent. She is quick to anger
and even quicker to forgive,
once you can convince her
you're truly sorry.

ﬂ) Fairest: This beautiful
= creature looks as though they
are made of moonbeams and
starlight. They have a soft, silver
glow, and a gentle voice to match.
They never raise their voice, but
their anger is something to fear.

Kith Blessing: When the
Bright One uses Socialize to
be the center of attention,
achieving three successes
counts as an exceptional suc-

cess.

Flare: A Bright One always
has a visible glow, even in the darkest
of rooms, though the Mask normally
prevents mortals from seeing it. She
can spend a point of Glamour to turn
this glow up to a dazzling brilliance that
blinds her enemies for one turn; the
Mask does not obscure this light. Each
turn the Bright One uses this blessing,

each enemy that can see her takes a point of
bashing damage and rolls at a —2 on all Physi-
cal and Mental actions that turn.

CHATELAINE

[ used to serve because it was a flogging oth-
erwise. I left to get away from the whips and the
cook’s rolling pin and the ever-present threat of
the hounds — but I still serve. I am useless if 1
don’t serve. Another drink, madam?

Chatelaines are the perfect servants.
Taken to Arcadia by Gentry with a taste for
the finer things in life, these changelings are
butlers, stewards, housekeepers, and domestic

workers of all stripes. Their Keepers choose them
for their attention to detail, throwing them into
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their durance with no training and the full expectation
that they will provide exactly what the Fair Ones want,
when they want it.

Rare is the Gentry who keeps just one Chatelaine. A
new changeling in a Fae household is expected to learn
from the older, more established servants, and woe be-
tide the servant who does not learn her place quickly and
quietly. Keepers rarely have to punish their Chatelaines
directly; a simple sign of displeasure is more than enough
to send the household scrambling to chastise the errant
changeling. Chatelaines quickly learn to work within a
system, using others’ power to survive while serving a ca-
pricious master.

This quiet movement through hostile social terri-
tory becomes an escape. When a changeling is beyond
reproach, who's to say he can’t walk right out the front
door? The Chatelaines that come back through the
Hedge are usually lower in the hierarchy. While it is not
unheard-of for an established majordomo or lady’s maid
to have a place in the Lost courts, the peons who were
too tied to mortality to fit neatly into the pecking order of
a Fae household are more likely to flee successfully.

Darkling: A quiet servant with small fangs who seems
to fade into the shadows that gather around her whenev-
er she stands still long enough. She is uncomfortable with
the spotlight and never speaks unless spoken to.

Fairest: A prim, perfect steward of the manor. Their
uniform is always perfectly pressed, and their eyes and
hair are the same color as the brass finish. They are the
only person to come to when the local courts want to
plan a party of any kind.

Kith Blessing; When the Chatelaine uses Empa-
thy to determine a target’s immediate desires, achieving
three successes counts as an exceptional success.

Will That Be All?: Spend a point of Glamour to acti-
vate this blessing for the scene. With a successful Manip-
ulation + Socialize roll, a Chatelaine may use the Social
Merits of one other character in the scene as though they
were her own. When the effect ends, characters act as
though the target had used the Merits himself.

CRISTLECRINDER

Well, aren’t you a little morsel. How about supper to-
night, just the two of us? You don’t need to fancy up — I hate
undoing buttons and zippers.

Gristlegrinders are the cannibalistic nightmares of
other changelings. Strictly speaking, they don’t need the
flesh of the Lost to survive — they’re more like living gar-
bage disposals who developed a taste for fae flesh while in
Arcadia. Many Gentry keep them around as cooks, guard
dogs, and implicit threats to their own slaves. Any kid-
napped mortal could potentially become a Gristlegrind-
er. The ones that do generally had some emptiness inside
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before their captivity, be it grief from a breakup or a
death, loss of direction in life after a stressful event, or
just burnout.

Almost every Gristlegrinder has tasted changeling
flesh at some point. The Gentry make good on their
threats once they can’t find a use for a misbehaving thrall
anymore, so many Gristlegrinders have vivid memories
of butchering, cooking, and eating other Lost — or sim-
ply snapping their necks and swallowing them whole.
Many Gristlegrinders actually ate their way out of Ar-
cadia, whether by devouring the hobgoblins and night-
mares standing in their way, or chewing a hole through
the Hedge. The devouring doesn’t stop when they leave
Arcadia, however. Their hunger is all-consuming, be it
for love, blood, money, or simply more food.

Rumors fly that some Gristlegrinders have a taste for
live flesh. Most fervently deny the truth of this supposi-
tion, but their fellow Lost look upon them all with suspi-
cion, regardless.

Beast: She has a shark’s eyes, a wolf’s ears, and a
mouth big enough to swallow you whole, my dear. She is
always hungry, and always smiling.

Ogre: Fee, fi, fo, fum. This is the giant from child’s
stories, the one with the small eyes and the gnashing
teeth, coming to chew you up for bothering him at meal-
time.

Kith Blessing: When the Gristlegrinder uses Brawl
to grapple someone with intent to eat them, achieving
three successes counts as an exceptional success.

To Serve Man: A Gristlegrinder can make bite at-
tacks that deal lethal damage, without needing to grapple
a foe first. If she holds something or grapples someone of
a smaller Size than herself, she can swallow it (or them)
whole. She spends a point of Glamour and her jaw ex-
pands to the necessary size. With a successful Stamina
+ Survival roll, she gets the target down with minimal
effort. A Gristlegrinder’s digestive system deals two
points of lethal damage per turn. If the target is poisoned
or toxic, the Gristlegrinder takes damage as normal
(p. 189), unless she has a Merit, token, or other means to
negate it. Targets attacking the changeling from inside
her must deal at least five points of lethal damage with a
single attack to break out, but she can’t apply her Defense
or armor against such attacks.

HELLDIVER

Sorry, didn’t mean to spook you! Hazard of the job, I
guess. You won't believe what I saw down there. ..

Occasionally, the True Fae need to get places that
even they can’t reach. Sometimes they need a spy or a
thief in their byzantine intrigues, someone who would go
unnoticed and unaffected. When they feel like engaging
in espionage, the Others create Helldivers.
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Helldivers are unusual among changelings in that
their Keepers not only expect them to leave Arcadia,
but encourage them to do so. This doesn’t free them,
though. Even in their otherworldly forms, still-captive
Helldivers have a silver thread attached to their person
leading back to their Keeper. All Helldivers know the
excruciating pain of being yanked out of another
realm unexpectedly to face their Keeper'’s wrath.

Once the thread breaks, the Helldiver is free.
Helldivers break their threads in different
ways. Some find a goblin smith willing to
destroy it (for a price). Some convince the
people they were sent to infiltrate to do it.
Some simply go through the agony of break-
ing it themselves.

Whether captive or free,
Helldivers are never in one
place for long. They are al-
ways chasing
some new
rumor  of
a rare to-
ken, explor-
ing alien realms, or
listening in on conver-
sations they really shouldn’t.
Helldivers are hungry for knowl-
edge. After all, knowledge is
power.

This changeling

has bright, inquisitive eyes

and vestigial wings. They
move with startling speed and

are usually content to listen —
that is, until you get them talking.

Beast:

Darkling: Even without diving, she
doesn’t seem completely solid. Her eyes
are constantly roaming the room, check-
ing for threats. She speaks in a hazy, dis-
tracted sort of way, as though she’s not all there.

Kith Blessing: When the Helldiver uses Lar-
ceny in the Hedge, Arcadia, or another unearthly
realm, achieving three success counts as an ex-
ceptional success.

Dive: Spend a Glamour point to make
a Dexterity + Occult roll. On a success,
the Helldiver begins to fade into an in- =
corporeal, invisible form. It takes a
number of turns equal to (10 — her cur-
rent Clarity), to a minimum of one full
turn, to completely fade. While fad-
ing, the Helldiver cannot take any non-
reflexive actions or interact with objects or
people, and attacks with a non-magical component pass
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harmlessly through her. Once she completely fades, she
acts like a dematerialized Hedge ghost (p. 249), unable to
physically interact with anything except other immate-
rial beings and objects, such as Hedge ghosts,

other Helldivers, changelings using the Whis-

pers of Morning Contract (p. 143), the

unquiet dead, and spirits of all stripes.

She can see and interact with all of

these, no matter their current state. If she

can find a gate to another realm, such
as the deathly Underworld or myste-
rious Shadow, she may slip through
with a point of Glamour as though it
were a Hedgeway (p. 109). If ephem-
eral beings are normally material in
another realm, she becomes so as
well. She can spend as much time as
she likes Diving, but she still requires
basic necessities, such as food and sleep.

A,

To end this effect, spend another
Glamour point and make another Dex-
terity + Occult roll. If successful, the
changeling fades back into the world at

the same rate she faded out. Should
a Helldiver gain the Comatose
Condition (p. 334) while Div-

ing, she immediately vanishes

from wherever she is to reap-

pear inside her Bastion, as
though she had passed through

the Gate of Horn to be physically

present in her dreams.

HUNTERHEART

[mowrnful howling in the distance]

If animals have souls, they’re
not the sort of souls the Gentry
can grab onto and twist into

shapes to serve their otherworldly
needs. Hunterhearts are the
wild animals of Arcadia, the
feral eyes peeking out from the
Hedge. Not all Hunterhearts
are Beasts, but all spend their
durances consumed with the urge to
chase, to hunt, to kill.

The True Fae usually take changelings who
become Hunterhearts for their mix of ambition and in-
security. If being bigger and more important than those
around them was all that drove them to be more, chances
are good they find themselves stalking some Faerie wilder-
ness. As with any kith, this is not a hard and fast rule —
the environment in which their Keeper imprisons them
may shape them on its own. A Hunterheart’s durance,
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however, is always red of tooth and claw, whether they’re
a vicious storm striking down unlucky fae in their path
or a lion prowling an Arcadian savannah, and very few
leave without some scars. A Hunterheart’s escape may
include direct combat, though just as many sneak out of
their kennels and preserves as shred the throats of their
Keeper’s servants on their way out.

While this kith sees more Beasts than most, its
members’ behavior hews more to the mythic archetypes
of such creatures than to any Darwinian textbook. True
Fae don’t care that male lions are whiny layabouts who
expect the females in their pride to bring them carrion —
or even that only male lions have manes. Lions in Faerie
are proud, noble hunters, bringing down only the most
dangerous game. Similarly, wolves are mysterious loners,
panthers are sleek and sexual, and sharks are cunning
and dispassionate. Some Hunterhearts have characteris-
tics of many different hunter archetypes. What matters
most is the chase, the fight, and the next meal.

Beast: This changeling has the shaggy hair of a hy-
ena, but the cold, dead eyes of a shark. Even when relax-
ing, he seems to always be alert and ready to pounce. His
voice is a growl, and he seems a little unsteady on only
two feet.

Ogre: She’s the troll under the bridge, the Cyclops
hunting Odysseus’s men. She is implacable, and once she
has a quarry’s trail, she follows it or dies trying.

Kith Blessing: Choose either Investigation or Sur-
vival. When the Hunterheart uses the chosen Skill to
track down creatures from Faerie, achieving three suc-
cesses counts as an exceptional success.

Pounce: If the target can see the Hunterheart’s eyes,
the changeling may spend a point of Glamour to lock the
target in place or cause him to flee in terror. The Hunter-
heart’s player rolls Presence + Wyrd as an instant action,
contested by the target’s Composure + Supernatural Tol-
erance. The target gains the Insensate Tilt (p. 330) or
the Frightened Condition (p. 339) if the Hunterheart is
successful, chosen by the target’s player. If the changeling
attacks the frozen or fleeing target, her unarmed attacks
deal lethal damage.

]I _EECHFINCER

Relax. Let your body melt into the table. That’s it. Now,

it's normal to feel a bit of pain with deep-tissue massage.
That’s just your muscles letting go. Embrace it. Relax

If vampires exist, they cannot become changelings.
That is the generally held opinion among the Lost — the
process appears to require a living human soul. However,
the thought of the Byronic undead ideal entrances hu-
manity — mysterious, dreamy-eyed, and stealing the life
of those around them. The True Fae have seized on this
dream to create the Leechfinger.
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The Gentry draw Leechfingers from mortals who
take. This definition is broad: A Leechfinger could have
been a manipulative user, a cold contract killer, a kind-
hearted fundraiser, or a polite financial professional.
Anyone who builds their identity around taking and re-
ceiving in some way could make a good Leechfinger. In
Faerie, they are weapons against the slaves of other Gen-
try and instruments of torture against their own Keeper’s
troublesome servants. With a touch, they steal life and
vitality, leaving their victims dazed and fatigued. This is
a double-edged sword for the Keeper, as many Leechfin-
gers escape after draining loyal servants and fighting back
through the Hedge with their newly discovered vitality.

In the mortal world, Leechfingers find hunting both
easier and more difficult. While brushing up against a
mortal to steal a bit of his life force is easy to do unno-
ticed, other changelings know they exist. They look at
even the kindest Leechfinger with suspicion — the Keep-
ers have already stolen part of their lives, why should they
allow this kith to do the same?

Darkling: At first glance, this changeling could be a
Playmate with their friendly, round face and pointed ears.
On closer inspection, however, they sport small, needle-
sharp fangs, and their eyes and fingertips are stained the

color of old blood.

Wizened: Other fae often mistake this changeling for a
mortal. They look normal. Too normal. Everything about
them is designed to appear as average as possible, from their
height to their eye color to the mid-alto pitch of their voice.
Everything, that is, except for their long, spidery fingers.

Kith Blessing: When the Leechfinger uses Medicine
to determine the health of a potential target, achieving
three successes counts as an exceptional success.

Sap The Vital Spark: If the Leechfinger maintains
physical contact with a target for a full turn, she may
spend a point of Glamour to inflict a point of bashing
damage. This heals the Leechfinger, either downgrading
one aggravated wound to lethal, one lethal to bashing,
or one bashing to fully healed. As long as the Leechfin-
ger maintains contact, she can spend a point of Glam-
our each turn to continue the effect. If the target is a
changeling, the Leechfinger inflicts two points of damage
per Glamour instead, and thus heals or downgrades two
points of damage per turn.

/MIRROR SKIN

No, I'm not Jack Smith. Who's that? He sounds like a
pretty cool guy.

The True Fae are capricious, ever carried by their
whims. Their actions seem illogical, their emotions mer-
curial, and their desires nonsensical. Changelings never
really know their Keepers — Fae logic is hard enough to
follow from a distance, let alone when you’re in the eye of
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tently: themselves.

That’s how the Mirrorskins
escaped. In Arcadia, everything is

logical, but a Snowskin will never
set another changeling on fire and
the Hunt will never suddenly .
become the Knights Hos- e
pitaller. Mirrorskins are ! 3 '
anything and everything g

— or, at least, they can - ' ,
appear to be so. In Arca- Ji

dia, where appearance is 4 4
everything, this is a huge

advantage. True Fae who

create Mirrorskins keep

a close eye on them, using

them as spies, showpieces, or

sometimes literal mirrors. A

Mirrorskin may have memories

of being a prototype for another

kith, warping and morphing her-

self into a multitude of painful

and unsustainable shapes until

her Keeper had an idea of what

it wanted. Some Mirrorskins were

trapped on the other side of magic

mirrors, used as advisers or con-

sorts. Some were put on literal ped-

estals as living statuary.

L

i

Change and disguise are their weap-
ons, and how they escaped. When they
twist and turn and lose themselves in the
Mask, that’s when their Keepers lose
them, too. The fight of the Mirrorskin
is the fight to survive as someone
else in its purest form. _—
oy, J

In the mortal world,
their capacities aren’t much
different. While they cannot
contort themselves into the array of fantas-
tic shapes their Keepers forced them to, they
are unmatched in the art of disguise. Some
Mirrorskins use this power to spy for their
courts. Some use it to make a quick fortune.
Some just use it to fly under the radar, hoping
to go unnoticed by fae and humans alike.

The sorts of changelings who might become
Mirrorskins were people pleasers before. They tried
to be whatever they could to delight those around
them, or at least avoid negative consequences.
Customer-service workers, bullied children, and
con artists all make excellent Mirrorskins.
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Darkling: You could swear she looked like your best
friend out of the corner of your eye — but no, you look
at them straight on and he’s the king of the Autumn
Court. Except the king would never have that impish

grin while lolling about on the freehold’s makeshift
throne.

"d

Elemental: No one has ever seen her “real

face,” if such a thing exists. You can tell who she

is by the shrill voice. Whenever she gets excited,

though, her skin ripples like quicksilver and
her eyes turn mirror-bright.

Kith Blessing: When the Mirrorskin
uses Stealth while in disguise, achieving three
successes counts as an exceptional success.

Mercurial Visage: A Mirror-
skin may mold and shape her ap-
pearance like putty, making an
entirely new Mask out of com-

posite pieces of people she’s met
or seen in photos. Spend a point of
Glamour and make a reflexive Wits
+ Subterfuge + Wyrd roll, with no
penalties for lacking equipment.
For an extra point of Glamour, the
changeling can build a new com-
posite mien as well. Supernatural
abilities that would pierce her de-
ception prompt a Clash of Wills
(p. 126). This effect lasts indefi-
nitely, but the changeling must use
it again even to return to her own
natural appearance.

NICHTSINCER

Thank you, you've been a love-
ly audience. If you'll notice the jar
on my lovely accompanist’s piano, |
accept cash gifts as a sign of your
appreciation. Please don’t make the
mistake of throwing your platinum
card in — that is, unless you're pre-

pared to deal with the consequences.

Song is an art almost as old as humanity it-

self, and something that utterly fascinates the True

Fae. While they have otherworldly music of their

own, the Gentry love human songs for the endless

depths of their emotional expression. Nightsingers

are the kith who produce many of the magical songs
the creatures in fairy tales teach heroes or children.

Nightsingers were creative types before Faerie stole
them away, and not just musicians. While it might seem
odd for a sculptor or an author to become a Nightsinger,
it’s really just a matter of learning to sculpt or tell stories
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with melodies and harmonies the same way one might sculpt
bronze or write a poem. That’s not to say the process is easy.
The True Fae have odd and exacting ideas about what makes
a good song, so a changeling who produces a less-than-satis-
factory piece runs the risk of severe retribution.

This is a dangerous position to take as a True Fae. Most
Nightsingers escape while their Keepers are in the throes of
exquisite agony from a song sad enough to make a stone
weep, or doubled over in laughter from a bawdy take on a
solemn hymn. Some become their song and float straight
out the door, carried by the notes they’re singing. Nights-
ingers find that, once they've escaped, their songs hold less
power. They can no longer achieve the reality-bending ef-
fects in the solid, consistent mortal world that they could in
a realm built entirely of dreams and Wyrd. They’re far from
powerless, however. The other Lost quietly fear their ability
to completely enthrall others with their song.

Fairest: This almond-eyed torch singer will have you
opening both your heart and your wallet to her in under
an hour. She has no dearth of admirers, but she always
goes home alone. Some call her frigid, some call her prud-
ish, but they’re always back for more.

Wizened: He’s not much to look at — skeletons have
more meat on their bones. His wiry black hair sticks out in
all the wrong places. But when he opens his mouth to sing,
the rafters quake with his baritone and there is not a dry
eye in the room by the end of it. He rarely opens his mouth
to do anything else.

Kith Blessing: When the Nightsinger uses Expres-
sion to sing or compose a piece of music, achieving three
successes counts as an exceptional success.

Siren Song: Spend a point of Glamour and roll Pres-
ence + Expression + Wyrd as an instant action, contested
with Composure + Supernatural Tolerance by anyone who
hears the Nightsinger’s unearthly song. Anyone who fails
gains the Swooned Condition (p. 345) and is rooted to the
spot for as long as the Nightsinger continues to sing; the
changeling can take a victim’s hand and lead him along
with her, but otherwise he can’t move, although he can
still apply his Defense against attacks. Jarring him out of it
requires an opposing power (prompting a Clash of Wills),
dealing him at least as much damage as his Stamina rating,
or making it impossible for him to hear the song anymore.

NOTARY

You do understand that when you agreed to bind your
children and your children’s children to that Other unto the
seventh generation that they were being savagely literal, yes?

The Gentry don'’t exaggerate. No, stop crying, I'll help you

figure this out.
Not all pledges are signed on paper or carved into

stone. Some are literally living documents. Notaries are
changelings who preside over pledges between True Fae
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and others. A Notary’s Keeper writes these agreements
in the changeling’s blood, etch them across her skin, and
imprint them on her soul. She is both witness and oath,
and her Keeper closely supervises her, lest its pledge van-
ish into the Thorns.

This makes a Notary’s presence extremely dangerous
in the mortal world. A True Fae will stop at nothing to
retrieve a lost pledge, sending Huntsmen, loyalists, and
even other True Fae after escaped Notaries. Many free-
holds wouldn’t bother keeping such ticking time bombs
around if they weren’t so incredibly valuable. Notaries es-
cape by finding loopholes in the pledges that bind them
to the Others and walking right out the front door. In
Lost courts, they'’re often viziers, lawyers, mediators, and
— if all else fails — tricksters who outsmart the True Fae
into leaving their freehold alone for yet another season.
A Notary can perfectly recite any pledge she officiates.

Elemental: What appear to be tattoos are actually
tiny vines wrapping around their arms, spelling out com-
plex legal terms and burrowing into the skin. They are
the person the courts come to for settling petty disputes.

Wizened: This changeling’s skin is cracked and yel-
lowed, like old parchment. She smells of dust and ink,
and when she speaks, it’s a soft but pedantic correction
on some poorly thought-out point of legal minutiae.

Kith Blessing: When the Notary uses Politics to ne-
gotiate, read, or interpret a fae pledge, achieving three
successes counts as an exceptional success.

Abatement: Once per chapter, a Notary can com-
pletely negate the need for Glamour in a pledge as long as
she is involved in its creation, without a roll. Thereafter,
the Notary can perfectly recite the pledge as long as it
lasts.

PLAYMATE

Are you all right? You seem lonely. What can I do to
make you smile?

Each member of the Playmate kith is shaped accord-
ing to the whims of the specific True Fae who made her.
A Keeper who plays at being a lost child might create an
Ogre Playmate to carry them around and rock them into
whatever passes for sleep among the Gentry. A Lady of
Arcadia might create a brace of Beast Playmates for her
menageries, where she goes to stroke their feathers and
fur, and sing softly in a language that no one has spoken
for 1,000 years. The list goes on. Every Playmate reflects
the specific attachment style of his or her Keeper, and
every Playmate is made to feel needed.

While this alone might make it difficult for a Play-
mate to escape, mortals who already felt lost and alone
most often become members of this kith. Adult children
reeling from the deaths of parents, new divorcees, and
college dropouts are just some examples of the sorts of
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people True Fae prey upon as new Playmates. They prom-
ise structure, connection, and love.

It’s an open secret that most Playmates
who now exist in the mortal world didn’t es-
cape. Their Keepers grew bored with them
and tossed them into the Hedge. Many
Playmates blame themselves — after all,
if they had been better, wouldn't their
Keepers have loved them? They rely on
friends and loved ones to remind them
how much better off they are now.

Playmates occupy an odd spot in
changeling society. On the one hand,
they were let go, not chased on their
way out, so many Lost view them with
suspicion. Accusations of loyalism are
not uncommon. On the other hand,
Playmates have an extremely valuable
blessing and are usually willing to
help out wherever possible, so many
freeholds welcome them. Their own
Keepers don’t often show up to reclaim
them, but many Fae don’t mind playing
with secondhand toys.

Beast: This sad-eyed changeling puts
you in mind of a hound left out in the rain.
He’s always the first to help out and the last

to leave once the job is done. He never
complains, but he never smiles either.

Fairest: She may not have been made
to look like a cookie elf, but that’s exactly
what she reminds you of: long, curly red
hair, pointed ears, rosy cheeks. She’s the
Spring Court’s best healer, but they only
call on her for serious matters. No one’s ever
seen her leave the freehold.

Kith Blessing: When the Playmate
uses Persuasion to make someone like her
or her friends, achieving three successes
counts as an exceptional success.

Coeur Loyal: A Playmate may touch
a wounded character and spend a point
of Glamour to heal any number of bash-
ing or lethal damage points as an instant
action. She takes the same amount of
mild Clarity damage as bashing dam-
age healed, and the same amount
of severe Clarity damage as lethal
damage healed; apply the mild
damage first. She can’t heal more
damage than she has room to take
more Clarity damage. It is entirely
possible for a Playmate to lose her-
self completely while healing others.

i
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SNOW SKIN

Calm yourself, you won't get anywhere by panicking. Is
anyone dead or bleeding? Is anyone missing?

Faerie is not all exploding chaos and wild whimsy.
Sometimes it is cold, still, and quiet, like a snowfall on a
winter’s night. In palaces of glittering ice, or at the bot-
tom of freezing oceans filled with all manner of unearth-
ly creatures, Keepers enforce a frigid peace at the end of
an icicle spear. Their servants become Snowskins

to better survive their chilling durances.

Those who interact with Snowskins

find them to be chilly, both physically

and emotionally. Members of this kith

have, at the very least, an unusually

low body temperature. Some

develop ice crystals in their

hair, or constantly fog-

ging breath. Many Lost

kindly describe them

as “a bit frosty, but

lovely once you get to

know them,” or less po-

litely, “that frigid bitch.”

Snowskins are reserved

and mysterious at best, ac-
tively antisocial at worst.

Before the Fae took them,

Snowskins were stable and self-
sufficient, able to take care of
themselves should anything fall
apart. Their durances sharp-
ened this to a fine point, teach-
ing them not to trust anyone or
anything other than their own
capabilities. Their Keepers left
them to fend for themselves
in snowy wastelands or fields
of icebergs, often with little
clothing or other warmth.
They freeze to protect them-
selves.

It is this total freezing of
the heart and soul that allows a Snowskin
to evade his Keeper’s tender mercies long
enough to escape Arcadia. Bright, expres-
sive souls attract the Gentry, not lumps of
ice and shadow. Snowskins usually escape
unnoticed once they force this change of
heart. Complete empathic shutdown comes

with a price, however — Snowskins learn to
escape by putting themselves first, and to hell
with everyone else, an attitude that does not
change easily. Even once they're back in the
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mortal world, some never warm up to their fellow Lost,

and those who do form extremely strong attachments to
those they let in.

Elemental: Her hair might have been platinum blonde
once, but it is now the iridescent white of a virgin snow-
field. Her finely chiseled face always seems to be sneering
at something, and she is never without her motley. Only
those pledge-bonded to her know it’s because she’s afraid
to be alone in a crowd.

Ogre: She is the hulking enforcer of the Winter
Court, all sharp angles and corners. No one has ever
heard her speak in more than monosyllables, and she
doesn’t make friends. However, no one in the freehold is
a fiercer protector of new escapees or a better guide to the
local Hedge and trods.

| FAM"\MWAWAM Am(h-m\

Kith Blessing: When the Snowskin attempts to use
Subterfuge to hide her feelings from others, achieving
three successes counts as an exceptional success.

Heart of Ice: A Snowskin’s derision is more vicious
than a howling blizzard. When she attempts to shut
someone down in front of an audience, spend a point
of Glamour and roll Presence + Intimidation + Wyrd,
contested by the target’s Composure + Supernatural Tol-
erance. If the Snowskin succeeds, her target gains the
Shaken Condition (p. 344) and suffers a —2 on all Social
rolls involving other changelings until the Condition re-
solves, as her contempt freezes him out of society.
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PART Il

It Happened to Me

John

It always starts the same way. Everyone already fleeing the burning building, lightning striking over
and over, driving out the darkness in the night sky. Sometimes I'm standing amid the fleeing people, count-
ing them as they turn to monsters before my eyes. Sometimes I'm running with them, my limbs stretching
out in front of me, my hands disappearing into mist. The words of my scream catching in my throat and
dissolving into a toneless sigh. Sometimes I’m on the roof, directing a man hurling lightning bolts, showing
him who to strike next. I'm dreaming it a couple of times a night now. Cycling through the possibilities,
faster and faster.

When I was little, I knew that I saw things in my head. That I remembered them before they hap-
pened. People getting hurt. People dying. Once, I tried to warn my aunt that her cat was going to be hit
by a car, but she just blamed me when it happened. I didn’t tell anyone after that, but the seeing never
stopped. I tried to ignore the memories when I had them, and more often than not they were so disorient-
ing that it was easy to just call them dreams. This doesn’t feel like a dream anymore, and it’s never come
on so strong. Never carried so far into waking. I can smell the rain already. Petrichor wafting up from dry
concrete. Cold droplets on my skin under a clear sky.

I feel like I'm being asked to pick a side, but I don’t know which is which, only that not picking is just
as dangerous. Something bad is going to_happen, and if I'm not careful, it might be my fault. And I don’t
think I have much more time. I have to tell someone soon. So I went to a coffee shop.

Don’t laugh. I couldn’t think of anyone I knew who would believe me. A stranger seemed almost more
likely to take me seriously. So I sat outside, in a_chair that was going to be washed away, watching rain
fall into my cup, waiting for the rumble that meant it was finally too late. The tide pools just across the
street were almost dry. The water all drawn back to the bay and the sea, exposing the barnacles and tiny
plants that burrow into the rocks. The cold sea water that will rush over this rocky ledge won’t dislodge
them, but the wrecked wood that it carries back will.

Her hair is a short black spray, and I know she’s going to live, so she seems like a good choice.

I recognized her frightened face from futures where I ran or sometimes stood alongside her. Wendy.
Wendy who ran. Just once, she and I ran. Pulling along two children that wail to go back. The littlest
flies out of my arms, struck by the same bolt that hits me. Not that path, hopefully. Her children and I

~_ would die together. She flinched when I told her about the dreams. About the tide coming in. About the
" apartment building. About the monsters.

“They’re not monsters.” She almost hissed. And as she shook, feathers fell from her hair. “They’re
just people. Just kids.” She wanted to go back right that moment. To get her children. To sound an alarm.
To do something. '

Hearing her hot breath in my skin, I pulled at the hem of her cuff. “Please.” I whispered over the
screaming. ‘“Please listen.”




I told her about the sea. I told her about the man with electricity in his heart, whose skin was too
tight for his bones. The hungry shadows he pushed us toward, with their silver nets sifting us off the
ground like pearls in sand. Once I opened my mouth, I couldn’t close it. I told her about everything.
Even the cat. She listened to me quietly, asking gentle journalist questions as the wind hissed and the rain
started pricking our skin. Looking for facts, some seed buried in my memory than we could start from.
Then she told me about her children. About her new home. About being surprised by love. And about
what we needed to do. Because it was too late to run now, we had to fight or burn.

Or that’s what she said, at least. I felt wrung dry. Like I had nothing left inside me now that I had
delivered this message to her. But she dragged me along, and I wasn’t in any position to argue with her. If
I didn’t come along, she wouldn’t succeed, and it would be my fault. If I did, it still might, but it would
at least have been a choice. The rain finally felt as strong on the outside of my skin as it did on the in-
side. I said goodbye to the chair. And then she took me home.

I watched our reflections in the windows. Each failure splashed across our faces, bathed in firelight.
How to thread the needle? Confront the man with wrath in his hands, and everyone dies faster. No sur-
vivors, neither red hind nor spring hare doe. Let him alone, and many flee, but none are saved. She had
a plan, but it wouldn’t stay under my skin. All I could see were the mistakes we might make. What will
happen if I don’t convince him. If she can’t empty the lobby. If a black-haired woman can’t lead the right
people to the right roof. If there are three children instead of five. If the blonde in the pink skirt doesn’t
accept an invitation or trust a strange hand. So many ways for it all to go wrong. But after that it stops
— mid-gesture, mid-thought.

The streetlights finally died, and we drove the last mile in darkness, by hope and by memory, amid
strange growls and the suggestion of hands against our windows. The parking lot was flooded with people
and the sea. Murky water rushed up out of storm drains, full of small gray fish that gathered where our
feet fell, dragging our steps back out toward the blackness beyond. She passed through the lobby lights,
cast onto the puddles below our feet. When she opened the door, I trailed after her like a little gray fish.

Inside, the scene had already begun. Three of Wendy’s kids were already quietly ushering people out
— two teenagers and a baby, waifish and covered in silvery feathers. A man with no eyes, who looked
like he’d been crying. Two ghostly children trailing after a woman with short purple hair and a cow’s tail
peeking out below her skirt. But two children were missing.» The blonde and black-haired women were
close enough to kiss, all three whispering when they wanted to be shouting. But their arms were pulled
tight and angry against their bodies.

“Well, isn’t this a sweet téte-a-téte.”

Lightning stood among them,. skin too tight for his bones, crackling around the edges of my vision.
And I was blind.
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Fantasy is hardly an escape from reality. It's a way of understanding it.
Lloyd Alexander, A Visit with Lloyd Alexander

You were torn from an ordinary life where you thought
you knew the rules into one of servitude and phantas-
magoria. You escaped, fought your way back through the
brambles between worlds, and reclaimed your body, your
soul, and most importantly, your life.

This chapter guides you through what those experi-
ences were like, what they might have been and how they
might have felt. Then it delves into what life is like now,
and how you take ownership of it.

ARCADIA

Arcadia is the realm of the True Fae. It is neither the
wellspring nor the gutter of imagination, but imagination
defines it. Arcadia is a stage, with the will of the True Fae
its lights and sounds, and their changeling and hobgoblin
captives its actors. In Arcadia, the whims of the Fae are
the laws of physics. And that can make it damn hard to
get home.

THE FAE, THE GENTRY,
YOUR KEEPERS

The Fae are caprice wrapped tight around endless desire.

Standing in the right spot, with the right manner of
looking, a Fae could create everything they can imagine.
Literally any desire that might fleetingly cross their mind,
Arcadia can provide. After 1,000 lifetimes’ whims met
with only as much difficulty as you desired in the moment

of seeking them, you might grow bored. Spoiled. You
might lack a certain empathy for the world you are mak-
ing and remaking. You would be, after all, the only subject
in a world of objects.

A Fae won’t remember a time when they weren’t the
master of their own destiny. (Perhaps not can’t, but cer-
tainly won'’t.) They have always walked amid the briars
and the dreaming places, taking the very air and shaping
it. Building a world out of bodies that were to hand. Like
yours.

OANCE

The Fae are from Arcadia, and of it. In Arcadia, they
can shape the very fabric of the world. Tell any story. Be
any villain. Or hero, if it could suit them.

They are inscrutable, but not unknowable. They
have voices, patterns of behavior, ways of moving through
Arcadia, esoteric families they love and war with. The
logic of their actions isn’t always sound to an outside per-
spective, but given time and a safe place to stand, you
could begin to predict them. Unfortunately, being able to
sense the direction of the tide can’t keep you from get-
ting knocked over by it. And for most changelings, the
motivation is indistinguishable from the act. The Fae are
the instrument that created the durance. The Fae use
changelings.

They don’t lack for options. The Hedge is bustling
with creatures that can carry out a Faerie’s desires, not
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counting those she might simply summon forth. Perhaps no more so than that Fae’s own desire. Fae make change- J .
it’s more satisfying to take a life than it is to create one. lings out of your bones and their whims. )
Tearing a goblin from their life is even destructive in a
way you and they recognized in one other, when they
risked to meet your eyes. But they seek out humans and
set them apart in Arcadia, bestowing both greater “favor”
and more severe punishment. And while a goblin is only
a stroll away, a kidnapped human from the exotic mortal
world is more of a challenge. It’s tedious to steal a baby
and hand raise it to harvest the fruit that shrivels at your
touch. But it’s quite the game to lure an adult who’s strong
of limb and wishing softly for a different life.

It’s hard to say how time passed. In Arcadia, time
felt more like a visiting guest than a steady companion.
Someone for whom you dusted off the furniture and made
polite conversation with. But whom, in their absence, you
couldn’t quite remember how you knew. Events occurred,
certainly. But whether they all happened in one heart-
breaking instant, or dripped along over lonely centuries,
is hazy.

nm /7/«

Other strange beings cross through Arcadia, or live
within it, hidden at the end of some long forgotten path,
like the Huntsmen in their distant woods. Before a Keep-
er steals their hearts, before they are called up and filled
with a new heart’s desire, their footsteps measure out the
natural order of the forest.

A Fae with a captive becomes their Keeper, and their
recreator — by drawing on Arcadia to reshape a human
into a changeling. That person’s original temperament or
skill might be taken into account in their reshaping, but

=
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They came to you as a swarm of bees, piercing your fingers and crawling under your tongue and wrapping
a tight new skin around you. Now you’re busy constantly, flying from task to task with a purity of focus you
dreamed of some eternity ago. You've been building a machine on the head of a pin, out of ferrofluid and
magnets and matchsticks, when you catch yourself holding your breath. When was the last time you breathed
out? When did the wind last refresh your

-—
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You never actually saw his face, always covered in shadows and clouds. But you crossed his path once,
walking home from the park. tmpossibly long arms pulled you up by the scruff of your neck and flung you
sideways. You never dared to move after that. You held a red lantern out at an angle demonstrated by a man
whose face had folded into a cradle of soft lines. Like so, and wait for his arrival. There was never an arrival.
The lanterns and carriers around you eventually burned out. One, then another, until you were alone in castle
that had fallen to ruin. Not even wolves came.

.-
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She was always dying. Every morning you wove her a new shroud; every night you and your sisters
gathered around her to weep, every morning she woke dissatisfied with your lace. Now, once she is laid to
rest, you begin to spin for tomorrow. You sit with her in her cell, your eyes going pale and wide doing her
work in dark places. You work by touch and the moonlight reflected in the pool of water at your feet, and you
won't see the sun again until your shrouds are as light as dawn. You've tried moth wings and spiderwebs and,
strand by strand, your own hair. Tonight, perhaps your breath will be light enough.

Their arms were many and they syoke in chims and hums that rattled your ears to bursting. Their
laughter was the sound of storms and electn’city and wire whiyping in the wind. Your face was the prisi
through which they syoke. Your hands a constant ﬂow of speech that a woman with black eyes and 12 ﬁngers
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recorded in a small blue book. When the two of you were alone, she taught you what the words meant. What
they were saying through you. Then one day she was gone, and a hairline fracture cracked your face.

\

The seaweed caressed your skin, and long webbed fingers curled around your arms. The depths have no
light for your eyes to adjust to, but for the occasional blinding glare off the eye of a deep sea fish. Amid his
whispers and your heartbeats, you watch over his hundred gleaming children, rubbing their glassy eyes with
something that feels like silk and smells like sulfur. When their wings are sharp enough to cut your hands, you
carry them as far as the flanks of the seamount. There might be a pale cream of blue a heavy mile above you.
Or perhaps too much ointment has gotten into your eyes.

The scent of flowers first, overwhelmingly sweet and near. Then actual blossoms, filling your nose
and mouth, trickling from your lips. Finally, petals erupting from your mouth with every gasping cough.
Afterward, only wet and dry and cool and hot, and sometimes, a lung full of petals. By and by, a green man
comes to prune your hands and brush the petals from your face. Your thorns catch his cloak, and as the fiber

clings to you, you remember skin. You remember skin breaking.

Now

She looks you straight in the eye and says, “We should
celebrate,” before clapping her hands and pouring lavender
champagne into your open palms. She draws your hand to-
ward her mouth, and when you startle awake you're not sure
if it was a memory or a threat. Maybe she did like flowers and
the color purple and treating you like a vessel to fill. Maybe
she just tripped down the Dreaming Roads, straight into the
back of your head, to remind you that no matter how far you
run, you're always going to be Hers.

Your memories are shaky these days, and your dreams
are worse. Whether your time with the Fae was an inter-
minable drudge or a relentless hail of activity, it’s blurring
around the edges. But the general shape remains, and ter-
rifying moments sometimes burst through and leave you
shaking. The time you were whipped for bringing a green
fruit to the table. The honeysuckle smell of the gardens,
where you buried maiden after maiden. The crunch of
boots on dry grass. Warm skin pressed against yours. A
hammer in your hands. Blood on your lips. You're not sure
you want to remember more.

Your life is already a dull thrum of risk, and borrow-
ing trouble from the past only opens you up to new ones.
Every new memory you pin down cracks the boundar-
ies you've drawn between before and after. It makes it
harder to keep the two separate, and stay integrated into
the world you ran back to. But actively trying to forget

— pushing away your past in favor of a human present —
is dangerous, too, even if it makes some days smoother.
When you forget too much, you lose sight of how fragile
your freedom is.

Because your past hasn’t forgotten you, and you're
still on the run. No matter how scorched the plain on
which their towers once stood, no matter how bloodless
and cold the body — what Arcadia shows you can never
really be trusted. That doubt makes your palms itch every
time you walk through an archway, or go 10 minutes out
of your way to avoid it. The Fae are petty, yet careless.
The Fae are vengeful, but bored. It’s not exactly flatter-
ing if your best hope for freedom is that your Keeper let
you go because they've forgotten you exist. But it’s better
than nothing. Otherwise, someone lurks in your doorways
and mirrors, and they want their pet back, if for no other
reason than that you tried to take it away. Nothing here
can quite be trusted either, but you ran a hard road to get
home. It would be a shame not to try to live in it.

Living in the world requires a different kind of pro-
tection than it used to. Driving while black didn’t stop be-
ing a thing, but the cops in the trooper car that slides up
next to you might not have their humanity evenly applied.
The man with no face who follows you for 25 minutes,
each step landing precisely a fifth of a second after yours,
a drum beat. The woman who smiles up at your security
camera as she hammers on the call button again, showing
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her rows and rows of shining teeth. The black dog with
eyes that make you dizzy, who's been howling outside your
office all day. The voice whispering misogynoir in your
ear, coming from the winking man on the other side of
the train car. In place of a heart, a Huntsman is filled with
your Keeper’s possessive desire. They can’t be diverted,
because nothing is left inside them but someone else’s
want. They can’t be killed, not permanently, because that
want will simply fly back to your Keeper, and be poured
into a new vessel. A hunt can only ever be delayed. But in
between being hunted, you still have the rest of your life.

That'’s where courts come in. They help you fit a story
to the events of Arcadia, get your feet back under you, and
keep the monsters from your door. Every city divides their
time and responsibilities a little differently, building on the
metaphors that speak to that community. Seasonal courts,
which divide the year into quarters and trade authority
with the passing of one into another, are common, but not
universal. Some cities may share power between all courts
at all times, collectivizing the skills of diverse changelings
toward projects too big for any one group to manage. Some
may ossify into a permanent hierarchy, preferring any kind
of stability or continuity to the constant anarchy of Ar-
cadia. As every changeling is both unique to themselves,
and fundamentally alike, so are cities. Courts hold a large
measure of authority, and speak to an emotion that burns
in you — Desire, Wrath, Fear, Sorrow. Joining one is em-
bracing, and giving in to, that emotion. Building it a home
in your heart, and letting it drive you instead of consume
you. Living an emotion in high definition can be exhaust-
ing, but a line to someone who feels the same way you do
can be powerful, and empowering.

And anyway, all your friends are there. You ran away
from Arcadia to find a human life again, but even if you
slip right back into your old life, it’s hard to keep a secret
that big. It puts distance between you and the people who
knew you before. People who might not react well to dis-
covering the tufts of hair you can’t seem to slick down are
actually antlers, who might not understand why you can’t
bear the taste of apples. The burden’s a little easier with
other changelings; they see you more clearly. They know
what it’s like to be changed, to have been lost.

THE DURAANCE

The Fae might please themselves to follow rules in
snatching someone away, but they follow them in their
own way, and only as long as it entertains them to do so.

You tripped, and accepted a hand up. You said yes to
a pretty face whose whisper you almost heard. You walked
through the wrong door, and let go of the handle. You
stepped onto a circle of bare sand ringed with sweet-smell-
ing brush. You were framed by the trunks of two spot-
ted sycamore trees. You picked a salmonberry from the
low branches of a bramble. Then the air grew thorns, and
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something sour and strange wrapped around your heart
and yanked you in.

There would be a reason, because everything has a
reason. Reasons to blame yourself and reasons to doubt
your memory and reasons to let Arcadia swallow you up.
Requests you made, favors you were owed, offenses you
committed. Someone is at fault for every bent blade of
grass or dusty cufflink or hot gasp of desire. And if you
asked your Keeper, that someone must have been you.

Those are the things they wanted you to think, when
they gave a care to your thoughts. They wanted you to
believe you alone were responsible for your suffering, and
however they chose to treat you was far more gracious
than you deserved, than you would have gotten from
someone fairer and less fond of you. But the Gentry are
liars, and you know that now.

They told you they had good reasons. But in the end,
they were there, and you were to hand.

ONCE

The things that happened next, you endured. This
was your durance.

One evening, for novelty and want of an earring, they
tore you out of your life and sat a doll of straw and pennies
in your place. They put your eyes in a crystal jewelry box,
filled the holes in your skull with silver pearls and star-
dust, and left you buried in the sand like a forgotten toy.
Then, when the nacre crept out of your eyes and covered
your skin, they dug you up and hung you alongside a long
golden teardrop that blinked slowly and lay still. Your eyes
haven’t seen your own face since.

For petulance, you were stolen because you somewhat
resembled a man who once attended a wild menagerie of
sparkling beasts. He stretched and molded your face until
you looked more like the one who got away, and in time
you answered to what might have been that man’s name.
But as he often reminded you, you couldn’t hope to be as
talented as your predecessor until you really became him. If
you don't start remembering soon, he’'ll reclaim this name
you haven’t earned. In a wooded glen on the edge of his es-
tate, a dozen iron statues with half-familiar faces stare back.

For avarice, your skill was rewarded. More and better
tools, useful assistants, endless materials. Each clockwork
treasure whisked from your hands even as you paused to
admire its smooth, animated motion. But the praise was
riddled with concern. Surely, with what you had at your
disposal, you could do better? What was troubling you,
that so diminished the quality of your delicate brass ma-
chines? She knew you were capable of producing better
work. Tomorrow you would do better. You had better.

For entertainment, your living flame was coaxed out

of your body into a lantern. It went up in steam and smoke
when you tried to climb back into it. For years after that,
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you lit the zoetrope that told unkind versions of the sto-
ry of your life. When she grew tired of laughing at your
charred body, broken hearts, and missed opportunities,
she put you in a drawer and let you burn down to a gut-
tering spark. Each time she pulls you out and breathes
life back into your flame, she asks for a new story. You're
running out of stories.

For desire, you were stolen away to grace the arm of a
demon lover. They tended to your growth with great care and
thoughtfulness. Your neck was elongated just so. Your limbs
pulled long and lithe as a spider. Your cheekbones sharpened,
and your eyes pulled wide and bleached clear. Beauty is the
polish added to a lustrous metal, the flower clipped just so.
Beauty speaks for itself. Without words if necessary. Your
tongue will regrow once you know to use it just so. In the
meantime, while your glass slippers may yet cut your feet, be
assured that the blood sets off your skin beautifully.

For loneliness, you followed her over stone and field,
a step behind but never out of sight, and sang. You grew
tired of your own songs, repeated year on year, and then
the ones you invented as you trailed her through empty
places. Now your songs are only sound, all meaning taken
from you by endless repetition. You walked with her till
your joints grew brittle, and your hair went white. Walked
till she had to guide you by the hand, lest you tumble
in your blindness. Until your bones shrank further and

mqm\m A F‘W‘\r‘! mﬁ-ﬂq

further, delicate as the toy songbird she kept in the cage
hanging from her neck.

Now

Your durance was unique, but you see common
themes when you trade stories with your friends and read
court histories about the ones who came up before you.
Places you were taken, people you were made to be. Your
Keeper's fingerprints linger on your body, and their words
scratched out a home in your mind. And on the other
side of your captivity, that sets you apart from who you
were. [t doesn’t leave you in wreckage, but neither are you
unscathed by it. And your Keeper’s fingerprints don’t only
linger on you.

They also reach out into the lives of everyone you
knew before. Leaving you with one of the hardest choices
a newly escaped changeling has to make. What to do with
the creature made of gum wrappers and newspaper clip-
pings that’s squatting in your old life. Maybe you can get
that life back — catch the rhythm and slip in at an op-
portune moment. Kill your fetch for taking your place and
daring to believe they’re you. Run your old life again. Or
don’t. Maybe you feel too different from the person you
were when you and your fetch parted ways. They were the
one who finished your degree and found a job and a boy-
friend and a graying poodle.
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You try not to remember your own durance (or your
escape) in too much detail, or else you'd never stop shak-
ing. But the highlights stick. A Fae wanted something
from you, that they were willing to use you up to get, and
you escaped while there was still something left to save.
Stories that you can spin out of horror, funny or sad or
cautionary. Most days you accept who you are now, maybe
even love it — after all, what they made you into also
brought you out of their power. You try to remember
what’s worth knowing, while denying your Keeper free
rent in your nightmares. You made a friend who knows as
much about who you can be as who you were. You get by.

THE WYRD

Turn around seven times widdershins at twilight, and
a new path opens. Promise you’ll always be by your sister’s
side and you will, even if it means following her to the
ends of the Earth and beyond. Meet a mysterious stranger
who saves your life and prepare to hand over your first-
born child someday. Take the power of the Fae for your
own, but remember it has no trouble biting the hand that
wields it.

The Wyrd is the ineffable force that governs all fae
magic. It binds pledges and connects changelings to Fa-
erie. The Gentry embody it, and it runs through Arcadia’s
veins. The closer a fae being is to the Wyrd, the more
powerful they become. From its coffers flows Glamour, a
currency paid in feelings and passions that buy fae mira-
cles.

But those are all just symptoms. The Wyrd has no
guiding impulse, but it gives and it takes in equal measure,
always. It’s the power of reciprocity. It makes the rules and
doesn’t care if you never got the memo. Even the masters
of Faerie capitulate to the Wyrd’s decrees.

ONCE

It took 580 sacrifices before you figured it out. You
counted, because you thought if you remembered each
one then somehow, somewhere, they wouldn’t be gone.
And because you knew the numbers, one day you under-
stood: She was predictable not because she simply loved
so to sacrifice her subjects to her bloody banner, but be-
cause if she didn’t, someone she didn't choose would fall
in their place.

You snuck into the garage, where he always told you
never to go, and you found the old jalopy gathering dust
there under the tarp. Because it was forbidden, you used
the clockwork fingers he gave you to make the engine sing,
and you left the garage door in splinters as you careened
down the path. You knew, then, that his usual trick of
flitting to your side no matter where you roamed didn’t
work anymore. That the pacts he made with the wind and
the stars were right here under your hands, in chrome and
leather, and that the demands were now yours to make.
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You never would have found your way back but for
the sad-eyed panda woman and her helpful brood. They
seemed so friendly, you couldn’t imagine they would ex-
pect repayment. Maybe they didn’t. But you found your-
self deep in debt anyway, and wondered whether they’d
even accept anything you had to give.

Now

Just as gravity is the force that says when you drop an
apple it falls down to the ground, the Wyrd is the force
that says when you gain something you must pay some-
thing in return. This is why all fae creatures — including
you — make deals and promises. If you don’t define the
price when someone gains something, the Wyrd will do
it for you, and nobody wants that. This is also why, when
somebody breaks an oath or skips out on what they owe,
the Wyrd steps in to make restitution happen one way or
another. It's why Goblin Debt demands its due even when
you haven'’t seen that troll in years, and why the True Fae
must accept limitations and rules even while their natures
strain to be boundless. Loopholes exist, but even they en-
sure a balanced checkbook in the end.

The Wyrd’s tender of choice is Glamour, the stuff of
pure emotion and daydream. You know it as the tantaliz-
ing scent you pick up when your neighbor’s little girl cries
alone on the porch, and when your lover’s breath catches
as he speaks your name; the rush of feeling alive as you
take in these cherished moments and breathe them back
out as power. They give, and you take; then you pay, and
you receive.

You've heard a few names whispered at the edges
of hearing, the few unfortunate souls who once tried to
cheat the Wyrd’s system. No one likes to talk about what
happened to them. Hedgevine gossip says that’s a rabbit
hole even the Lost would do best to avoid.

THe HEDCE

The Hedge is the borderland between the human
world and Arcadia. But it’s more than just a strip of con-
tested territory — it’s a whole world in itself, one that’s
always around the edges of the mortal world. In the lonely
places, where yours is the only breath stirring the air; in
the uncanny places, where fear quickens your step; in the
liminal places, where you hang in the balance between
here and there. An abandoned office park, weedy grass
breaking through broken asphalt; a graveyard, Spanish
moss hanging from the low branch of a tree; a cold beach
at dawn, succulents dangling over the lip of a sandy cliff.

It doesn’t always rip you away from the world, briars
catching you and tugging you into some dark hollow of
hobgoblins and malevolent Fae. Sometimes a fairy glen is
lovely and mild, with soft places to tread, or lay down your
head. Contact with the Hedge is the risk you take in your
reclaimed life, and risk brings not only disaster, but reward.
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TRAVERSINCG THE HEDCE

The Hedge shapes itself according to need, presence,
and the available terrain. It has some constants. Its paths
are always labyrinthine and confusing. Time passes ac-
cording to different stars, and the land beneath you shifts
under different skies. The character of the obstructions
you encounter there will vary according to what you carry
with you into it. Including, and especially, what you are
carrying in your heart. The thoughts, desires, or memo-
ries that shape you will skew the landscape you navigate.

Carved through the Hedge is a network of trods, the
country roads that lead through the wild wood that lies
between the human world and Arcadia. They range from
well-traveled streets to loose suggestions of paths half bur-
ied in undergrowth. The clarity of the path is not a good
predictor of its safety, however. Some overgrown hiking
trails might be quiet and unnoticed, protected by their
obscurity. Some wide, busy roads may be kept superficially
clear by enterprising bandits. Many trods are worn into
the fabric of the Hedge by years of regular use, but some
are maintained. All sorts of creatures might opt to main-
tain a trod — freeholds or hobgoblins caring for paths
they need, individual changelings guarding a secret hol-
low or garden, or one of the Fae who likes a garden path to
stroll along while in search of a new diversion.

Objects you carry into the Hedge may continue to
work, but will become temperamental and whimsical. A
flashlight may throw light, but as a lantern or a candle or
a cold flame cradled in your palm. A phone might make
contact, but to the person you last told a secret or with
your voice translated into a forgotten tongue. An object
may choose to obey the letter of the law rather than the
spirit, or interpret your actions as metaphoric desires. A lit
path may glow with a sudden beam of sunshine, or become
alight with flame. A sword might become a serpent in your
hand, poised to strike the warrior as well as the adversary.

Eerie paths lace around the Hedge, linking it with
the minds of dreamers. These are the Dreaming Roads,

Sweet wisteria and jasmine vines wrap around an archway to a part of the garden you don'’t quite
remember. 1ts dusk, and the park is closing, but you aren't quite ready to leave. 1t can'’t hurt to have a look,
maybe sit a moment on the bit of stone glittering just past the archway. The statue next to it is curious,
though. Lifelike, but so modern in dress, with a startlingly expressive face. You can almost swear it shifted
slightly to glare at you. The scent of flowers is so heavy and distracting that you don't notice yourself walking
closer. The statue keeps seeming to shift along the other side of the arch. Facing towards you, then away.
Angry, then sad. Hands loose, then fists. You're almost close enough to touch it through a spray of flowers
when you hear your name being called behind you. As you turn to look, a stone hand wraps around your wrist

and }auﬂs shmyly.
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and the Bastions of human dreams that line them vary
in strength. Even the poorest offers a moment of rest, a
shortcut, or an escape.

Somewhere else, both within and throughout the
Hedge, a maze shines — desolate and cold, but not unin-
habited. In the distance, hear the song of a Huntsman’s
horn, or the murmuring of voices behind the mirrors that
line the halls. In moments of anguish, doubt, or pain,
when you catch your face in the mirror and recoil or look
away, unable to face yourself — you create a mirror-per-
son. And these, the Halls of Mirrors, are their home.

OANCE

Most humans never intended to enter the Hedge.
They stumbled in, through misadventure or deception,
and never found their way back out.

Your first steps were easy and charming. A touch of
wildness overlaid on a familiar place, a note in the dis-
tance that might have been a horn or a songbird, a tingle
you felt under your skin, a sense that you had time to
linger. When you crossed the threshold, things began to
turn. Paths turned wilder and the noises become stranger,
even what you suppose must have been the sound of your
own footsteps. A rare, lucky few force their way back out
before they've traveled past this point. You found your-
self drawn deeper instead. When you tried to turn back,
you found the way unfamiliar and disorienting. Walls of
thorns grew up in your footsteps. Gusts of snow erased
your path even as you looked back at it. Walking forward
was far easier than trying to place just where your feet had
been. It didn’t resist the way it did when you tried to leave.

The Hedge drew on what lay inside you, calling up
your secret fears and dreams to drive you forward. It tested
your strength even as it lured you in. Beguiling you with
the nearness of escape while pushing you to expend your
will against it. But even as you were fighting a sketch of a
path into being, you were moving deeper into the Hedge.
And through the Hedge, you were borne into Arcadia.
Given the chance, why would it have let you go?
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You stretch out on the steps that lead down to the river that divides your city, and watch the seaweed bob
and wave just under the surface of the water. 1t looks, for just a moment, like hair billowing in the current.
You fancifully imagine mermaids and sivens, and elementary school daydreams of fishtails and seashell bras.
But, was that an eye blinking at you? The face is obscured by silty water and long algal threads suspended in
it. Surely that smooth arc was a stone, the eye a bottle-glass pebble floating over it. Even so, you crawl closer
to the waterline, which helpfully rises towards you. The seaweed drifts between your fingers expectantly, like
softly clasping hands.

You're sure you’ve hiked this way before; you should have hit the trailhead by now. of course, trails are a

little easier to track in daylight, and night came on so fast. Maybe you stepped off somewhere alonyg the way. Your
watch stopped hours ago, that must have been how you so thoroughly lost track of time. The headlamp battery held
out for a few hours of darkness, but now all you have is the strands of moonlight filtering through branches so thick
they've clasped over your head. You hear a rushing, grinding sound ahead, and hopefully it’s the service road, not
the sea. The rocky hillside begins to slide underneath you, sending you stumbling down too fast. As you duck to
avoid a spider web as wide across as your arm, everything goes quiet. No water, no road hum, just a bassoon purr
close enough to heat the back of your neck. 1n the distance, you hear a horn.

Three handfuls of dirt, a stolen grave flower, a torn hymnal; words you knew from a voice in your
dreams. As you threw each into the fire, a door cracked open in your mind. When you spoke, you could hear
the wind howling in your skull, rattling your windows. The lights went out, the fire went out, and there was
a rustling at your threshold. When you opened the door, the air was filled with ozone, and something rushed
past you, riding on the wind. The downed power lines formed a golden spiral, and in the center was a living
spark that beckoned to you. The air was heavy as you walked between the cables. Tightening around you until
you gasped. When you opened your mouth, the spark leapt in, and burrowed under your skin. A way opened
before you of light and scorched earth with no trace of shadow.

You're lying in bed, replaying the day again and again in your head. What if you had phrased it
differently? What if you had spoken up after all> What if you had lingered a little longer in the threshold?
What if you had said yes? What if? Restless, helpless thoughts for the hours when you should be sleeping,
long after the sedative should have kicked in. The wind picked up while you were wondering, hissing angrily
through the crack between the sash and the sill. When you get up to press it closed again, you hear a muffled
scratching against it. Then a tiny chirruy, frightened and mowrnful. Without thinking, you open the window
just a little more, and it flexes. Dead leaves and brambles and a dry, cold wind pour inside. As the seed pods
crack open and root in your floor, the ivy crawls into through your window, groaning as it pulls at the wall.
A solemn bird with a crown of golden feathers lands next to your hand, and when you reach out to touch her
cloak of stars, it feels like falling into a dark and empty sky.

s 11
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You're dreaming again of an endless maze of mirrors, chasing a reflection that feels less and less familiar
the longer you search for it. on each pane of glazed glass, a face almost like your own — contorted in sorrow
or anger, hollow with grief or longing. Lonely, lost, out of breath from running nowhere, you sit on the smooth
Jlass floor and trace your shadow along it. Behind you, you hear humming distantly, and a gentle hand
stroking your hair. A second, then a third, rubbing your temples and catching your head as it drifts to the
side. You wonder faintly if you can fall asleep if you’re already dreaming, and four hands drag you backwards

into a mirror.

on the third warm, clear night, you dress in green and gold, and lie out wnder the stars. For hours you
whisper to them, singing the songs you've been hearing in your dreams like a prayer, one after another. Words
you don't quite understand set to a sweet melody that seems familiar, but unreachable in the morning. The
sal branches overhead shake and sway, green leaves slowly tumbling from their branches and covering you.
The smell of esin and sap is heavy in the air, green and sweet and musky. one by
you can hear are your songs and the soft tinkle of jewelry behind you. From beneath your
blanket of leaves, you see the suggestion of a face, framing its vivid purple eyes.

fall quiet, until all

ﬂAﬂ&mnAMAMAmnM4q

one, the night animals

Now

It never gets easy, exactly, to move through a space
where your perception of reality is constantly working
against you. But you learn to negotiate (with yourself,
with the residents, and with the Hedge itself), and take
an active part in shaping the paths you walk. Changelings
have an intuitive way with the Hedge. Perhaps no one
survives their escape from Arcadia without a little bit of
that skill, perhaps the strangeness in it simply calls out to
the strangeness in you. You have limits, of course. Even
adept Hedgespinners can’t make the Hedge behave too
far outside its own nature. A coursing river can’t become
an empty street any more than a dragon can become a
dandelion. A few river rocks might become concrete, or a
dragon’s scales develop a soft coating of fluff, but their es-
sential selves remain intact. Underneath any change im-
posed by a fae or a changeling or a hobgoblin, the Hedge
is a dangerous wilderness — jagged rocks, cold stands of
trees, endless thorny underbrush. The thorns are what
you remember best.

When you first escaped, each step that took you back
home bled the soles of your feet and raked at your skin.
Each thorn tore a bit of you away. You try to be a lit-
tle thankful, though. At least you made it through with
enough of yourself still intact. Not everyone you've met on
the other side has. Some hobgoblins make a living picking
up the ragged bits and pieces people like you left pinned to

the briars, selling them for favors or goods in kind, maybe
even to the someone those Icons belonged to.

Thanks to your missing fragments of skin and soul,
the experience of navigating the Hedge is complex, and
your feelings toward it might be mixed. Most changelings
return, for reasons practical or sentimental, and find it’s a
little like their captivity and a little like their escape. The
bubble of joy that comes with being only yourself. The
Hedge won’t accept a Mask. It burns away any illusions
or disguises that lie between the world and your true face.
Not every changeling had a family or a home, or wants
one now, but the part of them that is fae feels at home
in the Hedge. At the very same moment, the pain of loss
washes all over you again, undimmed by time or distance.
The parts of you that tore away, trying to find the parts of
you that escaped. And that ache in your soul is the least
dangerous thing to be found in the Hedge.

Your Keeper, for example, and all the hunters and
hobgoblins they have to hand. In many ways, a change-
ling is a creature of Arcadia. But the Huntsmen and the
hobgoblins were here first, and their mastery of the Hedge
is superior. The mask-lifting a changeling feels when they
enter the Hedge is literal, too. A Huntsman looking for
a changeling will recognize them more fully and track
them more easily. (Though nearer to their stolen heart,
a Huntsman is also more easily distracted.) A hobgob-
lin hindering a changeling has no clarity to lose while
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Your trod is guarded by a longing for home and peace, and the promise of someone waiting for you there.
At the end of the path is a garden you tend for your friends and lovers and the holders of your debts, in
preparation for their injuries and heartbreaks. Occasionally you hear the report of a rifle in the distance, and
you sink under the soil, quaking.

Hand over hand, shimmying up a narrow cleave amid boulders the size of houses. The easiest path (ot
that you’d know it from the cracked nails and bruised fingers), to a fizzing pink spring. The rainbow-hared
Jentleman who lives under its waters is as congenial a seller of lost property as you might ever find. His porch
sometimes opens on a goblin market, but only when the mood strikes him.
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Threadbare rope bridges and narrow plank walkways over the valleys and through the grasslands of a
shola forest. Pressing on every side the sound of laughing birds. The hollow lies under a mowund of fruiting
myrtle, its door marked by a single jet bead buried in an overhanging branch. Inside you sigh, curled in the
smallness of your burrow, and put your face back on.

= 1

Press the hamsa next to the frosted amber glass, and a tunnel clicks open under your feet. Dry and cold
and darker than your true love’s hair, you weave through shary Hedge roots. Thorny enough, even down here,
to catch and rip the soul of an unsuspecting traveler. See each blue door? Each leads to what was once a safe
house. No one comes through those doors anymore. Not in a year and a day.
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Duck under the arch formed by two broken sprinkler heads spraying day-warmed water up into the dusk.
Don't dragj or clip your feet as you step across each new threshold. First the evergreen bushes, then the citron
trees, then step through the space inside the elementary school’s Jeodesic dome. The walk to the night market
will be long and lonely, drifting so close to the silent paths, but better to be alone than seen.

f'?_

-

I've never been there myself, but you’re not the first fetch who's asked. And even if there wasi't one
already when the first one came by here asking, there’s bound to be a colony of you by now. Ul walk you s
far as the nearest mirvor crossroad, sure. My face is ugly enough on its own, though. 1 dor't want to see what
nastiness might come of my reflections. The maze is big, but if the mirror-people aren't too busy trying to
escape, they might point you better than 1. Chin up. You'll find a howme for yourself yet.

Every tine 1 look at my reflection in water 1 can see a crown of thorns around my head. 1 won't lie, the

first time it happened, 1 van. 1 thought the Hedge was chasing me. 1 wouldn't recommend trying the kely
forest yourself unless you’re  strong swinmer, sometimes briar wolves lie just past the border, disguised as

packs of seals or sharks.
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land upon which it stands. Pottery cups glazed with the ash of
burnt Hedgewood, which give you terrifying visions if you over-
steep your tea? Strings of bottle-glass beads, which turn black

expressing their dread powers. (Though they are softer of
heart and more vulnerable to counter offers.) So even if
your Keeper chooses to remain in far-and-near Arcadia,

\

her servants may yet be seeking you along trods and the
Dreaming Roads and in the faces of the strangers you
walk past without ever seeing.

OUR ARCADIAN COUSINS

You came to the Hedge by accident or guile, less im-
migrant to Arcadia than its captive. But the Hedge has
natives, too. Hobgoblins are made of the very stuff of
Arcadia, but have identities more fixed than that would
suggest. They live lives of interest to themselves and their
families, and have goals that you might help or hinder
— as they might for you. If you can find a way to tell the
helpful from the deceitful, you'll have quite a few friends
and fellow travelers who would love to know the trick.

Ghosts are what remains when nothing is left of a per-
son but a feeling or a memory. When something that’s been
torn from your soul goes unclaimed too long. Not everything
that dies in the Hedge comes back as a vengeful spirit, but to
die in the Hedge is to immerse your final emotions in a wood
shaped by thought and desire. Many do come back, and have
a variety of feelings about having died. Much as you would.

Other, weirder creatures live along the fringes. Mir-
ror people flit between reflective surfaces, observing the
beautiful or grotesque scenes caught in mirrors. Some
are content to look, but never touch. Some hunger for
the sensations to which flesh is heir. The face they claim
needn’t necessarily be the one that spawned them, but
they are used to that face. Some fetches, having forsworn
their human lives, come to dwell in the mirror mazes and
the trods nearby. Where better to live than among other
creatures formed when Fae act on the mortal world?

Working behind the stalls, shopping between the aisles,
peering in from the mirrored edges of decorative glass, or wind-
ing bashfully among the visitors, you can find most everyone
at a Goblin Market. Goblin Markets sit somewhere squarely
between tourist trap, devil’s haunt, and county fair. What you
might find there rather depends on the regional specialties,
the frequency of appearance, and the esoteric qualities of the

in treacherous water? Booklets of single-use paper banishment
charms? Very nice roasted corn with crispy cricket flour? You
can find lots of things at a Goblin Market.

OANCE

Hobgoblins, like humans, come to serve the Fae for
a variety of reasons. Like you, they might have stumbled
in the wrong place and been snatched up by something
stronger and stranger than them. Like you, they may
have entered an ill-advised bargain, trusting on their own
Arcadian nature to carry themselves away if their term
of service became too unbearable. Like you, they found
themselves bound more tightly than they might desire.
Some might even serve willingly, just as some changelings
do — out of love, duty, or greed. You came by similar
paths, but your treatment was not at all the same.

You were a treasured, if unwilling, pet. They were just
as unwilling, but less prestigious an object for your Keeper
to possess. You hated each other a bit, and tried to see
each other when no one else would meet your eyes. It was
dangerous for them to be too familiar with you, though,
lest they gain too much of your mutual owner’s attention.
Most erred on the side of deference, paid to the air slightly
to your left. As though nothing was there, but the noth-
ing that was there was also a dangerous creature to whom
they should attend without quite acknowledging.

You and they were many things to one another. But
always they were valued below you. Always they had some
forced deference to you.

Now

But now they don’t have to be nice to you. Now you
need something from them, and they get to set the rules by
which you receive it. Not every hobgoblin wishes you health
and fortune on your journeys. Some resent having been ex-
pected to be subservient to a creature that’s not even from
Arcadia. They want someone to take that anger out on,
and an otherwise-gentle goblin may find an opportunity for

You both served as footmen to a prince of wolves. T hrowing yourself over roots that his carriage not be
Jostled. Sweeping aside dishes flung from his table. Cleaning the long, white hair from his many fine suits.
Bm.shing out and delicutely trimminy the mane he was so vain about. She was turned out for having dirty
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Jloves. You tried to escape after her, but were caught by a lazy hound that ran too slow to catch her as she
cleared the border of his lands.
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You were lovers, probably. The price of escape was losing each other’s names, and all but the feeling of
heart on heart. You remember yellow hair and a jackal who wheezed when she laughed. Riding through a
frigid desert night after night, shaking under the sand like mice as you van from your Keeyer’s SOM. Your
hands touched before you passed a ridge covered in sagebrush, and when you turned again, she was gone.
was her hair yellow?

.r/

You worked hand in hand with goblin maids, sewing and mending the skins of her dancing dolls. He
fashioned wax heads, each one a veplica of one of her living heads. She liked her dolls to match her face
whenever she thought to change it. Your hands brushed twice, and he made a new head that looked a little
like you. She had him put to death the next day. Or at least, staged a false trial so persuasive that he winked
at you when you tried to take the blame.
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You kept the giant bees from which she harvested a silvery wax. The statuettes she made were miniature
and lovely, and writhed convincingly when subjected to flame. Your Keeper quite liked them. After a steady
rhythm of alluding to other lives, you thought perhaps she might hely you escape. She betrayed the plan to
your mistress, and she shrugged slightly as you were beaten before the court. Someone collected the wax for
her after that.

You stood at her left hand, and he stood at her right. You recorded her words, he the secret signs she
made with her fingers drawn along the fabric of her dais. When she spoke ex cathedra, you sang her hymns
together. At night, your hands touched through the wall between your dormitories, and you prayed again for
one another.

You were your Keeper's shining jewel, the loveliest of his bird wives, with a cloak made of the very
heavens. The goblin who carried your train learned somehow of your real name, and taunted you with the
knowledge night after night. Threatening to tell you, and break the spell that hid you from your witch king
when he had fallen into a mood. Threatening to never tell you, and let you die with the knowledge that he

could have freed you, but wouldn't.

She held the basin that caught the blood that dripped from the wound that was ever in your side. Her
hands stained brown, her skin darkening in the sun. You whispered to one another in the dark — of pacts you
had made, not knowing what they meant, of people you would be, not knowing who you had been.
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a nasty trick hard to pass up. But neither does every gob-
lin mean you particular harm. Most are more interested in
managing their own affairs than yours. They can be friendly
in their own way, happy enough to collaborate if it benefits
them. Some even sympathize with having been an object to
someone else’s whim, and having found the strength of de-
sire to flee. And if your paths cross under an unlucky sign, it
may be no more than the cost of business. But perhaps you
can continue to help each other. Perhaps you have some-
thing the other wants, or needs.

What does anyone want from someone else? Hobgob-
lins want things or experiences that are valuable to them,
in exchange for as little as they can give you in return. That
could take a variety of forms, however. An act of service for
one in return. An esoteric reagent from your mortal world,
in exchange for that which refreshes and sustains. Currency
for goods, favors for gifts, work for pay in kind, and, of course,
Contracts. Any Contract is a little dangerous, but Goblin
Contracts are more like predatory loans. In the moment,
they can be powerful and helpful, protecting you when you
desperately need the strength they can provide. The costs
are higher than you imagined, but in the moment, need is
greater than caution. Invest too heavily in them, and your
sense of self shifts. Your cozy trod is obviously superior to
an ever-duller mortal world. The Hedge is more home than
hazard. You become a Goblin Queen.

Hﬂ,qml\m A H"W‘\H AMNMAﬁ

Mara Starcatcher wants 100 first kisses, and a child’s
drawing of a family. In exchange, she’ll tell you where your first
love went, and when they will next think of you. For an actual
child, she'll tell you the words that will shatter their heart.

Toru wants to put his wife’s ghost to rest, or at least help
her settle into her new identity as a ghost. If you can find her
and bring her home, he’ll tell you where he picked the apple
flowers that soothed away the confusion that brought you to
his doorstep.

Nutmeg caught you fair and square, and she’ll drain
the marrow from your bones if you can’t come up with a
riddle she’s never heard before. Maybe she’ll do it anyway.

Sylvia knows how to find the cenote where dreaming
roots break through the Hedge, drawing a straight line from
the human world to Arcadia. But she won't tell you how to get
there until you can prove you know how to cross the sulfur-
water barriers and deal fairly with the ghosts trapped there.

Fatima Two Fingers takes the odd motley to an in-
verted tower in exchange for ibis feathers and silk worms
and mulberry branches. When the rain is coated in
moonlight, the 27 stairways move back into place and a
door opens. For a fresh lock of black hair and a vial of
sand from the foot of a lost man, she’ll return on the next
full moon to bring you back.
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CHOSTS

Ghosts, on the other hand, are long past the needs
that would keep body and soul together. Few are particu-
larly happy about it.

Horse-faced woman wanders a trod lined with high
cliffs and deep valleys, trailing groups of travelers but
rarely approaching them. Her white dress is red with clay
dust and the blood that stained her feet while she still
fought her way through the Hedge. The rest of her soul
is long gone, but she still has half of a pair of glass-green
gloves.

Baba and Toumani still know all the histories, but
are missing a kora and a drum with which to keep telling
them. Find them a flute that can play itself, and a drum
that hears the beat they hear in their hearts, and that his-
tory is yours for the listening.

Eelgrass wants news of his demon lover. For a few true
words, he’ll tell you if a ghost has seen your Keeper lately,
or if your wild hunt has resumed. For false words, he’ll
bury the spark of a fight in the hearts of your loved ones.

Mimi lives with a black-naped leveret who can sing
the old songs. If you can teach them a new one, she’ll tell
you the last six people who dreamed of you, and any se-
crets she deemed interesting enough to remember.

Leda Love lingers near the Halls of Mirrors, trying to
catch glimpses of her own reflection. She’d steal your face

if she thought it would help, but really, she just wants to
know how she died.

THE RETURAN

Your durance is over.

Despite everything you saw, everything you did, ev-
erything that was done to you...you made it out of your
Keeper’s grasp. Out of Arcadia. Through the Hedge. Back
to the real world.

You're back. You’re home.

And your troubles have just begun.

WHAT IS REAL?

First and foremost, you've got to deal with the fact
that you just spent the last however long in a place the
“real” world doesn’t believe exists. You've undoubtedly
had to do rigorous mental gymnastics to try to retain
some semblance of sanity during your durance. You've
learned that logic and physics alone don’t govern the
world around you, and an entire reality (or possibly an
infinite number of them) sprawls out there that the “real”
world relegates to bedtime stories and children’s books.
Over there, you accepted what you had to in order to
cope with existence across the Hedge. You did what you
had to do, became what you had to become, played by the
rules of that new reality. And you survived, in no small
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part because you were able to come to grips with that
place and its alien ways.

But now you're back in the “real” world, and the rules
just aren’t clear anymore. You're back where people are
expected to hold down jobs, do their grocery shopping,
and live mundane, responsible lives. You've got to find a
way to fit in with the world you grew up in, to provide
yourself with your basic needs — food, shelter, safety,
companionship. That means reintegrating in some fash-
ion with the way things used to be...the way most of the
world still believes them to be.

But you still remember. How could you forget? Ev-
ery time you hear the birdsong that is now your voice,
touch the crystal coating that passes for your skin, or try
to brush the gnarled fangs where you once had straight,
white teeth, it reminds you that reality is not the simplic-
ity the rest of the world thinks it is.

So, you try to carve out a mental space where you can
juxtapose paying taxes and surfing the internet with the
fact that you spent the last few decades as an alien god’s
hunting hound, hearth fire, or favorite piece of art. Know-
ing both are true, that your experiences with one are as
true as those with the other and that your memory and
sight can be trusted...that’s the balancing act your friends
call Clarity. Because no matter where you end up, after
your durance, it’s never really going to be the same as how
things were before.

You CAN'T
Co HomE AcCAIN

All changelings have one thing in common. No mat-
ter how long or arduous their durance, some tie to “home”
gave them the wherewithal to make it back out of Arca-
dia, to traverse the labyrinthine pathways of the Hedge,
and emerge back through into the mortal world.

Maybe, for you, “home” was the memory of the flat
you grew up in, where your parents taught you who and
what it was to be “you.” It might be the garage where you
and your grandpa tinkered with cars together, where you
learned about engines and life without really understand-
ing how either worked. Or maybe the shed you snuck your
first smoke behind as a teen — and lost your virginity in
not long afterwards...

Or, maybe it’s not a place at all. Maybe it’s the visage
of your lover’s face, eyes still half-lidded from your last
goodbye kiss, that led you back through the brambles and
briars. Or the smell of bacon and baking bread and coffee,
Sunday morning breakfasts you shared with your children
every week before whatever happened to you happened. A
whisper. A glance. A favorite memory clenched so tightly
that even your Keeper’s deepest probing and most sinuous
seductions couldn’t wrench it loose from your mind. Any
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During your durance, that memory of home may have
been the only part of “you” that still remained. The one
glimmer your Keeper couldn’t reach, couldn’t manipulate,
couldn’t change. And when you finally escaped, it was the
North Star by which you navigated, the guiding light that
you stumbled towards when stumbling was all you could
manage to do.

Torn and twisted, the Hedge parted before you, and
you fell, sprawling, wheeling to find there really is no place
like home.

Whatever it was you held onto, that place, that per-
son, that memory — it’s gone now. Different. You're back
home. But nothing will ever be the same again.

OLD AND NEW

What'’s changed? Well, for one thing, time has passed.
At the most mundane, every hour you spent across the
Hedge was an hour that the world you once belonged to
went on without you. When you return, the paint is faded
and chipped on the literal or proverbial homestead that
drew you back from your durance — or perhaps worse,
what you once loved was wallpapered over, reupholstered
by the passing of time, so different from what you re-
member that you start to question whether the precious
glimmers you clung to were just lies you made up to keep
yourself sane. You've spent years at your Keeper’s beck and
call, clinging to the static memory of your past, while back
home the world continued spinning along without you. If
anyone missed you — if they even noticed you were gone
—the breakneck pace of modern day society sped along
their mourning.

You've each had a lifetime, separated by the Hedge
and your Keeper’s cruel whims. Your children are grown,
raised by others. Your lover went gray after years in the
arms of someone else. Your parents are nothing but dust
and names engraved on a stone. Any wound your disap-
pearance created (assuming the True Fae didn’t fill your
place) has long since healed over in the years you were
gone, leaving nothing but knotty scar tissue in the space
where your life once was.

How do you explain to your spouse why you disap-
peared without a trace, and how years passed with no op-
portunity to return? What justification can you possibly
offer to the now-adult children who celebrated birthdays,
graduations, weddings, and anniversaries without you
there? How can you pick up a life that went on without
you!

And that is, of course, assuming time passed for
you at a semblance of what it did for them. This is of-
ten not the case. The True Fae are tricksy folk, and
within their demesnes, time is as mutable for them as
any other aspect of reality. Any return is difficult, but
how could you possibly pick up the threads of a life that
proceeded far faster than what you experienced on the
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other side of the Hedge? You escape from what seemed
to be a week-long durance, but return to find a decade
passed for your family for every day you experienced in
Arcadia. Your newborn babe is now aged and infirm,
while you look and feel more like his grandchild than
his parent. How can you explain to the elderly woman
dying after a lifetime alone that you were only gone for a
few short hours? Even if she could believe you — would
she forgive you?

Things only get more complicated when the slip
is on the other side of the time-stream. Your decades-
long durance left you wizened and gray, and you return
through the brambles to find your lover still sleeping
peacefully in the bed where you left them. The numbers
on the clock have only advanced a click or two, despite
you having experienced a lifetime of enslavement on
the far side of the Hedge. You're obviously not the per-
son they know any longer. But how can you watch from
the outside, bent and wrinkled, as they slowly come to
the realization that young, vital you disappeared and is
never coming back?

Someone else has, of course, filled your job. Maybe
it’s your fetch, slipped into your place in the wake of your
abduction (and doesn’t it suck to find out they’re doing it
better than you did?). If not, eventually even the most un-
derstanding employer can’t ignore your absenteeism any
longer and fills your empty position with a new worker.
And it’s not as if you can just expect to be able to do what
you used to do anyway. The world changed. Technology
advanced. When you were abducted, the idea of a mobile
telephone might well have been a flight of fantasy; now
children play with toys more advanced than the comput-
ers used to launch the first moon mission. Your career
path might no longer exist, and if it does, the chances of
you being able to catch up to your modern coworkers is
slim to none.

Day-to-day life has changed as well. The internet
may well not have existed before your durance. Now, se-
nior citizens connect with the world through social me-
dia, and phone calls have become quasi-obsolete. Music
during your previous life might have been limited to live
performances, short-wave radio, or record players; you
may well have completely missed the era of 8-track tapes,
cassettes, and CDs, re-emerging into a world where most
music exists almost entirely in digital format. Bar codes
and scanners. Home computers. Seatbelts and airbags,
not to mention electric-powered cars. The day-to-day
world has moved at a breakneck pace in the past handful
of decades, and you're being thrown back in from a stand-
still. You are going to have to pick up the pace in a hurry
or get left in the dirt.

And, as if figuring out how to juggle your current
reality, your lost former life, and the things you experi-
enced during your durance is not a big enough challenge,
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let’s not forget that you're not the only oddity found on
this side of the Hedge. When Shakespeare wrote that
there are more things in heaven and earth than Horatio’s
philosophy was capable of dreaming of, he hit the mark.
Your eyes are now open to a world that is far broader and
contains more than any ordinary human could imagine
possible, and those wonders — alien creatures, impossible
places, freakish happenings — aren’t restricted to the far
side of the Hedge. That panhandler on the street might
well be another changeling, ready to shake you down once
she realizes you can see her true visage. The spot on the
subway that always seems a bit too cold might be a weak
spot in the Hedge, just waiting the right trigger to open
wide and draw you in. The shadow flickering just outside
your peripheral vision could be a spy sent by your Keeper
to keep tabs on you...or a goblin hoping to catch you un-
awares so it can harvest your dreams...or maybe it really
is just your imagination. The possibilities are, literally, in-
finite. But, while the bad news is that you're not alone in
this strange world, the good news is also that you’re not
alone.

FETCHES

Folk songs and fairy tales tell many stories about how
the fairies steal babies from their cribs and cradles, replac-
ing them with one of their own kind in the guise of a
child. Like most tales about the True Fae, these stories are
half true. For centuries, the Fair Folk have been stealing
humans from their beds (and other parts of their lives) but
when they leave something behind, it is not one of their
own. It is a fetch, a flimsy simulacrum made of sticks and
string, meaty bits, or whatever other ephemera the True
Fae chooses to bend to the task. Should your Keeper leave
a fetch behind, the creature is given your memories at the
time of its creation, and infused with a bit of your very
own shadow. Once created, this creature lives out your
life during your durance — and is likely not eager to give
up its place once you've returned.

ONCE

Chances are, you didn’t even know about your fetch
until you escaped from your durance. As if worrying about
your own fate wasn’t bad enough, your durance was likely
spent fretting about your family missing you, about the re-
sponsibilities you left behind, your job, your friends, your
pets. Guilt about how the world goes on without you is a
driving goal in many changelings’ escape from Arcadia,
and most remain woefully unaware that those they left
behind are likely not missing them — in fact, don’t even
know they have gone.

If your Keeper was particularly cruel, though, they
may have given you a glimpse of what “your” life was like
back on the other side of the Hedge. Of the cobbled-to-

gether creature left in your place to keep your family and
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friends from looking too closely into your absence. They
may have even showed you the fetch’s true nature, the
bits of shadow and debris from which it had been created,
now happily kissing your children goodnight before tuck-
ing itself into bed with your spouse.

Now

While your fetch is not a changeling, that doesn’t
mean it’s without its own resources. First and foremost, of
course, is the fact that it’s been living your life all along.
How can you hope to convince those who knew you, once
upon a time, that you are really you, when they've seen
and interacted with your fetch as you every day you've
been missing? You — warped by your durance, changed
by your experiences in ways even your Mask cannot hide
— are likely to seem less “you” than the being that has
experienced your life in your absence. Your fetch knows
things you missed during your durance, knows the joys
and pain they've shared with the people you once called
friends over the years. Years that are, for you, filled with
memories of an entirely different place, different lessons,
a different life.

And it’s not likely they're going to give up their place
without a fight. While fetches don’t have the ability to
use Contracts, per se, they are creatures of the Wyrd.
They have their own abilities, known as Echoes, which
they certainly use to defend their appropriated life. These
powers play largely on your fetch’s connection to you as a
changeling, and can allow it to hide itself as a normal hu-
man being, enter and exit the Hedge, heal itself in magi-
cal fashions, or even — in the most extreme of circum-
stances — to summon the True Fae down upon itself and
whoever else happens to be in the area.

It’s easy to see your fetch as the enemy. After all, this
stranger — this thing — was made by your Keeper. It has
been living your life. Sleeping with your spouse. Taking
your place. Most Lost, when they discover their fetch’s
existence, are filled with an immediate instinct to destroy
it, to cut out the replacement their Keeper left to take
their place.

But what happens when the choice isn’t so clear? Not
all fetches are bad “people.” They are a replacement, a
false “you,” but that doesn’t mean they’re necessarily evil
or that they haven’t done their best to live the life you left
behind. What do you do when you find out your fetch is
better to your family than you were before your durance?
That they’ve succeeded where you struggled, overcome
the challenges you were battling, and essentially become
a better “you” than you?

Changelings, despite their desires, are often not
well suited to returning to a mundane life. You've been
changed by your durance, by the things that were done
to you. You aren’t the person you once were. You've been
touched by the Fae, altered by them, and by what they've
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subjected you to. You see things now, know things, can
do things that are frankly a danger to anyone around you.
You're not “you” anymore, not the you that you were be-
fore your durance. And while it may not have started as
the real you, it’s lived the life you couldn’t. Raised your
children. Worked your job. Paid your bills. Even now, it’s
willing to fight to protect the things and the people you
couldn’t. Even if that means fighting you.

FREEHOLDS

Like calls to like. Changelings are taken from loca-
tions across the globe and called back to wherever they
most strongly identify as “home,” and yet some areas seem
to attract notably more Lost than others. In these loca-
tions, communities known as freeholds form. While free-
hold structures vary wildly, ideally each serves to provide
the Lost in that area with resources, education, and pro-
tection, as well as some sense of stability and belonging.
Many freeholds are fraught with power struggles and poli-
tics, but for most changelings, they are better than doing
without.

Now

Your first contact with a freehold is likely to be not
long after your escape. While countless portals lead out of
the Hedge, the nearest freehold watches the most com-
monly manifesting ones, in hopes of intercepting recently
freed changelings before they can wreak too much havoc
on the world to which they’re returning. Some freeholds
even sponsor scouts to patrol the Hedge areas nearest to
their city, not only to observe and deal with any threats
to the freehold from Hedge denizens, but also to rescue
those who may have escaped Arcadia but for some rea-
son have been unable to find their way fully back to the
mortal realm.

Even experienced changelings must take care when
dealing with the newly returned. Many Lost are ravaged
by the trials and travails they endured during their du-
rance: physically injured, mentally scarred, emotion-
ally damaged. Still reeling from their time beneath their
Keeper’s boot (sometimes quite literally) and whatever ar-
duous journey their escape led them upon, a newly found
changeling is often like a wild beast — a danger to them-
selves and those around them, regardless of their intent.
Because of this, freeholds often implement an observe-
and-protect policy initially, watching over newly discov-
ered Lost from a relatively safe distance, while moving to
intercept any dangers they may find themselves in. After
initial reports as to the attitude, capabilities, and observ-
able motivations have been gone over, the freehold will
select appropriate individuals to initiate first contact with
the new changeling. The exact nature of that contact may
vary wildly. A mostly harmless newcomer from a civilized
freehold might be approached through a casual encounter
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that turns into a candid conversation wherein the ambas-
sador offers to introduce the new arrival to the rest of
their community. A more feral arrival may be greeted in
kind, with bestial freehold members exerting dominance
over the newcomer, or making strides to incorporate them
into a pack, at least temporarily. Skittish folk might be left
messages of reassurance, rather than being approached
directly, while those who seem an immediate danger to
themselves or others may be taken captive and held in
protective custody, at least until such a time as they can
be educated in the minimum necessary truths to survive
as a changeling in the mortal world.

In general, after initial contact, most freeholds treat
newly discovered changelings with great care. Tradition-
ally, a freehold offers open hospitality for a month’s time,
during which the newcomer is welcome to interact with
freehold members, and is often actively sought out by lo-
cals. Different courts may vie for the privilege of spon-
soring and training the newcomer, betting their attention
will pay off if and when their student joins the court. Mot-
leys seeking to increase their numbers may actively recruit
a likely match. In an ideal setting, after all, a new mem-
ber of the community means an extra set of eyes to warn
against treachery, an extra set of hands to help protect,
and additional knowledge. Unfortunately, not all situa-
tions are ideal.

Not all Lost who return through the Hedge are exact-
ly what they seem. Some work, knowingly or not, willingly
or not, for the True Fae, even after their durance ends.
Privateers may pose as newly escaped Lost, pretending to
be injured, ill, or simply confused. Like a bird pretending
to have a wounded wing to lure predators away from their
nest, they persuade gullible freehold members to follow
them off the beaten path and into an ambush. They cap-
ture these unfortunates and sell them to the Goblin Mar-
kets, or to the True Fae themselves. Other Lost may pose
as newly returned to learn more about the inner workings
of a freehold. This knowledge could then be sold to a rival
freehold, to Goblin marketeers, or even to those who hunt
the Lost like animals to harvest Glamour or other fae re-
sources from them.

Because of these dangers, some freeholds eschew tra-
dition, adopting rather terse forms of screening new ar-
rivals, which at their extremes might involve incarcera-
tion, interrogation, and even dream scanning. Those who
pass the screenings are treated to traditional hospitality,
while those who don’t may well find themselves under the
thumbs of some of the freehold’s less savory members.
While they may downplay these practices, keeping them
hidden from the general populace, freeholds that practice
such screenings believe that when dealing with the broad
spectrum of dangers new Lost can bring to a community,
the end justifies the means.

—
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MEMBERSHIP

After their initial period of hospitality, changelings
who pose no obvious threats are usually offered the op-
portunity to join the freehold by swearing a pledge. While
the specifics may vary, at the very least, the would-be
freehold member promises to protect the freehold and its
members from the True Fae and their allies, and not to
work for or with those enemies. In exchange, the free-
hold offers the changeling some level of protection and
support. In some locations, this is as far as the bargain
goes. In others, more is asked for — donations of Glamour
to the ruling leader, obedience to the freehold’s rules, or
even adherence to any order the current leader decrees.
And, in return, such demands are balanced by additional
benefits to the members of the freehold — goods and gear,
social standing, or supplementary protections.

Breaking a freehold oath is a serious matter, espe-
cially if done by knowingly collaborating with the True
Fae and their minions. Exile is the least such a traitor can
expect. Most oaths will bring down the might of the Wyrd
against those who betray their fellow Lost after promising
not to, although if the freehold catches up with them be-
fore the Wyrd can, there may not be much left to punish.

COURTS

One of the strongest motivations shared by the Lost
is their all-consuming desire not to return to captivity un-
der their Keepers. When the first Lost escaped from their
durances, no freeholds gathered to protect them, no more
experienced changelings to teach them. Touched by the
True Fae, they were too strange to integrate themselves
back into their home villages and holdings, so most spent
what remained of their short and sorry lives in constant
fear of their Keepers at their heels.

In time, however, as more Lost escaped, those few
who had survived long enough began watching out for
and mentoring newer arrivals. However, any congrega-
tion of changelings proved to be a prime target for the
True Fae, and something had to be done to keep their
now growing numbers from being re-abducted as quickly
as they emerged.

Changelings have many courts, many ways to band
together to defend their homes against the Fae. They have
courts of Dawn and Dusk, of White and Red Roses, of
the Land and the Sea. Some of these courts have Bar-
gains, mystical agreements that limit the ways in which
the True Fae can attack them. The most common of these
bargained courts are the Courts of the Four Seasons.

Each season — Spring, Summer, Autumn, and Win-
ter — offered early changelings different ways to avoid
their Keepers’ notice, and these tactics became integral to
those changelings’ way of life. In seasonal court freeholds,
each quarter year is ruled over by a monarch of the ap-
propriate seasonal court.

N n .-. L .’." 1 - -
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Chances are, when a freehold first approaches you,
representatives of the various courts try to recruit you.
Joining a court requires a pledge, and ties you on a deep
and magical level to the elements of that season. It makes
it easier for you to connect with the Contracts associated
with the season, and if you truly embrace the spirit of your
court, that connection manifests in the form of a Mantle
— a supernatural expression of your affiliation, which you
can use to aid you in various fashions.

One of the ways the seasonal courts help protect Lost
from the True Fae is to rotate power and leadership. As
the seasons change in the natural world, the court aligned
with the season also hands off power to the next, ensur-
ing no one group gains too much power over the others in
the freehold. This idea — voluntarily giving over power
to your peers — is so anathema and alien to the True
Fae, who have been masters of their own domains for mil-
lennia, that the very act of following it provides a prac-
tical “disguise” from their eyes for a freehold’s relatively
large population. Failing to trade the throne when the
time comes is the sort of power play a True Fae would
understand on an innate basis, and thus is more likely to
draw their attention. The threat of this is enough to keep
all but the most fanatical of tyrants willing to hand off
power, at least nominally, although it is not unheard of for
corrupt Lost to attempt to find ways around this prohibi-
tion — often to the detriment of themselves and their
fellow freehold members.

MOTLEYS

In a world where Lost have learned that trust is hard
to come by, even among their own kind, creating bonds
of not only trust, but of genuine concern and affection, is
often paramount to maintaining some semblance of Clar-
ity. And while being a part of a freehold can provide a
general sense of community, a role within the courts, or
even a seat on the throne, it is within a motley that you're
most likely to find what many have given up hope of —
camaraderie, true friendship, and sometimes even love.

A motley is a group of changelings who form a bond
together, one that most often is reinforced by a pledge.
Most motley pledges follow a fairly standard format, al-
though motleys with a particular purpose — defending
a certain neighborhood in a city, running a business to-
gether, or simply being a surrogate family for one another
— may well customize the terms of their oath to support
and promote those goals.

Trust is paramount in any motley, although yours might
resemble a haphazard family while another might take more
after a violent street gang. Regardless of how outsiders view
them, members of a motley know they can rely on one an-
other above all else. Because of this, motley pledges almost
always contain clauses forbidding you and the other members
of the group from harming each other — sometimes even at
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the cost of injury or death. Other parts of the pledge may ban
you from certain behaviors the group finds abhorrent, while
offering benefits that foster and support your group’s goals:
charisma and social maneuverability for courtier motleys, for
example, or increased stealth for a pack of scouts. Regardless
of the terms, your motley is likely the most stable and trusted
part of your life after your durance — and woe be it to any
who try to break it apart.

That’s not to say life within a motley is always smooth
sailing, of course. Especially for those who once lost their
ability to trust and re-extended tenuous bonds to others,
closeness breeds fertile soil for an entire host of potential
intra-motley issues. Simple arguments and miscommuni-
cations can fester if your group is not extremely careful
to maintain open communications with each other at all
times. Any collective group tends to develop a leader or
leaders to help make decisions and hone the group’s focus.
You might plan, vote on the leadership, or build a pro-
cess for choosing a leader into your group’s inception, but
even within a motley planned to be egalitarian, dominant
personalities frequently rise to leadership roles and com-
mand. After a durance under the whim of their Keeper,
however, it is natural to balk at any perception of yoke or
control, and even the most benevolent leader may find
themselves facing a mutinous motley if they don’t use ex-
treme caution in their demands on the group.

Envy and resentment of power can also grow quickly
in an environment as tightly bound as a motley. Any per-
ceived favoritism, by the leader or other powerful or popu-
lar figures in the freehold, can chafe at the rough edges of
your soul. Changelings are rarely the most stable of indi-
viduals, and something as simple as a perceived slight or
potential insult can tear your group apart from within, if
not carefully protected against.

One of the greatest treasures to be found in a mot-
ley can also be one of the greatest dangers to it. As of-
ten happens within a tightly knit social group, crushes,
infatuations, and relationships also often develop within
motleys. And, while affection beyond the boundaries of
platonic friendship might bring members of your motley
closer together, the course of love is rarely without bumps.
Unrequited adoration, messy break ups, or outbreaks of
jealousy can shatter your motley irreparably, leading to
drama and trauma.

The end of a motley is rarely an amicable situation.
While some do prepare for this eventuality, creating a
shorter-term oath to allow the membership dynamics to
change without causing too much turmoil, when anger,
jealousy, or betrayal lead to the end of a motley, the re-
sults can be devastating. Human divorce courts may be
messy, but at least they don’t normally involve supernatu-
ral tempers, curses, and the potential for an angry former
lover summoning their jilted spouse’s Keeper to exact
revenge.

ﬂAﬂanAMAM
MASK AND MIEN

To themselves and each other, the scars a changeling
bears from their Keeper’s fae attentions are more than just
psychological. You wear them every day on your skin as
well as your soul, and while some are subtler than oth-
ers, no Lost remains wholly untouched. While leaving
Arcadia stripped away the more dramatic of your Keeper’s
“gifts,” every time you look in the mirror, it reminds you
that the durance left its mark upon you forever.

OANCE

In their own demesne, a True Fae is capable of warp-
ing almost any aspect of reality to suit their whim. Weath-
er, time — even the basic laws of the natural world that
humans are accustomed to being static and immutable —
all give way before the power of a True Fae in their own
realm. And, as those abducted by them are quick to find
out, humans are far from immune to that might.

The Fae treat humans as raw materials. Interesting,
certainly, and often entertaining, but of no more concern
than any other resource that required equivalent effort
to obtain. Just as a cook would not hesitate to break eggs
to make an omelet, or an artist sharpen a pencil to begin
sketching, people are merely potentials to the True Fae.
Valuable potentials, perhaps, and ones they may well go
to monumental extremes to capture once an individual
has drawn their attention — but potential, nonetheless.
Holding absolute power over their environs, Fae choose
not to truly empathize with those whose lives they usurp,
and thus feel no compunction whatsoever to maintain the
essence or physical form of those over whom they have
assumed command.

Changelings have as many stories of how their du-
rance changed them as there are durances — each is
unique depending upon the individual, their Keeper, and
the part they play within that True Fae’s story. While it is
possible for the Fae to drag a human into Arcadia solely
to fulfill a role as a paving brick or drinking glass, simple
manifestations of the Keeper’s magic could just as easily
perform such mundane roles. Most often, the Gentry cast
humans in a particular aspect, either suited to their life
before the durance, or — as Fae can be perverse and cruel
creatures — in stark contrast to it.

Perhaps the iconic example of a human being taken
to the lands of the Fae paints the human as a companion,
courtesan, performer, or other form of entertainment for
their master. Such a prisoner might find their looks altered
to better reflect their Keeper's personal aesthetic prefer-
ences — made skeletally thin, uncommonly fat, impos-
sibly muscular, or so painfully beautiful the human heart
holds no defenses against it. Fae tastes are not necessar-
ily akin to those of humanity, however, so “ideal” might
just as easily involve extra limbs, bestial features, feathers,
spines, or an utter lack of skin covering their musculature.
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For those who serve other roles, even less human forms
are common. Legends tell of a True Fae who calls himself
The Nurseryman, who plucks children from their bed and,
still sleeping, plants them in his garden where they bloom
into new and wondrous flowers every morning. The Veiled
Scholar collects those who have unique knowledge on what-
ever topic she is interested in at the moment, and transforms
her captives into living tomes, so they may tell her their sto-
ries when she takes them from the shelf of her library-prison.
Whether a never-fading lamp to guide the Hermit’s path,
or the dragon steed that General Who Knows No Defeat
rides into battle, a changeling’s form during their durance is
a matter of their master’s whim rather than their own will.

Nor is that form set in stone. The True Fae are not
known for their constancy — when your appearance is
subject to your Keeper’s mood, you may well find yourself
waking up as a winged angel one day, a rugged barbarian
the next, and a giant spider creature on special occasions.
You are, in the end, treated only as objects in a world with
a single true subject, and the True Fae are no more con-
cerned with your views on what form you are made to wear
than a human would empathize with the feelings of their
wardrobe when choosing to wear one shirt versus another.

How exactly the Keeper goes about altering their ser-
vant’s form also varies drastically with the individual. The

Lord of Blood and Blades might perform nightly surgery
on his staff, with experiments that are as much about how
he makes the changes as they are about the end results. A
dancer slave of the Observer might find they wake each
morning in their gilded cage, dressed down to their toe shoes
and transformed physically to suit whatever role their master
deems for that day’s act. The Philosopher of Pain might build
up their changeling staff’s endurance by infusing their food
and drink with strange compounds, while She Before Whom
All Beauty Bows might literally carve her minion out of a
fresh block of marble each day in whatever form pleases her.
The possibilities are endless, and unfortunately for the Lost,
rarely pleasant to be the subject of.

Now

Once out of the direct control of your Keeper, however,
your body will remember — at least to some degree — who
and what you truly are. Perhaps it is the symbolic breaking
free from your Keeper's leash, or the act of traveling through
the Hedge and out the other side, or maybe the True Fae
simply do not have enough power in the mortal realm to
maintain their lockdown on their escaped servant’s form.
Regardless of the reason, your physical form — and the way
you appear to humans upon your return, which is a different
matter altogether — is less dramatic than that which was put
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The form with which you emerge from the Hedge af-
ter your durance — your mien — is always at least roughly
humanoid, regardless of what you appeared to be before
or during your captivity. The vestiges of the durance are
more than cosmetic; you really do have to comb your hair
around your horns, or cut holes in all your t-shirts for your
wings. And if you're a living torch, you might want to be
careful when you stop for gas.

While much of your mien is tied to your durance,
you're not locked in the shape your Keeper forced you
into. Miens change with time and experience, and court
affiliations change them as well. Spring courtiers may find
themselves surrounded by the scent of growing flowers,
discover vines and blossoms in their hair, or even notice
their footsteps leave behind patches of verdant grass. The
temperature around Winter courtiers often drops signifi-
cantly (and raises around those of the Summer Court).
Autumn courtiers may find their eyes grow hollow or glow
from within like a jack-o-lantern, or they leave a trail of
fallen leaves in their wake. The influences are widely var-
ied, and the effects only increase as your court’s Mantle
— how closely you embody the court’s ideals — grows.

How strong your connection to the Wyrd becomes
also influences your mien. As a newly escaped change-
ling, you may bear tiny stubs of horns, miniature claws, a
barrel chest, or slight stature. As the Wyrd grows stron-
ger within you, however, your horns may gradually unfurl
into mighty antlers, or your claws lengthen into razor-
sharp daggers. A stocky form may become literally barrel
shaped, and a slim one turn truly skeletal if your Wyrd is
extreme enough.

Changelings see their own mien when they look
at themselves, and (barring the use of magic) see other
changelings’ miens when they look at their fellows. With
visages that vary from ethereal to macabre, gatherings of
the Lost are visually diverse beyond mortal kenning — at
least, to those who can see the truth.

MASK

But the majority of the mortal world believes Lost and
their ilk to be fairy tales for a reason. Your true visage, if
not your true nature, is hidden from mortal eyes by means
of a Glamour illusion — the Mask. To humans — and most
other creatures — Lost appear to be normal people. The
flame-maned beauty might be noted for her glorious hair
color, or the dwarf with the strength of an ox appear as
butlier than the average fellow, but the Mask ensures that,
to outsiders, fae forms do not appear to be supernatural.

Sight is not the only sense the Mask affects. While
your human paramour may believe that her flower-bear-
ing fae lover smells delightful, she will not recognize your

)
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scent as the lilacs and lilies growing in your beard. Hoof
clicks will sound like normal footsteps to non-fae ears,
and even claws or horns will seem like normal nails or an
unmarred forehead if touched by human skin. This power
is so great that it holds even after you die; no matter how
grotesquely unnatural your living form might be, you will
leave behind a mundane-looking corpse.

CONTRACTS

While the juxtaposition of the mundane and the
magical that changelings experience upon the end of
their durance is inherently challenging, the fact that
you’re now something slightly other than human can pro-
vide some of the tools necessary to deal with those chal-
lenges. Perhaps the broadest and most powerful new tools
available to you are the Contracts you can call upon. By
tapping into ancient pacts that ancient Fae made with the
world around them, your Keeper and its kind can alter
themselves, humans, animals, their surroundings — and
at their most powerful — the nature of reality itself. As
their former servant, you have access to many of the same
Contracts. While you may not shift the very laws of real-
ity with them, masterfully wielded Contracts can make
you more powerful — and dangerous — than human
minds could ever imagine.

ONCE

While in Arcadia, it quickly became obvious that the
laws of the world you grew up in no longer applied. But
that didn’t mean no rules applied. Even in the most cha-
otic Fae demesne, some order reigns. The True Fae may
be masters of their own domains, but they are bound by
their own dictum, by the truths they acknowledge to be
true, and by the power of the pacts they have sworn back
through the eons. Although the details are lost in the
fogs of antiquity, legends clearly connect the Fair Folk’s
current powers directly to the age-old promises sworn
between the earliest of their kind and the world. And,
ancient though they may be, these agreements are still as
binding as they are powerful.

As their minion, tool, or plaything, some modicum of
these Contracts applied to you as well. After all, of what
use to an arcane being is a spy limited by mortal senses,
and how quickly would they grow tired of a plaything
incapable of supernal dexterity? It served your master or
mistress well that you were more than human, and thus,
during your durance, they extended some of these powers
to you. And, for all that your powers during your impris-
onment were subject to the whims of your Keeper, receiv-
ing them triggered something within you, changed your
very nature so you would never be quite human again, and
connected you on a deep and immutable level with those
ancient agreements.
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Now

Immediately upon your return, you may well have
found that you were no longer capable of doing all you
could on the other side of the Hedge. Your connection
with the pacts woven by your Keeper is weaker here out-
side the kingdoms they control, and no longer fostered by
your servitude to the Good Cousins. You once might have
been able to change shapes at a whim, truly becoming
a bird on the wing or a fish in the sea by virtue of your
master’s connection to the True Fae’s complex and all-
encompassing pacts with the essential nature of Bird or
Fish. On your own, however, you may be only capable of
altering your voice or mimicking a human’s visage — sin-
gle-line elements from a miles-long series of fae Contracts.
Rather than being able to summon whatever otherworldly
delights your Keeper’s whim demanded from its garden
instantly, as a part of their agreement with Fertility, now
perhaps you can only speed a fruit to ripening, or stop
someone from becoming pregnant. Weaker connections
yield weaker results, but also allow a modicum of human
ingenuity and a greater sense of free will and choice than
the True Fae typically demonstrate.

Weak is not absent, however, and every changeling
returns from their durance with some vestigial connec-
tion to the contracts of their servitude. You find, here on
the other side of the Hedge, that it requires more energy
to do what you used to do effortlessly. While in Arcadia,
your Keeper’s fae nature fueled your Contracts, and your
works on their behalf tapped into that surfeit of power.
Now, you're essentially on your own, and while Contracts
may have ways to circumvent paying in Glamour, most
require at least a small effort.

Your powers here may begin so weak as to make you
feel crippled. Like you are missing a part of yourself. But
as time passes, you will learn. No longer limited by the
powers your Keeper saw fit to share with you, you are now
capable of extending your own will into the ancient pacts
with the world around you. As a changeling, you can fo-
cus on fleshing out the Contracts that come most natural-
ly to you, perhaps even eventually achieving power akin
to that your former Keeper wielded. Or, freed from their
influence, you may take the reins into your own hands.
Although fraught with challenges, what you endured also
opened up almost limitless potential to you. By tapping
into these primeval deals between the Fae and the world
around them, you can expand your horizons, making
yourself into what you dream of being, regardless of what
you were originally created to serve as.

PLEDCES

Promises have power, especially among the Fae.
Centuries in the past — millennia perhaps — they made
bargains with the world around them that still hold true,
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fueling their nigh-omnipotent powers within Arcadia and d : '_

offering escaped changelings a semi-stable source of abili-
ties after their durance.

But these already sworn deals are not the only means
by which the words of oaths hold supernal power. By in-
vesting your own Glamour into an oath, you can craft
pledges that magically bind those involved in them. Care-
fully spun, pledges can offer a wellspring of power to those
abide to their tenets — or a world of pain to those who
treat them lightly.

ONCE

Before your escape — possibly even before your du-
rance — you likely discovered that the power of sworn
deals was far, far greater than humans believe. The True
Fae are bound by their word — even their lies are partial
truths and unspoken information, rather than outright
falsehoods. A Keeper might fail to point out a loophole in
a contract, or abide only by the razor-sharp fine points of
a deal, but to outright break a sworn promise is anathema
to them. Many cannot even understand humanity’s ability
to do so with ease.

Often, humans make promises — or what is close
enough to be considered a promise by the Wyrd — with-
out thinking twice. We put forth our plans, preferences,
hopes, and fears as statements of fact: “I will be there by 9.”
“The Yankees will win or I'll eat my hat.” “I'll be damned
if she isn’t the prettiest thing I've ever seen.” But, looked
at literally, many of our statements are promises...they’re
just promises other humans don’t expect us to keep. Or,
at the very least, breaking such a promise has little impact
on how other humans see or treat us.

To the oath-focused Fae, however, word given is a
deal struck. It may well have been the power of a lightly
given promise that led to your captivity. Ignorance of the
power behind a pledge is no excuse for not abiding by it,
at least not in the ethereal eyes of the Wyrd, and words
as simple as “I'd follow you anywhere” or “For you? Any-
thing.” have found more than one unwary human bound
to a path they’d never intended.

Even promises no fae creature had a hand in can
carry weight beyond words. Someone you left behind
when you vanished into Faerie might have kept a vow you
made together, even while you left your end to dangle list-
lessly in your absence. That vow calls to them, lifting the
veil to show them things aren’t what they seem, pulling
them into the Hedge to find you. If they come back out
again, they might find themselves fae-touched — mortal,
but connected to you through a bond the Wyrd now rec-
ognizes and enforces as surely as any other, graced with
some small glimpse of what it is to be fae.

During your durance, you may well have been bound
as strongly by your perceived promises as by any bars or
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efit; wh1le experts at crafting pledges, the Fae are bound
to their word just as strongly as they bind others. Most
changelings learn these lessons quickly, coming to watch
their words (and those of the beings around them), and
utilize the unyielding nature of the Fae’s own oaths against
them. For many Lost, promises made in Arcadia may well
have kept them from suffering even crueler durances than
they otherwise would, and for some, a carefully worded
oath with their Keeper eventually gave them the means
to escape. At the very least, the Lost inevitably learn to
respect (and fear) the power of pledges from their Keepers,
and they carry this caution back with them — a potent
tool when they return through the Hedge.

Now

After enduring their durances, it’s not surprising that
many Lost develop trust issues. If one individual’s betray-
al makes it difficult to know what’s safe and what’s not,
imagine discovering that your entire worldview is based
on false premises. Finding out that supernatural crea-
tures, magic, and alternate realities not only exist, but
that you're right in the middle of them? That’s enough to
shake anyone’s confidence, not only in the world around
them but also in their own perceptions and instincts.

Pledges are one of the tools that allow changelings to
start to rebuild that confidence, to begin to trust something
in the world. By swearing oaths, be it non-aggression pacts,
fealty pledges, or motley bonds, the Lost can extend at least
a modicum of trust, despite their past experiences. Through
them, they can begin to work with others who, like them-
selves, have been abused and fooled, tricked, and deceived

FAM"\MWAWAM Am(h-m\

not only by their Keepers, but by the nature of the world
itself; by the blindness of their parents who taught them
fairies were the stuff of folklore, and by everyone and every-
thing that led up to the mind-breaking reveal. Considering
everything the Lost have endured, it’s more surprising that
they don’t require pledges from every single individual they
interact with, than that they do rely on them so heavily.

Pledges also offer the Lost a sense of control, some-
thing that many have had stripped from them during
their durance. Knowing that the promises sealed with
Wyrd will be supernaturally upheld, not by them, but by
the inherent (and seemingly limitless) power of the Wyrd
itself gives even the most broken changeling a sense of
empowerment. Even when dealing with those who can’t
be trusted, knowing the Wyrd itself will enact punish-
ment upon oathbreakers allows the Lost to interact with a
world that has previously betrayed them. It's not surpris-
ing, then, that some changelings use the power of pledges
in ways many would consider unethical. Mimicking their
Keeper’s propensity to utilize the power of a bound prom-
ise, even if the other party isn’t completely aware of what
they’re agreeing to, has to be tempting for someone who
has ended up on the short end of the stick more times
than not.

Luckily, however, most changelings utilize pledges
and their power as the foundation upon which they can
form relationships, buttressing tenuous trust with the aug-
mentation of supernatural bonds. It is this ability that al-
lows them to interact with each other, despite what they
have endured, and thus not be doomed to spend the rest
of their lifetimes in paranoid solitude.

SV N L3l AN
(' WA ' ' g

r
E

L th sVl oA Z IS ZEn A s A\

F

L.\»—

W\l

—_

I

THE RETURN 85 9

\i‘

-

e

iBVLi\LJ\;\{ L




ParT I

It Happened to Me

Michael

“Pop art is about liking things, June. Why can’t you just like things?”

She threw a decorative museum-store pillow at me. “Warhol was just dodging. I think he liked try-
ing to get interviewers to put words in his mouth. Like it was more fun for them to invent an opinion for
him.” The cashier rolled her eyes and pointedly looked at the pillow lying on the ground. I picked it up
and pretended to be fascinated by the certificate of authenticity. Hand-crafted, disenfranchised women,
traditional techniques, something something organic. We both knew I wasn’t going to buy it, but now it
was my responsibility to put away.

‘“Look, can we go home yet? It’s Peter’s turn to make dinner, and he’s the only one of us who can
actually cook. I want to know what culinary treasures await us if we make it back on time.”

“God, you’re like a baby bird, Michael. Constantly hungry, helpless at taking care of yourself.”

I ruffled my feathers slightly. “I can cook, I'm just not an Artist. Besides, Wendy puts him in charge
when she’s going to be busy. If he’s the leader of our band of lost children, I feel like it’s my duty to act
like a mishit child. Keep his spirits up in these times of strife. So go brandish your art-nerd discount and
buy that watercolor set already. We’ll miss the bus and then I’ll miss dinner and I’ll make you crazy
whining about the shitty pizza we’re going to wind up eating instead.”

“Use your powers of prescience to figure out if it’s stopped raining, I'm almost done.”

By almost done she meant chatting up the cashier I.guess, but I could look starving and pathetic just
as well while splayed across the glass door leading out to the street. It was rattling a little in the wind.
The rain had abated enough to merely be pelting the sidewalk, rather than cracking against it hard enough
to pit the surface. The bus would be moving slowly enough that we might-still catch it, but we'd get
soaked on the way there. 5

Then June started twirling her hair at the cashier, and I started hauling her to the door. “June, it’s
pouring, we need to go now.” Far in the distance I could hear thunder rolling, and the lights dimmed for
a moment.

She dug in her heels, pulling away. “If it’s raining that hard, we should just stay. Maybe Wendy could
pick us up later.” Then, whispering, “I am so close, Michael. She is definitely maybe going to give me her
.~ number. And you are spoiling it.”

‘ | The cashier coughed delicately. “We’re closing in a few minutes anyway, you should probably try to
i catch that bus.” And then June expired, dropping to the gift-shop floor muttering incoherent apologies, and
I had to drag her lifeless corpse out into the rain.

The neon was melting down to the sidewalk. We splashed through puddles of light and stood in the
- wet reflections of stoplights and didn’t speak. It was a little like the old times, where it was all we could
~doto keep ahead of Her and Her maidens. Quiet, quiet, flying when we could and running when we had




to, sleeping under roots and in the lees of stones. My eyes always flicker a little when I'm remembering.
It’s like the Hedge wraps over what’s actually in front of me, covering the world, but also filling it in. Ev-
erything feels a little more real when it’s full of forest. Everything looks a little less real when it’s covered
by forest.

Which is how it came to be that we ran directly into the bus we were supposed to be catching. It was
a different driver than before, slow to meet our eyes, hardly seeming to notice the water we tracked in.
The rain beat down on the roof of the empty bus, and we huddled together, shivering in the forced air.
Maybe I dozed a little, because June was anxiously pulling my feathers and had given up whispering for
chirping. The bus was still empty. The driver still wasn’t looking at us. I didn’t recognize the dirty road
we were traveling down, but I did recognize that copse of trees.

Function could follow story here. Pulling the cord might stop the bus, but that might also make it dis-
solve into foam, or take on new ghostly passengers, or the driver might finally open his eyes. Of all of us,
Robin might have remembered best how to tell the dreamers from the ogres, and Summer would have seen
through the trick. June and I would just need to make do. I touched the cord lightly at first, and felt the
driver shudder through the floor of the bus. Then we joined hands, pulled it hard, and ran for the back of
the bus. The driver howled, and the bus flexed along with his body. A giant, black-eyed mare unfurled its
hooves and shook the glass from its faces.

We stumbled in the waves of water slowly cascading down its body, washing over each face, catching
in the valleys under each eye. We slid down its sleek legs, and June flung her pressed watercolor powder
into the puddles at our feet, drawing powdery streaks into the straight bright lines cast by the neon sign at
the receptionist’s window. Once we could hear sirens, never letting go, we jumped through the puddle, and
fell straight through to a fire.

I choked on smoke and June screamed. I'd finally unpacked my bag yesterday. I'd thought we were
finally safe. Wendy had found us, and months later she still hadn’t let us go. There was school most days,
and Mandarin lessons after, and only chores when they needed to be done. June and Summer were paint-
ing together. I was teaching Robin to read. Peter still held us when we woke up shivering. I only just got a
home. I'm not ready to be finished. '

The second night after she rescued us — when the cold hadn’t quite left my bones, when I still wasn’t
used to my new name — I asked Wendy why. She said she didn’t even think, when she found us hiding in
the bog. Didn’t stop to justify it to herself, to explain why she should run or come closer. She just knew
that she had to pick us up and take us home. Peter didn’t leave us, even when he knew he couldn’t protect
us anymore. Wendy didn’t leave us; even when she found out what we were. I can’t leave them, either.

I rubbed at the smoke in my eyes and ran towards the fire, trusting June to follow. I didn’t even think.
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Who looks outside, dreams; who looks inside, awakes.

Carl Jung

Changelings exist at once in two worlds. They stand
in the mists between the dreamlike magic of Faerie and
the mortal world of shadows and glass. Ripped from the
lives they knew, they’ve become something neither human
nor True Fae. They are Lost, but have found in themselves
something new to call their own.

CHARACTER
CREATION

The following steps take the basic idea of a character
and turn it into one of the Lost, defining her traits us-
ing the game’s rules. In the end, we’ll know who she is,
and what she’s capable of. Then, we can explore her time
outside Arcadia. Take a look at the character sheet in the
back of this book; it’s your map to exploring your Change-
ling character.

STEP OANE:
CHARACTER CONCEPT

At the first stage, come up with a rough idea of who
you want to play. Who was she before she was taken?
What purpose did she serve in Arcadia? What was her
durance like? How did she escape? Don’t worry too much
about things like seeming or court at this step. Instead,
try to filter down the idea of your character into a single
statement. “Secluded rare bookseller” is a concept. “Im-
patient courier” could be another. It doesn’t need to be

complex, just a solid, archetypical idea. Think of how
you'd describe your favorite character from a book or
movie to a friend if you only had a couple of seconds to do
it. That’s a concept.

As you go through the character creation process, if
ever you run into a hurdle or hard choices, you can always
go back to your concept, and take the path that fits more
closely. For our example above, if you're hard-pressed for
Merit choices, you might take Language, Library, Trained
Observer, Encyclopedic Knowledge, or even Safe Place.
Those all evoke the feeling set forth by the concept.

As well, choose three Aspirations. When choosing
your character’s Aspirations, choose one or two that re-
flect her changeling existence. Does she want to become a
leader within her freehold? Does she want to find an Icon?
Then, choose at least one Aspiration pertaining to her
associations with the mortal world. Is she trying to find
her fetch and destroy it? Does she have a still-living fam-
ily with whom she is trying to reconnect? Some of these
Aspirations should be short term: Aspirations that are
simple to complete, that you could accomplish in a single
session. At least one should be something that may take
a few sessions to complete, or even a full story arc. These
long-term Aspirations help guide your character’s story
and development over the course of a chronicle.

Aspirations are one of the most important ways you
can earn Beats and Experiences (p. 94), which advance
your character. More importantly, they're clear statements
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to your Storyteller about the types of things you wish to
see happen to your character. It’s important that the Sto-
ryteller take note of all the troupe’s Aspirations. This way,
she can add hooks in the chronicle to touch on something
for everyone.

Also, starting Aspirations are a great way to establish
motley relationships. For example, if a motley consists of
two Summer Court characters, one may have the Aspi-
ration “Become Summer King,” and another might have
“Become a knight within the Summer Court.” This helps
put motley dynamics into a loose perspective, and can
help chronicle momentum start strong.

Lastly, Aspirations make for great fodder for quick
and easy goals. Don’t be afraid to take at least one Aspi-
ration without immense challenge or risk. For example,
“Find a safe place to sleep” isn’t an unreasonable goal,
and it gives you something to do during the first session if
you're struggling to find a place for your character. Look at
easy Aspirations as story hooks. In play, try to involve the
other players’ characters in accomplishing them.

If you're having trouble with Aspirations, revisit this
stage once you've fleshed out the character some more.
Often, one part of the character creation process will
stand out for a given character. These standout parts will
help you determine goals.

STEP TWwWoO:
SELECT ATTRIBUTES

Attributes define the most basic elements of your
character’s abilities. They define how fast, charismatic,
and intelligent she is. Look to the three categories (Men-
tal, Physical, and Social), and prioritize which you think
is the most important for your character. Then, determine
which is second-most important. When selecting Attri-
butes, consider why your character’s True Fae captor may
have taken him. What drew her attention? How did his
time in Arcadia shape him?

In your primary category, place five dots and split
them between the Attributes. In your secondary, place
four. In your tertiary, place three. No Attribute may start
at higher than 5.

As you'll see on your character sheet, your character
gets one free dot in each Attribute. A single dot represents
a deficient Attribute, something below average. Two dots
represents the average of human ability. Three dots is above
average, highly competent. Four dots is a remarkable speci-
men, a rarity. Five dots is the pinnacle of human capability.

STEP THREE:
SELECT SKILLS

Next, you'll select your character’s Skills. These have
the same categories as Attributes: Mental, Physical, and
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Social. Similarly, prioritize these three categories. You do
not gain free dots for Skills. Your primary category gets
11 dots, your secondary gets seven, and your tertiary gets
four. No Skill may start at higher than 5.

When choosing Skills, think about your character’s
background. Was she an athlete before she was taken?
Then she might have a few dots in Athletics and maybe
some Brawl. Did he have an advanced degree in physics?
Then he might have several dots in Science and a few in
Investigation. Did her True Fae master force her to per-
form for it? She probably has a few dots in Expression and
maybe some in Athletics and Socialize.

STEP FOUR:
SKILL. SPECIALTIES

Skill dots represent training and experience with
a broad range of techniques and procedures. Skill Spe-
cialties allow you to refine a few Skills, and show where
your character truly shines. You define your own Skill
Specialties. They reflect a narrow focus and expertise in
a given Skill. For example, your character may have a
Drive Specialty in Severe Weather or a Science Specialty
in Physics.

Choose three Specialties. Again, use this as an op-
portunity to better understand who your character is, and
who she was prior to her capture and subsequent escape.
A character with Socialize (Seduction) is wildly different
than one with Socialize (Small Talk). Computer (Hacking)
says something completely different from Computer (IT).

In play, players tend to solve problems with the Skills
in which their characters are Specialized. The Storyteller
should expect this and work with it.

STEP FIVE:
ADD [.OoST TEMPLATE

We have the basic aspects. Now to add the Glamour.

SEEMING

A character’s seeming forms from what happened to
her in Arcadia, how she escaped it, and/or how she ap-
proaches the world now. This cannot change once play
starts. Look over the six seemings: the Beast, the Dark-
ling, the Elemental, the Fairest, the Ogre, and the Wiz-
ened, starting on p. 21.

Seeming is more archetype than personality. While
the Contracts and kiths associated with the various
seemings may influence behavior, any seeming could
draw anyone. Playing to type is fun and helps guide chat-
acter choices, but challenging established norms can be
fulfilling, too.

Your choice of seeming determines a Contract Re-
galia with which your character has an affinity. As well,
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every seeming has three favored Attributes from either
Power, Finesse, or Resistance traits. Take an additional
dot in one of these. This can only take an Attribute to
five dots.

Seeming Favored Attributes

Beast Resistance

Darkling Finesse

Elemental Resistance

Fairest Power

Ogre Power

Wizened Finesse

KITH

A kith is a refinement of seeming, a transformation
that alters the way a changeling’s seeming expresses itself.
If your character served a specific purpose in Arcadia or
dedicated herself to a singular method of coping, that task
molded her. Kith is the resulting transformation; a char-
acter of any seeming can belong to any kith.

For example, if her Keeper made her into a torch to
light the way, she might have the Bright One kith. If she
then escaped by dousing her light and moving as smoke, she
could end up a Darkling who lures people off the beaten path
with a will-o-the-wisp glow. However, if she escaped by fan-
ning her flame until she was a roaring bonfire that reduced
her Keeper'’s palace to ashes, she could end up an Elemen-
tal instead. Likewise, a changeling who became a Beast by
roaming Arcadia’s wild woods might fall naturally into the
Hunterheart kith by the sheer necessity of dedication to sur-
vival, or might instead become a Playmate if she convinced
a powerful traveler to let her be his loyal hound in exchange
for protection from worse predators.

MIEN

Your character’s time in Arcadia shapes her fae mien.
Her captor molded her from a human into something
strange and alien. Her seeming can help suggest her pur-
pose while in captivity — or the other way around —
but her mien is unique. No two Wizened look exactly the
same, even if they had similar tasks. Consider what your
character’s role was, as well as how form inspires function.
Was she a tracker, with long ears and large eyes? Did she
stand as a statue with marble skin and crystalline eyes?
These things inform what her mien looks like now. Se-
lect a few descriptive lines to describe how your character
looks inhuman without her Mask.

COURT

Courts are the changelings’ way of coping with the
Fae. Courts represent strong emotions and the stages of
grief that come after abuse, but also represent a practical
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way for changelings to defend themselves. Your character
ultimately chooses her own court based on a variety of
personal decisions, and it may change during play. You
may choose to start play without a court.

If you decide to start play as a courtier, your char-
acter receives a free dot in the appropriate Mantle Merit
(p. 117) for her court.

NEEDLE AND THREAD

Choose a Needle and a Thread for your character.
Whereas a mortal character has a Virtue and a Vice, a
changeling character has a Needle and a Thread.

Changelings approach problems and deal with chal-
lenges and people as defined by their Needle. Needle is the
changeling’s true self that she uses as a shield against be-
coming someone she is not. People see her Needle, they
interact with her based on it, and it informs her actions.

Thread is the motivation that keeps a changeling
strong. This is the tie that binds her to reality. Thread
combines her innermost fears, desires, and needs that
drive her forward and keep her grounded. When every-
thing goes wrong, and she’s only just hanging on, Thread
is what reminds a changeling how she overcame the vul-
nerability Arcadia forced upon her.

For each of these traits, choose an archetype from the
appropriate sample list below, or craft your own. This is a
simple statement of identity and motivation.

You can find more on Needle and Thread on p. 95.

Needle Archetypes Thread Archetypes

Bon Vivant

Chess Master

Commander

Acceptance
Anger
Family
Composer Friendship
Counselor Hate
Daredevil Honor
Dynamo Joy
Protector Love
Provider Memory
Scholar Revenge
Storyteller

Teacher

Traditionalist

Visionary

TOUCHSTONE

Your character’s Touchstone is a person, place, or
thing that reminds her of how to trust, and helps her re-
adjust to life after her durance. Name a Touchstone, and
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count a number of Clarity boxes from the left equal to
your character’s Composure + 1. Write your Touchstone
next to that box. See p. 98 for more on Touchstones. If
you choose to take the Touchstone Merit, you may start
with additional Touchstones.

CONTRACTS

Contracts represent agreements made in the past be-
tween the True Fae and the natural world. A changeling
can take advantage of Contracts he is familiar with, or
has learned about. These bargains allow the changeling to
defy the natural laws which normally bind a person, from
being able to eat any substance regardless of hardness to
disappearing in an ephemeral cloud of smoke.

Contracts have a variety of effects grouped into com-
mon themes called Regalia, such as Crown for leadership,
or Mirror for perception. Most Contracts are freely acces-
sible to all changelings, but each seeming has a particular
affinity for one Regalia, and you choose a second favored
Regalia for your character as well.

Your character begins with four Contracts chosen from
among Common Regalia, Common Court, and Goblin Con-
tracts; she must meet the proper requirements to take Court
Contracts, see p. 150. Two of those starting Contracts must
come from the character’s favored Regalia. She also gains
two Royal Contracts from her court or favored Regalia.

WYRD

Wyrd measures your character’s connection to the
strange and fantastical world of Faerie. The higher it is,
the more fae and strange she becomes; the lower it is, the
more grounded she is in her human life. It determines how
much Glamour the changeling may store, and how rapidly
she can expend it. It affects certain Contracts, and her
ability to contest supernatural powers.
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All Lost start play with a free dot of Wyrd. You may
purchase one or two additional dots for five or 10 of your
10 starting Merit dots, respectively.

b“

You can find more on Wyrd on p. 100.

STEP Sn<: MERITS

Choose 10 dots’ worth of Merits. The Lost may pos-
sess any of the Merits from the Chronicles of Darkness
core rulebook, except for those on the Supernatural Mer-
its list, Vice-Ridden, and Virtuous (since changelings do
not have Virtue and Vice traits). As well, consult the ex-
tensive list of Lost-specific Merits on p. 111.

STEP SEVEAN:
DETERMINE ADVANTACES

All characters have certain advantages, some of
which depend on their Attributes, Skills, and Merits. De-
termine the following advantages with the given calcula-
tions and note them on your character sheet. A specific
Merit or Contract that modifies your character’s advan-
tages will call that out in its text.

* Size: Characters start at Size 5.
Health: Size + Stamina
Speed: 5 + Strength + Dexterity
Willpower: Resolve + Composure
Maximum Clarity: Wits + Composure

Initiative: Dexterity + Composure

Defense: (Lower of Wits or Dexterity) + Athletics
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CHANCELING CREATION
Quick REFERENCE

STEP ONE: CONCEPT

Choose a concept. Come up with three Aspirations.

STEP TwoO: ATTRIBUTES

Prioritize categories. They receive 5/4/3 dots, distributed in any combination.

STEP THREE: SKILLS

Prioritize categories. They receive 11/7/4 dots, distributed in any combination.

STEP FOUR: SKILL SPECIALTIES
Choose three Skill Specialties.

STEP FIVE: APD L.OST TEMPLATE

Choose seeming, kith (if any), court (if any), Needle, Thread, Touchstone(s),
Wyrd, frailties (if any), a second favored Regalia, and Contracts. Describe fae mien.

STEP SIX: ADD MERITS

Select 10 dots of Merits, minus any spent on Wyrd. Characters in a court receive Mantle ® for free.

STEP SEVEN: ADVANTACES

Willpower is equal to Resolve + Composure. Maximum Clarity is Wits + Composure.
Size is 5. Defense is the lower of Dexterity and Wits, plus Athletics. Health is Size + Stamina.
Speed is 5 + Strength + Dexterity. Initiative Modifier is Dexterity + Composure.

Beast: Savage survivalists, passionate and deadly.

(Steed Regalia)

Darkling: Lurkers hiding in the shadows, silent but
ever watchful. (Mirror Regalia)

EXPERIENCED J.OST

Storytellers may allow players to make more experi-
enced characters to start play. These bonus Experiences
allow characters to start beyond the basic level.

h

¥

Elemental: Unbridled and unchained, the true forces

Rank of nature. (Sword Regalia)

Established in the Freehold 5

Rising Star 10
15 Ogre: Warriors and brutes, blunt and to the point.
(Shield Regalia)

Wizened: Crafters and builders, weary but not jaded.
(Jewels Regalia)

KITH
You may, if you like, choose a kith. See p. 51.

COURT

Bonus Experiences
Fairest: Stately 'and elegant, forever loved and crav-

ing true connection. (Crown Regalia)

Squire

Knight 25

Court Queen 35

Faerie Legend 50

Timeless Fae

I1.0ST TEMPLATE

SEEMING

Choose the seeming to which your changeling be-
longs and note its favored Regalia.

Choose a court to which your character belongs.

The Spring Court exults in life and harnesses desire
to make life worth living.
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CHANCELINC CREATION
Quick REFERENCE

(CONTINUED)

The Summer Court gathers strength and power
to turn their wrath upon their enemies.

The Autumn Court utilizes a healthy fear to help
them prepare for attack.

The Winter Court uses the pain of their sorrow
to strengthen themselves against further losses.

The courtless walk their own paths, outsiders in
a dangerous world.

WYRD

Wyrd starts at 1. Additional dots may be pur-
chased with five Merit dots each. A maximum of two
Wyrd dots may be purchased this way.

CONTRACTS

Choose a second favored Regalia. Each charac-
ter starts with four Contracts from Common Regalia,
Common Court, or Goblin Contracts, at least two of
which must be in favored Regalia. Also choose two
Royal Contracts from court or favored Regalia.

Arcadian Contracts
Crown: The ability to grab control and give direction.
Jewels: The powers of perfection and lies.

Mirror: The ability to pierce all veils and trans-
form the self.

Shield: The powers.of protection and healing.

Steed: Power over all forms of movement and
mindless beasts.

CHARACTER
ADVANCEMENT

A player earns Beats for his character in many ways
(listed below). When your character has gained five Beats,
they convert to one Experience, which you can use to de-
velop your character’s abilities.

BEATS

You gain Beats whenever one of the following occurs:

* If your character fulfills an Aspiration, take a Beat. At
the end of the game session, replace the Aspiration.
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Sword: The powers of violence and forthrightness.
Court Contracts

Spring: Power over desire, growth, and rejuvena-
tion.

Summer: Power over wrath, and the power to pro-
duce heat and vigor.

Autumn: Power over fear, and the life and death
of growing things.

Winter: Power over sorrow, and the power to con-
trol snow and ice.

Goblin Contracts

Tricky bargains with goblins who require debts to
teach their powers.

EXPERIENCE COSTS

Attribute: 4 Experiences per dot

Merit: 1 Experience per dot

Skill Specialty: 1 Experience

Skill: 2 Experiences per dot

Common Regalia/Court Contracts: 3 Experiences
Royal Regalia/Court Contracts: 4 Experiences
Favored Regalia Common Contracts: 2 Experiences
Favored Regalia Royal Contracts: 3 Experiences
Goblin Contract: 2 Experiences
Out-of-seeming Contract benefit: 1 Experience
Wyrd: 5 Experiences per dot

Lost Willpower dot: 1 Experience

Each Condition has criteria for resolution. Once
per scene, when resolving a Condition, take a Beat.

Some Conditions provide Beats for actions other
than resolution.

Any time you fail a roll, you may opt to make it a
dramatic failure and take a Beat.

If your character surrenders in a fight, take a Beat.

If your character takes damage in one of her right-
most Health boxes, take a Beat.
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CROUP BEATS

If the players and Storyteller wish, players
can “pool” Beats and thus divide Experiences
accordingly. This means everyone advances
at the same rate, but also means everyone’s
advancement is tied to everyone’s engage-
ment with the game systems. This can be both
a boon and detriment to a shy or nonconfron-
tational player; it can offer an incentive for be-
ing involved without the pressure to perform
for advancement, but it can also incentivize
not being involved, since his character contin-
ves to advance without engagement. Weigh
the options, and make the best collective deci-
sion for your troupe of players.

BEATS AND
STORYTELLER
CHARACTERS

The Storyteller doesn’t earn Beats. Whenever
a Storyteller character does something that
would earn her a Beat, such as resolve a Con-
dition or fulfill an Aspiration, she instead gains
a Willpower point that vanishes at the end of
the current scene if she doesn't use it.

3

At the end of any game session, take a Beat.

Any time your character takes damage to her Clar-
ity (p. 105), take a Beat.

If your character involuntarily unleashes Bedlam
(p. 110), take a Beat.

Some other situations might grant Beats as well.

CONTRACTS

Learning a Contract takes Experiences. Common
Regalia and Court Contracts cost 3 Experiences each, or
2 in favored Regalia. Royal Regalia and Court Contracts
cost 4 Experiences each, or 3 in favored Regalia. A Goblin
Contract costs 2 Experiences. As well, acquiring any new
Contract requires the changeling to learn about it somehow,
often through a teacher. The Lost may learn favored Regalia
Contracts and Court Contracts without a teacher. All other
Contracts require someone, or something, to teach them.

WYRD

Five Experiences purchase a single dot of Wyrd. You
can read more on Wyrd on p. 100. This includes how a
changeling might increase his Wyrd in play.
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Changelings are creatures of magic. Each of the Lost
has three anchors that ground her in the reality of the hu-
man world. In addition to helping define her, anchors serve
as a source of Willpower. The Lost no longer understand
Virtue and Vice, as the intensity of their durance and the
fluidity of Arcadia have warped their sense of self. Their
Needle, Thread, and Touchstones provide much-needed
stability. These anchors help the changeling remember
that she is an individual, the protagonist of her own story,
and no longer just set dressing in someone else’s.

Each anchor has two conditions for Willpower re-
covery. The easier recovers a single Willpower point. The
harsher refreshes all Willpower. A character may only re-
fresh all her Willpower using an anchor once per chapter.
For the single Willpower option, err on the side of allow-
ing the point. For the full refresh, use the risk of death or
capture, breaking points, and markedly dramatic scenes
as benchmarks for qualifying moments.

Like Aspirations, anchors are not supernatural traits.
They’re a narrative mechanic that helps us portray Lost
psychology.

NEEDILE

Needle is the core identity the changeling presents
to the world. This is her assumed personality and way
of approaching her everyday life. In Arcadia, she had a
mandate, a singular driving need to fulfill whatever her
captor required of her. After her escape, it has been far
too long — even if it was only weeks, or days — since
she’s exercised her own free will. The freedom to choose
how to act, work, and process information is both heady
and daunting.

The Needle helps the changeling cut through all
that. It provides a framework for her actions. It defines
how she does things, how she approaches issues, and how
she solves her problems. She uses her Needle as an instru-
ment to shape her will, and give it focus and precision.

Any time a changeling overcomes a small hurdle to
affirm her Needle, she regains a point of Willpower. When
committing existentially risky or terrible acts to affirm her
Needle, she regains all her spent Willpower points.

NEEDILE ARCHETYPES

Here are a few sample archetypes for your character’s
Needle. Feel free to pull from this list, or come up with
your own. Each includes a brief description, and sample
actions that could recover Willpower.

Note that the risks and costs listed should always be
meaningful. They should have value in the story, to count
as Willpower recovery conditions.
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Bo~N VIVANT

The bon vivant lives in the moment, taking pleasure
in whatever surrounds her. She is highly social and seeks
to evoke emotions with her actions. She is grounded in
the now, and rarely thinks about her future.

Single Willpower: Allow a personal problem to go
unfixed in favor of enjoying the moment.

All Willpower: Abandon an important relationship
over your pursuit of pleasure.

CHESS MASTER

A chess master views the world as a set of endless
possibilities, with his hand on the rudder. He looks to-
ward the future, calculating for every potential variable.
He maneuvers people like pieces on a board to make sure
things go as planned.

Single Willpower: Manipulate someone into doing
what you want.

All Willpower: Bringing harm or misfortune to others
in the course of manipulating people into enacting your plans.

COMMANDER

The commander is goal oriented and a natural leader.
She seeks to bring stability to the world, often by getting
those around her to help her with her projects.

Single Willpower: Convince someone to ignore their
goals in favor of yours.

All Willpower: Put the good of the many above the
good of the few, causing you to work against people you
care about.

C OMPOSER

The composer sees splendor in all things. He is spon-
taneous and creative, seeking to capture the essence of
the beauty he finds in his daily life.

Single Willpower: Eschew traditional standards of
beauty regardless of any drawbacks doing so may incur.

All Willpower: Embrace something vile, in an at-
tempt to espouse its beauty.

C OUNSELOR

The counselor seeks to help others. She doesn’t want
to lead or follow, but instead to work as a comfortable
companion, catapulting others to greatness.

Single Willpower: Put your own goals on hold in or-
der to help someone else achieve theirs.

All Willpower: Take full responsibility for another’s
dangerous mistake.
DAREDEVIL

The daredevil is a thrill seeker. He runs headfirst
into danger, and cares little for the consequences of his
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actions. He finds joy in nearly every situation, unless it is
patently boring.

Single Willpower: Take a risk that puts others in
danger.

All Willpower: Take a risk that puts someone you
love in danger.

DYNAMO

The dynamo sees a problem and knows how to fix it.
She is a fast reactor, which is great in an emergency, but
terrible for planning. She seeks to stay busy, hating down-
time and hoping for a problem to present itself.

Single Willpower: Attempt to solve a problem before
you have all the information.

All Willpower: Hastily jump to conclusions, putting
you or someone else into a dangerous situation.

PROTECTOR

The protector is steadfast and predictable. He is loyal to
a person, a group, or an ideal, devoting his time and energy
to ensuring their comfort and safety. He works in a methodi-
cal manner, never stopping until a task is finished.

Single Willpower: Ignore your own needs while act-
ing to protect someone else.

All Willpower: Miss the last opportunity to achieve
an important goal in favor of protecting someone else.

PROVIDER

The provider is loyal and generous. She internal-
izes her friends’ and family’s issues, and treats them as
her own. She gives more than she takes, and is eager to
please.

Single Willpower: Give up something you care about
because someone asks you to.

All Willpower: Put yourself or someone you love at
risk in order to provide for someone else.

SCHOILAR

The scholar observes and records everything around
him, then strives to organize it into neat and orderly
systems. He seeks understanding and looks for unifying
themes, hoping to label whatever he doesn’t know.

Single Willpower: Interact with and handle the un-
known.

All Willpower: Traverse the Hedge or another un-
earthly realm to categorize an unknown element.

STORYTELLER

The storyteller is a bastion of creativity, ideas, and
art. She injects humor and wit into everything she does,
and seeks to gain a greater understanding of the human

] e

condition through story.
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look bad.

All Willpower: Tell a compromising story about an
important person, who then takes great offense or suffers
consequences.

TEACHER

The teacher acts in ways that help others learn les-
sons. Not all actions must have meaning, but if others are
involved, he seeks to find meaning in order to teach.

Single Willpower: Give advice that someone uses to
succeed.

All Willpower: Risk yourself in order to teach some-
one else a lesson.

TRADPITIONALIST

The traditionalist is unimaginative, traditional, and
task-oriented. She uses the past to predict future action,
and prefers structure. She is organized, predictable, and
easy to work with if you simply listen to her instruction.

Single Willpower: Refuse to incorporate new ideas
into a plan of action.

All Willpower: Refuse to accept help in dealing with
a dangerous situation.

VISIONARY

The visionary acts to challenge himself. He seeks
new and unique ways of doing the same mundane tasks,
and can’t stand repetition.

Single Willpower: Refuse to use the same method
twice.

All Willpower: Put yourself in danger attempting a
new method.

THREAD

If the Needle is the instrument of the changeling’s
will, the Thread is the binding that holds a changeling to-
gether. It might be her darkest fear, her most deep-seated
desire, or her fondest memory. It motivates her and drives
her forward. It reminds her to be strong when things look
the bleakest, and keeps her uplifted when reality shifts
and warps beneath her.

A Thread gives the Lost a sense of purpose, and a
reason to keep fighting. The life of a changeling is tu-
multuous at best, and her Thread is her lifeline to sta-
bility and strength. It’s what she clings to when she has
nothing else.

Anytime a changeling withdraws from others, puts
herself at a disadvantage, or lashes out in pursuit of her
Thread, she regains a point of Willpower. When commit-
ting terrible acts or risking Clarity damage in pursuit of
her Thread, she regains all her spent Willpower points.

&5 W

THREAD ARCHETYPES

Here are a few sample archetypes for Thread. Again,
this is not an exhaustive list of all archetypes. More so
than Needle, the motivation of Thread has endless possi-
bilities. As above, each archetype includes a brief descrip-
tion and sample actions that could recover Willpower.

ACCEPTANCE

Those motivated by acceptance desire others to need
and want them. She wants to find her place in the world,
and for people to take her as she is. Feeling needed and
wanted are the only things that keep her going.

Single Willpower: Ignore personal problems to gain
someone’s favor.

All Willpower: Put yourself at risk to defend some-
one who needs you.

ANCER

Those motivated by anger hold onto pain as a re-
minder of the ways things could be. He is angry at the
True Fae, angry at what happened to him, and he uses
that anger to ensure he gets through each day.

Single Willpower: Start a fight with someone.

All Willpower: Start a fight with someone who is
clearly your superior.

FAMILY

Those motivated by family have someone depending
on them. Maybe it’s the family she left behind, or the one
she created after she escaped. She cannot fail, because
they need her.

Single Willpower: Take a family member’s burden
upon yourself without expecting recompense.

All Willpower: Put yourself at risk to provide for
your family.

FRIENDSHIP

Those motivated by friendship use the strength of the
people around them to stay strong. He surrounds himself
with people who make him feel loved and wanted, and
keeps them in mind when things get tough. He won’t let
them down.

Single Willpower: Follow a friend into a situation
that is clearly disadvantageous to you.

All Willpower: Follow a friend into a deadly or dan-
gerous situation.

HATE

Those motivated by hate have someone they despise.
Maybe it’s someone who treated her poorly, her captor, or
just herself. She clings to her loathing like a lifeline, using
it to remind her that she was once human.
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Single Willpower: Distance yourself from others in
pursuit of your hatred.

All Willpower: Abandon a group, organization, or
city in pursuit of your hatred.

Ho~NOR

Someone motivated by honor maintains a personal
ethic. He has a code or some organization’s creed that he
clings to, using it to remind himself of what’s important.
He’ll do anything to maintain his honor.

Single Willpower: Refuse to take an action that
would besmirch your honor.

All Willpower: Take the more dangerous path for
fear of abandoning your code.

Joy

Those motivated by joy constantly seek the next
high. She remembers what happiness felt like, and seeks it
out in everything she does. The promise of having happi-
ness again keeps her going, and prevents her from giving
up hope.

Single Willpower: Ignore another’s plight to main-
tain your happiness.

All Willpower: Make others suffer so you don't have
to.

I.ovE

Those motivated by love have someone they want
to come home to. It doesn’t have to be romantic, but he
cares deeply for the person and just the thought keeps
him strong.

Single Willpower: Put yourself out for the pleasure
of someone you love.

All Willpower: Put yourself in a deadly situation to
protect your love.

MEMORY

Those motivated by memory seek something from
their past. Maybe it’s a place she wants to get back to, a
friend she misses, or a long-lost family. Whatever it is, it’s
the one memory that remains strong even after the du-
rance. She knows she can’t go back to it, but just having
it keeps her going.

Single Willpower: Ignore a dangerous situation in
favor of recreating your memory.

All Willpower: Deny reality in favor of immersing
yourself in memory.

REVENCE

Those motivated by revenge seek to retaliate against
a wrong. Maybe it was done to him, maybe to someone he
loved, but now the reason he keeps going is the knowledge
that he can dish it all back out.
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Single Willpower: Seck retaliation over moderation.

All Willpower: Abandon reason and logic to exact
revenge.

TOUCHSTOANES

A Touchstone is something from the human world
that helps keep your character grounded. It serves as a
source of support and validation, helping maintain her
Clarity, and something that helps reconnect her to life
after her durance. The character’s Touchstone may be
the very reason she escaped Arcadia, something impor-
tant enough to her to cut through the Glamour that held
her spellbound in her Keeper’s grasp. The Touchstone is
something solid, a bastion of stability that helps her see
the world’s beauty when others would call her “mad.”

Touchstones are almost always mortal in nature, or
born of the mortal world. They’re usually people, although
they can be places and sometimes deeply held ideologies
— there is no place like home, after all. When threat-
ened, a Touchstone gives your character motivation be-
yond her own Thread. Its presence in her life helps her
regain a sense of normalcy and keeps her seeing clearly.

A Touchstone reflects an intrinsic conflict for the
changeling. It is the firm reality of a true personal tie,
and keeps her from losing track of her own truth. It is
both the most important thing in her life, and the most
vulnerable part of her. When deciding on a Touchstone,
consider how your character may potentially lose it.
Think of how she protects it. Think of how she reacts
when it’s threatened.

System: Touchstones help a changeling maintain Clar-
ity by subtracting dice from Clarity damage rolls: —1 if she
has one attached Touchstone, or —2 instead with multiple
attached Touchstones. See p. 105 for further details on Clar-
ity damage. When a changeling has no Touchstones at-
tached, add two dice to Clarity damage rolls.

Write Touchstones alongside your character’s Clarity
track. Count boxes from the left equal to your character’s
Composure + 1, and write your first Touchstone next to
that box. For instance, if your character has Composure 3,
write the Touchstone next to the fourth box from the left.
If you purchase more Composure in play, push her Touch-
stones to the right so that her first one is always attached
at Composure + 1.

As Clarity is a fluid thing in a changeling’s life, her
attachment to her Touchstones is also fluid. Consider a
Touchstone attached when its associated Clarity box is
not filled with severe damage. If a Touchstone is attached,
anytime the changeling defends her attachment to it, she
regains a Willpower point. If this defense causes her seri-
ous harm, she regains all her spent Willpower points.

When she heals a point of severe Clarity damage,
she reattaches any Touchstone associated with that box.
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If the changeling loses a Touchstone altogether — for
example, if he dies — then she risks Clarity damage. If
she loses her last Touchstone, she gains the Delusional
Condition immediately. This applies whether or not the
Touchstone was attached at the time. Regaining a lost or
dead Touchstone requires resolving the Delusional Con-
dition and forging a meaningful relationship with another
valid subject.

Your character can gain additional Touchstones by tak-
ing the Touchstone Merit (p. 120). Write the new Touchstone
in beside the next available box to the right of the rightmost
box that already has an associated Touchstone. A change-
ling character cannot have more Touchstones than she has
Clarity boxes to the right of the first box with an associated
Touchstone. If her maximum Clarity increases in play by pur-
chasing more Wits or recovering an Icon, it opens a spot for a
new Touchstone through the Merit.

Remember that additional Touchstones bought with

the Touchstone Merit are subject to the Sanctity of Merits
rule if lost (p. 111).

EXAMPLE TOUCHSTONES

The following list of examples is meant only to help
you flesh out your character. Players should personalize
their Touchstones, and feel free to come up with their

own using these as samples. Storytellers should remember
that Touchstones mark things important to their players’
characters, and should treat them thus in the story.

BEST FRIEAD

Your friend has never stopped supporting you through
all the bad times. He’s been there with you through it all,
even when you took that sudden vacation without telling
him. And now, he knows something is wrong, that things
have changed, and you have a secret he shouldn’t know.
Now he’s asking dangerous questions.

FAMILY

You came home. They missed you, they love you, and
they can’t understand you. It isn’t the same anymore, no
matter how much you all pretend. They moved on while
you were gone, and you can’t ever really return to what
you had before.

THE FETCH

He has your life. He’s blind to his own hollowness,
and so are the people you once called family. You want
what he has, obsessed with watching him. Your family
would never accept you as you are now, and they couldn’t
stand to lose him. You should just live and let live. It isn’t
his fault, is it?
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THE FLINC

When you came back, you wanted to live life to the
fullest. You met him in a bar, you had sex in the men’s
room, and then you gave him your real number, on a
whim. He texts every now and then, looking for the easy
D, and you respond, because no one else makes you feel as
wanted as he does.

I.osT LovE

She was the last thing you thought of when the Gen-
try abducted you, and the first thing on your mind when
you returned. You clawed your way through the Thorns
to return to her, but you're afraid of what she might say.
Things weren’t the best before, and what if she never even
realized you were gone?

THE OCCULTIST

She pretends to know more than she does, but what
she does know can be quite dangerous. Maybe it’s a ritual
or two, maybe it’s enough knowledge to catch the atten-
tion of something from the Hedge. It’s your job to protect
her from the entities she courts, but you find kinship in
her curiosity about the magic that has become common-
place in your life.

PRIVATE INVESTICATOR

When you disappeared, your family hired her to find
you. At first it was just a job, but then she followed the
trails, which all led to something weird and inexplicable.
Then you came back, and now she won't leave you alone,
constantly asking you to confirm one theory or another.

THERAPIST

She reminds you of home, your mother, baked cookies,
and a warm hug. For her, it’s all professional; you are just
another patient she lovingly cares for. You want it to be more,
you want to tell her the things you claim are dreams are the
reality you lived. But somehow you know that she can’t take
the hit to her sanity, and maybe you can’t either.

TRUE [LoVE

You found it, true love. At least, that’s what you tell
yourself. She understands you, and she has her own issues
that you understand. She is there for you no matter what.
She listens, she holds you when you cry, and she doesn’t
ask questions when you come home battered and bruised.
She’s perfect. So why are you so bored?

Your NEw HOME

There’s really no place quite like it. This is the one
place where you can feel safe, you can take off the mask
(so to speak) and be yourself. It’s the place where you
are in charge, and even the threat of the True Fae seems
lesser inside these walls. Now you know its exits into the
Hedge, and your magic sits upon its foundation.
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Your OLDP HOME

It’s been so long since they took you that no one you
knew was alive when you got back. But that old house,
the one you bought with your wife? It’s still there, right
down to the ugly paisley curtains she picked out. What'’s
the harm of going in once in a while when no one else
is home?

WOANDERS
AND TERRORS

Faerie magic wends its way into a changeling, sinking
into her bones, molding her into its image. The durance
is a nightmare and a dream, and the escape is pure relief
and terrifying volition. It’s a release into freedom, and the
daily horrors of living in the world of humanity. But the
magic of Arcadia is not so easily discarded, and the Lost
have powers more akin to their True Fae captors than
they are comfortable admitting.

WYRD

Wyrd reflects the amount of Faerie magic the change-
ling has tapped into, using its power as her own. Fae mag-
ic transforms things, shapes, dreams, and concepts. This
same magic now courses through every changeling’s body
and soul. As she delves deeper into her magical nature,
she remembers more of her time in Arcadia and can bet-
ter harness its terrible power.

Wyrd affects numerous factors in gameplay, such as:

Wyrd determines your character’s maximum traits.
Normally, a character is limited to five dots in
Skills and Attributes. However, at Wyrd 6+, your
character can achieve higher Attribute and Skill
ratings.

Wyrd acts as a changeling’s Supernatural Potency,
or “power trait,” and as her Supernatural Tolerance
trait, adding to the dice pool to contest some su-
pernatural powers.

Wyrd determines how much Glamour a changeling
can possess at once, and how quickly she can spend
it. The chart notes maximum Glamour and how
much she can spend in a turn at her Wyrd rating.

Wyrd determines how connected the changeling is
to Arcadia. Each dot of Wyrd acts as a dice bonus
to any fae creature’s attempts to track or find her,
to a maximum of +5.

Wyrd determines the number and severity of frail-
ties from which your character suffers.

Wyrd reduces penalties from mundane illnesses (as
from the Sick Tilt, p. 331) and fatigue, to a greater
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degree as it increases. This reduction becomes a
dice bonus to rolls to resist mundane diseases out-
side action scenes. The uncanny permanence of
the Gentry infects changelings as well.

Wyrd determines how many goblin fruits a change-
ling may carry into the mortal world.

All changeling characters begin play with Wyrd 1.
You may purchase up to two additional Wyrd dots at char-
acter creation by spending five of your Merit dots each.
After play begins, you may spend five Experiences per dot
to increase Wyrd.

REMEMBERED DREAMS

As a changeling taps further into the magic of Faerie,
she is better at remembering her own dreams. Add her
Wyrd in dice to all rolls made to remember or interpret her
dreams while she’s awake (but not to rolls that generate
oneiromancy successes; see p. 218). As her Wyrd rises, her
dreams of time in Arcadia grow in clarity and frequency.
At Wyrd 1-3, she barely remembers her dreams, recalling
only fragments. At higher Wyrd (4-6), she recalls some of
these dreams with relative clarity. More powerful change-
lings (Wyrd 7-9) frequently dream of their time in Faerie
and remember it clearly, as though watching it happen
just outside arms’ reach. The paragons of fae power (Wyrd
10) dream often of Arcadia and remember it all so clearly,
it’s like experiencing that time in person all over again. If
a changeling loses her last Touchstone, treat her as having
+1 Wyrd for purposes of remembered dreams.

This is largely a roleplaying opportunity, giving play-
ers and Storytellers a chance to develop the character’s
history and add new elements to her durance, or allow-
ing the Storyteller to deliver cryptic omens. These dreams
can also serve as justification for purchasing new traits or
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SUPERNATURAL
TOLERANCE AND
POTENCY

What do you do when an opponent lacks
Wyrd2 Many monsters in the Chronicles of
Darkness have traits that define their defenses
against supernatural powers or the strength of
those powers. These are called Supernatural
Tolerance and Supernatural Potency traits, re-
spectively. For example, a vampire's Tolerance
and Potency are both defined by her Blood
Potency trait, while a demon'’s Tolerance is his
Cover and his Potency is his Primum.

When a Changeling rule calls for Wyrd
from a creature who does not possess it,
instead use that creature’s Tolerance (when
contesting effects) or Potency (when forcing
effects). Likewise, when a changeling does
something that calls for another Potency or
Tolerance trait, use Wyrd.

€ g

improving existing ones. For example, a changeling might
remember her time dueling on behalf of her Keeper and
so improve her Weaponry Skill with Experiences, or raise
Wyrd as she reconnects with her fae aspects.

I _oNCEVITY

For all their slippery nature, fae creatures are more
permanent than mortals, and changelings are no excep-
tion. For every dot of Wyrd a changeling possesses, her
natural lifespan increases by approximately 20 years.

WYRD EFFECTS

Attribute/
Skill Max

Max Glamour/
Per Turn

10/1
11/2
12/3
13/4
15/5
20/6
25/7
30/8
50/10
75/15
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Total Frailties

One minor

Two minor

One major, two minor

One major, three minor

Two maijor, three minor

Disease/
Fatigue Penalty
Reduction

Goblin Fruits
By one 3

By one 7

By one 7

13

13

13

29

29

101
Unlimited

By two
By two
By two
By three
By three
By three
By four
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Once she’s lived beyond a human lifetime, her mien shows
through her Mask more often. This is never enough to
mark her out definitively as a supernatural creature, but

has a tendency to give her a reputation among observant
neighborhood children.

FRAILTIES

Legend ascribes alien behaviors, aversions, and de-
sires to fae. The more powerful the fae being, the stranger
and more powerful its quirks and weaknesses. Change-
lings call these limitations frailties, and they come in two
forms: taboos and banes. A taboo is either a compulsion or
a behavioral restriction. These occur in certain situations
unique to each changeling. A bane is a weakness similar
to those many supernatural creatures possess, something
that can cause the changeling great harm. Banes cut in-
stantly through all forms of armor and protective mag-
ics, and damage suffered from a bane cannot heal until
the changeling escapes the bane’s presence. Even acting
against the source of a bane is difficult: Doing so requires
spending a point of Willpower per action, which does not
add dice to the pool. Additionally, the character suffers
a three-die penalty on all rolls related to acting against
the cause of a minor frailty. This penalty increases to —5
when acting against a major frailty.

Minor Frailty: Minor frailties are difficult to manage
but uncommon to encounter. Taboos require specific cir-
cumstances, and banes are rare items or situations. Ex-
amples of minor taboos include an inability to approach
a dwelling with milk set out at the door, a compulsion to
count spilled rice grains, or an inability to step on lines.
Minor banes include touching wolfsbane, the sound of
church bells or wind chimes, or hearing one’s name said
backwards. A character can spend one Willpower point
to resist the behavior associated with a minor taboo for
the rest of the scene. Exposure to a bane causes continu-
ous lethal damage at a rate of one point per turn until
the bane is removed. A bane weapon inflicts lethal dam-
age that cannot heal until the changeling has escaped the
bane’s presence.

Major Frailty: At this level, frailties come to domi-
nate some aspect of the changeling’s life. Taboos become
major behavioral restrictions or compulsions that are
difficult to avoid, cropping up every day. Major banes
are common substances or situations, and rapidly prove
fatal to the changeling if touched or experienced. Ex-
amples include an inability to go outside while the moon
(or sun) is in the sky, being forced to walk backwards
or hop at all times, the sound of a child’s laughter, or
touching glass.

Overcoming a major taboo requires spending one
Willpower point per turn, or sacrificing one Willpower dot
to do so for the rest of the scene. Major banes inflict one
aggravated damage point per turn until the changeling
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escapes the situation, or stops touching the bane. Bane
weapons at this level inflict aggravated damage. If the
bane kills the changeling, her entire body unravels in
spectacular fashion, exploding into thorns and leaves or
hundreds of torn gossamer wings.

The legends and lore that comprise old folktales and
fairy tales provide many examples of possible frailties.
The goal is not to cripple the character but instead create
interesting challenges that make for exciting roleplaying
opportunities.

CoLp IRON

Legends tell that long ago, the Gentry broke a con-
tract with Iron. As a result, iron has ever been the bane
of the fae. Some changelings theorize that instead, iron’s
mythic significance as it brought about industrial revolu-
tion (and a deathblow to the age of superstitions and leg-
end) makes it anathema to creatures of dream and magic.
Changelings suffer the bite of iron as well, due to their fae
heritage.

Whatever its origin, iron ignores fae-born defenses
and magic. A Contract, token, or other type of faec magic
that provides armor or enhanced Defense will not shield
a fae creature (including changelings) from iron weapons.
Changelings can'’t escape from iron bindings or enclo-
sures via portaling. Iron is difficult to find in the modern
day, outside of antique shops, old estates surrounded by
wrought-iron fences, cast-iron skillets, and so on. What
exactly is iron? Does steel count? Conceptually, iron is
what most people consider iron. Your average person
would perceive most swords, for example, as steel, but an
iron gate as definitely iron.

So-called “cold iron” acts as a frailty bane for change-
lings and True Fae. To qualify as “cold iron,” the metal
must be mostly pure iron and magic cannot play a role
in its creation in any way. It must be hand-forged, not
mass-produced, cast, or created by a machine. Touching
this iron inflicts aggravated damage on the Gentry and
changelings.

Changelings and other fae creatures can never have
magic that manipulates, creates, or destroys iron. Elemen-
tals may never favor iron as an element, and indeed, if
they favor metals, iron is excluded from their purview.
This is a hard prohibition. When in doubt, Storytellers
should always favor iron piercing fae magic, or otherwise
being immune to it. This limitation even applies to the
basic advantages changeling characters possess; for ex-
ample, iron restraints make a changeling unable to escape
automatically with Glamour.

CILAMOUR

Glamour is the very essence of fae magic. It is an
energy that infuses Arcadia, the True Fae, creatures of
the Hedge, Contracts, and changelings. Born of emotion,
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Glamour gives shape to dreams and nightmares. As part
of their transformations, changelings learn how to tap
into Glamour, to feed on it, and to fuel their magic with
it. At higher levels of power, they need it to survive just
as the True Fae do, but even at lower levels, the Lost use
Glamour in a variety of ways.

Spend Glamour to:

Activate a Contract without utilizing a Loophole.
Make shifts via oneiromancy or Hedgespinning.
Create or open a Hedge gateway.

Strengthen or scour away the changeling’s Mask.
Enact Pledges.

Activate a kith blessing, or a seeming blessing in
certain circumstances.

See another changeling’s Mask.
Escape confinement.
* Incite Bedlam.

Some other actions may cost Glamour as well.

HARVESTING CILAMOUR

Harvesting Glamour is an intensely emotional expe-
rience. Changelings feed on the power of sentiment and
the essence of passion, drawing power from feelings. This
is not necessarily a predatory act, although changelings
can prey on victims in an act called reaping (see below).
While a changeling cannot harvest Glamour from any fae
creatures (including other changelings, Hedge denizens,
or the True Fae), she may harvest from any other type of
intelligent being with emotions, such as humans, ghosts,
or vampires.

Changelings most frequently harvest Glamour di-
rectly from human emotions. The type of emotion doesn’t
matter; the strength of the feeling is what creates Glam-
our. The changeling must be close enough to experience
the emotional reaction firsthand — she cannot harvest
Glamour from across the street, watching her target with
binoculars. She may incite the emotion herself, but this is
not necessary for harvesting.

In mechanical terms, to harvest Glamour for your
changeling, roll a relevant Attribute + Skill. Each success
generates one Glamour. The action could be anything as-
sociated with how the changeling is harvesting the Glam-
our, from acting to incite a strong emotion, to attempting
to stay calm as she lets a strong emotional reaction wash
over her. The roll may be modified by the relative fresh-
ness of the emotion, the intensity of the emotion, or vari-
ous other factors (see below).

ﬂAﬂ'\mﬁmﬂAMhMM4q

Harvested characters lose a single point of Willpower,
reflecting a subtle loss of emotional intensity, and cannot
be harvested more than once per scene. Harvesting the
emotion favored by the changeling’s court grants an addi-
tional point of Glamour on a successful roll. Changelings
can’t harvest Glamour from animals; their emotions are
simply too far from human.

Changelings can harvest Glamour from non-fae
dreams as well. The most skilled dreamwalkers can move
from dreaming mind to dreaming mind, absorbing Glam-
our from the visions they encounter. See p. 219 for more
about using oneiromancy to harvest Glamour.

Certain objects and places in the Hedge are rife with
Glamour. Typically, this takes the form of goblin fruits,
though rare pools of raw Glamour sometimes well up
there. Eating certain Hedge beasts provides Glamour, but
doing so risks perception-warping indigestion if not pre-
pared correctly — and proper preparations are not always
obvious. Strange artifacts and certain actions may also
provide Glamour, such as singing in a forest of resonating
glass, or dancing in a faerie ring.

SuccESTED MODIFIERS

Situation Modifier

Repetitive emotions, such as those
associated with seeing friends and family

Rushed harvest
Repressed feelings
Momentary emotion

New emotions the target has never felt
before

Strong, long-harbored emotions

Spending a great deal of time with the
subject feeling the emotion

Powerful, deep-seated emotions

REAPINC

If harvesting is subtly drawing from the ambient
emotion around the changeling, reaping is the direct and
forceful act of ripping emotions from a target, leaving him

a deadened husk.

Reaping does not require a roll, but causes a breaking
point and requires touching the target. The victim loses
one Willpower point per dot of your character’s Wyrd, and
gains the Ravaged Condition (see p. 344). Your character
replenishes all lost Glamour.

The effects of this Condition aren’t inherently ob-
vious; it manifests like a severe lethargy, which may not
even be evident for hours afterward. It could be mistaken
for depression or exhaustion. Characters aware of the

—
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phenomenon, such as hunters and Huntsmen, may use
Wits + Occult actions or other reasonable rolls to under-
stand the supernatural source of the effect.

CI1.AMOUR DEPRIVATION

A changeling who falls to 0 Glamour suffers from
physical deprivation as though starving, as well as suffer-
ing the Deprived Condition (p. 336). No matter how much
she eats or drinks, she cannot gain nourishment until she
possesses at least one point of Glamour. More powerful
changelings begin to starve at higher amounts of Glamour:
Those with Wyrd 6+ suffer from this deprivation when
their Glamour falls beneath their Wyrd rating.

At high levels of Wyrd, changelings become physically
and psychologically addicted to Glamour, and may gain
the Glamour Addicted Condition (p. 339). Characters
gain this Condition when they harvest or reap any amount
of Glamour each day for at least a week, at Wyrd 6+.

CLARITY

Clarity represents the right and strength of all think-
ing beings to trust their own perceptions and own their
own past. A changeling’s Clarity is her bulwark against
the illusions of the True Fae or other supernatural forces,
as well as the mundane world trying to tell her that her
supernatural experiences are delusions.

Clarity grounds the changeling in her own experi-
ences, helping her distinguish what is real, and what is a
lie the True Fae or the mundane world are getting away
with. When her Clarity is strong, she can trust that even
the most improbable magical elements she sees are real,
they affect her even if no one else can see them, and she
understands her relationship to them. As her Clarity low-
ers, she doubts the validity of her own perception of these
things, and either the Others or the mundane world begin
to dictate her reality. She can no longer tell if she is simply
seeing things when the Thorns reach out and scratch her,
or if she is really in the Hedge. Weak Clarity is a danger-
ous prospect for many changelings, as they lose perspec-
tive and can slip into a dreamlike state if they have noth-
ing grounding them against the lies of two worlds.

CILARITY TRACK

Clarity serves as a track to measure the changeling’s
resistance against others making her doubt the truth of
her experiences, or even trying to take possession of them
for their own ends. As she endures events that undermine
her ownership of her own perceptions, her Clarity suffers
attacks in either mild or severe ways. Given the unusual
nature of her experiences, a changeling’s firm Clarity is
often “madness” to those around her.

Perhaps the attack is a lucid dream of the time before

she was taken, but instead of her real parents, her True
Fae captor reads her bedtime stories. Perhaps it’s the time
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she walked into the Hedge, sure she was opening a mun-
dane door into a coffee shop. These things confound and

confuse the changeling, shaking her faith in her perceived
reality.

A,

System: A changeling’s Clarity track has boxes equal
to her Wits + Composure. Her player can’t buy additional
Clarity boxes with Experiences, but they increase auto-
matically as she purchases dots of Wits and Composure,
and she can recover Icons (p. 203) to add further boxes.
There is no upper limit to the number of Clarity boxes a
character can have. In dreams, her Clarity contributes to
her dream form’s Health track (p. 216).

CLARITY ATTACKS
AND BREAKING POINTS

Breaking points are events in the changeling’s life
and actions she takes that shake her confidence in her
own reality. Anytime she experiences a breaking point,
she suffers an attack on her Clarity. The player rolls a
number of dice based on the breaking point’s severity (see
below). Other powers and events may attack the charac-
ter’s Clarity without constituting a breaking point, such
as suffering physical damage to her dream form or certain
Contracts.

Two factors determine a breaking point’s dice pool:
its baseline severity, and its attack modifiers. Generally,
the more distanced the changeling is from the event or
the more she asserts her independence, the less purchase
the breaking point has on her. The more personal the
event is, or the more she succumbs to the will of others,
the more likely it is to hit home. The following chart gives
examples of breaking point attack modifiers, which can
stack with each other:

SUCCESTED
BREAKING POINT MODIFIERS

Modifier

Strongly associated with the changeling’s  +3
durance or results in a surrender to a True
Fae

Situation

Changeling forced to act against her will
Strong emotional investment

Affects a close friend or family member
Changeling coerced into acting

Some emotional investment

Changeling is not personally present

Aligns with the changeling’s Needle or
Thread

Changeling spent Willpower on the
action
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No real emotional investment

Completely accidental, or occurs via
happenstance

Only affects a complete stranger

Results in a rejection of or triumph over a
True Fae

Some breaking points reference human or change-
ling contact. This refers to meaningful, face-to-face in-
teraction. While it does not have to be positive interac-
tion, it should be personal in nature. Paying a cashier
while purchasing a coffee is not meaningful. However,
chatting up the barista and asking for his number could
be. Harvesting Glamour in general is not a human inter-
action, though if the changeling harvests while directly
inciting an emotion through contact, it would serve this
purpose.

Roll Results

Success: Roll the changeling’s Wyrd rating as a dice
pool to determine how much mild Clarity damage she
takes. Extra successes on a Clarity attack roll don’t add to
its damage. If this results in damage to any of the change-
ling’s three rightmost Clarity boxes, she gains a Clarity
Condition (see below).

Exceptional Success: As success, except the Clarity
damage the changeling takes is severe instead. If this re-
sults in damage to any of her three rightmost Clarity box-
es, she gains a Persistent Clarity Condition (see below).

Failure: The changeling is a bit shaken, but takes no
Clarity damage.

Dramatic Failure: The changeling takes no Clarity
damage and regains one Willpower point.

Changelings reach different levels of equilibrium with
different kinds of ordeals. While the below list of breaking
points is not exhaustive, it’s also only a series of guide-
lines. Feel free to add, take away, or adjust as you see fit.
The dice pool listed is the baseline pool for the Clarity
attack, subject to the above modifiers. Every changeling
also has an additional, seeming-specific breaking point;
see Chapter 1.

CILARITY DAMACE

Clarity attacks erode a changeling’s ability to perceive
her surroundings with confidence and truth. When she
suffers a successful Clarity attack, she risks taking damage
to her Clarity. Roll a number of dice equal to her Wyrd
to inflict points of Clarity damage equal to the successes
on this roll. Some things modify this damage roll, such as
attaching and detaching Touchstones, some Conditions,
and some supernatural effects.

A changeling can suffer two types of damage to her
Clarity. Events that shake her, cause a minor disruption
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POWERS AS
BREAKING POINTS

Certain changeling abilities manipulate
emotions and the desires of others, such as
Bedlam, the Contracts of Spring, and some
oneiromantic effects. Use of these powers con-
stitutes a breaking point if a character forces a
desire upon someone in a way they wouldn't
normally agree to, and the Spring Court both
acknowledges and bluntly addresses this

line with its courtiers. Those who cross it can
expect social and possibly formal conse-
quences, just like anyone else who abuses
power in ways that call back to the horrors of
the Gentry. The associated actions should de-
termine the severity of these breaking points,
at the Storyteller’s discretion.

€ 9

in her life, or set her back in the short term inflict mild
damage. Most Clarity attacks inflict mild damage.

Events that rock the changeling to her core, make her
lose sight of her objectives, or leave lasting changes on her
psyche inflict severe damage. If the Clarity attack’s roll
achieves an exceptional success, she takes severe damage
from the attack.

Each time a player’s character takes Clarity dam-
age, she marks it off on her Clarity track, using a slash (/)
for mild damage and an (X) for severe damage. For mild
damage, she marks the leftmost empty box on her Clarity
track. For severe damage, she marks the leftmost empty
box or the leftmost box filled with mild damage. For ex-
ample, if Juliet takes 2 points of mild Clarity damage, her
Clarity track would look like this:

NN DO OOO O

If she then took a point of severe Clarity damage, her
Clarity track would look like this:

XNDOOOOO

A changeling’s perceptions are directly related to her
current Clarity score. At high levels of Clarity, she has
a better grasp on her surroundings. When her Clarity is
undamaged, she gains a two-die bonus to perception rolls.
As her Clarity decreases, she loses track of reality. At
Clarity 3 and below, she falls prey to hallucinations if she
experiences a dramatic failure on a perception roll. The
character suffers a cumulative one-die penalty to percep-
tion rolls for every two points below Clarity 5: thus, —1
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SAMPLE BREAKINCG POINTS

OA~NE DIE

e Told your experiences are unreal by someone who
seems convincing, but whom you don’t know.

* Changing someone else via the Dream Infiltrator
(p- 337) Condition.

* Spending all your Glamour in one day.

* Going one full day without human or changeling
contact.

* Breaking a mundane promise.

* Meeting your fetch for the first time.

Two DICE

* Told your experiences are unreal by a figure whose
authority you believe in.

Changing someone else via the Dream Intruder
(p- 338) Condition.

Eating nothing but goblin fruit for a full day.
Having someone break a mundane promise to you.

Discover that someone lied to you about something
minor.

* Actively searching out memories of your durance.

* Taking psychotropic drugs.

* Gaining a non-Clarity Condition that confuses your
senses or badly jars you, such as Lost or Spooked.

* Having someone else tamper with your dreams.

*  Going a week without human or changeling contact.

THREE DICE
Told your experiences are unreal by someone you trust.

Being the victim of a non-fae supernatural power
that confuses your senses, makes you question your
surroundings or perceptions, or reenacts something
your Keeper did to you.

Going two weeks without human or changeling contact.

Killing someone else’s fetch.

* Reaching Wyrd 3.

* Having someone break a formal oath or pledge to you.

'\
1

* Having a mortal shun or disparage you.

* Losing a Touchstone.

Four DIickE

* Presented with “evidence” your experiences are
unreal.

* Accidentally killing a human.

* Breaking formal oaths or pledges.

* Changing someone else via the Dream Assailant

(p. 336) Condition.

* Discovering that someone lied to you about some-
thing important.

* Death of a family member.
* Killing your own fetch.
Going a month without human or changeling contact.
Kidnapping or keeping someone captive.
Reenacting or reliving a memory from your durance.

Reaching Wyrd 6.

FIVE DicE

* Subjected to “deprogramming” or other extended,
tormenting efforts to persuade you your experienc-
es are unreal.

Premeditated killing of a human.

Going a year or more without human or changeling
contact.

Torturing someone.

Using Glamour to force someone to change their
behavior.

Brainwashing someone via repeated dream manip-
ulation.

* Spending time in Arcadia.

* Prolonged or intimate contact with a True Fae.
* Killing your Touchstone.

* Reaping Glamour.

* Reaching Wyrd 10.
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at Clarity 3-4, and —2 at Clarity 1-2. This is true even
if the changeling’s maximum Clarity is lower than 5; for
instance, if a character’s maximum Clarity is 4 and she
hasn’t taken any Clarity damage, apply the +2 and the
—1, for a total modifier of +1.

If a changeling takes any more mild Clarity dam-
age after her track fills with damage of any kind, she
falls unconscious, lost in her own dreams. She takes the
Comatose Condition (p. 334) and can’t take any more
Clarity damage until she heals at least one point. If she
takes severe damage after her track is filled with damage
instead, she not only takes the Comatose Condition, but
risks death. The Comatose Condition becomes Persistent
and she can only resolve it with the help of her friends, as
noted in the Condition’s text.

A changeling can regain Clarity by spending time
with her Touchstones, and by resolving the damage Con-
ditions (below). Even if she has no Touchstones currently
attached, each scene she spends interacting in a mean-
ingful way with one of her Touchstones heals one level of
severe Clarity damage, or all levels of mild Clarity dam-
age (but doesn’t resolve any Conditions by default). See
“Breaking Points,” above, for what constitutes meaningful
interaction. If the changeling has no Touchstones at all,
she must gain one before she can heal Clarity this way.

CLARITY CONDITIONS

As a changeling takes damage to her three rightmost
Clarity boxes, she gains Conditions — Persistent Condi-
tions if the damage was severe. She gains one Clarity Con-
dition for any amount of mild damage in these boxes, or
one Persistent Condition for any amount of severe damage
in the same. The Storyteller decides which Condition the
character takes, though it should be germane to the situa-
tion that caused the damage.

Whenever a character resolves any Clarity Condi-
tion, she heals one point of Clarity damage; whenever she
resolves any Persistent Clarity Condition, she heals two
instead.

The following Conditions could result from Clarity
damage:

Broken (Persistent)
Comatose

Confused

Delusional (Persistent)
Dissociation
Distracted

Fugue (Persistent)

f'w»'\mnmﬂa?\rﬂhma-qq

¢ Numb (Persistent)

¢ Shaken

Sleepwalking (Persistent)

Spooked
Withdrawn

For more information on these Conditions, see the
Appendix starting on p. 333.

KEANNING

Changelings with strong Clarity are so good at tell-
ing the difference between magic and mundane that they
have an easier time spotting the telltale signs of super-
natural phenomena. The Lost refer to this as kenning. A
player whose character currently suffers Clarity damage in
fewer than half her Clarity boxes may make a kenning roll
by spending a point of Willpower. The Storyteller rolls the
character’s current Clarity in secret to detect the presence
of supernatural elements in the area.

Roll Results

Success: Each success reveals the presence of one
supernatural creature, item, or active effect (including
ongoing effects), assuming any are present. This does not
allow for a Clash of Wills against anything actively con-
cealed through magic, as that level of scrutiny requires
Contracts. The changeling cannot determine what kind
of supernatural phenomenon she has detected, only that
it is one. If nothing supernatural is present, the player re-
gains the Willpower she spent.

Exceptional Success: As success, and the change-
ling learns the true nature of the magic, or learns that
something is concealed supernaturally nearby. The for-
mer reveals a general description of the magic, but not the
specifics. For example, the changeling could determine
that someone was a vampire using a Discipline, but not
which one. She could determine the difference between
a mage’s spell and a fae Contract, but not the particular
effects of either.

Failure: The character is unable to get a clear im-
pression one way or another.

Dramatic Failure: The changeling misreads the situ-
ation in a disastrous way, determined by the Storyteller.
She may mistake a dangerous spell for a beneficial one, or
misidentify someone mundane as a Huntsman.

MASK

[llusions hide fae magic from human eyes. Only
in the world of deepest dreams do mortals awaken to
the magic of Faerie. This same illusion weaves about
the Lost, disguising their true natures to the masses.
Changelings call this powerful illusion the Mask. The
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Mask defies mortal senses and technology alike. It is not
of changeling design, but something perhaps conjured by
the Others in ancient times. Maybe it is simply the na-
ture of fae things, for which illusion and deceit are as real
as flesh and blood. It hides them so completely that it
persists even beyond death. To those fooled by the Mask,
the transformations undergone in the durance simply
don’t exist. A little of the changeling’s true nature bleeds
through, but not enough to recognize without being a
part of that world.

Fae beings and other supernatural creatures with
mystical senses can see through the Mask. This ex-
tends to objects originating from Faerie, such as a sword
forged out of a dragon’s claw or a gown spun only of
perfect snowflakes. The Lost see these objects as they
truly are, but to mortal eyes these things are mundane,
if exceptional in some way. The Mask only covers ob-
jects and beings from Faerie, and not mundane clothing
or items a changeling might wear. Fae tokens and ob-
jects retrieved from the Hedge almost always resemble
their real-world counterparts. A changeling can spend
a Glamour to see another changeling’s Mask instead of
her mien for a few seconds.

The changeling can strengthen his Mask such that
other Lost and supernatural creatures cannot pierce it.
To do so, he spends a point of Glamour as a reflexive
action and wills the Mask to become active. For the rest
of the scene, his Mask hides him from fae eyes. Charac-
ters using sensory magic can oppose this disguise with
a Clash of Wills (p. 126). This disguise is imperfect, as
when other fae see his shadow, they see the shadow cast
by his true form.

A changeling may scour her Mask away, revealing
her fae form and embracing her magical nature. To do so
is fraught with peril, and few changelings choose such an
act without serious reason. The changeling spends a point
of Glamour as an instant action, and the Mask shatters in
dramatic fashion — burning, breaking, or crawling away
from her fae form. For the rest of the scene, all observers
see her as she truly is. The Mask reinstates itself at the
end of the scene, or sooner if the changeling spends an-
other point of Glamour as an instant action.

Revealing herself in this way does confer some
benefits. While her Mask is gone, treat each success-
ful rolled Contract use as though you rolled an excep-
tional success, regardless of the actual successes rolled.
If the number of successes is important, use whichever
is greater from among your rolled successes, your chat-
acter’s Wyrd, or her Mantle rating. For Contracts with-
out rolls, the changeling may impress at will with each
use, removing one Door for purposes of her next Social
maneuvering roll (p. 191) against one witness; this ef-
fect doesn’t stack with multiple such Contract uses in a
row. Mortals who see the changeling’s true nature have
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a visceral reaction. Some are cowed, others awed, and
others run in fear. Either way, when they see her, they
gain the Spooked Condition.

The price for such revelation is steep, as it doesn’t
just reveal the changeling’s hidden self, but rips away the
illusion that hides the world in which she walks. The act
of tearing away the Mask also opens any gateways to the
Hedge within 10 yards or meters per dot of Wyrd she pos-
sesses. Additionally, she leaves a magical trail, making it
easy for fae creatures to track her in the mortal world.
Gentry and Huntsmen automatically succeed on rolls to
track or follow her within the same range while her Mask
is down there.

MIEN

What the Mask hides is a changeling’s fae mien. This
is her true shape, transformed by her time in Faerie. An
Elemental might have icy blue skin and hair that streams
like frigid water about her shoulders. A Beast has scaly
skin and rows of bony ridges instead of hair. An Ogre’s
stony flesh feels rough to the touch and instead of two
eyes, she has one. The Mask disguises even these changes.
An Elemental made of ice feels cold to the touch, but her
lover only assumes she has poor circulation. A changeling
with clockwork mechanisms replacing her organs seems
perfectly normal under medical examination. An Ogre’s
eyes are perhaps too close together or larger than normal,
his skin rough and dry.

Changes wrought by the durance reach beyond the
cosmetic, manifesting as blessings from seeming and kith.
A Darkling can become a shadow or a sunbeam, a Beast’s
claws rend flesh like real talons, and a Leechfinger’s lam-
prey fingers actually do latch on to drink blood from his
victims. The Mask does not fully hide these changes.
Mortal observers explain these effects away as unusual
but ultimately mundane circumstances: long nails, strong
hands, or an uncommon limberness. Though the Mask
disguises even their effects, it does not diminish them. A
Fairest’s song may seem only a beautiful melody, but it still
enraptures those who listen.

The fae mien grows more pronounced as a change-
ling’s Wyrd rises. Even the Mask strains to disguise
subtle, cool breezes, scents like the ocean, auras of fear
where the shadows seem to deepen around the change-
ling, or an impression of glinting, catlike eyes. A change-
ling’s Mantle flavors these effects, sending Winter chills
down a bystander’s spine, filling someone with the
warmth and vigor of Spring, or inciting the greed and
envy of Coins. The effects are mostly harmless, unlike
the more potent magic of the Lost, but help to define a
changeling as something not fully of this world. Humans
notice these subtle but significant signs of fae nature and
the changeling finds herself distanced yet a little more
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PORTALING

Changelings escaped Arcadia, a land where fate and
time are mutable and the whims of monstrous solipsists
shape reality. By doing so, they forged a Contract with
Faerie itself, so that not even dreams can hold them pris-
oner. Changelings can escape any kind of confinement.
They refer to this phenomenon as portaling, referring spe-
cifically to the ability to open doors into the Hedge, but
it applies to all aspects of their ability to spend Glamour
to gain freedom.

If bound or held, the character can simply slip free
of the bonds — escaping a grapple, or slipping free of
manacles. To do so, she spends a Glamour as a reflexive
action. She automatically gains freedom from whatever
was holding her. If her bonds are supernatural in nature,
such as someone using magical force to hold her down, or
a magic rope binding her arms, she must engage in a Clash
of Wills with the effect’s creator. She may retry without
penalty, as many times as she likes — an exception to the
rule about successive actions. Simply put, a changeling
can always escape if she makes the conscious decision to
do so, as long as she still has Glamour left to spend.

To open a door to the Hedge, the changeling
must have access to a closeable portal that she could
fit through, such as a door, window, or manhole. The

changeling spends a point of Glamour, and must make a
request for the portal to open into the Hedge. This could
be something as simple as “open sesame” or as complex as
a sonnet. Then, the portal opens immediately to a place
in the Hedge. The changeling does not get to designate
where she goes in the Hedge, but sometimes the risk of
landing in the middle of a patch of Thorns is worth the
escape. Doors always open to the same part of the Hedge,
so an experienced portaler may open all the doors around
her home to check for the best escape route.

The reverse works as well; if the changeling finds
a portal within the Hedge, he may spend Glamour and
open it to flee to the human world. Again, he doesn’t get
to dictate where in the world it opens, but it follows the
same rules for entering: a portal he can fit through.

This is not to say that escape is without consequenc-
es. The ability does not protect a changeling from her
jailers. She can escape police custody — handcuffs and
a cell can’t hold her — but she still has a mugshot, her
criminal record, and the police after her. Escaping just
made everything worse. The changeling must weigh the
consequences against the risks of incarceration, rather
than expecting a “get out of jail free” card.

Among the Lost, captivity is one of the worst pun-
ishments. Keeping a changeling imprisoned is relatively

—
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difficult, requiring the use of magic, iron, or a frailty. Some
freeholds keep one or more iron cages, though many be-
lieve this is an inhumane way to treat each other. Others
maintain mundane jails, and simply enforce superlative
penalties for those who choose to escape, thus giving
criminals enough rope to hang themselves.

BEDILAM

Faerie is a place full of intense and conflicting
emotional situations. Fear wars with joy, anger fights
against happiness, and all the feelings in between rage
through the magical realm. The Lost, though now es-
caped, can still feel those emotions, and sometimes tap
into them. By drawing on his own strong passions, a
changeling can convert Glamour back into an outpour-
ing of emotions and send them coursing through the
people around him, overwhelming them with extreme
emotional responses.

The urges the changeling has released consume tar-
gets who fail to resist, and they abandon other activities
in favor of following the whims of their incited emotions.

INCITE BEDILAM

Cost: 1 Glamour + 1 Willpower

Dice Pool: Manipulation + Wyrd vs. Composure +
Wyrd (contested separately by each target)

Action: Contested; resistance is reflexive.

Roll Results

Success: Anyone within sensory range of the
changeling is overcome with the emotion the changeling
channels. The person must be able to sense the change-
ling somehow; even cameras or recording devices convey
Bedlam’s effects. The changeling chooses a single Con-
dition at the time he incites Bedlam appropriate to the
emotion he incites. Using the four Seasonal courts’ emo-
tions as an example, these would be: Wanton for desire,
Competitive for wrath, Frightened for fear, and Lethargic
for sorrow. Those who fail to successfully contest this
power gain the Condition.

The target rationalizes the change of emotion as
perfectly natural while it’s going on, but after the ef-
fects end he may question why he felt that way. Su-
pernatural creatures may very well suspect a magical
cause.

Exceptional Success: As success, and the changeling
may pick a second Condition to inflict as part of his Bedlam.

Failure: The changeling fails to create a strong emo-
tional response.

Dramatic Failure: The people around the change-
ling do not experience the desired emotion, but instead
turn against her, feeling extreme antipathy toward her.
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SUCCESTED BEDLAM MODIFIERS
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Changeling

Modifier

+3 The changeling unleashes an emotion
associated with his court.

Situation

+1 The emotion is from the court most closely
associated with the character’s own (for
instance: Spring/Summer, Autumn/Winter).

Each additional Glamour spent, up to a
maximum of five.

The emotion is from a court of minor
opposition (for instance: Summer/Autumn,

Spring/Winter).

The emotion is from a court of major
opposition (for instance: Summer/Winter,
Autumn/Spring).

Target

Modifier Situation

+2 The target is already feeling emotions
strongly in opposition to those unleashed.

+1 The target is relatively calm and relaxed.

= The target is already feeling emotions
similar to those unleashed.

Bedlam is a wild, unrestrained release of emo-
tional energy. No one made an agreement with these
emotions, like a Contract, and so all bets are off. It’s a
blunt-force instrument, incapable of sending thought-
ful direction, or even bold commands. The changeling
may attempt to guide the behavior of the targets via
mundane methods, such as attempting to draw the
attention of an angry mob toward a single target, or
shouting “run for your lives!” after unleashing a wave
of fear through a crowd, but even this method is not
perfect. Mob rule takes over, and sometimes drawing
attention to yourself is more dangerous than just letting
it run its course.

This power targets anyone who can sense the change-
ling, and cannot distinguish between friend and foe. The
changeling cannot choose to selectively remove targets
from the effect, nor direct the effect at a small group
of targets out of a crowd. Once per scene, a player may
choose to have his character involuntarily incite Bedlam
to gain a Beat. Inciting Bedlam this way does not cost
Glamour or Willpower, but the changeling has no con-
trol over which emotion she unleashes, which is instead at
Storyteller discretion.
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MERITS

The following Merits are available to changeling
characters. Unless noted, human characters cannot take
Merits of a supernatural nature.

SANCTITY OF MERITS

Merits reflect aspects of your character but are an
out-of-game resource. For example, your character may
have friends, but you can choose to spend Experiences or
Merit dots to purchase the Allies Merit. This gives those
friends a direct effect in the game. If something happens
to a character’s friends, specifically supporting cast not
represented by Merit dots, the story goes on and nothing
happens in terms of game mechanics. If something hap-
pens to Allies, however, you don’t lose those points. The
Allies dots disappear but you receive Experiences equal to
the dots lost. This is called the “Sanctity of Merits” rule.

If your character loses a Merit, you may repurchase it
in the next chapter of your chronicle. You can’t just say,
“All right, my Allies died. 'm buying new Allies to call.”
You’d have to wait until the next chapter. Alternatively,
you can spend those Experiences on other traits that are
relevant to the situation. Maybe losing those Allies in-
spired a few trips to the firing range to let off steam, so you
spend those points on a dot of Firearms.

MOTLEY MERITS

Merits tagged “Motley” can be purchased as a motley;
any character that contributes dots to the total has access
to the full, combined amount. For example, Resources is a
Motley Merit. If one character contributes one dot, one con-
tributes two dots, and one contributes zero dots, the first and
second characters have access to Resources ®*¢, but the third
character does not have access to those Resources at all.

You can effectively increase a Merit above five dots
this way. However, a character still only has access to five
dots” worth of advantages. For example, if six characters
each contribute Resources ¢, that would technically be
Resources ****¢ . However, each character only has ac-
cess to Resources ®eeee,

STYLE MERITS

Style Merits are special Merits that afford different or
additional effects, depending on the dots you possess. Most
Style Merits range from ® to ®®**e. You purchase these
Merits just like any other Merit — each additional dot costs
one Experience. However, instead of simply increasing in
magnitude like the Allies Merit, each dot gives a different
game mechanic or character option — you have access to
all abilities at your dot rating and lower. The most common
examples of Style Merits are those Merits that grant different
fighting abilities, like martial arts styles. You can find more
of these in the Chronicles of Darkness Core Rulebook.
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CHANCELING MERITS
ACUTE SEANSES (¢)

Prerequisite: Wits or Composure ®®®

Effect: The changeling’s senses are especially acute,
even by the standards of high Clarity. Her sight, hearing,
and sense of smell operate at twice the distance and accu-
racy of mortal senses. She can't see in pitch darkness (for
that, she needs Contract magic), but she can see much
more clearly than humans can.

Add the character’s Wyrd rating as dice to any per-
ception-based rolls. This bonus supersedes the one nor-
mally granted by maximum Clarity. Also, add the bonus
to any rolls made to remember or identify details.

ARCADIAN METABOLISM (*°)

Effect: Your character is particularly well-suited to
time in Arcadia and the Hedge. Maybe he was abducted
at an early age and knows more of Arcadia than Earth, or
he glutted himself on rare goblin fruit for the entirety of
his captivity.

In the Hedge, increase his natural healing rates:
Bashing damage heals at one point per minute and lethal
damage heals at one point per day. Aggravated damage
healing is unaffected.

BROWNIE’S BOOAN (*)

Effect: Like the shoemaker’s elves, your character
completes tasks with a casual disregard for time. Reduce
the interval for any mundane extended action roll she
makes while no one watches her by half. The character
may spend a Glamour to halve the interval again, work-
ing at four times her normal speed for that roll. Excep-
tional success on an individual roll can decrease the time
it takes to complete that roll to an eighth of the usual
interval, if the player chooses the time reduction benefit.

C1LOAK OF JI.LEAVES (¢ TO e¢°)

Prerequisite: Autumn Mantle **

Effect: Your character has learned to embrace his
worries and fears, and use them as a shield against the su-
pernatural. Anyone using a supernatural ability to cause
damage or inflict physical Tilts upon the character suffers
a penalty equal to his dots in this Merit. Supernatural
abilities include Contracts, kith blessings, vampire Disci-
plines, mage spells, and any other innate ability used by a
supernatural creature.

CorLp HEARTED (***)
Prerequisite: Winter Mantle *ee

Effect: Your character has taken her pain, and the pain
of others, and crafted them into a barrier against further suf-
fering. She may spend a Willpower to ignore the effects of
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SEASONS CHANCE

If a changeling wishes to join a new court
instead of simply relying on its Goodwill,
shedding the Mantle of one and adopting
the Mantle of another, the rituals and re-
quirements vary drastically between courts.
He may have to make amends to one he's
left or suffer a dangerous frailty for weeks to
follow. Joining the new court may require an
offering, or a quest that proves his worth to
his new peers.

Mechanically, halve his dots in the existing
Mantle (rounded down) and transform them
into dots of Court Goodwill for the court he
left behind. Halve and transform any Court
Goodwill dots he had for his newly adopted
court into dots of its Mantle the same way.

Merit dots lost in this way are subject to the

Sanctity of Merits (p. 111).

€ g

a single Clarity Condition once per scene. She still has the
Condition and doesn’t heal any Clarity damage, but she does
not suffer the ill effects of the Condition. If her actions during
the scene would resolve the Condition, it resolves normally.

COURT GCOODWILL (* TO **°°°)

Effect: Court Goodwill represents a changeling’s in-
fluence and respect in a court that isn’t his own. It allows
him to have serious ties to as many courts as he likes, in
addition to the one he has sworn magical allegiance to.
This isn’t to say Court Goodwill is a purely social con-
struct. This Merit covers both the mundane networking
required of being part of a large social group and the fickle
favor of whatever plays patron to a court. In this way, a
changeling of the White Rose Court can use the benefits
of the Red Rose Court’s Mantle, the Red Rose Courtier
can be privy to the Blue Rose Court’s magic, and so on.

Each instance of Court Goodwill represents a specific
court, but you may take the Merit as many times as there
are courts available. For instance, a single changeling
may have Mantle: Spring **, Court Goodwill: Winter e,
Court Goodwill: Autumn **, and Court Goodwill: Sum-
mer **°. A character may not have Court Goodwill and
Mantle for the same court.

A changeling gains access to a court’s Mantle effects
at two dots lower than his dots in that court’s Goodwill.
For instance, access to the abilities of Summer Mantle
eee requires Court Goodwill: Summer ®eeee for any
changeling without a Summer Mantle.
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Dots in Court Goodwill also function like dots in
the Allies Merit (p. 120), except that attempts to block
another character’s Merit use fail automatically against
a character with any Mantle dots in the same court.
If you use Court Goodwill to block a character with
a Court Goodwill rating in the same court, the rating
of the blocker and actor both effectively drop by one
until they make reparations to the court in question.
This usually entails a rare gift, or an oath or service of
some kind.

Finally, each court in which a character has Court
Goodwill comes with a single dot of Mentor, a changeling
who serves as the character’s court liaison and helps him
understand its rituals, its customs, and its very essence.
Work with the Storyteller to detail this character.

DEFENSIVE DREAMSCAPING (¢°)

Effect: Your character is adept at manipulating the
dream in a hand-to-hand fight. A gust of wind carries
her out of the way of an attack, an eidolon leaps in front
of a bullet for her, or her opponent’s blade dulls when it
strikes. Add half her Wyrd (rounded down) to her De-

fense in dreams.

DIVINER (¢ TO *¢°°°)

Prerequisites: Composure **¢, Wits ®ee

Effect: Your character can dig within his dreams
for prophetic answers to primordial truths, as all hu-
manity is and has always been connected through
its dreams via the Dreaming Roads. He must enter a
dream state, through either the Gate of Ivory or Horn,
into his own Bastion. Then, he may ask the Storyteller
a yes or no question about something he wishes to di-
vine from his dreams. She must answer accurately, but
can use “maybe” if the answer is truly neither yes nor
no. Depending on the answer, you may ask additional,
related questions, up to your Merit dots. You can ask
that many total questions per chapter.

DREAM WARRIOR (¢)

Prerequisites: Wyrd 24, one Social Attribute ®*°, a
specialty in Brawl or Weaponry

Effect: Your character’s extensive training in onei-
romancy allows her to benefit from the flexibility of the
dream. By blending dreamscaping and martial tech-
niques, strikes land faster as the dream bends to aid her
blows. Whenever you allocate any successes generated
with a Brawl or Weaponry attack (depending on which
Specialty you have) to a subtle oneiromantic shift, gain
one bonus success to spend on that shift as long as you
spend it to impact the fight in some direct way. If you have
a Specialty in both Skills, you gain these benefits on both

J...._., L_}—-‘Nih./u‘

types of attack.

iy




‘.ﬂ | '“Rp le. I £
mwm AW/"\

UL AV N L £3u\ R
[ AR v L W N | i

N A\ b
FW

DREAMWEAVER (¢¢°)

Prerequisite: Wyrd 3+

Effect: As his connection to the Wyrd grows stron-
ger, so does the changeling’s control over dreams. Once
per scene, you may spend a Willpower point to make
three successes count as an exceptional success on a
dreamweaving roll (p. 217).

DuLL BEACON (¢ TO **°°°)

Effect: Your character’s Mask is far less obtrusive
when she drops it. Reduce her Wyrd by her Dull Beacon
dots when determining the distance at which she alerts
fae creatures and opens Hedge gateways when dropping
her Mask (p. 83). If this would effectively reduce her to
Wyrd 0, she no longer opens gates or alerts fae creatures
at all until her Wyrd increases.

EILEMENTAL WARRIOR
(* TO *****; STYLE)

Prerequisites: Dexterity or Wits ®*e; Brawl, Fire-
arms, or Weaponry *¢; Elemental Weapon or Primal
Glory (Contracts) or Elemental seeming

Effect: Choose one physical element when you pur-
chase this Merit, such as wind, flame, or wood. Your char-
acter commands it in battle; all of the following effects
apply only to the chosen element.

Wind Cuts to the Bone (¢): The changeling achieves
exceptional success on any roll to deal purely elemental
damage with three successes instead of five, except when
Hedgespinning or dreamweaving. If a weapon is made
from only the chosen element, such as a wooden club, it
counts.

Defensive Flurry (**): The character adds half his
Wyrd (rounded down) in dice to his Dodge pool after
doubling his Defense. This swirling elemental shield al-
lows the character to Dodge Firearms attacks as well, but
not apply Defense against them.

Hungry Leaping Flames (***): By spending a Glam-
out, the changeling may make melee attacks from 10
yards/meters away from his target and add 10 yards/meters
to the short/medium/long ranges of a ranged attack for
the scene. In addition, the appropriate elemental effects
may disturb the scenery: Flammable objects can ignite,
cutting winds might knock over unsecured objects, and
so forth.

Antaean Endurance (**¢*): While the character
remains in significant contact with the chosen element
(standing on bare earth, knee deep in water, facing pow-
erful wind gusts, etc.), he gains extra Health boxes equal
to half his Wyrd, rounded down. Add the same as bonus
dice to all rolls to resist fatigue or toxins, or to stay con-
scious.

ﬂAﬂ'\mﬁmﬂAMhMM4q

Wrath of Titans (*****): The changeling can spend
a Glamour to make his successful attacks cause one of
the following Tilts for the scene, chosen when activated:
Blinded (one eye, or two with multiple attacks on the
same target), Deafened (one ear, or two with multiple at-
tacks on the same target), or Knocked Down.

EENCHANTING PERFORMANCE
(* TO ***; STYLE)

Prerequisites: Presence ®*¢, Expression ®*®

Effect: A character with Enchanting Performance
can touch upon whatever font makes all things fae so cap-
tivating. She brings a little of that magical obsession from
beyond the Hedge and puts it to use. Whether she does so
for cruelty or kindness depends on the changeling.

Limerick (*): Your character knows how to aim insults
at an audience for maximum humiliation. Roll Presence +
Expression for your character to deliver a scathing invective
or dressing down, resisted by the target’s Composure. Her tar-
get takes a penalty equal to her rolled successes to all Social
rolls he makes against any observers (other than the change-
ling herself) for the rest of the scene, to a maximum of —5.

Poem (*°*): When your character has successfully
opened a Door using Expression for performance, she may
spend a Glamour to open another Door immediately.

Sonnet (***): Your character encourages a fearsome
self-confidence with a performance unlike anything her
audience has ever seen. She may spend a Glamour to give
the rote quality to her next mundane performance-relat-
ed Expression roll. If successful, a target in the audience
gains the Inspired Condition (p. 342). On an exceptional
success, everyone viewing the performance gains the In-
spired Condition.

FAE MOUANT (¢ TO *°*°°°)

Effect: Your character has befriended a creature of the
Hedge to serve as his steed. Through a special song or ges-
ture, the mount comes to its master anywhere in the Hedge,
except to the Hollow of a changeling who prohibits it.

Additionally, each dot of this Merit allows the crea-
ture one of the following special abilities:

* Manyleague: With a body of screaming wind or
quicksilver, the steed is faster than any other, dou-
bling its Speed. It gains the Merit’s rating as a bo-
nus to Initiative if it acts on its own; if not, you gain
the Initiative bonus while mounted instead.

Chatterbox: Many creatures in the Hedge are more
intelligent than their appearance would let on. The
steed can speak to and understand its owner clearly,
and can relay simple messages in its master’s tongue to
other changelings, though complex words and meta-
phor are beyond this special ability.
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FAE MOUANT

Attributes: Intelligence 1, Wits 3, Resolve 3,
Strength 5, Dexterity 3, Stamina 5, Presence
3, Manipulation 1, Composure 2

Skills: Athletics 4, Brawl 1 (Kicking),
Survival 2

Willpower: 5

Initiative: 5

Defense: 7

Speed: 19 (species factor 12)

Size: 7

Weapons/Attacks:

Type Damage Dice Pool

Bite +0 5
Kick or Claw +2% 6

* A successful strike from the creature’s Kick/
Claw inflicts the Knocked Down Tilt (p. 330)

Health: 12

Special: The mount can lift four times as
much as a human with comparable Strength
and Athletics. By default, it can carry one

@riden ‘/\v@

Actormask: Most fae mounts can’t leave the
Hedge, fading into nothing if they try and reform-
ing somewhere inside the Hedge after a day and a
night. With Actormask, the changeling can bring
it through a gate into the mundane world, where it
persists as long as the changeling feeds it a point
of Glamour once per scene. Like your changeling,
the mount has a Mask, which the character can
scour away or reinforce just like his own. An ar-
mored spider mount might become a Volkswagen
Beetle, while a horse of steaming blood might be-
come a sporty red motorcycle. Any other abilities
it receives from this Merit still apply and whatever
form the Mask takes should bear that in mind.

Armorshell: Plates of thick chitin or stone cover
the beast. It gains 3/2 armor and provides partial
concealment to anyone currently riding.

Burdenback: The mount is massive, with broad
shoulders or a pearlescent coach that grows from

N e .-. !- ."" 1 -
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its haunches. It can carry a number of individuals
equal to dots in this Merit in addition to its nor-
mal carrying capacity. It receives an additional two
dots of Stamina.

Dreamspun: Some creatures in the Hedge exist
only as long as they're acknowledged. When the
mount dies, it returns to life the next time the
character gets a full night’s rest, with no knowledge
of perishing. It gains dots in Stealth equal to your
dots in Fae Mount.

Thornbeast: Many fanged monsters hunt in the
Hedge, and your character’s mount is one of these
faerie predators. Add two dice to all attacks the
mount makes, and increase their weapon modi-
fier by 2. This can represent anything from natural
claws to grotesque metal sawblades.

Hedgefoot: Many faerie creatures aren’t earth-
bound. They swing from trees, claw their way up
walls, and even fly. Your character’s mount is no
different. It can either run across water as fast it
moves on land, move up buildings at three times
its normal Speed, or fly once per scene at twice its
Speed for a number of turns equal to your dots in
this Merit.

FAERIE FAVOR (¢*°)

Effect: The Gentry’s promises bind them to a greater
degree than those of the Lost do, and your character pos-
sesses such a promise. She is entitled to a favor from one
of the True Fae. She may have gained this favor through
anything from knowing a clever riddle to a dark deed
done at the cost of another changeling’s freedom. How-
ever she earned it, she has a bauble, song, or phrase that
represents the favor, and when she breaks, sings, or utters
it, the True Fae appears.

The favor can be many things: the capture of a ri-
val the changeling has tracked to his Hollow, a week of
freedom from a Huntsman on the changeling’s heels, safe
passage to somewhere in the Hedge or mortal world, etc.
After the character calls in the favor, she gains dots in
any combination of Merits appropriate to the power of the
Gentry, per the Sanctity of Merits rule (p. 111).

Drawback: The character gains the Notoriety Con-
dition among the Lost when she calls in the favor.

FAIR HARVEST (* OR °°)

Effect: Your character favors a particular flavor of
Glamour. Choose a specific emotion when taking this
Merit. With one dot, any rolls to harvest that emotion
(p. 103) enjoy the 8-again quality. Rolls to harvest any
other emotion do not benefit from the 10-again quality.
At two dots, harvesting the favored emotion instead
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HEDCE BRAWLER (*°)

Prerequisites: Brawl, Firearms, or Weaponry ¢

\@

enjoys the rote quality, and you subtract one success
from rolls to harvest other emotions in addition to the
loss of 10-again.

Effect: Your character is adept at fighting within

\

FIREBRAAND (¢*)
Prerequisite: Summer Mantle eee

Effect: Your character has the spirit of Summer with-
in him, and channels that wrath into others. Once per
scene, when your character goads someone into a fight, he
regains a single Willpower point.

CENTRIFIED BEARING (°°)
Prerequisite: Wyrd 2+

Effect: Your character was molded in the image of
her Keeper, stole some essential spark of its fire, or learned
to emulate its otherness. Regardless of how she obtained
this mixed blessing, hobgoblins tend to mistake her for a
True Fae — if only for a moment.

When dealing with hobgoblins, Intimidation rolls
add the character’s Wyrd rating in dice, to a maximum
of +5. While most hobgoblins don’t look too closely at a
True Fae, a wise changeling shows caution with her de-
mands. Even a simpering, cowed hobgoblin does not take
kindly to deceit, and even a successful ruse is unlikely to
fool the same creature twice.

C1LAMOUR FAsTING (¢)

Effect: Your character can endure without Glamour
longer than others. As long as he has Willpower remain-
ing, he doesn’t suffer from deprivation when he drops to
Glamour 0 (or below his Wyrd, for high-Wyrd change-
lings) until one full chapter has passed since he last had
any Glamour.

COBLIN BOUNTY (¢ TO °*°*°°°)

Effect: The Lost has access to a regular bounty of
goblin fruit and oddments. She may personally cultivate
them, or scavenge them from a secret place in the Hedge
that only she knows about. She has access to three times
her dots in this Merit of common goblin fruits and odd-
ments per chapter. Depending on her Wyrd, she may not
be able to carry them with her all at once, but the rest are
stored somewhere safe and do not require a special scene
to access.

CROUANDED (°°°)

Prerequisite: Spring Mantle e

Effect: Your character’s connection to the Spring
Court makes him sure of himself and his perceptions.
Even when he is at his weakest and most vulnerable, the
verdant life of Spring protects him. He has an armor rat-
ing of 1 against all Clarity attacks that deal mild damage.

the Hedge. You may take a dice penalty on a violent ac-
tion designated for Hedgespinning between —1 and —3
to gain that number of extra successes if the action is
successful. You can only use these successes for shaping
Hedge details; this can’t turn a normal success into an
exceptional one.

HEpcE DUELIST (* TO ***; STYLE)

Prerequisites: Presence or Manipulation ®¢, Brawl or
Weaponry ®*, any Social Skill **

Effect: Your character is a skilled fae duelist, capable
of turning the Hedge into a weapon. Each duelist adopts a
different style. A capricious sword dancer might taunt and
tease the Hedge into action, while a king of beasts calls
Glamour phantoms and Hedge fiends to aid him, and
a druidic sorcerer communes with the Hedge, its voice
guiding his movements. This Merit’s effects only work in
the Hedge proper.

Thousand Falling Leaves (*): The character’s at-
tacks flutter about his enemy like a cascade of falling
leaves. You may inflict a —1 Defense penalty on your
character’s opponent against one attack in exchange for
only dealing half the damage the attack would normally
deal if you succeed.

Emerald Shield (**): The Hedge lifts up the stron-
gest and shields him from harm. Leaves, roots, branches,
even flocks of birds surge to turn aside his foe’s attacks.
He gains an armor rating of 2/0, which stacks with worn
armor but not with armor gained from Hedgespinning
or Contracts.

Bite Like Thorns (**°): Your character’s attacks
wound deeply, and the Hedge greedily soaks up the blood
he spills. Fat vines snake around his opponent’s limbs, fas-
tening like leeches onto their wounds. Razor-edged leaves
open their cuts. Add a dice bonus to attacks equal to the
wound penalty his foe suffers.

HEDPCE SEANSE ()

Effect: The character is especially skilled at finding
her way in the Hedge. Gain a two-die bonus to all rolls
to navigate the Hedge, and to find Icons, food, shelter, or
goblin fruit there.

Hos KIN (¢)

Effect: Your character has established a kind of kin-
ship with hobgoblins. It may be a matter of resemblance to
a True Fae they fear, or something about his kith that en-
courages this behavior, but they show him a respect gener-
ally unheard of by the Lost. It isn’t much like the respect
of friends or peers, but they treat him less ruthlessly than
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they do outsiders. Increase his starting impression with
non-hostile hobgoblin characters by one level on the chart
(p. 192) for Social maneuvering.

Additionally, if the character has a Hollow (below),
he may take the enhancement Hob Alarm.

HorLiow (¢ TO ***°s, MOTLEY)

Effect: While Safe Place (p. 125) represents a
mundane-but-secure lair outside the Hedge, Hollow is
your character’s secret, private bit of real estate inside
the Hedge. It may be something as simple as a closet
door that opens into a quiet, hollowed-out tree, or as
elaborate as a knock that opens any unlocked door into
a lavish, gothic mansion. These locations are as varied
as the Hedge itself.

The character has cleared away any imposing Thorns
that might cause trouble in her pocket of personal reality.
With few exceptions (see below), these faerie safehouses
are tied to a single, consistent physical entrance into the
Hedge, but being part of the Hedge means they don’t need
to conform to available space. In any case, the Hollow
belongs to your character, or her motley, and has some
innate protection from intrusion.

While a changeling is inside her Hollow, any attempts
to learn her personal information suffer the Merit’s rating as
a dice penalty, as if she had the Anonymity Merit at an equal
rating. Attempts to pursue or track her, both supernatural
and mundane, suffer the same penalty. Only an entity whose
Wyrd exceeds the Merit’s rating may force the entrance to
the Hollow. Even then, one of the Hollow’s owners (even if
no one is present) can attempt to resist the intrusion with a
Clash of Wills (p. 126). A day and a night must pass before
the intruder can try again if he fails.

Additionally, your Hollow may have any combination
of the following enhancements that adds up to its rating:

Hob Alarm (*): A group of somewhat friendly hobgob-
lins has taken refuge in the character’s Hollow. They react
poorly to any sign of intruders. While within her Hollow, a
character cannot lose her Defense due to surprise and adds
her Hollow’s rating in dice to all actions during the first turn
of an action scene. Maintaining the presence of these hob-
goblins requires the character to accept one point of Goblin
Debt (p. 162) at the beginning of each story.

Adding this to your Hollow requires at least one mot-
ley member to have the Hob Kin Merit.

Luxury Goods (*): A variety of mundane supplies
and Hedgespun treats fills the Hollow, which allows a
changeling to hold out for the long haul. Few modern con-
veniences work in the Hedge, but it’s not uncommon to
find crystalline televisions that play unaired, unrecorded
episodes of canceled TV shows, or jukeboxes that play mu-
sic only the changeling can hear, or iceboxes overfull of
off-brand colas that never saw the light of day. Whatever
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the case, once per chapter the player may roll her Hollow
rating as a dice pool. Success allows the changeling to
have one mundane or Hedgespun item on hand in her
Hollow, with an Availability or dot rating equal to or less
than the rolled successes. This item lasts for a scene be-
fore sublimating back into the Hollow’s latent Glamour.
These items have minor oddities, like the jukebox that
plays only for the changeling’s ears. The Storyteller is the
final arbiter of what constitutes a minor oddity.

Shadow Garden (°®): The Hollow has a patch of
trembling soil, a deceased nightmare’s fertile belly, or a
rose garden of painted flowers. Any goblin fruit consumed
in the Hollow reappears in the garden an hour after its
consumption. The resulting fruit provides none of the
benefits of a goblin fruit, but resembles it to all senses.
Any hunger these shadow fruits sate returns in full force
an hour after they’re consumed. A week of staving off
hunger in this manner constitutes a breaking point.

Phantom Phone Booth (*): The Hollow has an an-
cient phone booth, mounted boar head, or singing pool
that allows the owner to make calls outside the Hedge. A
character may call any phone with a public listing without
knowing the exact digits of the number, and attempts to
trace the call or read phone records show the call as com-
ing from the recipient’s line. The phantom phone booth
has no number for incoming calls, though it occasionally
receives calls meant for out-of-service numbers.

A

Route Zero (*): A length of trod with a one-dot
rating bisects the Hollow. It juts awkwardly from a wall,
plunges down a tunnel of impenetrable darkness, or disap-
pears over a foggy bridge. Its beginning and end are trou-
blesome to determine. Any character traversing the trod
makes a Hedge navigation roll (p. 200) to ensure they do
so safely. At the end, anyone who makes the journey ends
where they began, and regains a point of Willpower. A
character may only take this journey once a day.

If players purchase Route Zero for two or more differ-
ent Hollows, it may pass through all of them. All owners
must agree to this at the time of purchase, but once done
it cannot be undone.

Size Matters (* or **): Without purchasing this
enhancement, the Hollow is only big enough for two
changelings to sleep comfortably. With one dot, a motley
of five to six changelings has enough room to stay without
immediate cabin fever. The second dot turns the Hollow
into a vast estate or small town, and members of a motley
might not even see each other for the duration of a stay.

Escape Route (* or **): Hollows normally only have
a single exit into the real world. This enhancement creates
a second emergency egress. Whether someone invades the
Hollow, or a clever Huntsman waits for a changeling at
the Hedge entrance to her den, sometimes it’s important
to be able to bug out. At one dot, the one-way exit is a se-
cure, stationary place within the Hollow’s borders. At two
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dots, the Escape Route can appear reflexively anywhere
in the Hollow. Either way, only characters who have con-
tributed Merit dots to the Hollow and those to whom they
give permission can use the Escape Route.

Hidden Entry (**): When all members of a motley
who have contributed Merit dots are inside the Hollow,
the entrance evaporates. Rolls to find it or force entry
while it is visible, including Clashes of Wills, suffer a two-
die penalty. The entrance reappears when one or more
members of the motley depart.

Easy Access (**®): The Hollow has no permanent
entrance. Instead, the character can access it by spending
a single Glamour. This usually takes the form of a particu-
lar whistle or knock, but it works on any unlocked door in
the mundane world. A changeling exits her Hollow at the
same location she entered from.

Home Turf (***): Either the changeling has spent
long enough in her Hollow that she knows its every secret,
or she simply resonates well with it. The changeling gains
the Merit’s rating as a bonus to Initiative and Defense
against any intruders that manage to make it inside.

LLETHAL MIEN (°)

Effect: The Hedge warped some element of your
character’s fae mien, and left him with wicked nails, sharp
teeth, or some other offensive trait. The changeling can
inflict lethal damage while unarmed. If another power al-
ready gives him the capacity for lethal blows, such as the
Beast seeming blessing, add one to his unarmed weapon
modifier instead.

The character may choose whether to use the benefit
of these claws, fangs, spurs, or other dangerous element
at will.

MANTLE (¢ TO **°*°°)

When a changeling joins a court, she accepts all its
blessings and embodies it, the same way she does her own
seeming and kith. Mantle represents the mystical connec-
tion a changeling has to the elements and emotions of her
chosen court. As her Mantle rises, she becomes a better
representation of what it is to be a courtier. A changeling
with a high Mantle embodies the ideals of the court, and
others who belong to the court recognize her dedication
and give her respect, even if it’s grudging.

Effect: As a character’s Mantle increases, her fae
mien changes to reflect it, showing both figurative and
literal signs of the season. A character with Mantle (Win-
ter) ® might have a slight frigid breeze following her, while
one with Mantle (Winter) ®®* may have tiny snow flur-
ries surrounding her, and her skin is cold to the touch. At
Mantle (Winter) ®*®** her presence causes and relieves
sorrow with equal measure depending on her mood, and
it always seems overcast when she is near.

f'w»'\mnmﬂa?\rﬂhma-qq

The Mantle demands a level of respect. Add your
character’s Mantle rating to any Social rolls you make
against other members of her court and characters with
the appropriate Court Goodwill.

A character may learn the Contracts of her court as
long as she meets the Contract’s Mantle prerequisite (see
p. 150). Should her Mantle fall, or should she adopt the
Mantle of a new court, she might no longer meet the pre-
requisites for her Contracts; in that case, she must spend
additional Glamour to activate those Contracts.

Members of each court gain an additional way to
harvest Glamour. Each court also grants its own specific
benefits at each Mantle rating. Below are examples from
the four Seasonal Courts.

SPRINC

The character gains a Glamour point whenever he
oversteps his bounds to satisfy his personal desires.

. Gain bonus dice equal to your character’s Mantle
dots to mundane rolls to seduce or attract someone.

Gain bonus dice equal to your character’s Mantle
dots when taking mundane actions that encour-
age or bring about over-indulgence.

Gain bonus dice equal to your character’s Mantle
dots during mundane teamwork actions to help an
ally achieve her goals.

Regain an additional Willpower point when you
would regain one through your character’s Needle.

Once per chapter, you may convert a single Clari-
ty Condition into a different, beneficial Condition
of your choice. When you do, regain one Clarity.
Your character may use this to convert an ally’s
Clarity Condition instead.

SUMMER

Your character gains a Glamour point whenever she
enacts her wrath and successfully furthers a goal.

. Gain bonus dice equal to your character’s Mantle
dots to mundane rolls to intimidate or cow someone.

Gain bonus dice equal to your character’s Mantle
dots to mundane attack rolls when actively de-
fending her freehold against a fae threat.

Gain general and ballistic armor equal to your
character’s Mantle dots, which stacks with worn
armor, when acting as a protector, bodyguard, or
champion for someone else.

eeee  Aytomatically succeed on attempts to break

through mundane barriers or otherwise deal with
inanimate impediments.

eeeee When defending a member of your character’s
freehold, her mundane attacks deal aggravated

—

damage.
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AUTUMN When your character surrenders in a fight, gain

bonus dice equal to her Mantle dots to any subse-

Your character gains a Glamour point whenever he over-
quent Social actions for the rest of the scene.

comes his fear to investigate something new and dangerous.
Spend a Glamour point to bind someone in their
own misery. For the rest of the scene, any time the
target enters a fight, they suffer the Beaten Down
Tilt and must spend 2 Willpower to end it.

. Gain bonus dice equal to your character’s Mantle dots
to mundane rolls to investigate the True Fae or Faerie.

Gain bonus dice equal to your character’s Mantle
dots to mundane rolls to intimidate or otherwise

instill fear in someone. Your character ignores wound penalties. For each

health box filled with lethal or aggravated dam-
age, gain a one-die bonus on Physical actions, to a
maximum of +5.

Reduce the Glamour cost of Contracts by one
when using them to subvert a True Fae or some-
thing from Faerie.

Once per story, reduce your character’s Goblin  MANYMASK (se°)
Debt by his Mantle rating.

Prerequisites: Wyrd 2+, Manipulation *e®

__...
T

After a magical effect affects your character, you
may spend 2 Glamour to mimic that effect exact-
ly, and may choose a new target. You must do this
within the same scene that he was affected.

Effect: A changeling is usually stuck with the same
Mask he left the Hedge with, an immutable combination
of remembered human traits. Some changelings develop
control over the appearance of their Masks.

WINTER The character may spend a point of Glamour to
change his Mask permanently. He may make one change
per chapter per dot of Wyrd he possesses to any of the
following: eye color, hair color, facial structure, or skin
: ) tone; or he may remove notable scars or other features
Mantle dots to rolls to notice her when she's de- such as birthmarks, freckles, etc. At Wyrd 5+ he may
liberately spying. create an entirely new Mask once per chapter by spend-
Gain bonus dice equal to your character’s Mantle  ing one Glamour, mostly unbeholden to his existing fea-
dots when obscuring the truth. tures. While he can even change the sex of his Mask,
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Your character gains a Glamour point whenever she
helps someone come to terms with their grief.
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. Enemies suffer a penalty equal to your character’s
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height and build remain immutably tied to the shape that
lies beneath.

MARKET SEANSE (¢)

Effect: Understanding the value of a product is hard
enough in the mortal world, but in the Hedge, relative worth
is even more questionable. How does one weigh the impor-
tance of a dozen cherished memories against a music box
that only plays near ghosts? Goblins make all sorts of strange
requests in exchange for Contracts, but your character knows
how to navigate these exchanges better than others.

|
“‘*e .

Once per chapter, you may reduce your character’s
Goblin Debt by one.

NOBLESSE OBLICE (* TO *°*°)
Prerequisite: Appropriate court Mantle *

Effect: Your character knows how to harness the
power of his Mantle to inspire others. Any time your
character is in charge of a group of people who share his
court, either through Mantle or Court Goodwill, he can
grant benefits to the group (but not to himself) for a scene
by spending a Willpower point. The benefit conferred de-
pends on the court. Here are examples from the Seasonal
Courts:

Spring: The team’s Initiative rolls gain a bonus equal
to the leader’s dots in this Merit.

Summer: The team’s Resolve-based rolls gain a bo-
nus equal to the leader’s dots in this Merit.

Autumn: The team’s Contract rolls gain a bonus
equal to the leader’s dots in this Merit.

Winter: The team’s Composure-based rolls gain a
bonus equal to the leader’s dots in this Merit.

Drawbacks: Being the leader is not easy. It means
that you are responsible for those under you and they look
to you for guidance. Those under your character’s com-
mand gain a two-die bonus to Social rolls against him.

PANDEMOANIACAL (* TO *°°)
Prerequisite: Wyrd 6+

Effect: The changeling is more adept at inciting Bed-
lam than her fellows. Add the Merit’s rating as a dice bo-
nus to any rolls she makes to incite Bedlam (see p. 110).

PARALILEL IIVES (¢°°)

Effects: The changeling is deeply connected to his
fetch. Each experiences occasional flashes of the other’s
emotional state when something affects one of them
strongly, and gains two bonus dice to use Empathy or
magic to read the other’s intentions, or to enter his Bas-
tion. By spending a point of Willpower, either can ride
along with the other’s senses for a number of minutes
equal to his Wyrd rating, losing his Defense and the

ﬂAﬂ'\mﬁmﬂAMhMM4q

ability to perceive the world around him as he does. Ei-
ther of them can also spend a Willpower point to send a
vague message via thought to the other; it comes across
not in words, but fleeting impressions and snippets of im-
ages, and can only encompass fairly simple ideas. A fetch
could warn his changeling of a Huntsman’s impending ar-
rival, but without any detail about when or how. Likewise,
the changeling could threaten his fetch’s life, but couldn’t
make any specific demands. Whenever the fetch uses this
connection to make the changeling’s life more dangerous
or inconvenient, gain a Beat.

RicIiD MASK (¢*°)

Prerequisite: Subterfuge **

Effect: For your character, the protection of the Mask
extends far beyond the usual mortal camouflage. Perhaps
she can sense the subtle magic that turns her smile into
her Mask’s smile, or her true face is strongly connected
to the one that lets her interact with humanity. No one
fooled by the Mask knows when she’s lying or what she’s
feeling unless she allows it. Mortals automatically fail rolls
to notice these things, as do polygraphs and other mun-
dane lie-detecting devices. Supernatural creatures must
engage in a Clash of Wills to notice her lies.

Drawback: Intentionally dropping your character’s
Mask deals her a point of lethal damage in addition to the
normal rules (p. 83).

STABLE TROD (* TO °****°, MOTLEY)

Effect: Your character’s freehold has secured and main-
tained a trod (p. 201) with a rating equal to his Merit dots
in Stable Trod. The trod bestows two additional advantages
to those who have Hollows along it or travel it frequently:

¢ Hollows along the trod gain an extra one-dot Hol-
low enhancement (p. 116). The enhancement is
the same for all such Hollows. This can benefit a
number of Hollows equal to the Stable Trod Merit
rating. This enhancement can bring the number
of Hollow enhancements above the normal maxi-
mum a Hollow’s rating allows.

Goblin fruit trees cultivated along the trod pro-
duce additional fruit. You may roll your character’s
dots in Stable Trod as a dice pool once per story.
Each success produces one additional generic fruit,
which contains a point of Glamour.

ToKEN (*+, MOTLEY)

Your character or motley has one or more tokens
(p. 222) — mystical items suffused with the power and
danger of Faerie. Perhaps she made off with her Keeper’s
most prized possession as she fled out of spite, or found that
twigs from the Hedge caught in her clothes became magi-
cal matchsticks upon her escape. Perhaps she traded away
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her name for an enchanted mirror at a Goblin Market. Per-
haps she took the riding crop as a trophy when she killed
the Huntsman, and now she’s driven to hunt her own kind.
Whatever the case, choose one or more tokens with a total
dot rating equal to her rating in this Merit. She may have
more than five dots in this Merit, but no single token may
have a rating higher than five.

You can purchase an oath-forged token (p. 224) by
adding one dot to its effective rating; thus, you can’t pur-
chase a five-dot oath-forged token with this Merit. You
can purchase a stolen token (p. 225) at an effective rating
of one dot lower than the token’s rating. Your character’s
token can still have one of these origins without these op-
tions, without any mechanical effects.

TOUCHSTONE (* TO *°*°°*°)

Effect: Your character has multiple Touchstones.
Each dot in the Touchstone Merit allows for an additional
Touchstone. Write each one beside the next available
box to the right of the rightmost box with an associated
Touchstone. If the last Clarity box already has a Touch-
stone, you cannot purchase this Merit again. For more on
Touchstones, see p. 98.

Drawbacks: Losing attachment with Touchstones
speeds the loss of Clarity. As well, if your character’s last
Touchstone dies or is destroyed, his memories and night-
mares of his durance intensify.

WARDED DREAMS (¢ TO *°°)

Prerequisite:
Dreams

Resolve equal to dots in Warded

Effect: Whether through active mental discipline or
natural stubbornness, your character’s dream Bastion is par-
ticularly well fortified against intrusion. Each dot in Warded
Dreams increases the Bastion’s Fortification rating by one.

WORKSHOP (* TO ****°, MOTLEY)

Prerequisite: Hollow

Effect: Your character maintains, within her Hollow,
a variety of equipment and tools that can help with the
creation of natural and supernatural items. Whether in
the form of a forge with metallurgy tools, an artist’s loft, a
laboratory filled with beakers and crucibles, or an orchard
outfitted with the best gardening implements, your char-
acter’s Hollow is outfitted with precisely the right things
she needs to have on hand to create.

Each dot in this Merit represents equipment for one
particular Craft Specialty. Thus, a Hollow with a three-
dot Workshop Merit might include equipment for black-
smithing, weaving, and goblin fruit farming. Whenever
a changeling uses the Workshop for Building Equipment
(p. 196) or other Crafts rolls with one of these Specialties,
she gains a bonus equal to her Merit dots to her rolls.
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Possible Workshop Specialties include (but are not
limited to) Calligraphy, Carpentry, Blacksmithing, Auto-
motive, Painting, or Goblin Fruit Farming.

HumAN MERITS

ALLIES (* TO ****s, MOTLEY)

Effect: Allies help your character. They might be
friends, employees, associates, or people your character
has blackmailed. Each instance of this Merit represents
one type of ally. This could be an organization, a society, a
clique, or an individual. You can take this Merit multiple
times to represent different Allies. Your character might
have Allies (Tumbledown Market) ee, Allies (Carter
Crime Family) **e, and Allies (Catholic Church)

Each dot represents a level of influence in the group.
One dot constitutes small favors and passing influence.
Three offers considerable influence, such as the police
overlooking a misdemeanor charge. Five dots stretches
the limits of the organization’s influence, as its leaders put
their own influence on the line for the character. This
could include things such as massive insider trading or
fouling up a felony investigation. No matter the request, it
has to be something that organization could accomplish.

The Storyteller assigns a rating between one and five
to any favor asked. A character (or motley) can ask for
favors that add up to her Allies rating without penalty
in one chapter. If she extends her influence beyond that,
her player must roll Manipulation 4 Persuasion + Allies,
with a penalty equal to the favor’s rating. If the roll is suc-
cessful, the group does as requested. Failed or successful,
the character (or motley) loses a dot of Allies, but Sanc-
tity of Merits applies. On a dramatic failure, the organiza-
tion resents her and seeks retribution. On an exceptional
success, she doesn’t lose the dot.

One additional favor a character can ask of her Allies
is to block another character’s Allies, Contacts, Mentor,
Retainer, or Status (if she knows the character possesses
the relevant Merit). The favor’s rating is equal to the Mer-
it dots blocked. As before, no roll is necessary unless the
target’s Merit exceeds the character’s Allies. If the block
succeeds, the target cannot use the blocked Merit during
the same chapter.

ALTERNATE IDEANTITY (5, *°, OR *°*°)

Effect: Your character has established an alternate
mundane identity. The level of this Merit determines the
amount of scrutiny it can withstand. At one dot, the iden-
tity is superficial and unofficial. For example, your char-
acter uses an alias with a simple costume and adopts an
accent. He hasn’t established the necessary paperwork
to even approach a bureaucratic background check, let
alone pass. At two dots, he’s supported his identity with
paperwork and identification. It’s not liable to stand up to
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extensive research, but it’ll turn away private investiga-
tors and internet hobbyists. At three dots, the identity can
pass thorough inspection. The identity has been deeply en-
trenched in relevant databases, with subtle flourishes and
details to make it seem real even to trained professionals.

Additionally, the Merit reflects time the character
has spent honing his persona. At one or two dots, he gains
a one-die bonus to all Subterfuge rolls to defend the iden-
tity. At three dots, he gains +2 instead.

You can purchase this Merit multiple times, each
time representing an additional identity.

ANONYMITY (¢ TO *°°°°)
Prerequisite: Cannot have Fame.

Effect: Your character lives off the grid. She could
have been in Arcadia or the Hedge for decades, making
new identification difficult. This means she must make
purchases with cash or falsified credit cards. She avoids
any official authoritative influence in her affairs. Any at-
tempts to find her by paper trail suffer a one-die penalty
per dot purchased in this Merit.

Drawbacks: Your character cannot purchase the
Fame Merit. This also may limit Status purchases, if the
character cannot provide sufficient identification for the
roles she wishes to take.

COMMON SENSE (¢°°)

Effect: Your character has an exceptionally sound
and rational mind. With a moment’s thought, she can
weigh potential courses of action and outcomes.

Once per session as an instant action, you may ask
the Storyteller one of the following questions about a task
at hand or course of action. Roll Wits + Composure. If
you succeed, the Storyteller must answer to the best of
her ability. If you fail, you get no answer. With an excep-
tional success, you can ask an additional question. With
dramatic failure, the Storyteller can give you a piece of
false advice. If you follow that “intuition” regardless of
risk, take a Beat.

What is the worst choice?
What do I stand to lose here?
What'’s the safest choice?

Am I chasing a worthless lead?

ConNTACTS (¢, MOTLEY)

Effect: Contacts provide your character with informa-
tion. Each instance of this Merit represents a sphere or or-
ganization with which the character can garner information.
Contacts do not provide services, only information. This may
be face to face, via email, by telephone, or even by séance.

f'w»'\mnmﬂa?\rﬂhma-qq

Garnering information via Contacts requires a Ma-
nipulation 4+ Social Skill roll, depending on the meth-
od the character uses, and the relationship between the
characters. The Storyteller should give a bonus or pen-
alty, dependent on how relevant the information is to that
particular Contact, whether accessing the information is
dangerous, and if the character has maintained good re-
lations or done favors for the Contact. These modifiers
should range from —3 to +3 in most cases. If successful,
the Contact provides the information.

You may purchase this Merit multiple times to reflect
different sources.

DANCER SEANSE (¢°)

Effect: You gain a +2 modifier on reflexive Wits +
Composure rolls for your character to detect an impend-
ing ambush. Your character’s reflexes are honed to the
point where nothing is shocking.

DEMOLISHER (* TO °*°*)
Prerequisites: Strength or Intelligence ***

Effect: Your character has an innate feel for the weak
points in objects. When damaging an object, she ignores
one point of the object’s Durability per dot in this Merit.

DIRECTION SEANSE (¢)

Effect: Your character has an innate sense of direc-
tion, and is always aware of her location in space. She al-
ways knows which cardinal direction she faces, and never
suffers penalties to navigate or find her way in the mun-
dane world. This Merit has no effect in the Hedge.

EIDETIC MEMORY (*°)

Effect: Your character recalls events and details with
pinpoint accuracy. You do not have to make rolls for your
character to remember past experiences. When making
Intelligence + Composure (or relevant Skill) rolls to recall
minute facts from swaths of information, take a +2 bonus.

EANCYCLOPEDIC KNOWLEDCE (*°)

Effect: Choose a Skill. Due to an immersion in aca-
demia, pop culture, or a hobby obsession, your character
has collected limitless factoids about the topic, even if she
has no dots in the Skill.

You can make an Intelligence + Wits roll at any time
your character is dealing with her area of interest. On a
successful roll, the Storyteller must give a relevant fact
or detail about the issue at hand. Your character knows
this fact, but you must explain within the scope of your
character’s background why she knows it. For example, for
Encyclopedic Knowledge (Science): “Neil deGrasse Tyson
described that particular mutation on Cosmos.”
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ETIQUETTE (* TO *****; STYLE)

Prerequisites: Composure ®**, Socialize *®

Effect: Your character knows her way around soci-
ety, customs, and traditions. More importantly, she can
use this talent to make or break reputations. This Merit
applies to any social interactions where etiquette, style,
poise, and reputation carry weight, and uses the Social
maneuvering rules on p. 191.

Bless His Heart (®): Your character always con-
siders her words well. No matter how vile, the things
she says come off as defensible and respectful. When a
character engages yours in a Social interaction, you may
opt to use your character’s Socialize score instead of the
lower of her Resolve and Composure to determine her
starting Doors.

Losing Your Religion (®*): When your character
lets loose and insults someone, she leaves mouths agape.
When tearing down a target verbally, use 8-again, and
take a two-die bonus to the roll. Afterwards, move the
interaction one step down on the impressions chart.

In High Cotton (**°*): Your character cultivates
standing and respect, and carries it like a knight wears
armor. You may apply one relevant Status or Fame Merit
to rolls to contest Social interactions. Other Merits may
apply with Storyteller permission.

Half-Cocked (****): Your character is always prepared.
On the other hand, others are not. In a new Social interac-
tion, if the impression is good, excellent, or perfect, ignore
the subject’s Resolve and Composure on the first roll.

Grace Under Fire (®****): While your character
may not always win, she never looks bad. If a character
opens all her Doors, and you opt to offer an alternative,
his player chooses three Conditions. You choose which
one your character receives.

FAME (¢ TO **°)

Effect: Your character is recognized within a certain
sphere, for a certain skill, or because of some past action
or stroke of luck. This can mean favors and attention, but
it can also mean negative attention and scrutiny. When
choosing the Merit, define what your character is known
for. One dot reflects local recognition or reputation
within a confined subculture. Two dots means regional
recognition by a wide swath of people. Three dots means
worldwide recognition by anyone who might have been
exposed to the source of the fame. Each dot adds a die
to any Social rolls among those your character’s celebrity
impresses.

Drawback: Any rolls to find or identify the character
in the mundane world enjoy a one-die bonus per dot of
the Merit. If the character has Alternate Identity, she can
mitigate this drawback. A character with Fame cannot
have the Anonymity Merit.
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FAST REFLEXES (* TO °*°°)

Prerequisite: Wits ®*® or Dexterity **®

Effect: Gain +1 Initiative per dot.

FAST-TALKING (* TO *****; STYLE)

Prerequisites: Manipulation ®**, Subterfuge **

Effect: Your character talks circles around listeners.
She speaks a mile a minute and often leaves her targets
reeling, but nodding in agreement.

Always Be Closing (*): With the right leading phras-
es, your character can direct a mark to say what she wants,
when she wants. This trips the mark into vulnerable posi-
tions. When a mark contests or resists your character’s So-
cial interactions, apply a —1 to his Resolve or Composure.

Jargon (**): Your character confuses her mark using
complex terminology. You may apply one relevant Spe-
cialty to any Social roll you make, even if the Specialty
isn’t tied to the Skill in use.

Devil’s Advocacy (***): Your character often poses
arguments she doesn’t agree with in order to challenge a
mark’s position and keep him from advancing discussion.
You can reroll one failed Subterfuge roll per scene.

Salting (****): Your character can position herself so
that a mark pursues a non-issue or something unimportant
to her. When your character opens a Door using conversa-
tion (Persuasion, Subterfuge, Empathy, etc.) you may spend
a Willpower point to immediately open another Door.

Patron’s Privilege (****®): Your character can take
advantage of her mark’s greed or zeal. When the mark does
particularly well, it's because your character was there to set
him up and to subsequently tear him down. If a target regains
Willpower from his Vice or similar trait while your character is
present, you may immediately roll Manipulation + Subterfuge
to open a Door, regardless of the interval or impression level.

FicHTING FINESSE (°°)

Prerequisites: Dexterity ®**, a Specialty in Weap-
onry or Brawl

Effect: Choose a Specialty in Weaponry or Brawl
when you purchase this Merit. Your character’s extensive
training in that particular weapon or style has allowed
them to benefit more from their alacrity and agility than
their strength. You may substitute your character’s Dexter-
ity for her Strength when making rolls with that Specialty.

You can purchase this Merit multiple times to gain its
benefit with multiple Specialties.

FIXER (°°)

Prerequisites: Contacts *¢, Wits ®ee

Effect: Your character is people who knows people.
She can not only get in touch with the right people to
do a job, but she can get them at the best possible prices.
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score of the service by one dot.

FLEET or Foor (¢
Prerequisite: Athletics **

TO O..)

Effect: Gain +1 Speed per dot, and anyone pursuing
your character suffers a —1 per dot to any foot chase rolls.

CIANT (o¢°)

Effect: Your character is massive. She’s well over
six feet tall, and crowds part when she approaches.
She’s Size 6, and gains +1 Health. Normally this is only
available at character creation, but encounters with fae
magic or visits to Arcadia could offer opportunities for
it as well.

Drawback: Buying clothing is a nightmare. Fitting
into small spaces is difficult at best.

INSPIRING ()

Prerequisites: Presence **¢

Effect: Your character’s passion inspires those around
her to greatness. With a few words, she can redouble a
group’s confidence or move them to action.

Make a Presence + Expression roll. A small group of
listeners levies a —1 penalty, a small crowd a —2, and a
large crowd a —3. Listeners gain the Inspired Condition.
The character may not use this Merit on herself.

INTERDISCIPLINARY SPECIALTY (¢)

Prerequisites: Skill at ®** or higher with a Specialty

Effect: Choose a Specialty that your character pos-
sesses when you purchase this Merit. You can apply the
+1 from that Specialty on any Skill with at least one
dot, provided it’s justifiable within the scope of the fic-
tion. For example, a doctor with a Medicine Specialty in
Anatomy may be able to use it when targeting a specific
body part with Weaponry, but could not with a general
strike.

IRON STAMINA (¢ TO °*°*°)

Prerequisites: Stamina ***® or Resolve ***

Effect: Each dot eliminates a negative modifier (on a
one-for-one basis) when resisting the effects of fatigue or
injury. For example: A character with Iron Stamina *¢
can ignore up to a —2 modifier brought on by fatigue. The
Merit also counteracts the effects of wound penalties. So,
if all of your character’s Health boxes are filled (which nor-
mally imposes a —3 penalty to his actions) and he has Iron
Stamina ®, reduce those penalties to —2. This Merit can-
not be used to gain positive modifiers for actions, only to
cancel out negative ones.
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Effect: Your character is skilled with an additional
language, beyond her native tongue. Your character can
speak, read, and write in that language.

Choose a new language each time you buy this Merit.

LLIBRARY (* TO °***, MOTLEY)

Effect: Your character has access to a plethora of
information about a given topic. When purchasing this
Merit, choose a Mental Skill. The Library covers that pur-
view. On any extended roll involving the Skill in ques-
tion, add the dots in this Merit.

You can purchase this Merit multiple times to reflect

different Skills.
I.ucip DREAMER (**)

Prerequisites: Non-changeling, Resolve ***

Effect: Whether because of a natural talent or men-
tal training and practice, your character can roll to enter
the Gate of Ivory when he sleeps, as a changeling does
(p. 215). He can’t engage in oneiromancy, but if success-
ful, he knows he’s dreaming and can physically wake vol-
untarily as the Lost do.

MENTOR (* TO **°*°)

Effect: This Merit gives your character a teacher who
provides advice and guidance. He acts on your character’s
behalf, often in the background, and sometimes without
your character’s knowledge. While Mentors can be highly
competent, they want something in return for their ser-
vices. The dot rating determines the Mentor’s capabili-
ties, and to what extent he’ll aid your character.

When establishing a Mentor, determine what the
Mentor wants from your character. This should be per-
sonally important to him, and it should reflect the dot
rating chosen. A one-dot Mentor might be incapable of
dealing with modern society, and want to live vicarious-
ly through your character. This might mean coming to
him and telling stories of her exploits. A five-dot Mentor
would want something astronomical, such as an oath to
procure an ancient, cursed artifact that may or may not
exist, in order to prevent a prophesized death.

Choose three Skills the Mentor possesses. You can
substitute Resources for one of these Skills. Once per ses-
sion, the character may ask her Mentor for a favor. The fa-
vor must involve one of those Skills, or be within the scope
of his Resources. The Mentor commits the favor (often
asking for a commensurate favor in return), and if a roll is
required, the Mentor is automatically considered to have
successes equal to his dot rating. Alternately, you may ask
the Storyteller to have the Mentor act on your character’s
behalf, without her knowing or initiating the request.
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PARKOUR (* TO °*°***, STYLE)

Prerequisites: Dexterity **®, Athletics **

Effect: Your character is a trained and proficient free
runner. Free running is the art of moving fluidly through
urban environments with complex leaps, bounds, running
tricks, and vaults. This is the type of sport popularized in
modern action films, where characters are unhindered by
fences, walls, construction equipment, cars, or anything
else the city puts in their way.

Flow (®): Your character reacts instinctively to any
obstacles with leaps, jumps, and scaling techniques. When
in a foot chase, subtract your Parkour from the successes
needed to pursue or evade. Also, ignore environmental
penalties to Athletics rolls equal to your Parkour rating.

Cat Leap (**): Your character falls with outstand-
ing grace. When using a Dexterity + Athletics roll to
mitigate damage from falling, your character gains one
automatic success. Additionally, add your Parkour rating
to the threshold of damage that can be removed through
this roll. Parkour will not mitigate damage from a termi-
nal-velocity fall.

Wall Run (**°): When climbing, your character can
run upward for some distance before having to tradition-
ally climb. Without rolling, your character scales 10 feet
+ five feet per dot of Athletics as an instant action, rather
than the normal 10 feet.

Expert Traceur (****): Parkour has become second
nature for your character. By spending a Willpower point,
you may designate one Athletics roll to run, jump, or
climb as a rote action (reroll all failed dice once). On any
turn during which you use this ability, you may not apply
your character’s Defense to oncoming attacks.

Freeflow (®¢**¢): Your character’s Parkour is now
muscle memory. She can move without thinking, in a
Zenlike state. The character must successfully meditate
(p. 170) in order to establish Freeflow. Once established,
your character is capable of taking Athletics actions re-
flexively once per turn. By spending a point of Willpower
on an Athletics roll in a foot chase, gain three successes
instead of three dice.

PROFESSIONAL TRAINING
(. ’I‘o o000 .)

Effect: Your character has extensive training in a par-
ticular profession, which offers distinct advantages in a hand-
ful of fields. When choosing this Merit, choose or create a
Profession for your character. Mark the two Asset Skills on
your character sheet. The advantages of Professional Train-
ing relate directly to those Asset Skills.

. Networking: At the first level of Professional
Training, your character builds connections with-
in her chosen field. Take two dots of Contacts re-
lating to that field.
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Continuing Education: With the repeated efforts
in her field of choice, your character tends toward
greater successes. When making a roll with her
Asset Skills, she benefits from the 9-again quality.

Breadth of Knowledge: Due to her advancement
in her field, she’s picked up a number of particular
bits of information and skill unique to her work.
Choose a third Asset Skill, and take two Special-
ties in your character’s Asset Skills.

On-the-Job Training: With the resources at her
disposal, your character has access to extensive
educational tools and mentorship. Take a Skill
dot in an Asset Skill. Whenever you purchase a
new Asset Skill dot, take a Beat.

The Routine: With such extensive experience in
her field, she has honed her Asset Skills to a fine
edge, and she’s almost guaranteed at least a marginal
success. Before rolling, spend a Willpower point to
apply the rote action quality to an Asset Skill. This
allows you to reroll all the failed dice on the first roll.

PUSHER (¢)

Prerequisite: Persuasion **

Effect: Your character tempts and bribes as second
nature. Any time a mark in a Social interaction accepts
his soft leverage (p. 193), improve his Impression as if he’d
satisfied her Vice as well as moving the Impression up on
the chart as usual.

RESOURCES (* TO ****°, MOTLEY)

Effect: This Merit reflects your character’s disposable
income. She might live in an upscale condo, but if her
income is tied up, she might have little money to throw
around. Characters are assumed to have basic necessities
without Resources.

The dot rating determines the relative amount of dis-
posable funding the character has available. One dot is a
little spending money here and there. Two dots is a comfort-
able, middle-class wage. Three is a nicer, upper-middle-class
life. Four is moderately wealthy. Five is filthy rich.

Every item has an Availability rating (p. 322). Once per
chapter, your character can procure an item at her Resources
level or lower, without issue. Obtaining an item one Awvail-
ability above her Resources reduces her effective Resources
by one dot for a full month, since she has to rapidly liquidate
funds. She can procure items two Availability below her Re-
sources without limit (within reason). For example, a char-
acter with Resources ®®** can procure as many Availability
*e disposable cellphones as she needs.

Resources are available to the entire motley collec-
tively if purchased as a group. If one character makes an
extravagant purchase during a chapter, it reduces avail-
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RETAINER (* TO ****s, MOTLEY)

Effect: Your character has an assistant, sycophant, ser-
vant, or follower on whom she can rely. Establish who this
companion is and how she acquired him. It may be as simple
as a paycheck. He might owe your character his life. However
it happened, your character has a hold on him.

A Retainer is more reliable than a Mentor and more
loyal than an Ally. On the other hand, a Retainer is a lone
person, less capable and influential than the broader Merits.

The Merit'’s dot rating reflects the Retainer’s relative
competency. A one-dot Retainer is mildly useful, mostly for re-
liably taking on menial tasks; sometimes you don’t need to be
wowed, you just need to get a thing from point A to point B.
A three-dot Retainer is a professional in his field, someone ca-
pable in his line of work. A five-dot Retainer is one of the best
in his class. If a Retainer needs to make a roll, and it’s within
his field, double the dot rating of the Merit and use it as a dice
pool. For anything else, use the dot rating as a dice pool.

You can purchase this Merit multiple times to repre-
sent multiple Retainers. If a motley shares access to the
Retainer, any character can call upon him if he isn’t cur-
rently indisposed.

SAFE PLACE (* TO ****s, MOTLEY)

Effect: Your character has somewhere in the mun-
dane world she can go where she can feel secure. While
she may have enemies that could attack her there, she’s
prepared and has the upper hand. The dot rating reflects
the security of the place. Equipment represents the actual
location, the luxury, and the size. A one-dot Safe Place
could simply be out of sight, out of mind, or feature minor
security systems. A five-dot could have a security crew,
infrared scanners at every entrance, or trained dogs. Each
place can be an apartment, a mansion, or a hidey-hole.

A Safe Place gives all owners an Initiative bonus
equal to the total Merit dots while inside.

Any efforts to breach the Safe Place suffer a penalty
equal to the Merit dots invested. If the character desires,
the Safe Place can include traps that cause intruders lethal
damage equal to the Merit dots, or bashing damage equal
to twice the Merit’s dots. The traps may be avoided with a
Dexterity + Larceny roll, penalized by the Safe Place rating.

Each instance of this Merit reflects a different place.

SMALL-FRAMED (¢°)

Effect: Your character is diminutive. He’s not even five
feet tall, and it’s easy to walk into him without noticing. He’s
Size 4, and thus has one fewer Health box. He gains +2 to
any rolls to hide or go unnoticed, and this bonus might ap-
ply any time being smaller would be an advantage, such as
crawling through smaller spaces. Normally this is only avail-
able at character creation, but encounters with fae magic or
visits to Arcadia could offer opportunities for it as well.
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Drawbacks: In addition to the lower Health, some peo-
ple might overlook your character or not take him seriously.

STAFE (* TO ****s, MOTLEY)

Effect: Your character has a crew of workers or assis-
tants at her disposal. They may be housekeepers, design-
ers, research assistants, animators, cheap thugs, or what-
ever else makes sense. For every dot in this Merit, choose
one type of assistant, and one Skill. At any reasonable
time, her staff can take actions using that Skill. These
actions automatically garner a single success on minor,
mundane activities. Note that you may have employees
without requiring the Staff Merit. Staff simply adds a me-
chanical advantage for those groups.

STATUS (* TO **°**, MOTLEY)

Effect: Your character or Motley has standing, mem-
bership, authority, control over, or respect from a group or
organization. This can reflect official standing, or merely
informal respect. No matter the source, your character
enjoys certain privileges within that structure.

Status only allows advantages within the confines
of the group reflected in the Merit. Status (Organized
Crime) won't help if your character wants an official, con-
cealed-carry firearms permit, for example.

Status provides two major advantages. First, your
character can apply her Status to any Social roll with those
over whom she has authority or sway. Second, she has ac-
cess to group facilities, resources, and funding. Depending
on the group, red tape and requisitioning processes could
limit this. It's also dependent on the resources the par-
ticular group has available.

Each instance of this Merit reflects standing in a dif-
ferent group or organization. Each affords its own unique
benefits. As you increase your dot ratings, your character
rises in prominence in the relevant group.

Drawback: Status requires upkeep, and often, regu-
lar duties. If your character does not uphold these duties,
she may lose the Status. The dots are not accessible until
the character re-establishes her standing. In our Orga-
nized Crime example, your character may be expected to
pay protection money, offer tribute to a higher authority,
or undertake felonious activities.

STRIKINC J_.OOKS (* OR °*°)

Effect: Your character is stunning, alarming, com-
manding, repulsive, threatening, charming, or otherwise
worthy of attention. Determine how your character looks
and how people react to that. For one dot, your charac-
ter gets +1 on any Social rolls that his looks would influ-
ence. For two dots, it’s +2. Depending on the particulars,
this might influence Expression, Intimidation, Persuasion,
Subterfuge, or other rolls.
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Drawback: Attention is a double-edged sword. Any
rolls to spot, notice, or remember your character gain the
same dice bonus. Sometimes, your character will draw
unwanted attention in social situations. This could cause
further complications.

SYMPATHETIC (*°)

Effect: Your character has a pitiful face, a well-honed
sob story, or is otherwise really good at letting others get
close. At the beginning of a Social maneuvering attempt
(p. 191), you may accept a Condition such as Leveraged
or Swooned to immediately eliminate two of the subject’s
Doors.

TRAINED OBSERVER (* OR °°°)

Prerequisite: Wits or Composure ®*®

Effect: Your character spent years in the field, catch-
ing tiny details and digging for secrets. She might not
have a better chance of finding things, but she has a
better chance of finding important things. Any time you
make a Perception roll (usually Wits + Composure), you
benefit from the 9-again quality. With the three-dot ver-
sion, you get 8-again.

TRUE FRIEAD (¢°°)

Effect: Your character has a true friend. While that
friend may have specific functions covered by other Merits
(Allies, Contacts, etc.), True Friend represents a deeper, truly
trusting relationship that cannot be breached. Unless your
character does something egregious to cause it, her True
Friend will not betray her. The Storyteller cannot kill a True
Friend as part of a plot without your express permission. Any
rolls to influence a True Friend against your character suffer
a —5 dice penalty. In addition, once per story your character
can regain one spent Willpower by having a meaningful in-
teraction with her True Friend.

C ONTRACTS

Faerie is horrible, beautiful, and upside down. Mortal
notions of time, space, and physics cannot constrain it.
The changeling, for better or worse, is part of this strange
legacy. True Fae and Lost courtiers have all gone before
her, striking bargains she too may invoke. Alternately, she
can seek out the wily goblins to strike a bargain of her own.
Whichever path she chooses, she will never be the same:
A Contract isn't just something the changeling uses — it’s
part of what she is. Entering a Contract with smoke makes
the world seem a little bit darker, while entering a Contract
with stone gives her skin a mottled gray appearance. When
the changeling invokes a Contract, she perceives the power
it was bargained with, be it as whispers in flames, faces in
stone, or shadowy fingers running down her spine.

While Contracts share the same mechanics from
changeling to changeling, their outward effects vary. A
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her path lets a Wizened rapidly craft small clockwork
monsters to attack pursuers. Players are encouraged to
tailor Contracts’ effects to their characters: When this
character invokes Light-Shy, does she hear her Keeper’s
raspy whispers, or perhaps see her doom spelled out in
the shadows?

Unless otherwise noted, Contracts last for the cur-
rent scene. A changeling can end a Contract at will. A
character can’t shed Conditions a Contract inflicts — ei-
ther as part of its normal effect, or via dramatic failure —
by ending the power prematurely; she must resolve them
normally. Tilts end when the Contract that inflicted them
does, if the target doesn’t end them sooner. See Appen-
dix 4 (p. 333) for Conditions and Appendix 3 (p. 327) for
Tilts. If a Contract costs more Glamour than the charac-
ter can spend per turn based on her Wyrd, she may spend
Glamour over multiple turns and invoke the Contract
when the last required Glamour is spent.

If a changeling fails to invoke the effects of a Con-
tract (i.e. the player didn’t roll any successes on the in-
vocation roll), she must still pay its cost. Sometimes, the
target contests a Contract’s invocation roll. A willing tar-
get may waive this contesting roll; targets who do contest
it do so reflexively.

CI1LASH OF WILLS

When two changelings bring their powers to bear
against one another, it’s not always clear which ability
trumps another. Likewise, a Contract may have effects
that oppose the effects of a vampire’s Discipline or a
mage’s spells. When the effects of supernatural abilities
clash in this way, it’s a Clash of Wills.

Each player involved rolls his character’s Wyrd + an
appropriate Finesse Attribute. Whoever scores the most
successes wins; his power takes effect as normal while
the conflicting effects fail. Ties reroll until one player has
accrued more successes than all others. A character can
only spend a point of Willpower on the Clash roll if he
and his opponents are physically present, and he is aware
that abilities are in conflict, which may require kenning
(p. 107) or other magic. Other supernatural creatures
have their own dice pools for Clashes, detailed in their
respective books.

Long-lasting effects add a level of supernatural en-
durance, per the following table.

Modifier Duration

+1 Effect would last a night
+2 Effect would last a week
+3 Effect would last a month

+4 Effect would last a year
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I _OOPHOLES

Every Contract has a Loophole that lets the change-
ling invoke the Contract’s basic effect at no Glamour cost
(though he must pay Willpower costs, and any cost as-
sociated with seeming benefits, as normal). The character
can also choose to fulfill the Loophole and still spend one
point of Glamour, to change a Contract’s invocation roll
from instant to reflexive. He can invoke a given Contract
only once per turn reflexively, but may add other reflex-
ive Contracts, including those made reflexive by using the
Loophole and paying Glamour for each.

ARCADIAN CONTRACTS

The oldest Contracts hail from the dawn of Arcadia,
when the True Fae bargained with the world to let them, or
sometimes their pawns, move beyond the laws constraining
mere mortals. While the Gentry rarely care for the other
citizens of Faerie, their omnipresence ensures these bargains
also apply to their subjects. Any citizen of Arcadia, including
changelings, may claim these rights as Contracts. This claim
requires conscious effort, like finding a teacher, reading a
tome detailing the Contract, or meditating extensively upon
the nature of the deal. It also requires acknowledging her sta-
tus as a denizen of Arcadia, something a changeling might
find empowering as she takes control of her fate, or that might
serve as a painful reminder that she is no longer quite human.

f'w»'\mnmﬂa?\rﬂhma-qq

Arcadian Contracts are divided into six Regalia,
which are thematic groupings representative of the most
common of the original vast pacts the Others made with
abstract concepts to secure their power. These are:

* Crown for leadership and rulership.

¢ Jewels for manipulation and temptation.
Mirror for perception and self-transformation.
Shield for defense and protection.

Steed for movement both seen and unseen, and all
manner of creatures.

Sword for strength and aggression.

Every seeming has a favored Regalia, and the player
chooses a second favored Regalia for her character.

Regalia are further divided into Common Contracts
and Royal Contracts, which represent the lesser bargains
the True Fae struck on behalf of their servants, and the
greater bargains they struck for themselves. Common
Arcadian Contracts cost 3 Experiences each, and Royal
Arcadian Contracts cost 4 Experiences each. Purchasing
a Contract from a favored Regalia subtracts one from the
Experience cost.
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CONTRACTS
AND CLARITY

Changeling characters have Clarity, mortals
Integrity, and vampires Humanity. Unless a
Contract specifically states that it only works
on other Lost, “Clarity” means “Clarity and
other such traits that measure a kind of mental
or emotional stability.” Where a Contract
would make a Clarity attack, it forces an equiv-
alent level of breaking point for these other
creatures; the Storyteller decides the exact
effects where questions arise. These Contracts
never work on beings like Prometheans with
traits that measure something else entirely.

€ g

Every Arcadian Contract has seeming benefits, which
invoke effects in addition to the basic Contract. If a
changeling belongs to that seeming, she gains the effect for
free upon purchasing the Contract. Otherwise, she may
learn it from a teacher using Pupil’s Devotion (below), and
pay 1 Experience for it. A player can purchase as many
seeming effects per Contract as she wishes and can invoke
none, any, or all of them, as long as she pays all their costs.
The Contracts below present two seeming benefits each,
but Storytellers are encouraged to add their own.

CROWN

Changelings who grasp the Crown represent the best
and worst of their kind. They make glorious leaders —
fair, wise, and emboldening the Lost with their presence
— or tyrants forcing other Lost and the world itself to fit
their vision. Fairest, rising above others, favor Crown.

HosTiLE TAKEOVER (COMMON)

The True Fae are home wherever they wish, and the
changeling likewise forces any dwelling to accept her presence.

Cost: 2 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling declares her right to be on the
premises, persuading the home that she belongs there. She
may then bypass any mundane security systems — she does
not show on cameras, for instance — and its doors auto-
matically open for her. Animals and hobgoblin sentries stay
out of her way. The changeling can extend this Contract’s
benefits to a number of companions equal to her Presence,
as long as they remain in her line of sight.

Targeting a Hollow, or another supernatural dwelling,
triggers a Clash of Wills with the owner or main resident.
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This Contract does not work if the building’s owner or
main resident also knows Hostile Takeover, as he is another
beneficiary of it.

Beast: The Beast persuades animal sentries to ac-
tively serve her.

Fairest: The Fairest’s player gains two bonus dice on
a Clash of Wills with a supernatural dwelling’s owner.

Loophole: The changeling carries an object with her
that belongs to the owner or main resident.

MASK OF SUPERIORITY (COMMON)

The changeling is always important, even to people
who don’t know him. He struts into a locale as if he owns
the place when he invokes this Contract.

Cost: 1 Glamour
Dice Pool: Presence + Subterfuge + Wyrd

Action: Instant

Roll Results

Success: People who see the character believe he is
a respected member of an organization they belong to,
as though he had dots in its Status Merit equal to his
Presence. If the changeling affects multiple people, they
all believe him to be a member of the same organization;
the player chooses one target as his primary to deter-
mine which organization. If he acts out of character for a
member or doesn’t know something a member would, his
player rolls Presence + Subterfuge contested by the other
characters’ Wits + Empathy to keep them from realizing
he’s a fraud.

Exceptional Success: The changeling instead con-
vinces people he is a trusted ally come for a tour, as
though he also had the Allies Merit equal to his Presence.
He gets the same benefits as a member, but is given a pass
if he doesn’t know all the inner workings of the organiza-
tion, and the player only has to roll for the changeling to
stay in character if he does something really absurd.

Failure: The Contract fails.

Dramatic Failure: Members of the organization take
umbrage with the changeling’s obvious lies, and immedi-
ately become hostile toward him.

Fairest: Reduce all starting Doors by one for purpos-
es of any Social maneuvering the changeling initiates on
affected characters.

Ogre: The Bruiser appears as security for the organi-
zation; his player adds the successes rolled to invoke the
Contract as bonus dice to Intimidation rolls against any-
one who believes the ruse, to a maximum of +5.

Loophole: The changeling loosely dresses to copy the
organization’s dress code. This does not have to be identical:
plain white slacks, shirt, and hat work as a marine uniform.
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PARALYZINC PRESENCE
(ComMmMmonN)

The changeling is magnificent and horrible, captivat-
ing his target and rendering her unable to move. He must
have her attention, even if only fleetingly, for this Con-
tract to take effect.

Cost: 2 Glamour

Dice Pool: Presence + Intimidation + Wyrd vs.
Composure + Wyrd

Action: Contested

Roll Results

Success: The changeling grows larger, more beautiful
and terrible, in the target’s mind and overwhelms her: She
suffers the Insensate Tilt.

Exceptional Success: The victim also suffers the
Cowed Condition.

Failure: The Contract fails.

Dramatic Failure: The target is supremely unim-
pressed, inflicting the Shaken Condition on the changeling.

Darkling: The Mountebank’s player may use Ma-
nipulation instead of Presence to invoke this Contract.

Fairest: The Unicorn’s player gains a three-die bonus
to invoke this Contract.

Loophole: The victim is otherwise alone, and the
changeling touches him.

SUMMOAN THE J_OYAL SERVAANT
(ComMmMmonN)

The changeling creates a small, loyal servitor out of
ephemeral substances and discarded items.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling cuts his hand and lets a drop-
let of blood fall onto the substance of his choice: The fire
from a lit candle, the shadows hiding in the corner, and a
pile of leaves and twigs are all valid targets. The substance
animates into a small servant, which is as intelligent as a
dog and can carry out simple commands. It’s also percep-
tive enough to notice threats to the changeling or itself.

The servitor has Power 1, Finesse 3, and Resistance 1,
with derivative traits as if it were a Hedge ghost (p. 247), but it
only possesses iron as a frailty and doesn’t gain any Influences
or Numina. The changeling chooses its shape, and a Size be-
tween 1 and 7. The servitor has natural advantages granted
by its makeup; for example, a fire servitor cannot be burnt. It
remains animate for one scene, or until it is destroyed.

Elemental: The Sprite may merge with the servitor
by spending another Glamour point and one Willpower
point. He substitutes the creature’s Attributes for his
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PuriL’s DEVOTION

A changeling can learn an Arcadian Contract
more easily by seeking a teacher. The teacher
must know the Contract she wishes to learn,
and have it as part of his favored Regalia.
After swearing a personal oath (p. 213) to
her teacher, the character can learn the Con-
tract at favored cost even if it's not part of her
own favored Regalia. The particulars of this
oath are unique to each pledge, and the char-
acter must swear a separate oath for every
Contract she wishes to learn. Characters can
also learn a Contract’s seeming benefits this
way from a teacher of the right seeming.

€

where he chooses, becomes immune to damage inflicted
with its element or material, and adds +1L to his weapon
modifier on attack rolls.

Fairest: The Sovereign may spend a Willpower
point to bind the servitor to his Hollow (or any Hollow
he shares). As long as the servitor remains within the
Hollow, it stays animate. The Fairest can have only one
bound servitor at a time.

Loophole: The changeling performed a significant favor

for the element or material in this scene, such as thoroughly
cleaning a public fountain or polishing a large stone statue.

TumurLt (CoMmMON)

The changeling controls shards of dreams and night-
mares to attack his foe’s mind. He inscribes his target’s
true name on a leaf, and folds it into an origami bird. He
must be able to see his target.

Cost: 2 Glamour
Dice Pool: Presence + Empathy + Wyrd — Resolve
Action: Instant

Duration: Instant

Roll Results

Success: The first fold reveals whether the target
suffers from any of the following Conditions: Disorient-
ed, Guilty, Lost, Paranoid, Obsession, Spooked, Stoic, or
Withdrawn. As the changeling keeps folding, he may in-
flict one of these effects on the target per success rolled:

* Inflict one of the temporary Conditions above on
the target.

¢ Delay the effect of this Contract until a specified
trigger occurs; multiple successes may specify mul-
tiple separate triggers.
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Exceptional Success: Inflict one extra effect.
Failure: The Contract fails.

Dramatic Failure: The changeling gains one of the
Conditions listed, of the player’s choice.

Fairest: The Fairest adds these Conditions to the list:
Inspired, Swooned, Wanton.

Ogre: The Ogre adds these Conditions to the list:
Bestial, Cowed, Frightened.

Loophole: The changeling planted an origami bird
on the target’s person in this scene.

DISCREET SUMMONS (ROYAL)

The changeling summons an object or goblin to his
service.

Cost: 1 Glamour (object) or 2 Glamour (hobgoblin)

Dice Pool: Manipulation + Persuasion + Wyrd vs.
Composure + Wyrd

Action: Instant (object) or contested (hobgoblin)

Roll Results

Success: The character reaches into a small con-
tainer, like a handbag or drawer, without looking, and
pulls out an item of Size 1. This item can be anything
the character has seen or handled before. The item is the
most basic type of its kind, but fully functional and ready
to use: A camera takes pictures, a smartphone can make
calls and access a wireless connection, and a gun shoots
bullets from its fully loaded magazine. The objects have
no special qualifiers, nor Availability higher than 3.

Alternatively, the changeling can open any door and
loudly announce “I have a guest!” to find a hobgoblin stand-
ing there. The creature is a normal specimen of its kind
(p- 252) with a Wyrd no higher than 3, and performs one
task for the character to the best of its ability. The change-
ling may elaborate on his door-opening mantra to persuade
the creature to come willingly, such as “I have a guest, who
is skilled as a barrister and whom I shall pay in fingernails!”
The Storyteller decides if the changeling indeed entices the
hobgoblin in this manner, in which case the Contract roll is
uncontested as the creature comes willingly.

The object or hobgoblin vanishes at the end of the
scene, when it leaves the character’s hands (for an object),
or when the character stops paying attention to it, which-
ever comes first.

Exceptional Success: The item can be of Size 5 or
smaller, and can have up to Availability 5. The hobgoblin
likes the character and goes to great lengths to fulfill the
spirit of his assignment, rather than the letter, and per-
forms any follow-up tasks that ensure greater success. For
example, if it was charged to steal something and discov-
ers the object is cursed, it tells the changeling.
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Failure: The summons fails.

Dramatic Failure: The character retrieves an item
with the Volatile Condition, or a summoned hobgoblin
means him ill, though it may conceal its enmity to lure him
into a trap.

Darkling: A Wisp may pull an object, or summon the
hobgoblin, out of any sufficiently large dark space or shadow.

Fairest: The summoned hobgoblin serves the change-
ling until the sun next crosses the horizon, even if he pays
no attention to it.

Loophole: The changeling pulls an object from a lo-
cation belonging to, or guarded by, an enemy. He prom-
ises the hobgoblin something which is (either practically
or morally) difficult for him to procure, and keeps the
promise.

MASTERMIND’S CAMBIT (ROYAL)

Having learned from his Keeper, the changeling
knows that strength comes from maneuvering pawns
wherever he wants them.

Cost: 2 Glamour

Dice Pool: None
Action: Instant
Duration: One chapter

Effects: The changeling speaks aloud to himself,
revealing his darkest fears and desires to the air. He
weaves a concrete goal into his monologue, such as “em-
barrass the Duke of Barrington in front of the Court,”
or “break into the Queen’s library,” and his words turn
into ideas and parchment. This instant action takes
at least five minutes to complete. By the time he stops
speaking, the changeling has created a plan or reposi-
tory (p. 196) pertinent to his goal that counts as equip-
ment granting a +5 bonus. It lasts until the end of the
chapter or until the plan definitively succeeds or fails,
whichever comes first.

Elemental: The Unbound can spend a point of Will-
power to make a repository last for the story, giving him
more time to use it and expanding its scope to encompass
one Mental Skill Specialty he possesses. The information
in this repository shapes itself to fit his elemental affinity:
a fire that spells letters as he reads along, or books made
of leaves.

Fairest: The Sovereign can also use this Contract
to create an organization, as the Glamour subtly bends
the right mortals to his will. This organization is ideally
geared to counter his enemy’s influence.

Loophole: The changeling outlines the hierarchy of
the organization or the index of the repository, or draws
up the plan, on paper that is at least 50 years old.
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PIPES OF THE BEASTCALIER
(RovAL)

Calling on ancient pacts between the Fae and the
wild, the changeling plays a silver flute to summon and
command animals.

Cost: 1 Glamour

Dice Pool: Manipulation + Animal Ken + Wyrd vs.
Resolve + Composure

Action: Instant (willing) or contested (hostile)

Roll Results

Success: The character sends out a call to all ani-
mals of one species, which he names when invoking the
Contract, within a radius equal to his Animal Ken dots
in miles. Any in range gather around him and he may
give them simple commands, which they obey to the
best of their abilities. The character must give his in-
structions verbally (the Contract ensures the creatures,
regardless of intellect, understand him), though the first
wave of arrivals will pass his instructions on to animals
further away. Once the animals have completed their
task, or face an insurmountable problem, they return to
inform the changeling. Hostile animals may contest this
Contract.

Exceptional Success: The character controls the
animals for a day and a night, and can give them new

commands whenever he speaks with them. If he mis-
treats them, or makes impossible demands, the ani-
mals gain a new Resolve + Composure roll to contest
the Contract.

Failure: The summons fails.
Dramatic Failure: The Contract summons one larg-

er hostile animal (like a dog), or a swarm of small ones
(like spiders), which attacks the changeling.

Beast: The Grim gains an empathic link to the ani-
mals he commands, allowing him to give them new or addi-
tional instructions from a distance. He is also aware of their
general physical condition and location relative to his own.

Fairest: The character can pay an additional point
of Glamour to summon and command a second species
of animals.

Loophole: While playing the flute, the changeling
does a little dance that mimics the movements of the ani-
mals he wants to summon.

THE RoYAL CoOURT (ROYAL)

The sanctity and peace of court reign at the change-
ling’s pleasure.

Cost: 3 Glamour + 1 Willpower

Dice Pool: None

Action: Instant

o
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Effects: Setting himself up as leader during a meet-
ing, the changeling can prevent violence from break-
ing out. No matter how rowdy or hostile negotiations
get — even if that assassin came here fully intending
to kill him — none of the people gathered can inflict
bodily harm on another. If anyone present is under a su-
pernatural coercion to commit violence, the changeling
and the force behind the coercion engage in a Clash of
Wills. This Contract does not stop violence if it’s al-
ready started.

Fairest: The Fairest’s protection extends to Social in-
teractions; targets can’t intimidate or threaten each other,
but they can still engage in pleasantries to foster goodwill.

Wizened: The Hatter’s protection extends to mental
harm, including attacks on Clarity (but not breaking points).

Loophole: The changeling stands and makes a
speech lasting at least five minutes.

SPINNING WHEEL (RoYAL)

The changeling rivals the Gentry’s thievery of lives,
and can guide his target’s future to a single point within
the next month.

Cost: 3 Glamour + 1 Willpower
Dice Pool: Intelligence + Occult + Wyrd — Resolve

Action: Extended; each roll takes 10 minutes. Target
number equals the subject’s Wyrd or Resolve, whichever
is higher.

Duration: Until the lunar month ends, or the event
comes to pass, whichever comes first.

Roll Results

Success: The changeling names an experience,
which must be reasonably probable and not overly specif-
ic, for his target. Examples include “meeting the Autumn
Queen” or “getting hit by a car.” All rolls leading to this
event, made by the target or other characters, gain bonus
dice equal to the successes rolled to invoke the Contract,
while rolls obstructing the event suffer the same as a pen-
alty, to a maximum of +/—=5. This Contract only creates
an event, not the outcome thereof.

A changeling may have a number of instances of this
Contract pending equal to his Wyrd rating.

Exceptional Success: The changeling may also spec-
ify an action the target can take to prevent the chosen
experience from coming to pass, which ends the Contract
immediately.

Failure: The Contract fails.

Dramatic Failure: The changeling curses himself,
leading to a dramatic failure on a crucial roll of the Story-
teller’s choice over the next chapter.

Fairest: The Muse gains three bonus dice to invoke
this Contract when encouraging a positive experience.
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He himself gains the Inspired Condition pertaining to ac-
tions that support the event coming to pass.

Ogre: The Gargoyle gains three bonus dice to invoke
this Contract when encouraging a negative experience.
He himself gains the Steadfast Condition pertaining to
actions that support the event coming to pass.

Loophole: The changeling pricks his target with
a needle or pin, drawing at least one droplet of blood.
Drawing one droplet of blood from a willing target inflicts
no damage.

JEWELS

Jewels control the fate of the world: They make
kingdoms rise and wars break out. They embody physi-
cal perfection and the spirit of temptation. They also lie
— in the end, a diamond is just a crystal. Wizened, who
are adroit at manipulating the physical and ephemeral,
favor Jewels.

BILESSING OF PERFECTION
(Common)

The changeling is the ultimate artisan, and blesses
any object or body with perfection.

Cost: 2 Glamour

Dice Pool: None

Action: Instant

Duration: One action

Effects: The changeling lovingly caresses and speaks
to an object. Her attention bestows a blessing on the ob-
ject, which repays her by replacing its equipment bonus
with her Wyrd rating. The changeling can instead target
another person’s Crafts, Medicine, or Computer action by
speaking words of encouragement while he works, replac-
ing his Skill rating with her Wyrd.

Fairest: The Fairest may apply this Contract’s effects to
another’s Expression, Persuasion, or Socialize rolls as well.

Wizened: A blessed object retains the bonus to all
rolls made to use it for the scene.

Loophole: The changeling accepts payment to enact
this Contract, then buries the coins or other traded object.

CHANCING FORTUANES (CoMMON)

The changeling has experienced the worst of luck —
her abduction — and the best, when she escaped. Living
through both extremes, she can manipulate the whims of
fortune.

Cost: 2 Glamour
Dice Pool: Wits + Occult + Wyrd — Resolve
Action: Instant

Duration: One action
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Success: The changeling whispers a story to the
wind, of a strange turn of events that befell her in Ar-
cadia. She may then add or subtract two dice from her
target’s player’s next roll, or lower or raise his exceptional
success threshold by one success, per success rolled. Ex-
ceptional success thresholds can’t drop below one success,
nor can the target ever achieve exceptional success on a
chance die. The changeling can target herself.

Example: With two rolled successes, a player can add
or subtract four dice from her target’s dice pool, or lower
or raise his exceptional success threshold by two success-
es, or add or subtract two dice while also lowering or rais-
ing his exceptional threshold by one.

Changing Fortunes can affect a given target only
once per chapter. Attempting to use this Contract on the
same target again results in the changeling cursing her-
self, as dramatic failure.

Exceptional Success: Rather than affect the target’s
next roll, the changeling may specify a trigger for the effect,
such as “if he tries to shoot me.” If the trigger doesn’t hap-
pen before the end of the scene, the Contract simply ends.

Failure: The Contract fails.

Dramatic Failure: The Contract turns against the
changeling per success, with effects chosen by the Storyteller.

Ogre: The target suffers the Shaken Condition when-
ever he uses the cursed dice pool, until the sun next cross-
es the horizon. The initial effect still only applies once.

Wizened: After seeing the target’s roll impacted by
this Contract, the player may direct his player or the Sto-
ryteller to reroll. The second roll stands.

Loophole: The changeling dramatically failed on
one of her own actions this scene. She can also invoke
this Contract and dramatically fail a later action within
the same scene to regain the Glamour she spent on it.

LICHT-SHY (COMMON)

The changeling becomes as elusive as a dream, and
shadows cloak her in the obscurity of forgotten memories.

Cost: 1 Glamour
Dice Pool: None

Action: Instant

Roll Results

Effects: The changeling becomes invisible to the mind,
affecting all senses, though recording technology still detects
her. The Contract ends if she takes any aggressive action,
such as an attack or shouting at someone, or inflicts any kind
of harm or supernatural effect on anyone.

Darkling: The Bewitched temporarily erases herself
from existence, and even recording technology no longer
detects her.

FAM"\MWAWAM Am(h-m\

Wizened: The Domovoi can invoke this Contract
on an object. People who saw the object previously, and
would expect it to still be there, make up a rational excuse
for why it’s gone. If anyone accidentally moves or knocks
over the object, the Contract ends.

Loophole: The changeling stands unmoving, in
darkness or deep shadows, for one minute.

MURKBILUR (COMMON)

The changeling calls upon the myriad distractions of
Arcadia to overwhelm another’s vision.

Cost: 1 Glamour

Dice Pool: Manipulation + Subterfuge + Wyrd vs.
Wits + Wyrd

Action: Contested

Duration: One turn

Roll Results

Success: The target sees the impossible beauty of Ar-
cadia, not meant for lesser beings to behold, and suffers

the Blinded Tilt (both eyes).

Exceptional Success: As success, and the target suf-
fers the Deafened Tilt (both ears).

Failure: The Contract fails.

Dramatic Failure: Light and color assail the change-
ling’s senses. She gains the Disoriented Condition.

Elemental: The Unbound may instead make the tar-
get believe he’s enveloped by an element of the change-
ling’s choice. He may drop and roll, believing he’s on fire,
or think he’s drowning in water. The Storyteller chooses
any Tilts that seem appropriate for the target to suffer.

Wizened: The Wizened cuts her target’s senses off
so completely he also suffers the Disoriented Condition.

Loophole: The changeling eats a creature’s eye while
invoking the Contract. She needn’t pluck it out herself —
changelings can buy an eye at a Goblin Market, or on the
internet.

TRIVIAL REWORKINC (COMMON)

Trickery is the birthright of every Lost, allowing her
to shape an object’s appearance to her desire.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling recalls how her Keeper mold-
ed items to fit his whims, and mimics some of what he did.
She cloaks a mundane item up to Size 3 in her Mask, and
changes its visual aspects. The object’s basic shape remains
the same, and all rules governing Mask apply. This effect
is purely psychological: A dry leaf disguised as a $100 bill
looks and feels exactly like a $100 bill to any mortal, but

—
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doesn’t stand up to counterfeit detection measures. Beings
able to see through the Mask are immune to this power.

Darkling: Any attempts to detect the forgery sub-
tract dice equal to the Mountebank’s Manipulation.

Wizened: The Wizened can affect an object of any Size.

Loophole: The character touched another object simi-
lar to the illusory one she creates within the same scene.

CHANCELING HOURS (ROYAL)

Time means nothing in Faerie, where years pass in
less than a single night. The changeling calls on this tem-
poral fluidity to slow, speed, or freeze an object in time.

Cost: 1 Glamour, +1 per 5 Size
Dice Pool: None

Action: Instant

Duration: One chapter

Effects: The changeling moves her arms to “draw” a
clock in the air between herself and the object. She then
mimics turning the hands of the clock backward, forward,
or halting them.

This Contract can create three different effects. The
changeling chooses which to use when she invokes the
Contract.

Rewind the clock: The item becomes as new. The
Contract repairs one point of damage per turn and re-
places missing parts, restoring up to her Crafts rating in
Structure.

Speed the clock: The item corrodes, suffering one
point of damage per turn that ignores Durability, up to
her Crafts rating in damage.

Freeze the clock: The item freezes in time and place,
rendering it impossible to move and immune to damage
or change.

Elemental: The Elemental may also affect instances
of her associated element with this Contract — for in-
stance, to create an ever-burning flame or restore a with-
ered flower to full bloom.

Wizened: The changeling may make the freezing ef-
fect permanent by also spending a point of Willpower. Su-
pernatural powers that override this permanency prompt
a Clash of Wills.

Loophole: The changeling names a former (not cur-
rent) owner of the object.

DANCE OF THE Tovs (RoOYAL)

At the changeling’s touch, cars drive themselves,
doors and cabinets open and close, and a gun fires itself.

Cost: 2 Glamour
Dice Roll: Manipulation + Crafts + Wyrd

Action: Instant
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Roll Results

Success: The changeling makes a mechanical device
dance to her whims. She strikes it to inspire obedience
through terror, or caresses it to engender loyalty born
from love. Either way, the device comes alive to follow
a single, simple command. A door closes and remains
closed, a car drives away, or a gun shoots until it runs out
of bullets. Anyone attempting to change its action must
roll Strength + Resolve and achieve more successes than
the changeling did to invoke the Contract.
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Devices cannot move outside their normal range of
motion. If a device’s natural movement would inflict dam-
age, like a car running someone over, it uses the successes
rolled on this Contract as a dice pool for that attack.

The changeling can control any device she can see
within (10 x Wyrd) yards/meters.

Exceptional Success: The player can purchase the
device as a one-dot Retainer, in which case it remains
permanently animated. If she does not, the enchantment
expires after one chapter.

Failure: The Contract fails.

Dramatic Failure: The device comes to life but turns
against the changeling, capable of actively opposing her.

Beast: The Beast imbues the device with animal-like
intelligence, allowing her to give it multiple or more com-
plex commands to follow. For instance, she could make
it shoot anyone wearing a red jacket, as opposed to just
shooting blindly.

Wizened: The Shrewd can compel the device to
move outside its normal range of operation. Rather than
remain lying where it is, the gun can move in the air to
target opponents. The changeling decides where and how
the object moves each turn, at a Speed equal to her Wyrd,
but the Contract ends if the object moves out of range.

Loophole: The changeling inscribes a name on the
object, then calls it to life: “Jack the gun, shoot!” She
must give a new name to each object called to life with
this Contract.

HiopEN REALITY (ROYAL)

The changeling is the master of the unseen, shaping
the hidden elements of her surroundings.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The character imagines the world not as it is,
but how it might be, and chooses one of the differences to
become reality. She may alter a feature of her surround-
ings, as long as it could have always been this way. For ex-
ample, she can create a hidden latch on a box, or a door on
a wall, as long as no one else has seen that it wasn’t there
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yet during this scene. The change must be minor in scope
and part of an existing object, which must be lifeless — she
can’t grow a new branch on a tree — though it may be of
any Size. Changes vanish at the end of the scene, or when
no one pays attention to them, whichever comes first.

Fairest: The Sovereign instead targets one person in
her vicinity, changing either his Virtue or Vice (or equiv-
alent anchor). This requires a Manipulation + Subterfuge
+ Wyrd roll, contested by the target’s Resolve + Wyrd.

Wizened: A Hatter may pay an additional point of
Glamour to create whole new objects that could reason-
ably be found in the area, like a set of keys on a nearby
table, or a car parked in the garage.

Loophole: The changeling makes a show of looking
for the feature — turning a box over in her hands and
pressing random parts of it, before she “finds” the secret
compartment — and expresses surprise when she finds it.
This makes the invocation take one full minute.

STEALING THE SOLID
REFLECTION (ROYAL)

Harking back to the power by which the Gentry cre-
ate fetches, the changeling steals a reflection and turns it
into a solid object. Mirror people who live in the Hedge
don’t take kindly to the Lost stealing their things this way.

Cost: 1 Glamour + 1 Willpower
Dice Pool: Strength + Larceny + Wyrd

Action: Instant

Roll Results

Success: The changeling reaches into a reflective
surface, to the mirror world beyond, and pulls the desired
object out of it. The surface must be clear enough to show
some detail, and the object must fit through it. The stolen
reflection is mirrored: a car with the steering wheel on
the wrong side, or a book written in backwards text. The
stolen object has no supernatural properties. Neither the
stolen object nor the original has a reflection while this
Contract lasts.

Exceptional Success: The stolen reflection remains
solid until the sun next passes the horizon.

Failure: The Contract fails.

Dramatic Failure: The reflective surface shatters, and
the original object sustains damage equal to the changeling’s
Wyrd that bypasses Durability, as cracks erupt across it.

Fairest: The Unicorn retrieves the reflection of a
living being. The stolen reflection carries a mark of the
supernatural, like having six fingers or heterochromatic
eyes. The reflection’s mundane traits are equal to the orig-
inal’s, or the changeling’s Wyrd, whichever is lower. For
example, if the original has Strength 3 and the change-
ling Wyrd 2, the reflection’s Strength becomes 2. It has no
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supernatural traits (such as Clarity, Wyrd, or Contracts).
The stolen reflection is friendly and deferential to the
Fairest. On a dramatic failure, the original person doesn’t
sustain any damage, but the reflection the changeling
tried to steal is a Hedge-dwelling mirror person who gains
an Aspiration to punish the changeling in the future.

Wizened: If the Wizened spends an additional Glam-
our point, the stolen reflection retains any mystical prop-
erties of the original, such as a goblin fruit.

Loophole: The changeling coaxed the owner of
the original to express a sense of debt to her, within the
scene. This can be sincere, such as “I did not forget our
deal, and will pay you soon,” or lighthearted, such as
“Coffee! I owe you one!”

TATTERDEMALION’S WORKSHOP
(RovyAaL)

The Gentry raise mountains from clouds, and weave
forests from hairs. The changeling likewise can create an
object with the unlikeliest of materials, using forgotten
scraps and chicanery to build dreams.

Cost: 2 Glamour
Dice Pool: None
Action: Instant
Duration: Instant

Effects: The changeling takes a jury rigging Build
Equipment action (p. 197) as normal, but no mundane
equipment up to Size 5 is ever too complex to build in a
single turn, and she bypasses the need for proper com-
ponents or tools. Reduce the usual penalty for equip-
ment bonuses or benefits by half the character’s Wyrd,
rounded up. The crafting process should look vaguely
possible to the layman: She can create a rocket launcher
out of a flare gun and a canister of compressed gas, or a
portable Xerox machine from random bathroom supplies
and a fountain pen. The device functions as well as its
normal version would.

Ogre: The Ogre doesn’t require parts that would
plausibly fit to make the item, as she pulls and stretches
objects into shape — instead of using duct tape, she forces
a Band-Aid around an exhaust pipe.

Wizened: The Domovoi can jury rig a complex ob-
ject of any Size.

Loophole: The changeling is wearing large, old glass-
es and uses archaic tools.

MIRROR

Mirror catches the world in its reflection, enhancing
senses and laying secrets bare. Changelings may even look
into the mirror and see themselves, warts and all, to guide
them to transformation. Darklings, who thrive on secrets
and knowledge, favor this Regalia.
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CLIMPSE OF A DISTANT MIRROR
(ComMmonN)

The space between mirrors is empty and glittering
like the fae, connecting them all through mazy corridors
of the Hedge.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling looks into any reflective surface,
which becomes a window that looks out through another
such surface that has reflected his face before. Anyone who
looks into this window can see what’s on the other side. The
view is only as clear as the surfaces allow — a muddy pool
creates a muddy view. After the Contract ends, the change-
ling sees himself wrong in the surface for the rest of the scene,
glimpsing hints of the mirror people on the other side.

Beast: The Savage may also see out of any surface
currently reflecting a person who has sworn a promise or
pledge to him or invokes his name, even if the surface
hasn’t previously reflected him.

Darkling: The Darkling can also hear sounds trans-
mitted through the window. If he desires, people on the
other side may see and hear him, too.

Loophole: The changeling looks into a mirror belonging
to someone who has sworn enmity against him. He may steal
this mirror and take it with him (or may have already done
so in the past), as long as he does not claim ownership over it.

KNow THE COMPETITION
(CommonN)

After living at the whim of the mercurial Fae, the
changeling knows what it is to turn mere diversions into
opportunities. He challenges his opponent to a game, and
gleans the workings of her mind. This Contract’s invoca-
tion roll represents the game’s outcome. The Contract’s in-
stant action takes at least 10 minutes to complete.

Cost: 1 Glamour

Dice Pool: Manipulation + Socialize + Wyrd vs.
Composure + Wyrd

Action: Contested

Duration: Instant

Roll Results

Success: The changeling observes his opponent in a
game against him, predicting her moves and how she uses
her resources. He wins, and learns her Virtue and Vice (or
equivalent anchors) and one of her Aspirations.
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second Aspiration.
Failure: The Contract fails.

Dramatic Failure: The changeling misreads his op-
ponent, who not only wins the game but also learns his
Needle, Thread, and one Aspiration.

Beast: Once, before the next dawn, the Beast can
think of the target as an instant action and know exactly
where she is and what she’s doing. He also knows when
she plans to leave her current location, though events
might still cause her to leave later or more quickly — the
Contract only reveals what the target intends at that point.

Darkling: The Darkling can invoke this Contract to
observe multiple opponents at once, up to his Wyrd rat-
ing, in a game with more than two players.

Loophole: The changeling goaded his target into
challenging him to a game.

PORTENTS AND VISIONS
(ComMmonN)

The character calls upon the timelessness of Arcadia
and recites a random list of events, objects, names, and
places. As he goes through them, tongue twisting and
turning around the words faster than anyone’s should, he
stumbles upon a word that ties in to either his target’s past
or present. His eyes go white, and he has now seen what
once was, or what might be.

This Contract’s instant action takes at least one min-
ute to complete. The player states whether his character
wants to see the past or future. The changeling must see
his target, though she needn’t see him, and can invoke
this Contract on himself by looking into a mirror.

Cost: 1 Glamour

Dice Pool: Manipulation + Occult + Wyrd vs.
Composure + Wyrd

Action: Contested

Duration: Instant

Roll Results

Success:

Past: The changeling sees a vision of the most impor-
tant event, relevant to the changeling’s current interests,
that has befallen the target. This is not contingent on the
target’s memories: He might see a forgotten or suppressed
event. Alternatively, the changeling may view the last
promise or deal the target made.

Future: The changeling sees the most important event,
promise, or deal coming up for the target in the next few
days. The future is not set in stone, and the changeling’s
involvement can alter it. The changeling, and the target if
he tells her, gains the Informed Condition.
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Exceptional Success: The changeling may evoke
emotions associated with the event in his target: for ex-
ample, if the event was a night of passion, he reminds
the target of his lover. The target gains a Condition to
represent this.

Failure: The Contract fails.

Dramatic Failure: The changeling sees a false event
and with it, signs of the Gentry’s impending approach. He
suffers the Paranoid Condition.

Darkling: The Bewitched may choose to see a past
crime or transgression instead, and inflict the Guilty Con-
dition on his target regarding that event.

Elemental: The Torrent may choose to see the next
violent event to come instead, and grant his target some
of his hardiness for it. If the event comes to pass, the tar-
get gains the effects of the Giant Merit for one scene.

Loophole: The changeling tears up a picture of the
target.

READ Luciity (CoMmMmMonN)

The changeling reads another person’s mental stabil-
ity at a single glance.

Cost: 1 Glamour

Dice Pool: Manipulation + Empathy + Wyrd vs.
Composure + Wyrd

Action: Contested

Duration: Instant

Roll Results

Success: The Storyteller tells the player the target’s
maximum and current Clarity levels, though the char-
acter interprets this in relative terms (“she’s more stable
than [ am” or “she’s very confused”). The changeling also
knows which Clarity Conditions his target suffers, if any.

Exceptional Success: The changeling also uncovers
the circumstances of the target’s most recently suffered
Clarity damage.

Failure: The Contract fails.

Dramatic Failure: The character gleans the wrong
Clarity levels, but doesn’t know this.

Beast: With an exceptional success, the Beast’s play-
er may roll his successes as dice in a psychic Clarity attack
against the target.

Darkling: With an exceptional success, the Darkling
may lend some of his slippery nature to the target: She
gains Defense equal to her Wits against the next Clarity
attack she suffers. This effect lasts until used, or the end
of the session, whichever comes first.

Loophole: The changeling touches the target, skin-
to-skin.
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WaLLS HAVE EARS (CoMMON)

The changeling engages an object in conversation to
learn its secrets, previous owners, and weaknesses.

Cost: 1-3 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling holds an item up to his
mouth, and tells it a secret from his time in Arcadia. The
object tells him a secret in return.

The changeling can invoke any of these effects, at a
cost of one point of Glamour each:

* He knows how the object is constructed and all its
weak points. Halve the object’s Durability (round-
ed down) for any attack he makes against it, and
add his Intelligence rating as bonus dice to repair
or modify the object.

He knows how to use the object to its best effect,
and his player gains the 9-again quality on dice
rolls to wield or use it.

He sees a vision of the person who last handled or
touched the object, as well as the circumstances of
the scene. The vision shows anyone within three
meters of the object at that time.

Darkling: The Wisp also gains the Informed Condition
about the object’s owner. If it currently belongs to him, he in-
stead gains the Informed Condition about one previous own-
er he can describe; “Matt,” “the dark-skinned Ogre with the
eye patch,” or “the guy it just showed me” are all valid targets.

Wizened: The Wizened’s player may spend one point of
Glamour per additional point in time he wishes to view. He
must either specify a point in time by who was present and
the general circumstances, or simply view the last person to
handle the object before the most recent one he’s already seen.

Loophole: The changeling is in public, among mor-
tals who can hear him speak his secret aloud.

PROPS AND SCEANERY (RovalL)

The changeling wills his body to become like the
paintings on the wall, or the cups in an enchanted cup-
board, mimicking an object’s shape in his stance. He calls
on the boon Arcadia owes him for his imprisonment to
transform him into the shape he desires.

Cost: 1 Glamour + 1 Willpower

Dice Pool: Manipulation + Persuasion + Wyrd

Action: Instant

Roll Results

Success: Glamour shapes the changeling into the de-
sired inanimate object, with standard traits for its kind, of
a Size up to his own by default.
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The player chooses an additional benefit per success d b r

rolled to invoke this Contract, such as:

* 41 Durability; can apply multiple times

Limited mobility (he rolls himself as a rock, or uses
chair legs to walk)

+/—1 Size; can apply multiple times

Other effects with Storyteller approval

Exceptional Success: The changeling may purchase
the form permanently for 3 Experiences. If he does, he can
adopt it reflexively for a single point of Glamour (but still
must roll), but can’t benefit from this Contract’s Loophole
that way. He changes as if he achieved one success. He may
also still assume the same form using this Contract normally.

Failure: The Contract fails.

Dramatic Failure: The changeling briefly becomes
a misshapen mass and suffers a Clarity attack with dice
equal to half his Wyrd rating (rounded up).

Darkling: The Darkling may extend the Contract’s
duration to last until the sun next crosses the horizon.

Ogre: The Gargoyle may assume the form of objects
up to double his Size by default.

Loophole: The changeling is within plain sight of
multiple others, but no one is looking at him at the mo-
ment he invokes the Contract.

REFLECTIONS OF THE PAST
(RovyaL)

Time means nothing in Arcadia, letting the change-
ling look beyond a reflective surface and into the past.

Cost: 1 Glamour per time frame (week, month, sea-
son, year, or decade)

Dice Pool: Intelligence + Occult + Wyrd

Action: Instant

Roll Results

Success: The changeling looks into a reflective surface,
and states a specific time or event. The reflection then re-
winds at impossible speed, compressing days or years into
a single moment until it comes to the time he states. The
changeling may then see the event as it happened, though
only from the angle at which it was originally reflected in the
surface. Anyone else watching sees the same vision. The vi-
sion can show up to one scene’s worth of events.

The changeling can see moments further back in the
past by spending more Glamour; one to go back up to a
week, two for a month, three for a season, four for a year, and
five for a decade. He must specify the time by at least date
(either fixed or relative to the present), and whether it was
day or night; or he can specify an event as long as he knows
some of the details, such as “when the Ogre beat up Jack.”
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Exceptional Success: The changeling can look
around the edges into the reflection, seeing more details.
For example, if he looks into a shop window that reflects
his friend Jack fighting off an Ogre, he can stick his head
into the vision to peer around the edges of the reflection,
to see the Darkling standing a little further away.

Failure: The Contract fails.

Dramatic Failure: The changeling sees a false event
and with it, signs of the Gentry’s impending approach. He
suffers the Paranoid Condition.

Darkling: The Mountebank may use his kenning to
detect supernatural phenomena within the reflected events.

Fairest: The Fairest may inflict the Leveraged Condi-
tion upon one of the characters in the vision.

Loophole: The changeling lets some of his blood fall on
the surface after taking at least 1L damage in this scene. The
surface absorbs the blood, then shows the vision as above.

RIpPLE-KITH (ROYAL)

Seeing the myriad things he could have been in Ar-
cadia, the changeling molds any mien into the image of
another kith. He touches his own or another Lost’s face
and sculpts it like clay.

Cost: 1 Glamour

Dice Pool: Manipulation + Larceny + Wyrd vs.
Composure + Wyrd

Action: Instant or contested; see below

Roll Results

Success: Leaving the Mask and pulling only on the
Glamour under the target’s skin, the changeling alters
the target’s outward fae mien to emulate the trappings of
a different kith, but not its blessings. The target’s general
features remain: if he was a rotund Chatelaine, he is now
a rotund Snowskin. Nothing about the target’s apparent
seeming changes, so a Darkling Leechfinger now looks
like a Darkling Helldiver, for instance. Forcing a new
kith’s appearance upon an unwilling subject grants her
a roll to contest it and constitutes a breaking point with
a pool of three dice, as the changeling repeats the cru-
elty of the Gentry. This Contract cannot copy a specific
changeling’s mien.

Exceptional Success: The changeling can spend a

point of Willpower to extend the Contract’s duration in-
definitely, but only when he himself is the target.

Failure: The Contract fails.
Dramatic Failure: The target fully sheds her own

kith, but fails to assume another. She loses all kith ben-
efits for the scene.

Darkling: The Darkling’s target can truly become the
kith she impersonates — she loses the mechanical benefits of
her own kith, and receives those of the false kith.
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Elemental: The Elemental’s fluid nature allows him
to make his target appear to be a different seeming as
well, if he chooses.

Loophole: The changeling has gifted something to
a changeling of the kith he wishes to emulate within this
scene. He must not have gotten anything in return, be-
yond gratitude. For example, if he treated her to lunch,
constituting the gift of food, even the promise that she
will “get the next one” negates the Loophole.

SKINMASK (ROYAL)

The changeling sees what he might have become if
he’d stayed human, and calls on the shards of this broken
promise to change his Mask.

Cost: 2 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling recites three things he
knows about his target, who may be a mortal or any crea-
ture with a Mask: She’s tall, takes sugar in her coffee, and
wears a red coat. He then assumes her outward appear-
ance. If his target is a changeling, he copies both Mask
and mien. Mimicking the target’s behavior still requires
successful Social rolls.

While the changeling could copy the Mask of any-
one he’s physically met, he often copies people who look
like him — or rather, people he’d look like if not for being
taken. Older, without the curse of youth imposed by his
Keeper, with fewer scars and eyes that know peace. Pre-
tending he’s like them eases the itching under his skin; if
he does this, regain a Willpower point.

Darkling: The Bewitched has so perfectly mastered
one visage that his player can purchase it as the Alter-
nate Identity Merit at any rating he likes. If he does,
the changeling can shift to it reflexively for the scene
by spending a point of Glamour. He may only have
one such Alternate Identity at a time; if he chooses to
change it, simply shift the Merit dots to the new appear-
ance. The player may only purchase an identity this way
if the character has emulated that person at least three
times in the past.

Fairest: The Fairest instinctively knows whether an
action he plans to take is in line with the personality of
the target he’s copied; gain three bonus dice to attempts
to mimic the target’s behavior.

Loophole: The changeling holds an object belong-
ing to the character he wants to mimic when he invokes
this Contract.

UANRAVEL THE TAPESTRY (ROYAL)

The changeling unravels time and fate, altering the
immediate past to fit his own whims.
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Cost: 2 Glamour + 1 Willpower
Dice Pool: Wits + Occult + Wyrd
Action: Reflexive

Duration: Instant

Roll Results

Success: Replay the last 10 seconds, or go back to
the top of the Initiative roster one full turn ago in action
timing. The changeling may change his actions. All other
characters, except those who used a similar power, retake
their original actions. For example, the character was hit
with an axe and took damage, prompting him to invoke
this Contract. This time, he successfully Dodges. His at-
tacker still swings the axe (and misses), as she did not ex-
pect him to step back.

This Contract activates automatically if the character
dies and can pay its cost. If he lives this time, he gains
the Spooked Condition as he remembers being dead. If he
dies again, he’s out of luck — the Contract can only self-
activate once per story.

Exceptional Success: The changeling’s player gains
the 8-again quality on any rolls he makes during the re-
played time.

Failure: The Contract fails.

Dramatic Failure: Reality and false visions bleed
into each other, and the changeling gains the Insensate
Tilt. If he acts again this scene in action timing, he auto-
matically has the lowest Initiative.

Darkling: The Wisp may take a reflexive action to
move up to his Stealth rating in yards/meters, immediately
after enacting this Contract but before the time begins anew.

Wizened: Acting with impossible precision and
speed, the Wizened gains one surprise attack against any
viable target, if he wishes.

Loophole: The changeling incurred a debt during
this scene, which he has not repaid yet. This can be as
trivial as promising his barista a tip next time, as he has
no pocket change right now.

SHIELD

Bearers of Shield swear to defend and protect. They
hold their ground, providing refuge to the downtrodden,
and use their strength to heal other Lost. Ogres, growing
stronger with each burden they carry, favor Shield.

C1.0AK OF NIcHT (CoMMON)

The changeling commands the night and shadows to
shield herself and her companions, for she has seen true
darkness and is its master.

Cost: 1 Glamour
Dice Pool: None

Action: Instant
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Effects: The changeling must invoke this Contract
while she and her allies are in dim or dark conditions; as
long as they take a penalty to visual perception rolls, it’s
dark enough. She drapes the darkness around a number
of willing companions equal to her Dexterity rating. The
player’s Stealth rolls, to which she adds half her character’s
Wyrd (rounded up) in bonus dice, hide the entire group as
long as no one does anything to attract undue attention,
such as attacking or making loud noises. The changeling
and her companions also take Stealth-based actions as re-
flexive actions, once per turn in action timing.

Darkling: The Darkling and her companions retain
the benefits of this Contract even if they attract attention
to themselves.

Ogre: The Ogre approaches stealth by going slowly
— rather than flit from shadow to shadow, she simply
holds perfectly still and silent until the risk of discovery
has passed. She may substitute Stamina for Dexterity to
determine how many companions she can shield.

Loophole: The changeling and her companions don
black articles of clothing that mark them as sneaks and rogues,
such as masks or cloaks.

FAE CUANNING (COMMON)

The changeling is untouchable, as weapons swerve
away from her.

Cost: 2 Glamour
Dice Pool: None
Action: Reflexive

Effects: The changeling moves with the grace of light-
ning or commands blades to pass her by, or perhaps her
shadowy body simply splits in two to remain unharmed.
She may apply her Defense to Firearms attacks and never
loses her Defense even if she’s surprised or distracted. Su-
pernatural powers that would deny her Defense prompt a
Clash of Wills. If she successfully Dodges, she may redirect
the attack to another valid target, which automatically hits
with successes equal to the changeling’s Presence rating.

Elemental: The Elemental is inhumanly persistent,
also adding her Resolve rating to her Initiative and Speed.

Ogre: The Ogre’s skin becomes hard like stone or tough
like hide; any mundane weapon that strikes her suffers her
Stamina rating as points of damage, subject to Durability.

Loophole: The character challenges an opponent to
an immediate duel.

SHARED BURDEN (CoMMON)

Calling upon stories of parents dying to protect their
children, or lovers exchanging places in the Underworld,
the changeling makes another’s pain her own. She curses
her Keeper for setting her against her own kind and vows
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Dice Pool: None
Action: Instant
Duration: Instant

Effects: The changeling lets her blood flow onto her
target’s body, as her Glamour knits his wounds closed. For
every point of lethal damage she inflicts upon herself, the
Contract heals two points of damage for her target. She
heals bashing damage first, followed by lethal; this Con-
tract can't heal aggravated damage.

No magic can alleviate damage a changeling in-
flicted upon herself by using Shared Burden — not even
someone else’s.

Ogre: The Gargoyle heals three points of damage per
point of lethal damage inflicted.

Wizened: Skilled in the art of healing, a Hatter heals
lethal damage first, then bashing.

Loophole: The changeling holds a strip of skin, four
inches or longer, of the creature that inflicted the injury.

THORANS AND BRAMBIES
(ComMmMmonN)

The Hedge rent the changeling’s flesh when she es-
caped, feasting on her suffering. Now, she calls on that
hunger, offering her enemies as sacrifice instead. She can
use this Contract within the Hedge itself, if she dares.

Cost: 2 Glamour
Dice Pool: None
Action: Instant

Effects: Brambles grow around the changeling with
a radius of yards/meters equal to her Wyrd rating, and
follow her as she moves. They can produce three different
effects, listed below. The changeling chooses one when
she invokes this Contract. If she uses it in the Hedge, the
brambles don’t follow her movements, and she must con-
tend with their threat as well.

Leechweed: The brambles prick anyone who moves
through them more quickly than Speed 2, draining him
of one point of Glamour per turn, up to the changeling’s
Wyrd rating per victim.

Briarpatch: The brambles entangle the changeling’s
enemies, inflicting the Immobilized Tilt (p. 330) on any-
one who fails a reflexive Dexterity + Athletics roll; they
must make one each time they move within the area.
The brambles have a Durability equal to the changeling’s
Wyrd rating.

Field of Thorns: The brambles attack anyone who tries
to break through using the changeling’s Wyrd rating as a
dice pool. They are piercing weapons with a modifier of
+0L. The brambles attack any given character only once
per turn. The changeling may make the Field of Thorns
stay in place when she moves.
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Darkling: The Wisp gains the Glamour drained by
Leechweed.

Ogre: Characters moving through the Briarpatch
take a penalty to their Athletics rolls equal to the Ogre’s
Strength.

Loophole: The changeling litters a handful of Hedge
thorns behind her.

TRAPDOOR SPIDER’S TRICK
(CommonN)

The changeling speaks aloud of a night when she
slept in dangerous territory, hoping her pursuers would
not discover her. Or, if she was the hunter, she recalls how
the clever prey found a place to rest, right under her nose.
She hides a door behind shards of dreams and illusions.

Cost: 1 Glamour, or 1 Glamour + 1 Willpower
Dice Pool: None
Action: Instant

Duration: One scene, or until the sun next crosses
the horizon; see below.

Effects: The changeling steps through an opening
(be it a door, a window, or a hole in the wall) and cloaks
it with Glamour to make it seem impassable, or not even
there at all. The illusion is visual only, and supernatural
perception can pierce it visually with a successful Clash
of Wills. The player may pay an additional point of Will-
power when enacting this Contract to extend the effect
until the next dawn or dusk, whichever comes first.

Ogre: The Ogre marks the illusion with a symbol
that lets her allies see through it automatically.

Wizened: The Domovoi’s illusion encompasses all
senses; supernatural perception is required to pierce it at
all, prompting a Clash of Wills.

Loophole: The changeling lures an enemy or rival
through the portal first.

FORTIFYINC PRESEANCE (ROYAL)

The changeling spends meaningful time with her
target. She might offer food, drink, or a shoulder to cry
on. If he wants to talk, she’ll listen. If he’s in a fighting
mood, she’s up for a spar or even a duel. Whatever gives
him perspective will do. This Contract’s instant action
takes a full scene of interaction to invoke. The target
cannot waive the contested roll — even if he trusts the
changeling, the little voice in the back of his head always
counsels caution.

Cost: 2 Glamour

Dice Pool: Presence + Empathy + Wyrd vs. Resolve
+ Wyrd

Action: Contested

Duration: Instant
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Roll Results

Success: The changeling’s presence heals two points
of the target’s mild Clarity damage, or one point of severe.
This has no effect on the target’s Clarity Conditions.

Exceptional Success: The changeling also acts as a
temporary Touchstone for the target, until after the next
Clarity attack he suffers.

Failure: The Contract fails.

Dramatic Failure: The changeling suffers a Clarity
attack with a pool of two dice, as she only manages to
make things worse.

Fairest: The target gains Defense equal to the Muse’s
Presence rating against the next Clarity attack he suffers
during the current story.

Ogre: One of the Terrible may cause the opposite ef-
fect instead, making a Clarity attack against her target with
a dice pool equal to her Empathy. This use of the Contract
prevents the character from ever using it to heal that target
in the future, and may constitute a breaking point for her
at the player and Storyteller’s discretion.

Loophole: The changeling professes friendship to the
target in front of multiple witnesses while invoking this Con-
tract. She needn’t swear an oath, or even mean it, though
she still carries the risk that the Wyrd takes her at her word.

HEpcEWALL (ROYAL)

The changeling summons a massive castle of thorns
and brambles for protection.

Cost: 2 Glamour + 1 Willpower
Dice Pool: Intelligence + Survival + Wyrd

Action: Extended (Five successes necessary; each
roll represents one turn)

Roll Results

Success: Hedgewalls form a castle around the change-
ling, sprawling out to a diameter of 10 yards/meters per dot
of Wyrd he possesses; space constraints and the change-
ling’s wishes can make it smaller in the real world, but in the
Hedge it simply plows over obstacles out to its full size. The
castle grants substantial concealment against ranged attacks
from outside (p. 186). The walls prevent anyone from passing
without first clearing them away, and each wall has Durabil-
ity 3 and Size 8. Characters can scale the walls, but doing
so with no protection from the brambles inflicts one point
of lethal damage per turn. The changeling determines the
layout of the construct, but its passages must be wide enough
for a Size 4 character to pass through easily.

Exceptional Success: The changeling chooses one
effect from Thorns and Brambles (p. 141) to add to the
castle for free.

Failure: The Contract fails. Used in the Hedge, fail-

142

wih./ul

] > 118

..' i/ :ﬁ,’_ "

iR

CHAPTER THREE: WORDS OF W ONDER

ure acts as dramatic failure.

L A G A A
i | I Wy Y

'a}i |I i

iy

I"\W"\) RS




and her allies with the Lost Condition as it grows into a
maze around them. Dramatic failure in the Hedge also
alerts a hostile hobgoblin, who feels they’ve encroached on
its territory.

Beast: The Beast’s Hedgewall is primal and intoxi-
cating, and enemies suffer a —2 modifier on Resolve rolls
while inside.

Ogre: Hedgewall lasts until the sun next passes the
horizon.

Loophole: The changeling plants a seed or sapling
from the Hedge immediately before using this Contract.

PURE CLARITY (RoYAL)

The changeling recounts the most horrific thing
her Keeper ever did to her, that she remembers. Her
voice becomes like steel in the telling, and that suffer-
ing can no longer touch her. In fact, nothing can touch
her, for now.

Cost: 2 Glamour + 1 Willpower
Dice Pool: Resolve + Composure + Wyrd

Action: Instant

Roll Results

Success: The changeling can take any one action
during this scene that would normally prompt a break-
ing point for her, without suffering one. The Contract
ends once she does, or at the end of the scene, whichever
comes first. She may only use it once per scene.

The changeling can invoke this Contract retroac-
tively for actions on her part (for example, if she acci-
dentally kills someone) as long as she does so within the
same scene.

Exceptional Success: The changeling gains an ar-
mor rating of 2 against the next Clarity attack she suffers.
This boon remains until triggered, even if the Contract
ends first.

Failure: The Contract fails.

Dramatic Failure: The changeling gains a Clarity
Condition of the Storyteller’s choosing, which doesn’t
heal Clarity damage when it resolves.

Fairest: The Fairest rises above her circumstances,
and can invoke this Contract to shield herself from situa-
tions inflicted upon her as well.

Ogre: The Ogre may invoke this Contract to protect
one of her companions instead.

Loophole: The changeling dons a metal gauntlet on
one hand, and a silk glove on the other, when invoking this
Contract. The gauntlet need not be authentic — a costume
prop suffices, as long as it’s made of actual metal.
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Vow oF No COMPROMISE
(RovAL)

Having once sworn never to compromise herself for
the Fae'’s twisted aims, the changeling now swears again
never to compromise in her duty to her fellows.

Cost: 1 Glamour + 1 Willpower
Dice Pool: None

Action: Instant

Duration: Instant

Effects: With a touch and a spoken promise, the
changeling downgrades one level of her target’s aggra-
vated damage to lethal. In exchange, she gains the Stoic
Condition (p. 345). She may target herself.

Ogre: The Gargoyle also gains the Inspired Condi-
tion with regard to punishing or spiting whoever was re-
sponsible for the damage she mitigated.

Elemental: The Sprite needn’t touch her target as
long as he’s surrounded by or submerged in her associated
element.

Loophole: The changeling destroys a representation
of the True Fae — a drawing or photo, a shred of fae rai-
ment, etc. Killing one of their servants also suffices.

WHISPERS OF MORANING (ROYAL)

The changeling cloaks herself in the shards of dreams,
which flee from memory come morning.

Cost: 2 Glamour
Dice Pool: None

Action: Instant

Effects: The world, and indeed the laws of physics,
forget about the changeling — stuck between being and
not being, her body and everything on her person become
intangible. She is weightless, can’t be touched or attacked
(or touch or attack others) save by magical means, and
can pass through all physical barriers at will.. She can see
and interact with other incorporeal fae creatures and ob-
jects, such as other changelings using Whispers of Morn-
ing and Hedge ghosts. However, she exists on a different
frequency than creatures in Twilight, such as spirits and
regular ghosts. Helldivers using their Dive blessing exist
on a tangency between the two: The Helldiver chooses
whether the changeling can see him or not.

Ogre: The Bruiser can carry one person on her back
and extend this Contract’s effects to him. Her player must
roll Presence + Occult + Wyrd, contested by the target’s
Stamina + Wyrd, if the target is unwilling.

Wizened: The Shrewd can pick up Size 1 objects,
which then become intangible, too. When she lets go of
an item, she can choose to leave it intangible for the dura-
tion, or immediately return it to the material world.
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Loophole: The changeling carries no weapons and is
wearing no armor. If she picks up or dons either while us-
ing this Loophole, the Contract immediately ends unless
she pays the Glamour cost.

STEED

Steed is always on the move, traversing both time and
space. Where the stallion treads, his hooves punch holes
in reality that let a changeling travel from one location
to another. Embracing the freedom of the wild, Beasts
favor Steed.

BOOAN OF THE SCUTTLING
SpipER (COMMON)

The changeling scuttles across a solid surface strong
enough to support his weight.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The world flattens in the character’s eye, until
all surfaces are equally horizontal and equally upside down.
He can move along walls, ceilings, or slick surfaces normally
too treacherous to cross, as long as they are strong enough
to carry his weight. He can move at his normal Speed, and
acts without hindrance while moving in this fashion.

Beast: The Courser embraces all of the spider’s ad-
vantages, including its webbing. He may use the restrain
move in a grapple as though he had rolled an exceptional
success, even if he didn’t.

Darkling: The Darkling instinctively sticks to the
shadows, granting his player a two-die bonus on Stealth
rolls while he scuttles on improbable surfaces.

Loophole: The changeling swallows a live spider.

DREAMSTEPS (COMMON)

The changeling steps into the dreams of a nearby
sleeper, to travel from the mortal world into the dreamer’s
Bastion. He touches a sleeping target, and synchronizes
his breathing with hers until he can see her dreams. He
then steps forward into them.

Cost: 1 Glamour

Dice Pool: Intelligence + Empathy + Wyrd vs. Bas-
tion’s Fortification

Action: Contested

Duration: Instant

Roll Results

Success: The changeling enters the dreamer’s Bas-
tion through the Gate of Ivory (p. 215), rather than enter-
ing his own.

Exceptional Success: The dreamer’s Bastion suffers a
—1 to Fortification until she wakes.

Dramatic Failure: The changeling enters the tar-
get’s dream, but suffers the Flesh Too Solid Tilt, and the
dreamer’s Bastion gains +1 Fortification until she wakes.

Beast: The Beast may take on the mien of any of the
sleeper’s nightmares that he witnessed. Once during the
current chapter, he can inflict the Spooked Condition on
her while interacting with her in the waking world.

Fairest: The Fairest sees a glimpse of the dreamer’s soul,
granting him the Informed Condition regarding the sleeper.

Loophole: The changeling holds a teddy bear or oth-
er childhood comfort object that belongs to the target,
while using this Contract.

NEVERTREAD (COMMON)

The changeling leaves only scraps and emptiness in
his wake.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling stops to cloak one of his
footprints: He can drop leaves over it, erase it and leave a
pebble in its stead, or sculpt the earth until it resembles a
hoof track. He then continues on his way, and the Contract
changes all his footprints accordingly for the duration. This
makes him impossible to track save by supernatural means,
triggering a Clash of Wills, and altered tracks remain so
even after the Contract ends.

Beast: The Beast lets people traveling with him ben-
efit from this Contract, up to double his Stealth rating in
companions. He still need only invoke the Contract once.

Wizened: The Domovoi’s footsteps leave traps in
their wake, per the Safe Place Merit (p. 125) with effec-
tive dots equal to his Dexterity.

Loophole: The changeling leaves a note, bloody fin-
gerprint, or other clue of his passing. He can hide this, but
it must provide a clue to his identity if found.

PATHFINDER (COMMON)

Combining practical navigation with omens and
divination, the changeling finds his way in the Hedge to
Hollows, trods, goblin fruit, and dreams.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling mingles some of his spit or
blood with earth from the Hedge, and uses the mixture to
draw a compass on his hand. He instinctively knows the
distance and the direction of the nearest general Hedge
feature of his choice — the nearest Goblin Market or Hol-
low, a patch of goblin fruit, or an entrance to the Gate of
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Horn, for instance. The Contract only reveals information
about the Hedge itself, not about creatures lurking within.

Beast: The Grim’s finely honed instincts also yield
information about nearby creatures: how many creatures
they are, and whether they mean ill. “Meaning ill” is not
immutable — if the changeling pisses off a friendly goblin,
it might then mean him ill.

Wizened: The Wizened automatically knows wheth-
er goblin fruits that grow nearby are beneficial or detri-
mental, and gleans their types.

Loophole: The changeling has taken at least 1L
damage in this scene before invoking the Contract from
a source that is part of the Hedge, such as a thorn or a
hobgoblin’s knife.

SEVEN-LLEACUE LLEAP (COMMON)
The changeling leaps legendary distances, clearing
chasms and obstacles in a single bound.
Cost: 1 Glamour
Dice Pool: None
Action: Reflexive
Duration: One turn

Effects: The changeling hops up and down, regal-
ing the air with stories of his athletic prowess. The player
then makes a jumping roll (Strength + Athletics), and

the character can clear a jumping trajectory of 10 yards/
meters per dot of Wyrd he possesses.

Beast: Seven-League Leap increases the Beast’s
Speed by 10 for the scene. If he used this Contract in a
foot chase (p. 195), he gains the Edge next turn.

Ogre: The Ogre can use his leap as an unarmed attack
to crush an enemy, adding two to his Strength for the at-
tack roll, and inflicting the Knocked Down Tilt if he hits.

Loophole: The changeling is wearing boots he stole
from an enemy in this scene.

CHRYSALIS (RoYyAL)

The changeling calls upon the savage nature that fueled
his escape from Arcadia, howling like a great beast, or scut-
tling like an insect. He feels his own identity slip, drowned by
the comfort of just being, and his body follows suit.

Cost: 2 Glamour

Dice Pool: None

Action: Instant

Effects: The changeling chooses two animals when the
player purchases this power, and can transform into either
one by invoking it. He must have seen the animal before (an
accurate representation works), and it can’t be smaller than

Size 1 or larger than Size 7. He can choose a mythical beast,
though he gains none of its supernal powers — only the
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physical form: Physical Attributes, Size, Speed, and Health.
He can also use the animal’s mundane senses and modes of
movement; he can't levitate, but as a winged dragon he could
fly. If he transforms into an aquatic animal, he copies its gills
and aquatic lungs. While in animal form, the character can
communicate with other animals of the assumed species.

Beast: The character can choose two additional ani-
mal forms when the player purchases this Contract.

Ogre: The character can choose animals up to Size
15 to transform into.

Loophole: The changeling is in the natural habitat
of his chosen animal and is near enough to touch at least
one of them.

FLICKERING HOURS (ROYAL)

The changeling picks meandering paths through the
Hedge, stopping occasionally to smell a flower or prick his
finger on a thorn. While his path seems random at best,
and ineffectual at worst, the changeling is actually weav-
ing an enchantment with his footsteps that allows him to
slow or speed the passage of time.

Cost: 1 Glamour for the changeling alone, 1 Glamour
+ 1 Willpower for a group

Dice Pool: None
Action: Instant
Duration: Until the changeling exits the Hedge

Effects: The changeling can extend this Contract to
anyone traveling with him at the moment he invokes it; hos-
tile pursuers, if they're close on his heels, included. He may
slow time by half, or speed it up to pass twice as quickly, for
any of the targets individually. Until the sun next crosses the
horizon, anyone quickened also gains the Fleet of Foot Mer-
it, with effective dots equal to the changeling’s Wyrd up to
three, and always has the Edge in a chase. Unwilling targets
may pull free of the effect by succeeding at a Resolve + Wyrd
roll contested by the changeling’s Wits + Occult + Wyrd.

Beast: The Savage may freely extend this Contract
to anyone he meets on his journey, if he spends the Will-
power cost to include others once.

Elemental: The path becomes nearly impassable in the
Elemental’s wake, and suffers the mechanical effects of the
Ice Tilt with specifics appropriate to his associated element.

Loophole: The changeling smashes an antique clock or
other old timekeeping instrument as he invokes the Contract.

I_EAPINCG TOWARD NICHTFALL
(RovyaL)

The changeling touches his target, and speaks an impos-
sible riddle that both curses and blesses her with time. What
she has will be lost, what she lost will be found. When he
finishes the riddle, and the target’s mind tries to wrap itself
around the conundrum, he sends her hurtling through time.
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Cost: 3 Glamour + 1 Willpower

Dice Pool: Intelligence + Occult + Wyrd vs. Re-
solve + Wyrd

Action: Instant or contested; see below

Duration: Special

Roll Results

Success: The changeling can send an object up to Size
10 or a character forward in time. The target instantly van-
ishes and reappears at the predetermined time in the same
location, conserving momentum if it was moving. If some-
thing else occupies that spot, the target appears next to it
instead. No time passes for the target. Sentient beings can
contest this Contract. The changeling determines how far
into the future he sends the target, to a maximum of days
equal to successes rolled to invoke Leaping Toward Nightfall.

The changeling cannot end this Contract prematurely.

Exceptional Success: The changeling may also send
the target to a new location occupied by someone to
whom he owes a debt. He can’t choose the location itself,
only the character who will receive the incoming target
when it arrives in the future.

Failure: The Contract fails.

Dramatic Failure: The changeling sends a random
target forward in time instead, chosen by the Storyteller,
which could be himself. Upon arrival, the target suffers
either the Volatile Condition (for objects) or the Spooked
Condition (for characters).

Beast: The Beast may allow the ravages of time to
buffet sentient targets, inflicting the Disoriented Con-
dition. The target must either find an ally to resolve it
(landmarks don’t help), or let it fade without resolution at
the end of the scene in which she arrives.

Darkling: Upon arrival in the future, the target
doesn’t remember the scene in which the Mountebank
invoked this Contract. This effect is permanent unless
reversed through supernatural means, which triggers a
Clash of Wills against the changeling.

Loophole: The changeling destroys a piece of the
target, such as a hair, fingernail, or bodily fluid; an Icon;
or something from the target’s dreams.

MIRROR WALK (ROYAL)

The changeling steps into a mirror. He hears baying
hounds in the distance, and senses a dark chill in the air.
The changeling cuts his finger, leaving a bloody print on one
of the myriad mirrors before him, and wills it to open to any
mirror of his choice in either the mortal world or the Hedge.

Cost: 1 Glamour + 1 Willpower

Dice Pool: Wits + Survival + Wyrd

Action: Instant

Duration: Instant
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Roll Results

Success: The changeling touches a reflective surface.
Once the way is open, the changeling can step through,
bringing any companions he likes in a chain of linked
hands, or simply reach his hand through to grab an ob-
ject on the other side. The changeling must have touched
the exiting mirror before, and both the entrance and exit
must be large enough for him to physically pass his body
or hand through.

Exceptional Success: The mirrors remain portals for
the scene, and anyone may pass through freely with the
changeling’s permission in either direction, without the
need to link hands.

Failure: The Contract fails.

Dramatic Failure: The changeling becomes lost in
mirror space, which is part of the Hedge, and gains the
Lost Condition. If he was reaching for an object instead,
he drops it in mirror space.

Beast: The Beast may end the Contract before he
reaches the other side, deliberately depositing himself in
mirror space; his player gains a two-die bonus to all rolls
to navigate there or deal with its denizens for the scene.

Elemental: The Sprite becomes mirror-like after exit-
ing the portal, only reflecting what is already in the room.
This renders him invisible to the naked eye for a number of
minutes equal to successes rolled to invoke the Contract.

Loophole: The changeling speaks the name or title
of a character currently reflected in the mirror where he
plans to exit. This can be a guess on the changeling’s part,
whether because he knows little Mary goes to bed at seven
and brushes her hair in the mirror beforehand, or because
Mr. Witherfield locks up at five and his shop’s door has
glass in it. If the person isn’t there, the Loophole doesn’t
work, and he doesn’t invoke the Contract.

TALON AND WINC (ROYAL)

The character spreads his arms, or paws the ground,
remembering dreams of flying. He then opens his mouth,
to consume the dream and claim its power for his own.

Cost: 1-3 Glamour

Dice Pool: None

Action: Instant

Effects: This Contract can grant three different ef-
fects, which a character can stack at a cost of one point
of Glamour each.

* The character gains the mode of transportation of
a beast, increasing his Speed by 10.

The character gains the senses of a beast, giving
his player a three-die bonus to perception rolls and
eliminating penalties in dim lighting or darkness.
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* The character gains the claws of a beast, giving his
unarmed Brawl attacks a weapon modifier of +0L.
If his unarmed attacks already deal lethal damage,
his claws become preternaturally sharp and deal
aggravated damage instead.

Beast: The Courser doesn’t tire, immune to mun-
dane fatigue of any kind. Supernatural powers that make
him tired trigger a Clash of Wills.

Darkling: A Darkling may add venomous fangs or
claws to his transformation for one extra point of Glam-
our. Qutside action scenes, this venom has Toxicity equal
to his Wyrd and deals damage once per hour, for a num-
ber of hours equal to (six — the target’s Stamina) hours.
In action timing, a successful attack inflicts the grave
Poisoned Tilt on his target. The poison remains in effect
even after the Contract ends.

Loophole: The changeling eats a piece of fur, a talon,
or another part of an animal he wants to emulate.

SWORD

Wielders of Sword are forceful and aggressive: They
strike first, overpowering foes whether fighting or sparring
with words. Sword emulates nature’s fury — both of the world
and of Arcadia — and is the favored Regalia of Elementals.

EILEMENTAL WEAPON (COMMON)

The changeling wields the elements themselves as
weapons.

Cost: 2 Glamour
Dice Pool: Presence + Survival + Wyrd

Action: Instant

Roll Results

Success: The character grabs a nearby element —
such as water from a pond, flames from a fireplace, a rose
from its bush, or electricity from a wall socket — and
shapes it into any archaic weapon of her choosing; for
example, fiery gauntlets that enhance her Brawl attacks,
a frozen sword to wield in melee, or thrown javelins of
lightning. The weapon has normal traits for its kind
(p. 323), to which the player can add any of the fol-
lowing: +1 weapon modifier per success spent, or de-
crease the Initiative penalty by one per success spent,
or +20/40/80 range per success spent, to a maximum of
three successes per option. She may mix and match suc-
cesses among these options.

Exceptional Success: The weapon gains additional
bonuses, as above.

Failure: The Contract fails.

Dramatic Failure: The element reacts in a wild and
dangerous manner, inflicting an appropriate Tilt on the
changeling.
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Darkling: The Mountebank creates a weapon from
shadows, which can also inflict the Blinded Tilt (both
eyes) instead of dealing damage on a successful hit.

Elemental: If the Elemental creates a weapon that fits
her own elemental affinity, it merges with her Mask and mien
to make her look terrifying — arcing flames leap up from the
gauntlets to envelop her, or ice from the sword crawls along
her body to create spikes. The player may make one Presence
+ Intimidation roll while the character wields the weapon,
contested by one opponent’s Stamina + Wyrd. If she wins,
the target suffers the Stunned Tilt. Changelings of other
seemings with this benefit use their teacher’s favored element.

Loophole: The character performs a showy trick
with the mundane version of the element as an instant
action. This does not inflict damage if she invokes this
Contract immediately after.

MMICHT OF THE TERRIBLE BRUTE
(CommonN)

The changeling flexes her muscles as she grows in size
while wrestling an opponent, hunched posture creating
the image of a hulking brute.

Cost: 2 Glamour
Dice Pool: None
Action: Reflexive

Effects: The character lets out a terrifying roar of fury
and defiance, calling on the prowess that once served her
Keeper and now serves only herself. Whenever the player
wins a contested grapple roll, the changeling gains a new
option for a move to enact: She may reduce her opponent’s
Strength by one and add it to her own. Opponents reduced
to Strength O this way gain the Immobilized Tilt, unable to
effectively perform any Physical actions. She may not in-
crease her Strength by more than +5, but it may exceed her
Wyrd-derived limit.

Beast: The Beast may steal Dexterity instead; she decides
which Attribute she steals when she invokes the Contract.

Elemental: The Elemental temporarily gains the ef-
fects of the Giant Merit as well.

Loophole: The character herself is grappling multiple
opponents at once.

OVERPOWERING DREAD
(CommonN)

The changeling dominates her target into fearful sub-
mission. She stares at her target, though he need not see
her, while she slowly and methodically destroys an object:
She can tear strips from a piece of paper, pull the hairs
from a doll, or commit another act of meticulous savagery.

Cost: 1 Glamour

Dice Pool: Presence + Intimidation + Wyrd vs.
Composure + Wyrd
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Action: Contested

Duration: Instant

Roll Results

Success: Channeling her quiet destruction into her tar-
get, she curses him with the Frightened Condition (p. 339).

Exceptional Success: Next time the changeling sees
the target after the Contract ends, invoking it against him
again costs no Glamour.

Failure: The Contract fails.

Dramatic Failure: The changeling’s Contract turns
against her, giving her the Spooked Condition.

Elemental: The Elemental can invoke this power on
one additional target, contested separately by each, as she
infuses the air itself with dread.

Fairest: The Fairest can choose to instead make the
target fear his surroundings, then go comfort him. He
gains the Swooned Condition regarding her.

Loophole: The changeling stands in shadows and
takes the target by surprise.

PrRIMAL CLORY (COMMON)

Nature itself allies with the changeling, empowering
her and shielding her from harm.

Cost: 2 Glamour
Dice Pool: None
Action: Instant

Effects: The character survived the scorching deserts
and ice plains of Arcadia; mere mortal elements cannot
harm her. She touches an element and it cows before her:
She gains immunity to damage from mundane instances of
the element, and suffers only half damage (rounded down)
from magical sources. It also curls around her in a protec-
tive armor, like a dog eager to please its master, granting
her an armor rating of 1/1. The armor hurts anyone who
comes in close, dealing one point of lethal damage per turn
to anyone who engages in melee against her.

Elemental: If the Sprite chose armor made from the
element for which she has an affinity, it deals its damage
to anyone within (her Wyrd) yards/meters of her instead.

Ogre: The hardy Ogre is fully immune to magical
instances of the chosen element.

Loophole: The changeling consumes the element
somehow. She might drink some water, hold her breath
for a while, eat a handful of dirt, or put out a candle with
her tongue and inhale the smoke.

ToucH oF WRATH (COMMON)

The changeling’s touch wreaks havoc, splintering
stone and wrecking metal.

Cost: 1 Glamour
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Action: Instant

Duration: Instant

Roll Results

Success: The changeling touches an object and,
whispering sweet threats to it, sinks her nails into stone,
or rends deep gashes in metal. She deals one point of dam-
age to the object for each success rolled.

Exceptional Success: The changeling’s touch ig-
nores Durability.

Failure: The Contract fails.

Dramatic Failure: The Contract touches an unin-

tended object, chosen by the Storyteller, and gives it the
Volatile Condition.
Elemental: The Torrent’s touch inflicts double dam-
age on objects made entirely from natural materials.
Wizened: The Wizened need merely look at the item
to use this Contract.

Loophole: The object’s owner stole (or attempted to
steal) something of value from the changeling, or cheated
(or attempted to cheat) her, in this scene.

E1LEMENTAL FURY (RoYAL)

The changeling’s fury shapes the physical world,
causing storms, earthquakes, or raging fires.

Cost: 1+ Glamour
Dice Pool: None
Action: Instant

Effects: The character channels her fury outward,
screaming to the sky, and inflicting one Environmen-
tal Tilt of her choice per point of Glamour she spends.
The area extends 20 yards/meters around the character,
though she herself is immune to its effects. She may also
spend additional points of Glamour to extend the Tilt 20
more yards/meters per point spent.

Elemental: Elemental Fury deals bashing damage
equal to the Torrent’s Presence to anyone caught in its
area of effect when she invokes the Contract.

Fairest: The Muse may protect any targets she can
see from the Tilt’s effects.

Loophole: The changeling publicly rants, swears
vengeance, or otherwise proclaims her rage to all present.

OATHBREAKER’S PUNISHMENT
(RovaL)
The changeling knows the value of a promise made,

and the horror of one broken. She watches her target, and
the red haze of lingering betrayal around him.

Cost: 2 Glamour
Dice Pool: Wits + Empathy + Wyrd — Composure
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Action: Instant

Duration: A fortnight, or until used

Roll Results

Success: The changeling senses the most serious
promise the target has broken for which he has not yet
atoned, whether he broke an actual oath or just didn’t go
to school when he told his parent he would. Atonement
means a full confession to wronged parties, as well as re-
pairing any harm. The changeling can sculpt one wak-
ing nightmare for each success rolled, to visit the target
within the next fortnight. This nightmare must involve
the broken promise in some way: A cheating spouse might
have a sudden image of his husband murdering him dur-
ing dinner, while the kid playing hooky might see his
teacher (once he returns to school) as a monster. These
waking nightmares are valid targets for oneiromancy
while they’re happening and each lasts one scene, creat-
ing a Bastion along a Dreaming Road even though the
target isn't asleep.

Exceptional Success: The changeling senses all broken
vows for which her target has not yet atoned and can sculpt
her nightmares around any (or a combination) of them.

Failure: The Contract fails.

Dramatic Failure: The target immediately knows
the most significant oath the changeling has broken or
deal upon which she’s reneged.

Wizened: The Shrewd gleans all details of the bro-
ken oath. For example, she learns not just that the tar-
get broke his wedding vows, but that he cheated on his
husband with a brunette because he feels lonely when his
spouse works long nights.

Elemental: The Elemental may make the details of
the target’s broken promise obvious to anyone watching,
publicizing his shame and inflicting the Notoriety Condi-
tion upon him.

Loophole: The target swore a promise to the change-
ling within this scene, which is still in effect. This prom-
ise need not be an oath, and can be made in the heat of
the moment, such as “I will defeat you!”

REDP REVENCE (ROYAL)

The changeling fills with passion and fury, turning
rage into unparalleled strength and fortitude.

Cost: 3 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling raises her hands to the sky,
calling to all the hatred and misery that exists in this
wretched world. Her skin breaks open as the wrath flows
in her, and a blood-red aura surrounds her. She gains +3
to her Initiative, Intimidation, and Physical Attribute
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ratings, which also increases derived traits. She gains 3/3
armor and the Berserk Condition, as well.

Elemental: The Torrent gains an additional +1
weapon modifier on Brawl and Weaponry attacks.

Ogre: The Ogre’s attacks also inflict the Knocked
Down Tilt.

Loophole: The changeling uses this Contract to ex-
act vengeance for a loved one or friend.

RELEANTLESS PURSUIT (ROYAL)

The changeling becomes like the Huntsman, pursu-
ing her prey with singular determination.

Cost: 2 Glamour

Dice Pool: None

Action: Instant

Duration: Until the sun next passes the horizon

Effects: The changeling sniffs the air, speaking her
target’s name or a description of him, to follow the trail
of his nightmares. She instinctively knows the direc-
tion and rough distance of her target. If he is in another
realm, she knows which one. If the target is using super-
natural means to evade pursuers, this Contract triggers a

Clash of Wills.

Beast: The Savage also receives a brief vision of what
her target is doing at the moment she invokes the Contract.

Elemental: The Elemental may hide from the sun’s rays
as it crosses the horizon, spending a point of Glamour to
prolong Relentless Pursuit and gain a +1 modifier on rolls
her player makes for the chase. She can repeat this indefi-
nitely, but her chase modifier does not increase beyond +5.

Loophole: The changeling possesses a piece of the

target, such as a hair, fingernail, or bodily fluid; an Icon;
or something from the target’s dreams.

THIEF oF REASON (ROYAL)

Harnessing memories of horrors suffered in Arca-
dia, the changeling erodes another’s mental stability. She
laughs at her target, her horrible cackle a rising crescendo.

Cost: 1 Glamour + 1 Willpower
Dice Pool: Presence + Subterfuge + Wyrd — Resolve
Action: Instant

Duration: Instant

Roll Results

Success: Roll the successes achieved on the invoca-
tion roll as a dice pool to attack the target’s Clarity. If the
target suffers Clarity damage as a result, he also loses a
Willpower point from the sudden psychic shock. If this
Contract targets a non-changeling, the “damage” to the
target’s equivalent trait is temporary and vanishes at the
end of the scene.
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Successfully dealing Clarity damage with Thief of j

Reason is a breaking point with a pool of four dice.

Exceptional Success: The Clarity attack gains more
dice, as above.

Failure: The Contract fails.

Dramatic Failure: The changeling gains the Disso-
ciation Condition.

Elemental: Successes rolled on the Clarity attack add
to the changeling’s Wyrd for purposes of determining the
Clarity damage pool.

Fairest: A Fairest may pay one additional point of
Glamour to postpone the effect until a trigger of her
choice occurs. If the trigger does not come to pass within
a day, the Contract ends.

Loophole: The changeling coaxed the subject into
making a statement doubting her own sanity, within this
scene. This statement works even if it was made in hyper-
bole or jest, such as “my boss is driving me nuts!”

COURT CONTRACTS

A court bargains for Contracts with its patron,
which can be anything from a season to a concept or
direction. Mantle shapes these Contracts: The more en-
gaged a changeling is in his court, the more he may call
on its protection. If a character doesn’t have the appro-
priate Mantle, he can use Court Goodwill for his rolls
instead.

Court Contracts are also divided into Common
and Royal Contracts, though it’s the court’s patron that
upholds this distinction. Members of the dominant, in-
season court lower the exceptional success threshold of
Royal Contracts to three, while members of the subservi-
ent, out-of-season courts gain two bonus dice to invoke
Common Contracts. This willingness to accept the rule
of one and subservience of three as the seasons rotate
strengthens the Bargains the courts made with their pa-
trons. Other court structures, with other ways of cyclical-
ly ceding power, gain the same benefits whenever they're
in or out of power.

Learning a Common Court Contract requires at least
Mantle 1, or Court Goodwill 2. Likewise, learning a Royal
Court Contract requires Mantle 3, or Court Goodwill 5.
The seasonal courts make two exceptions: anyone can
learn any one Common Contract, and allies with Court
Goodwill 4 can learn any one Royal Contract, as a way for
the court to foster allies. So Wisperlee the Winter Court-
ier could learn a Common Spring, a Common Summer,
and a Common Autumn Contract of her choice regardless
of her Court Goodwill. If Wisperlee has Autumn Good-
will 4, she can also learn one Royal Autumn Contract.
Common Court Contracts cost 3 Experiences each, while
Royal Court Contracts cost 4 Experiences each, for court-
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Invoking a Court Contract carries the same Mantle
and Goodwill requirements as above. If a changeling loses
his Mantle or Goodwill, and no longer qualifies to pur-
chase a Contract he already knows, he can pay an addi-
tional point of Glamour on top of the Contract’s normal
cost to invoke it anyway. He must pay this Glamour even
when using the Loophole. The changeling can do this a
total number of times equal to his Mantle or Court Good-
will dots before the court takes offense and he earns the
Notoriety Condition when dealing with their members.
Gaining the Condition need not stop him, though — he
can thumb his nose at the court and keep using these
Contracts as often as he likes; at least, until the queen
puts her foot down more firmly.

SPrRINC CONTRACTS

Spring is the season of desire, growth, gentle warmth,
and soft rains. This is also the season where all endings
have their beginning, though, and the season of passion
running wayward. Spring Courtiers are apt at using desire
as carrot and stick to get what they want.

CuPID’S ARROW (CoMMON)

The changeling sees into another’s heart and charts
the course of her desire. He touches her skin or hair, pulling
her desires away with his caress for him to study and alter.

Cost: 1 Glamour

Dice Pool: Wits + Empathy + Mantle vs. Compo-
sure + Wyrd

Action: Contested

Roll Results

Success: The changeling learns the subject’s most ar-
dent desire, and any Conditions or Tilts connected to it.
This desire can even be one the target is unaware of. He
may replace this desire with one of his choice. The target’s
passion for the original desire, along with any Conditions
or Tilts it engendered, turns toward the new for the scene.

Exceptional Success: The changeling instinctively
knows of any obstacles between his target and her desire.

Failure: The Contract fails.

Dramatic Failure: The changeling believes his tar-
get’s desire is something it’s not, chosen by the Storyteller
or target’s player.

Loophole: The changeling is holding a living ivy flower.

DREAMS OF THE EARTH
(Common)
Spring is the season of awakening, when life returns

to the world. The changeling sings a lullaby of seeds sleep-
ing under the earth, and blooms still resting in the bud.

Cost: 2 Glamour
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Dice Pool: Presence + Expression + Mantle vs.
Composure + Wyrd
Action: Contested

Duration: Minutes equal to successes rolled

Roll Results

Success: A soft breeze carries the song to the change-
ling’s target, who must be within his line of sight. The
target falls into magical slumber; nothing short of lethal
damage can wake her. Once the Contract ends, the target
continues sleeping normally.

Exceptional Success: The magical sleep lasts the en-
tire scene.

Failure: The Contract fails.
Dramatic Failure: The changeling falls into a magi-
cal slumber for minutes equal to his Mantle rating.

Loophole: The changeling sprinkles sand into his
target’s eyes when invoking the Contract, which requires
a successful Dexterity + Athletics — Defense roll if the
target is unwilling.

CIFT OF WARM BREATH
(Common)

The changeling fills his target with the energy and
life of Spring.

Cost: 1 Glamour

Dice Pool: None

Action: Instant

Duration: Instant

Effects: The changeling touches his target, who must
be willing. His hands emit a soft glow, which spreads to
her skin as his Spring Mantle softly draws her into an
embrace. The target instantly sheds all fatigue penalties,
Tilts relating to fatigue and temporary illnesses (such as
Sick or Poisoned), and bashing wounds.

Loophole: The changeling gives the target some-
thing to eat or drink that he made himself.

SPrINC’S Kiss (CoMmMoN)

The changeling calls down spring rains to kiss the
earth. He raises his hands to the sky, imploring Spring to
quench the thirst of the earth and all her plants.

Cost: 1-2 Glamour

Dice Pool: None

Action: Instant

Effects: Rain falls as the changeling wishes within
(Mantle) miles, anything from a drizzle to a downpour.
This may inflict the Heavy Rain Tilt by default, and the
Flooded Tilt for an extra point of Glamour.

Loophole: The changeling is wearing bright yellow
rain boots and cap.

Co~NTRACTS 151

L.\»—

Hiy

b/l

i

\

Y
1
=

an
G
o
1
3
3
&




=

A\ SN

N7 AT

F;MMA hﬂm"ﬂnwmﬂﬁhn

WYRD-FACED STRANCER
(CommonN)

The changeling cloaks himself in his target’s desires.
Cost: 1 Glamour

Dice Pool: Presence + Subterfuge + Mantle vs.
Composure + Wyrd

Action: Contested

Roll Results

Success: The changeling closes his eyes and lets his
target’s dreams envelop him. When he opens his eyes, he
looks like whomever his target most wants to see. He can
use this Contract on a group and choose one person as
the target, but the highest Composure among them op-
poses his roll. All observers see him as the same person.
He can also appear as someone the target doesn’t know
but desires to see, such as a dashing stranger.

Convincing interaction may require a successful Social
roll if the changeling acts out of character for the person he
appears to be. He gains (Mantle) bonus dice on such rolls.

Exceptional Success: The deception lasts until the
next dawn.

Failure: The Contract fails.

Dramatic Failure: The changeling appears as the
person the target least wants to see, and doesn’t know this.

Loophole: The changeling has something of emo-
tional value to his target in his pocket. This value can be
symbolic, such as the keys to a beloved apartment.

BI_ESSING OF SPRING (ROYAL)

The changeling takes a day brewing the beginning
and end of Spring together into a cordial: dew drops col-
lected in the morning, flowers plucked during the day,
and starlight harvested at night, all infused with the
changeling’s Glamour. Even the memory of such things
suffices. With it, he blesses a living creature or plant
with a spring’s worth of growth and healing.

Cost: 2 Glamour (animals and plants), or 2 Glamour
+ 1 Willpower (sapient creatures)

Dice Pool: Intelligence + Medicine + Mantle vs.
Stamina + Wyrd (sapient creatures)

Action: Instant or contested; see above

Roll Results

Success: The target who drinks the cordial matures,
growing months in mere moments and looking as she would
at the height of spring. Plants, including goblin-fruit trees,
are in bloom, and yield spring fruits immediately. The Con-
tract heals people and animals of all wounds, and cures any
illnesses or poisons that would yield with time. Changeling
targets also shed one temporary Clarity Condition, healing
one point of Clarity damage but earning no Beats. These
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changes last for the scene, after which all the damage and
Conditions return, and unused goblin fruits vanish. The tar-
get becomes ravenous and must consume three days’ worth
of sustenance immediately after the Contract ends.
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No target may waive the contesting roll; fae magic
must overcome stubborn reality.

Exceptional Success: The target matures a full year in-
stead. Plants yield more fruits and seeds as they speed through
the seasons. The Contract regrows any missing limbs on an
animal or person, and changeling targets shed one Persis-
tent Clarity Condition, healing two points of Clarity damage
but earning no Beats. The Contract speeds the pregnancy
of animals and willing human targets by 12 months — the
patron of Spring refuses to enact this Contract on unwilling
pregnant humans. Any offspring, be they seeds or creatures,
are unaffected once they separate from the target. As with
success, these changes last for the scene, although if a target
gave birth within the scene, that change is permanent.

Failure: The Contract fails.

Dramatic Failure: Target creatures gain the Fatigued
Condition, and plants wither.

Loophole: The changeling decorates his target with
ribbons and dances around her.

CIFT OF WARM Bir.oop (RoyAlL)

The changeling creates an ointment from dreams
and the memory of spring flowers, and salves his target’s
wounds with it.

Cost: 1 Glamour + 1 Willpower
Dice Pool: Wits + Medicine + Mantle
Action: Instant

Duration: Instant

Roll Results

Success: Each success on the invocation roll down-
grades one of the target’s wounds: from aggravated to le-
thal, lethal to bashing, or bashing to fully healed.

Exceptional Success: Any remaining points of bash-
ing damage are also healed.

Failure: The Contract fails.

Dramatic Failure: One point of damage upgrades from
bashing to lethal, or lethal to aggravated if all are already le-
thal. The changeling may pay an extra point of Willpower to
prevent this, if the upgraded damage would kill his patient.

Loophole: The changeling adds his own blood to the
mixture, taking one point of lethal damage.

PANDORAS CIFT (ROYAL)

The changeling shapes emotions and dreams to cre-
ate an object his target desires. Her touch leaves scraps of
her desire behind, and ephemeral shards of hope clinging
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Dice Pool: None
Action: Instant
Duration: Until the sun next crosses the horizon

Effect: When the changeling pays the Contract’s
cost, the target must touch a tool or material the change-
ling will use in the crafting, although it could be anything
from an incidental brush to an attack. If he uses a power
that negates the need for tools, the target must touch him
instead. He then shapes his target’s desires into an object
using the Build Equipment rules (p. 196), starting within
one hour of the touch. The changeling may not know
what he’s making, but his hands move by their own ac-
cord. The item can be anything from the key to a lover’s
apartment to a weapon capable of slaying a Huntsman,
and remains until the sun next crosses the horizon. Halve
the usual time it would take to build the object. If the
changeling uses the item as a bribe or bargaining chip, he
gains three bonus dice on the Social roll; if successful, he
regains one point of the Glamour spent on this Contract.

Loophole: The target gave the changeling a valuable
or sentimental gift, no strings attached, during this scene.
This still works even if he coaxed the target into giving
him the gift for this purpose.

PrRINCE OF IVY (ROYAL)

The changeling turns the green of Spring against his
enemies. He loudly rebukes them, spitting on the ground
as he says their names.

Cost: 2 Glamour + 1 Willpower
Dice Pool: Presence + Expression + Mantle

Action: Instant

Roll Results

Success: Vines shoot out of the ground where the
changeling spat, and all nearby plants grow similar tangles
at an impossible rate, to ensnare his enemies. For the Con-
tract’s duration, the character may make one new grapple
attempt per turn on any target within three yards/meters of
a plant instead of moving, in addition to his instant action.
He may sacrifice his action to make a second new grapple
attempt, and his Defense until his next turn for a third. His
contested grapple rolls for ongoing grapples are reflexive.
The plants use a dice pool of 3 + successes rolled to invoke
this Contract. The effect follows the changeling as he moves.

Exceptional Success: Each time a new turn begins at
the top of the Initiative order, the plants automatically in-
flict one point of bashing damage on all grappled targets.

Failure: The Contract fails.

Dramatic Failure: Plants turn against the changeling
and his allies, attacking as below on their own Initiative
count, for a number of turns equal to the changeling’s Mantle.

FAM"\MWAWAM Am(h-m\

Loophole: The changeling stands barefoot in soil,
and cuts his hand to sprinkle blood on the earth, inflict-
ing one point of lethal damage.

WAKINCG THE INNER FAE (ROYAL)

The changeling pushes his target to pursue her great-
est desires with the boundless energy of Spring. He creates
a crown of flowers from nothing, weaving passion and luck
into each petal.

Cost: 1 Glamour

Dice Pool: Manipulation + Expression + Mantle vs.
Composure + Wyrd

Action: Contested

Duration: Instant

Roll Results

Success: The changeling presents the wreath as a gift to
his target, who accepts it and puts it on. It immediately van-
ishes from sight, but the target gains the Wanton Condition.
Once per scene for the rest of the current story, whenever the
changeling successfully tempts the target into doing some-
thing, he regains a point of Willpower. He may only have one
designated target from whom to gain Willpower at a time.

Exceptional Success: The target also gains the Per-
sistent Obsession Condition regarding her current great-
est desire.

Failure: The Contract fails.

Dramatic Failure: The changeling cannot give up the
crown and wears it himself, pursuing his own desires regard-
less of risk. He gains the Reckless Condition, and may not
regain Willpower via his Thread for the rest of the scene.

Loophole: The changeling told the target one of his
own secret desires within the last scene.

SUMMER COANTRACTS

Summer is the season of sweltering heat and wrath, of
oaths of enmity and striking down one’s enemies without
mercy.

BAILEFUL SEANSE (CoMMON)

The changeling sniffs her target, and senses the in-
toxicating scent of his deep anger and frustration. She
feeds it until it lashes out indiscriminately.

Cost: 1 Glamour

Dice Pool: Wits + Intimidation + Mantle vs. Com-
posure + Wyrd

Action: Contested

Roll Results

Success: The changeling instinctively knows the tar-
get’s greatest wrath, and any Conditions or Tilts connected
to it. The target may be in denial about his anger, but the
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changeling can still smell it. The changeling may replace the
subject of the wrath with one of her choice. The target’s an-
ger toward the original subject, along with any Conditions
or Tilts it engendered, turns toward the new for the scene.

Exceptional Success: The changeling gleans the de-
tails of her target’s anger, such as its origins and what's hold-
ing him back from destroying the source of it. She may coax
him into physically attacking the source without a roll, as
long as the target doesn’t believe such an attack is suicidal.

Failure: The Contract fails.
Dramatic Failure: The changeling becomes so angry she
suffers a two-die penalty on the next (Mantle) rolls she makes.

Loophole: The changeling coaxed her target into
screaming at her this scene.

CHILD oF THE HEARTH (CoOMMON)

The changeling stamps her feet on the ground, de-
claring that no amount of heat or cold can move her. The
sun, lover of Summer, approves of her bold claim and
rushes to makes her words true.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: At the changeling’s behest, the sun’s warmth
either fills or withdraws from the area, inflicting the Environ-
mental Extreme Heat or Extreme Cold Tilt on the area the
size of a large room; the changeling is immune to the effects of
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either. At the same time, the sun’s rays bring the changeling’s
own temperature up or down, removing the Personal Extreme
Heat or Extreme Cold Tilt if the changeling suffers either.

This Contract still works indoors, at night, or un-
der other circumstances when the sun isn’t visible — the
sun’s warmth still remains, after all, and even these fading
sparks come to the changeling’s aid.

Loophole: The character blows on a fading ember
or spark.

HeLios ILicHT (CoMMON)

The changeling channels the sun’s light through her
own body.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The character declares herself a child of the sun
— where she walks, so goes the heavenly body. At that, a light
spreads from her sternum to envelop her body until she is pain-
ful to look at. The light illuminates an area around her with
a diameter of up to (Mantle x 20) yards/meters, and anyone
looking directly at her gains the Blinded Tilt (both eyes). The
light is true sunlight, but channeling it through a body of flesh
diminishes some of its power: Creatures harmed by sunlight
take half the damage they normally would, rounded down.

Loophole: The changeling is in pitch darkness and
cannot see.
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A foe willing to face the changeling on the battlefield
should be willing to die on her blade — at least, that’s
Summer’s opinion. She backs it up with a challenge shout-
ed to the sky, for all to hear.

Cost: 2 Glamour
Dice Pool: Presence + Persuasion + Mantle vs.
Composure + Wyrd

Action: Reflexive and contested

Roll Results

Success: Whenever a foe tries to flee a violent conflict
once it’s already begun, the changeling may invoke this Con-
tract to force that foe to spend one Willpower first; other-
wise, the target must continue to oppose her until it becomes
impossible. He can still back off to make ranged attacks or
similar, but can’t take any actions that don’t support trying to
win. He can’t suffer the Beaten Down Tilt for the duration.

Exceptional Success: The target can’t back off even
to make ranged attacks, and must stay within five yards/
meters of the changeling.

Failure: The Contract fails.

Dramatic Failure: The changeling’s challenge
prompts Summer to back the underdog instead and pro-
long the fight; her target heals (the changeling’s Mantle)
points of damage and gains +1 Initiative.

Loophole: The changeling’s opponent was the one
who drew first blood, goaded or not.

VICILANCE OF ARES (CoMMON)

Summer is the season of anger and warfare, and its
chosen are always prepared.

Cost: 1 Glamour
Dice Pool: None
Action: Reflexive

Effects: The changeling has sworn herself to Sum-
mer, and its relentless battle against the Gentry. She
expects violence at every turn, automatically detecting
ambushes, hidden traps, and surprise attacks. She gains a
bonus to Initiative equal to her Mantle rating.

Loophole: The changeling executed a martial exer-
cise in this scene.

FIERY To~NCUE (ROYAL)

The changeling’s angry words can break bones and
rend flesh. She rebukes her target, swearing by the Sum-
mer itself that he is incompetent and a fool.

Cost: 1 Glamour + 1 Willpower
Dice Pool: Presence + Intimidation + Mantle — Resolve
Action: Instant

Duration: Instant

| FAM"\MWAWAM Am(h-m\

Roll Results

Success: The power of the changeling’s rebuke inflicts
her rolled successes as points of bashing damage, or lethal
against fae beings. It also removes two Doors in Social ma-
neuvering, but worsens the target’s impression of the char-
acter to hostile immediately.

Exceptional Success: The changeling’s rebuke deals
lethal damage instead, or aggravated to fae beings.

Failure: The Contract fails.

Dramatic Failure: The changeling’s tongue ties it-
self up in angry knots, and she gains the Mute Condition,
which resolves at the end of the scene.

Loophole: The changeling verbally asserts domi-
nance over her target. She can invoke her higher court
standing, her superior crocheting skills, or her first-edition
Harper Lee novel, which he doesn’t have. Whatever she
bases her claim on must be true.

FI.AMES OF SUMMER (ROYAL)

The changeling’s anger gives her strength, as she in-
vokes the power of Summer, the relentlessness of fire, and
the endurance of heat.

Cost: 2 Glamour

Dice Pool: Stamina + Survival + Mantle

Action: Instant

Roll Results

Success: The changeling seems to grow in stature
and wrath, and adds two bonus dice to all Physical rolls
for the duration. She also ignores wound penalties, and
need not roll Stamina to remain conscious if her last

Health box fills with damage.

Exceptional Success: Flames surround the change-
ling, giving her unarmed attacks an additional +1L weap-
on modifier.

Failure: The Contract fails.

Dramatic Failure: The Contract drains the target,
leaving her at Strength 1 for (Mantle) turns.

Loophole: Right before invoking this Contract, the
character violently ate a chunk of ice, crushing it with her
teeth, to show the power of summer.

HeLioS JUPCMENT (ROYAL)

The changeling binds the sun’s wrath in a single sunbeam,
and wields it against her enemies. She reaches up, screaming
at the top of her lungs, and pulls a single ray of sunlight down
from the sky. This works even if the sun is currently down, as
she pulls the light from over the horizon, but not indoors.

Cost: 1 Glamour, or 1 Glamour + 1 Willpower; see below

Dice Pool: Dexterity + Athletics + Mantle

Action: Instant
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Roll Results

Success: The sunbeam functions as a thrown weap-
on with the following traits: Damage (Mantle)L, Ranges
10/30/50 yards/meters, Initiative penalty —2, Strength

minimum 2, Size 4. If the player also spends one point of
Willpower, the damage is aggravated instead. The beam
returns to her hand at the beginning of each turn for the
Contract’s duration, and is true sunlight in all ways.

Exceptional Success: The beam also inflicts the
Knocked Down Tilt on a successful hit.

Failure: The Contract fails.

Dramatic Failure: The changeling collects the sun-
beam, and accidentally drops it to the ground, causing the
Earthquake Tilt.

Loophole: The target is wearing or touching pure gold.

So1LsTICE REVELATION (ROYAL)

The changeling calls on the sun to reveal all that is

hidden.
Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effect: The changeling floods an area around her
with a radius of 30 yards/meters with light. Any char-
acters currently hidden or disguised through mundane
means must succeed on a Manipulation + Wyrd roll
with a dice penalty equal to the changeling’s Mantle,
or lose their obfuscation. New attempts to hide are im-
possible under the bright light. Creatures using super-
natural powers to hide trigger a Clash of Wills with the
changeling. Even the Mask weakens, and anyone can
make a perception roll with Wits + Composure to see
through it.

Loophole: The changeling loudly reveals a secret she
was intentionally keeping for all present to hear.

SUNBURANT HEART (ROYAL)

The changeling sets her target’s heart aflame inside
his chest with taunts and scorn, scorching it raw. Every
angry impulse and frustrated urge he’s ever felt rises to
overtake him.

Cost: 2 Glamour

Dice Pool: Manipulation + Persuasion + Mantle vs.
Composure + Wyrd

Action: Contested

Roll Results

Success: Inflict the Berserk Condition on the foe,
and gain (the changeling’s Mantle) bonus dice to any
attempt to direct his fury onto a target other than the
changeling herself.

second target as well; each target contests the invocation
roll separately.

Failure: The Contract fails.

Dramatic Failure: All the changeling accomplish-
es is pissing her opponent off the usual way; the target
achieves exceptional success on three successes instead of
five on the next action he takes against her.

Loophole: The changeling shines a bright light into
the opponent’s eyes as she invokes this Contract, unless
he avoids it with a reflexive Wits + Composure roll.

AUTUMAN CONTRACTS

Autumn is the season of last harvest and storms, and
governs all things dreadful and unseen.

AUTUMA’S FURY (CoMMON)

The changeling harnesses the power of a storm to
scour his enemies.

Cost: 2 or 3 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling breathes out, and out, until a
thunderstorm forms from his breath that inflicts the Heavy
Rain and Heavy Wind Tilts, for 2 Glamour. For an extra
point of Glamour, the storm also strikes foes with lightning;
the changeling’s player reflexively rolls Presence + Occult —
Defense as an attack against anyone (other than the change-
ling himself) caught in the area at the beginning of each of
their turns. These attacks have a weapon modifier of 1L.

The changeling can affect an area up to (Mantle x
20) yards/meters. Standing in the eye of the storm, he
himself suffers no ill effects, and it moves as he does.

Loophole: The changeling lifts a metal rod into the air,
then lowers it to point at his enemies, as an instant action.

LAsT HARVEST (COMMON)

The changeling brings human emotions to their rip-
est point, ready for Autumn harvest.

Cost: 1 Glamour

Dice Pool: None

Action: Instant

Duration: One harvesting attempt

Effects: The character whispers to a target softly,
telling her secrets he heard from the autumn wind.
He gains the 9-again quality on his next roll to har-
vest Glamour from that target, or 8-again if it resonates
with his court. He may only use this Contract once per
chapter.

Loophole: The changeling targets his own Touchstone.
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TALE OF THE BABA YACA
(ComMmonN)

The changeling gathers his audience close to him, spin-
ning a frightful tale of stalkers that hide under the floor-
boards and beasts that feast on human flesh. Roll once to in-
voke this Contract; each target contests it individually. This
Contract takes at least a few minutes to invoke.

Cost: 1 Glamour

Dice Pool: Manipulation + Subterfuge + Mantle vs.
Composure + Wyrd

Action: Contested

Roll Results

Success: Making eye contact with his audience, the
changeling inflicts the Shaken Condition on one, some,
or all of them, at his option.

Exceptional Success: Anyone affected by this Con-
tract also must spend a Willpower point to act against the
changeling for the duration.

Failure: The Contract fails.

Dramatic Failure: The changeling scares himself
and gains the Shaken Condition.

Loophole: The changeling weaves this Contract into
an urban legend with which all listeners are already familiar.

TWILICHT’S HARBINCER
(ComMmMmonN)

Autumn is the long twilight of the year, a premoni-
tory glimpse of the end to come. With this Contract, the
changeling senses the liminality of things and knows a
swan song when she hears one.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Duration: Until the lunar month ends, or the ending
comes to pass, whichever comes first

Effects: The character chooses a currently extant cir-
cumstance or event when she invokes the Contract, such
as another supernatural power, a meeting, an affair, or
even a life. 13 minutes before the chosen circumstance or
event ends, or three turns in an action scene, a creature
of omens visits the changeling no matter where she is at
the time to warn her. It might be a black cat or hound, a
bat, a raven, an owl, or any other animal the changeling’s
culture considers ominous.

Loophole: The changeling carries something with a
meaningful connection to someone vital to the chosen
circumstance or event. For instance, it could be a lock of
hair from the person whose death she wishes to foresee, or
a love letter exchanged between the affair’s participants.

FAM"\MWAWAM Am(h-m\

WIiTCHES INTUITION (COMMON)

The changeling senses his target’s fears, and can turn
her to unreasoned fright. He must tell the target one of
his own secret fears when he invokes the Contract.

Cost: 1 Glamour

Dice Pool: Wits + Subterfuge + Mantle vs. Compo-
sure + Wyrd

Action: Contested

Roll Results

Success: The changeling learns the subject’s great-
est fear, and any Conditions or Tilts connected to it.
This fear can even be subconscious. The changeling may
choose to replace this fear with one of his choice. The
target’s fright of the original subject, along with any Con-
ditions or Tilts it engendered, turns toward the new one
for the scene.

Exceptional Success: The Contract reveals the cir-
cumstances that caused the fear, and what would worsen
or lessen it.

Failure: The Contract fails.

Dramatic Failure: The changeling tells the target
one of his own fears that she didn’t know yet.

Loophole: The changeling eats part of the target.
This piece may be as small as a droplet of blood acciden-
tally spilled, a nail torn off, or a single stolen hair.

FAMINE’S BULWARK (ROYAL)

Autumn prepares for the long Winter ahead by gath-
ering as much knowledge as it can fathom. The change-
ling looks to the omens in dried leaves and birds’ migra-
tion patterns to foretell doom.

Cost: 1 Glamour
Dice Pool: Wits + Occult + Mantle
Action: Instant

Duration: Instant

Roll Results

Success: For each success on the invocation roll,
the player may ask the Storyteller one yes-or-no question
about the current situation and receive true answers to all
but one of them — one answer is always false, unless he
only rolls one success.

Exceptional Success: All of the answers are true. In
addition, the changeling also gleans the path toward the
nearest non-fae supernatural phenomenon or being. He
doesn’t know its location, but his instincts take him there,
as long as he makes the journey within the same scene
that he invoked the Contract.

Failure: The Contract fails.
Dramatic Failure: The Storyteller gives the player a
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false omen, about which the changeling gains the temporary
Obsession Condition, which resolves when he lands himself
or his allies in hot water pursuing the specious doom.

Loophole: The changeling eats the most recent fruit
of a plant he himself raised.

MIEN OF THE BABA YAcA (ROYAL)

The changeling appears as his target’s greatest fear.
He approaches his target from behind, around the corner,
from darkness, or another place she can’t see. Autumn
winds carry the sound of his approach — his fingernails
screeching along the wall, or his soft, cackling laughter.

Cost: 2 Glamour

Dice Pool: Presence + Intimidation + Mantle vs.
Composure + Wyrd

Action: Contested

Roll Results

Success: When the changeling comes into the target’s
line of sight, she sees him as her greatest fear. She instantly
gains the Frightened Condition, and must spend a point of
Willpower to take any action that requires dice for the dura-
tion. Changeling targets may suffer an attack on their Clarity,
at their players’ (or the Storyteller’s) discretion, depending on
the fear evoked. The changeling may let observers also see
him as the target’s greatest fear, and they react accordingly.

Exceptional Success: The target also gains the Immobi-
lized Tilt for a number of turns equal to the changeling’s Mantle.

Failure: The Contract fails.

Dramatic Failure: The changeling believes the tar-
get is his greatest fear, and gains the Spooked Condition.

Loophole: The changeling whispers the name or title

of the target’s greatest fear. He must be specific: for ex-
ample, “The Lord of All Things Lost and Found,” rather
than “your Keeper.”

RIDINC THE FALILING I.EAVES
(RovaL)

The changeling becomes an avatar of Autumn. Wind
gathers around him, drawing in autumn leaves until he
merges with them.

Cost: 2 Glamour
Dice Pool: Dexterity + Occult + Mantle

Action: Instant

Roll Results

Success: The changeling transforms into a spray of au-
tumn leaves in all the colors of earth and fire. He is a single
entity, and resistant to scattering. He may Dodge reflexively
once per turn, except against attacks that could reasonably
harm a pile of leaves, such as flames or supernatural winds.
If he successfully Dodges an attack this way, he may spend
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another point of Glamour to inflict the Spooked Condition
on his opponent. He can fly at his usual Speed —3, and can
flatten his body to slip through small openings. He cannot
manipulate objects or physically attack.

Exceptional Success: The character may fly at his
full Speed. He can also “pick up” and carry through the
air a number of objects equal to his Mantle, each no larger
than Size 1.

Failure: The Contract fails.
Dramatic Failure: The changeling coughs up leaves,

caught halfway to transformation, and suffers the Immo-
bilized Tilt for (Mantle) turns.

Loophole: The character catches a naturally falling
leaf at the moment of the Contract’s invocation, or some-
thing else the wind naturally bears aloft, such as a piece
of errant paper or a bird’s fallen feather.

SORCERER’S REBUKE (ROYAL)

Just as flowers wither and trees shed their leaves, the
Autumn sorcerer’s enemies watch their mystical might
dry up and scatter like loose soil. The changeling must
touch an opponent to use this Contract (p. 184) and
speak an incantation calling on Autumn to punish those
who would dare oppose its children.

Cost: 2 Glamour

Dice Pool: Manipulation + Occult + Mantle — Resolve

Action: Instant

Duration: Instant

Roll Results

Success: The target loses points of Glamour or an-
other supernatural power source equal to successes rolled
to invoke this Contract.

Exceptional Success: The changeling also inflicts
the Cowed Condition on the target regarding himself.

Failure: The Contract fails.

Dramatic Failure: The changeling becomes over-
whelmed by his foe’s power, gaining the Spooked Condition.

Loophole: The changeling has made a grand speech
or threat at least 30 seconds long, warning the target of
his mystical might, earlier in this scene. He needn’t get
specific about his capabilities.

TASTING THE HARVEST (ROYAL)

The changeling grants his allies courage, by eating
their fears. One by one, each target speaks aloud of some-
thing she fears, and the changeling consumes it. He may
bolster himself this way as well.

Cost: 1 Glamour per target
Dice Pool: Presence + Subterfuge + Mantle

Action: Instant
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Roll Results

Success: The targets become immune to natural fear,
and gain the changeling’s Mantle rating in bonus dice to
contest supernatural fear effects. He may direct their new-

found courage against a thing that would scare them, and

grant them one bonus die on actions against that target.
Exceptional Success: The targets achieve exceptional

success on three successes rather than five when contesting

supernatural fear effects. Their attacks, as directed by the

changeling, increase their usual weapon modifiers by one.
Failure: The Contract fails.

Dramatic Failure: Each target gains the Shaken
Condition.

Loophole: The changeling has legitimately jump
scared one of the targets this scene.

WINTER CONTRACTS

Winter is the season of sorrow and loss, and the deso-
lation of ice and snow.

THE DrRAaCON KNOWS (CoMMON)

The changeling senses her target’s regrets at a glance,
manipulating them to her own ends. She picks up an item
discarded by the target and puts it briefly to her tongue, or
touches the target and then tastes her fingertips.

Cost: 1 Glamour

Dice Pool: Wits + Empathy + Mantle vs. Compo-
sure + Wyrd

Action: Contested

Roll Results

Success: The changeling can taste the target’s sorrow
and learns his deepest regret, and any Conditions or Tilts
connected to it. This regret can even be subconscious or
forgotten. The changeling may replace the subject of the
regret with one of her choice. The target’s sorrow for the
original loss, along with any Conditions or Tilts it engen-
dered, turns toward the new subject for the scene.

Exceptional Success: Gain a two-die bonus to any
Social roll you make to shatter the target’s hopes for the
Contract’s duration.

Failure: The Contract fails.

Dramatic Failure: The changeling suffers the De-
moralized Condition.

Loophole: The character looks into the subject’s eyes
for at least a few uninterrupted seconds.

HEART OF IcE (CoMMON)

The changeling’s heart freezes, and cold cannot
harm her.

Cost: 2 Glamour

FAM"\MWAWAM Am(h-m\

Dice Pool: None
Action: Reflexive

Effects: The changeling’s skin takes on a pallid blue
color, radiating out from her chest until she looks frozen.
She becomes immune to all effects and expressions of cold,
all Environmental Tilts except those based on heat, and
damage that consists only of ice or cold with no other
physical component. This Contract affects both mundane
and supernatural cold.

The changeling’s heart is literally frozen for the dura-
tion, making her immune to attacks that specifically target
the heart (p. 184) as well. She can’t gain any emotional Con-
ditions, such as Frightened, Inspired, Steadfast, or Swooned.

Loophole: The changeling stands barefoot in some-
thing cold (snow, or a bucket of ice, for instance) for
(6 — Mantle) turns before invoking the Contract.

IcE QUEEN’S CALL (COMMON)

The changeling summons the ghosts of those frozen
in winter, to strike an area with cold.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling calls on Hedge ghosts of win-
ter, shards of cold and souls frozen in eternal winterlands,
and spits on the floor. Her spittle immediately freezes, be-
coming the center of a cold spot that grows in size until
an area out to (Mantle x 20) yards/meters suffers the Bliz-
zard Tilt. The changeling herself is immune to the effects.
Mournful, indecipherable whispers sound through the air
while this Contract is in effect.

Loophole: The character sees, or makes, someone
shiver.

SLIPKNOT DREAMS (COMMON)

The changeling consumes her target’s regrets, making
him feel better but hollowing him out inside. She pushes
him to pin his hopes on her instead of on what’s hurt him
before. The changeling must speak to a target for a scene
to invoke this Contract.

Cost: 1 Glamour

Dice Pool: Manipulation + Empathy + Mantle vs.
Resolve + Wyrd

Action: Contested

Duration: Instant

Roll Results

Success: The changeling soothes her target’s regrets,
though not the memory of their source. The target still
knows his marriage failed, but now believes it was for the
better. The target gains the Swooned Condition with re-
gard to the changeling.
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Exceptional Success: The changeling may also spend  as they cross. The ice starts to melt naturally when the
a point of Willpower to suppress or alter the memory of Contract ends.
the event that caused regret, effectively erasing it from the

o o . .
target’s mind or changing it to have included herinitasa geantly return the frozen liquid to its original form at any

positive force. This effect is permanent unless reversed by time, or impose the Ice Tilt at any time, which doesn’t
other supernatural means. affect her.

Exceptional Success: The character may either in-

S\ZSEN VS

Failure: The Contract fails. Failure: The Contract fails.

DramaFic ngl}lre: The subject refuses to speak to Dramatic Failure: The character suffers (Mantle)
the changeling willingly for a full chapter. points of bashing damage due to frostbite.

Loophole: The target a'ccept.ed a valuable or senti- Loophole: The character melts at least a handful of
mental gift from the changeling within the scene. ice completely to liquid right before invoking this Contract.

ToucH oF WINTER (ComMMON) ERMINE’S WINTER CoOAT (ROYAL)

The changeling freezes liquid with her touch. In winter, the stoat sheds its brown fur for white, to

Cost: 1 Glamour blend in with the snow. The courtier hides herself from

Dice Pool: Intelligence + Science + Mantle the piercing eyes of her enemies the same way, donning
any white piece of clothing, like a scarf or a coat.

Cost: 1 Glamour
Dice Pool: None

Action: Instant

S

: |

Action: Instant

Roll Results

Success: The changeling touches the surface of a
body of water with her hand. Frost spreads out from her
fingertips, flash freezing an area with a diameter of five
yards/meters radiating from the changeling. The effect
keeps spreading, adding five more yards/meters of diam-
eter to the frozen area each turn, as long as the change-
ling maintains contact. The frozen surface can support
a number of people equal to the changeling’s Mantle

Effects: The changeling blends in with whatever she’s
near, becoming difficult to see clearly. She gains +3 to Stealth
rolls and inflicts a —3 on attacks against her. As long as she’s
in the company of at least a few non-fae beings, she halves her
Wyrd rating (rounded down) for purposes of the bonus other
fae beings gain to track or find her, and gains 43 to Clashes
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of Wills to seem mortal when she strengthens her Mask. This
Contract immediately ends if she drops her Mask.

Loophole: The changeling digs a hole, builds a pillow
fort, or creates some other small space, and then hides
herself in it while she activates this Contract.

FALLow FIELDS (ROYAL)

The changeling drains her target of all positive emotion,
leaving only the desolation of winter. She writes the name of
a person the target loves onto a piece of paper, then eats it.

Cost: 2 Glamour

Dice Pool: Manipulation + Empathy + Mantle vs.
Resolve + Wyrd

Action: Contested
Duration: Days equal to the changeling’s Mantle

Roll Results

Success: The target suddenly can’t remember what
love feels like. He becomes unable to regain Willpower
through his Virtue or Vice (or equivalent traits), and
gains the Broken Condition.

Exceptional Success: The target feels the loss again at
a time of the changeling’s choosing, within the same story,
regaining the Broken Condition at a spoken word from her.

Failure: The Contract fails.

Dramatic Failure: The changeling gains the Broken
Condition.

Loophole: The name the changeling wrote down is
one of the target’s Touchstones.

FIELD OF RECRET (ROYAL)

The changeling’s eyes take on a white-blue color as she
summons the ghosts of people who died lost in the Hedge on
a cold winter’s night, to infect living targets with their sorrow.

Cost: 1 Glamour per target + 1 Willpower
Dice Pool: Presence + Empathy + Mantle — Resolve

Action: Instant

Roll Results

Success: The changeling directs the ghosts to any
targets she can see. The dead assail the living by passing
through them, infecting them with unbearable loneliness
and inflicting the invocation roll’s successes as points of
lethal damage. Each target also loses one Willpower point.

Exceptional Success: The targets lose two Willpow-
er points instead.

Failure: The Contract fails.

Dramatic Failure: Sorrow overwhelms the change-
ling, who gains the Disoriented Condition.

Loophole: The changeling sings a melancholic song
and lets a ghost possess her for at least 10 seconds.

ﬂAM\mnWAHAM A»M#-"M\H'

MANTLE OF FrROST (ROYAL)

The changeling wraps herself in Winter’s embrace to
strike at her enemies.

Cost: 2 Glamour
Dice Pool: None

Action: Instant

Roll Results

Effects: The changeling’s lips turn blue as frost forms in
her hair. Her body radiates cold, sucking all the warmth out
of the air and inflicting an area with a 20-yard/meter diam-
eter, centered around her, with a flash-freezing version of the
Extreme Cold Tilt. People inside the area take an immediate
—1 die penalty to all rolls, which increases by a cumulative
—1 each subsequent turn. Once a target suffers a —5 pen-
alty, he starts taking one point of lethal damage each turn.
The penalty disappears when a person steps outside the aura,
but returns at full current strength if he returns. The effect
moves with the changeling, and she herself is immune to it.
Anyone who takes more damage from this Contract than his
Stamina gains the Immobilized Tilt, encased in ice.

Loophole: The changeling dramatically takes off her
coat, letting it drop to the floor like a mantle, then destroys it.

WINTER’S CURSE (ROYAL)

The Winter Courtier knows the best way to keep her en-
emies at bay is to make them stop caring, freezing their hearts
until they have no fellow feeling, even for their closest friends.
She must touch an opponent to use this Contract (p. 184).
Huntsmen who bear Fae Titles in place of hearts are immune.

Cost: 2 Glamour + 1 Willpower

Dice Pool: Presence + Survival + Mantle vs. Re-
solve + Wyrd

Action: Contested

Roll Results

Success: The target’s heart is frozen solid. He can't par-
ticipate in teamwork actions, spend Willpower, gain Will-
power through his Thread or Virtue (or equivalent anchor),
or suffer breaking points. He cares nothing for his allies or his
Aspirations, abandoning them immediately. All impressions
are Average for purposes of Social maneuvering against him,
and can't be changed; supernatural powers that would do so
prompt a Clash of Wills. The exception is the changeling her-
self, who can improve her impression in the usual ways and
gains bonus dice equal to her Mantle on Social rolls against
him. If the target would suffer a breaking point during the
Contract’s duration, it catches up to him afterward.

Exceptional Success: The changeling may also
choose one other character present in the scene, changing
their impression with the target to Hostile and inflicting
a penalty equal to her Mantle rating on that character’s
Social rolls against the target.
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Failure: The Contract fails.

Dramatic Failure: The changeling freezes her own
heart instead, gaining the Stoic Condition.

Loophole: The changeling swallows an ice cube
whole right before invoking this Contract.

CoBLIN CONTRACTS

A changeling isn’t limited to riding the coattails of
pacts others made; she may enter into new Contracts of her
own. These are called Goblin Contracts and, as the name
implies, are struck between a changeling and a goblin.
Every goblin bargain is different — the goblin merchant
might ask for the changeling to retrieve a lost object for
him, a strand of the changeling’s hair, or simply a future
favor. Whatever he asks, payment should be within the
changeling’s power, though it needn’t be easy to come by.

Goblin Contracts cost 2 Experiences each.

CoBLIN DEBT

Once a changeling purchases a Contract from a
goblin, it becomes hers and she can use it whenever she
wants. Every time a character successfully invokes a Gob-
lin Contract, the Storyteller notes down one point of
Goblin Debt for her. No one knows whether the goblin
empowers the Contract directly, or simply brokers it on
behalf of another entity or the Wyrd itself — possibly
leaving the changeling indebted to a dangerous partner,
and making disposing of a goblin to avoid her Debt a risky
prospect. Certainly, to the Lost’s knowledge, no such deed
has ever resulted in a changeling shedding Debt without
unpleasant consequences.

The Storyteller may spend Goblin Debt points at any
time to:

* Subtract dice from the player’s pool on any roll, at
one die per Debt point. The player remains entitled
to a chance die no matter how many Debt points
the Storyteller spends.

Spend four Debt points to give the character a non-
Persistent Condition, or Tilt. This effect should
be related to the Goblin Contract, or the charac-
ter’s creditor. For example, a Contract that lets a
changeling spy on others, or has the Queen of Eyes
as its backer, could cause the Blinded Tilt. If a Tilt
gained this way causes harm or a significant set-
back, the player takes a Beat.

Spend eight Debt points to give the character a
Persistent Condition. This effect should also be re-
lated to the Contract or creditor as above.

A player may reject the Storyteller’s expenditure, but
each time she does so, she gains an additional point of
Goblin Debt.
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A changeling can never rack up more than nine Debt
points — subsequent points wash right off her. Instead,
when she would incur a 10th point, she immediately gains
the Hedge Denizen Condition (p. 340).

The changeling can also try to work off Debt by per-
forming tasks for the goblin she’s indebted to. Goblins
have no fixed method to facilitate this, and the change-
ling must negotiate for it.

BILESSING OF FORCETFULANESS

The changeling erases a single event from her target’s
memory, brushing her fingers across her target’s forehead.

Cost: 2 Glamour

Dice Pool: Manipulation + Subterfuge + Wyrd vs.
Composure + Wyrd

Action: Contested

Duration: Instant

Roll Results

Success: The changeling pulls away the memory of
a single continuous incident, sticking to her fingers like
cobwebs. The memory could be of a conversation, gun-
fight, or another event lasting no longer than one scene.
The target’s mind creates a false, plausible, and harmless
memory to replace the erased one. The changeling may
make suggestions, such as “you stayed in to watch TV,”
but ultimately the target’s own mind does the work.

This Contract removes memories permanently, but
conclusive evidence the event did happen can convince
the target he forgot about it. The Storyteller determines
what constitutes conclusive evidence.

Exceptional Success: No amount of mundane persua-
sion or evidence can convince the target the event happened.

Failure: The Contract fails.

Dramatic Failure: The Contract turns against the
changeling, who forgets the last five minutes.

Loophole: The event caused pain to the target, but
the changeling herself rendered aid or otherwise showed
him kindness.

CLiB TONCUE

The changeling is a snake-oil salesman, a master at
telling lies.

Cost: 1 Glamour

Dice Pool: None

Action: Instant

Duration: Instant

Effects: The changeling didn’t have to buy deception
from a goblin — he owned that already. Rather, he bought
gullibility to wield against his targets. The changeling
perfectly tells one lie to a mortal, who believes him as long
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as it’s not demonstrably false. Used against a supernatural
target, this Contract adds the changeling’s Wyrd as bonus
dice to the player’s Subterfuge roll, to a maximum of +5.

Loophole: The changeling tells another target a lie
that harms someone, in the same scene.

CoOBLIN’S EYE

The changeling bought an eye from a goblin and
swallowed it. She can still feel it, sitting in her stomach
like a stone, and now she can feel magic.

Cost: 1 Glamour

Dice Pool: None

Action: Instant

Effects: The changeling’s kenning (p. 107) may now
trigger Clashes of Wills to see through any magical conceal-
ment. Each concealed phenomenon requires its own Clash.

The player can also ask her Storyteller one of the fol-
lowing questions per success rolled about any one super-
natural subject the changeling uncovered via kenning:

What is the true nature of this magic? (as kenning
exceptional success)

What is one weakness, bane, loophole, or catch
this phenomenon possesses? (repeatable with more
successes)

How do I activate this token or effect?
How long will this phenomenon last?

With which Regalia does this phenomenon most
closely align?

What is the power level of the phenomenon rela-
tive to my Wyrd?

Is there a promise, debt, or oath directly associated
with this phenomenon? (e.g. oath-forged tokens,

magic performed for a price, Hedge denizens cre-
ated via Goblin Debt, etc.)

Loophole: The changeling burns an owl’s feather
and smudges the ashes on his eyelids.

CoBLIN’S LUCK

Goblins aren’t always content, but they are lucky —
and the changeling may use some of this luck.

Cost: 1 Glamour

Dice Pool: None

Action: Instant

Effects: The changeling bought a wishbone from a
goblin. They broke it and the goblin got the bigger half,
but even so he’s been exceptionally lucky since. He can
make a random guess when a finite number of possibilities

f'w»'\mnmﬂa?\rﬂhma-qq

exists, and it pays off: He wins $25 on a scratch ticket, or
picks the right street of four his quarry might have fled
down. This Contract only grants small instances of luck.

Loophole: The character freely extends this Con-
tract to also benefit an unfriendly rival or enemy.

HU~NTSMAN’S CLARION

Once upon a time, a Huntsman dragged a Playmate
kicking and screaming into the Hedge. He took pity on
the young woman once there, though, and his empathy
made him lax — she murdered him for his kindness while
he slept. But no amount of murder could solve the Play-
mate’s problem; her Keeper simply sent new hunters to
bring her back. Finally, desperate, the Playmate tore off
her Self and scattered the remains of who she was to the
wind. One of the pieces became this Contract, found and
handed down through goblins, as the Playmate’s memo-
ries still try to crack the riddle of beating the Wild Hunt.

The changeling must be in the Hedge to invoke this
Contract.

Cost: 2 Glamour

Dice Pool: Wits + Empathy + Wyrd

Action: Instant

Roll Results

Success: The changeling automatically knows when-
ever a True Fae, a Huntsman, another kind of Arcadian
denizen (not Hedge denizen), or her own fetch is within a
number of miles equal to her Wyrd, though not where it
is. Though she must invoke this Contract in the Hedge,
she needn’t stay there for the duration.

Exceptional Success: The Contract lasts until the
sun next crosses the horizon.

Failure: The Contract fails.

Dramatic Failure: The changeling gains the Hunted
Condition, pursued by an agent of the Fae — or perhaps
even her own Keeper.

Loophole: The changeling blindfolds herself for the
duration of the Contract.

LLosT VISACE

Wily and slippery, the changeling even escapes from
her enemies’ memories.

Cost: 2 Glamour

Dice Pool: None

Action: Instant

Duration: Instant

Effects: The changeling gave a piece of himself to a
goblin in trade, and now he feels more and more pieces
slipping away. Slipping away has its benefits though: The
changeling can invoke this Contract immediately when a
scene ends, to erase himself from any mortal memories of

—
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it. They forget what he looked like, and recall his name
not even remotely right. This Contract even works on su-
pernatural targets, if the changeling’s player beats them

in a Clash of Wills. The True Fae and the Huntsmen are
immune to this Contract.

Loophole: The changeling leaves one of his posses-
sions at the scene. This needn’t be an identifying item, but
it should be fairly unique — this month’s Cosmo doesn’t
work, but his jacket does.

MANTLE MASK

Courts are the glue of changeling society, but every
haven has its infiltrators and traitors.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling bought a piece of treachery
from a goblin. She can dim her own Mantle and assume
another court’s up to the rating of her true Mantle, or
appear to have no Mantle at all. These changes are only
cosmetic, making the changeling appear as a member of
another court, or courtless.

Loophole: The changeling decorates her skin with
symbols of the court whose Mantle she wants to mimic,
right before invoking this Contract.

SICHT OF TRUTH AND LIES

Cloaking herself in the mantle of truth, the change-
ling sorts veracity from deception.

Cost: 1 Glamour
Dice Pool: None
Action: Instant

Effects: The changeling purchased the burden of truth
from a goblin. He recognizes any mundane lie spoken in
his presence, though the Contract does not reveal what the
truth is. He can’t tell lies himself, but is under no compul-
sion to offer the truth either. If he does lie, the Contract
ends. Supernatural deceptions prompt a Clash of Wills.

For this Contract, what matters is whether or not the
person saying the statement believes it is true.

Loophole: The changeling uses this Contract at an of-
ficial occasion — anything from a hearing over which the
Autumn Queen presides to a mundane business meeting.

UNCANNY

The changeling borrows a little goblin luck to suc-
ceed at her next task.

Cost: 2 Glamour
Dice Pool: None
Action: Reflexive

Duration: One instant action, or extended action roll
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Effects: The changeling bought the luck of the hap-
less from a goblin. Her next mundane action that is nei-
ther resisted nor contested gains the rote quality — in-
cluding single rolls within extended actions (though this
doesn’t negate the time involved).

Loophole: The changeling has no Skill dots to con-
tribute to the attempted task.

WAYWARD CUIDE

The changeling leads his targets astray.
Cost: 1 Glamour per target

Dice Pool: None

Action: Instant

Duration: Instant or scene; see below

Effects: The changeling bought a bad sense of direc-
tion from a goblin. He can use it to alter signs in his path,
inflicting the Lost Condition on one mortal per Glamour
point spent. If he targets himself, supernatural creatures
tracking him must beat his player in a Clash of Wills or lose
the scent for the scene.

Loophole: The changeling gets herself confused as
well, gaining the Confused Condition.

THE CROWN OF
SEASONS

A Crown is a gift: a token of affection from the court’s
patron to its queen, whether her kin elected her, she defeat-
ed the old sovereign, or she showed great bravery or wisdom.
The Crown is a physical object, though born from Glamour
and bound to the queen at all times. She can choose to
subsume and hide it in her mien, or give it to someone else
to use. It can’t be taken from her by force or guile, and she
always knows exactly where it is and who currently wears it.
Once a day, the queen can call a gifted Crown back to her
side: Spring rulers may do so at dawn, Summer queens at
high noon, Autumn sovereigns at dusk, and Winter rulers
at midnight. A monarch (and only a monarch) can turn a
Crown into an oath-forged token (p. 224), granting it even
more power, but doing so cuts it loose from her mien some-
what, requiring a point of Glamour and a contested Wyrd
+ Mantle roll to reclaim it from another bearer.

At the changing of the seasons, the old ruler ab-
dicates power while the new one claims it. Most courts
prefer to hold elaborate ceremonies as a way to uphold
their Bargains; see Chapter 1 for more on how each court
takes power. These ceremonies also reinforce any oaths
attendees swore when they joined their court, granting
each changeling present one point of Glamour.

When a changeling loses her reigning position, the
Crown fades, although some extraordinarily popular rulers
or those whose seasonal Bargains are sorely needed in the
fight against the Fae find that their Crown sticks around
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even when they’re not in power, causing strife and intrigue
galore. No changeling has yet made this happen on pur-
pose, but sometimes the seasons have their own ideas.

In addition to those benefits, each Crown grants a bless-
ing. If the sovereign has currently granted the Crown to an-
other to use, that character may invoke the blessing as he wills.

BI_ESSING OF THE
CREEN (SPRINC)

The Crown wreathes around the queen’s head, cas-
cading down her shoulders to a resplendent robe of young
blooms. She may spend a point of Willpower to let one Lost
(including herself) add her Mantle rating as bonus success-
es on a Glamour harvesting roll. The queen can do this a
number of times per chapter equal to her Mantle, but she
can bless each individual subject only once per chapter.

CHALILENCE OF THE
BiacCcK SPEAR (SUMMER)

Mahogany branches and emerald leaves braid togeth-
er in the Crown, wrapping down into a magnificent breast-
plate. By spending a point of Glamour, the king receives a
bonus to his Initiative equal to his Mantle rating and can’t
be surprised in a one-on-one fight, for the scene. He can

do this a number of times per chapter equal to his Mantle,
but against an individual enemy only once per chapter.

HARVEST OF WHISPERS
(AUTUMA)

Red and yellow leaves crown the queen, fanning out
behind her like great wings. Once per chapter, she re-
gains two points of Glamour for each important secret
she has uncovered this chapter, up to a number of revela-
tions equal to her Mantle rating. She may only spend this
Glamour on Contracts, tokens, oneiromancy, or crossing
into the Hedge. Any unspent Glamour she gained this
way is lost when the chapter ends.

FEAST OF ASHES
(WINTER)

Frozen ashes make the Crown, flowing down into a
shimmering mantle of gray and silver. Once per chapter,
the king can convert points of Glamour into points of
Willpower, up to a maximum number of points equal to
his Mantle rating. This allows his Willpower-point total
to surpass his normal maximum, but any excess points
vanish at the end of the chapter. He also gains the Stead-
fast Condition when he calls on this power.

—
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PART IV

It Happened to Me

Wendy

I don’t run anymore.

It used to calm my nerves. Gave me a chance to yell in my head all the things I wasn’t going to say
to my actual boss. I rehearsed long rants about respect and cowardice and manifesting good in the world.
(I don’t even remember when I gave up asking to be called something other than ‘Miss’ or ‘guys.’) So I
ate my words and made nice and asked exactly once to change managers. And got fired at my next perfor-
mance review — for “being difficult” and “politicizing everything.”” My best work friend suggested I had
brought it on myself by complaining on work chat about how I couldn’t take lunar new year off. Since we
“were totally about to crunch, you know.” I did know.

I kept running for a while after that. At first, it just seemed like it might be good practice. Give my
days some structure. Help me keep my mind focused while I looked for new jobs. While I thought about
changing industries. Besides, every time I ran that way the path seemed to get a little more remote and
overgrown. Each time I ran a little farther, I saw something new. Interviewers asked a lot about my poli-
tics, and offers dried up after they contacted former employers. So I had some time on my hands. Doing
favors for nonprofits I worked for in college kept me from digging too deep into my savings, but there’s
only so much your social network can do for you. I was running a couple of hours a day at that point.

I'd been out all morning when I found them. Just 20 minutes farther than yesterday, there was a little
shadowy lake. A pond, really, maybe no more than 100 feet across, but with water so dark it seemed to
go down forever. And it was full of skeletons. Thousands of delicate bones, washing up with the little
waves that seemed to come from somewhere under the surface, forming little islands that crested the water,
gathering more as the current drifted fragments to them. Some old and mossy, some new — still white
and streaked with pink. I don’t know why I didn’t just run away. I hadn’t been tired when I stopped, just
curious. But as I watched the bones churn in the water, I didn’t run. Which I guess is how I heard them.
Too soft for me to have made them out over my own heavy breathing otherwise. A nest of baby swans,
crying the way you do when you’re too tired to heave out another sob, but the pain hasn’t stopped. When
the salt just burns your eyes because there’s no water left to clear it out. When you’ve lost your voice from
screaming. Not that I would know.

I still don’t know much about birds, but at the time all I knew was that they didn’t seem like the same
age. One was almost grown, but one was barely hatched. Do birds even know their younger siblings? The
3 7 eldest was...watching them, I guess, but didn’t try to chase me away. I mean, I’ve tried to feed swans at
o fe parks before. I know how they can be about hatchlings. This one just looked tired. Covered the younger
. ones with its wing and looked...sad? Can birds look sad? I walked a little closer. Sad, and maybe scared.
A quiet hiss, and a wince as it tried to move. Oh, its wing was broken. No wonder it couldn’t fight me. I
know you’re not supposed to bother wounded animals. But I couldn’t just leave them. Not in a nest made
. of thin, hollow bones. '

“Hi,” I said, even though it seemed silly to talk to a swan. But I needed to say something as I crept
" closer, to try to reassure it that I wasn’t going to hurt them.




“Hi,” the biggest one whispered back. “Are you going to eat us now?”

The strangest thing was that it didn’t seem strange. I just thought, OA, of course this swan can talk,
and then kept right on. “No, I promise.” It sighed, as though it didn’t believe me.

I tried to smile, but at the same time I stepped on a bone and crushed it. Bird bones crush, I thought
absent-mindedly. Bird bones crush, I thought urgently. “Um. Is it okay if I take you somewhere else? I'm
starting to feel really weird about this place.”

Can birds roll their eyes? “Starting to? How did you even get here, lady?”
“I was running, and don’t sass me.”

And it flinched. “I’m sorry ma’am. It was my mistake, please don’t hurt them.” The broken wing
extended a little further over the babies.

“Oh, sweetie. I didn’t mean to scare you. It’s just what my mother said to me when I talked back. I
wasn’t thinking.” It settled back a little, still defensive, still watchful. “Do you have a name? It seems rude
to pick you up if I don’t know your name.”

I'd never seen a swan shed tears before. “We don’t know them anymore. I think she ate them.”
“She ate them?”” And I looked toward the lake.

“No, not the creature in the water. Whatever’s there doesn’t come out during the day. I felt it sniffing
my feathers last night, but it left us be. Maybe it’s waiting for something better than some scrawny bird
kids.”

“Well, now I definitely want to get out of here. Can I pick you up...Peter?”
“Peter? Okay. But please don’t leave the little ones behind.”

“I won’t. Here, let me get my arms around your wing.” And then he turned into a boy in my arms.
I only just managed to not drop him on the babies below us. We both screamed, and the water trembled.
“Okay. Okay. Now you’re a boy somehow and we can talk about this when we are all far away from the
bone water. Are they going to get turned into kids too? Because I go to the gym, but I don’t think I can
carry five teenagers.”

He...Peter looked pale and scared and said, “Can you fix.us? Could you name all of us?”

“Okay, yes, fine, I will name everyone once we are away. Will they stay birds if I don’t name them
yet?” )

“Maybe if you don’t touch their skin?”’

“Okay, good enough.” I took off my jacket and wrapped it around the four smaller birds, who
shrieked, high-pitched and scared, until Peter touched them all and chirped gently to them.

The water shivered and flexed, like something taking off a coat and shaking it. The air filled with a
deep thrum, rattling my teeth and my nerves.

So with a coat full of birds and a naked teenager riding piggyback, I ran as fast as I could back down
the path I had taken and didn’t look back. Bones and rock to dirt to gravel to pavement to wood to tile to
a bathtub full of children.
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But when the fairy sang, the whole world listened to him. Stephen felt clouds pause in their
passing; he felt sleeping hills shift and murmur; he felt cold mists dance. He understood for the first
time that the world is not dumb at all, but merely waiting for someone to speak to it in a language it

understands. In the fairy’s song the earth recognized the names by which it called itself.

Susanna Clarke, Jonathan Strange & Mr. Norrell

This chapter contains the basic rules for playing
Changeling: The Lost. More information, including op-
tional systems and examples of play, can be found in the
Chronicles of Darkness Rulebook.

TRAITS

In addition to the supernatural traits of the Lost,
Chronicles of Darkness characters have mundane traits
common to mortals and monsters alike. Attributes are
raw potential, Skills are trained abilities, and Skill Spe-
cialties are specific areas of training in which a character
excels. Willpower is the extra effort a character can bring
to bear in a stressful or dangerous situation, when success
is crucial or hangs by a thread. Some supernatural powers
also use Willpower.

Finally, a mortal (but not a changeling) possesses a per-
sonal Virtue and Vice from which he can draw strength and
refill his Willpower, much the same way a changeling derives
Willpower from her Needle, Thread, and Touchstones.

ATTRIBUTES

Attributes represent essential traits that every char-
acter possesses by default. These serve as the foundation
to most rolls in Changeling: The Lost. The nine Attri-
butes are split into three categories; Mental, Physical, and

Social. If a game rule refers to a “Social roll,” or a “Mental
action,” that means an action that uses the appropriate
Attribute category.

MENTAL ATTRIBUTES

Mental Attributes reflect your character’s acuity, in-
tellect, and strength of mind.

INTEILIICENCE

Intelligence is your character’s raw knowledge, mem-
ory, and capacity for solving difficult problems. This may
be book smarts, or a wealth of trivia.

Attribute Tasks: Memorizing (Intelligence + Compo-
sure, instant action)

WITS

Wits represents your character’s ability to think
quickly and improvise solutions. It reflects your charac-
ter’s perception, and ability to pick up on details.

Attribute Tasks: Perception (Wits + Composure, re-
flexive action)

RESOIVE

Resolve is your character’s determination, patience,
and sense of commitment. It allows your character to

—
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concentrate in the face of distraction and danger, or con-
tinue doing something in spite of insurmountable odds.

Attribute Tasks: Resisting coercion (Resolve + Stam-
ina, reflexive action)

PHYSICAL ATTRIBUTES

Physical Attributes reflect your character’s bodily fit-
ness and acumen.

STRENCTH

Strength is your character’s muscular definition and
capacity to deliver force. It affects many physical tasks,
including most actions in a fight.

Attribute Tasks: Breaking a barrier (Strength + Stam-
ina, instant action), Lifting objects (Strength + Stamina,
instant action)

DEXTERITY
Dexterity is your character’s speed, agility, and coor-
dination. It provides balance, reactions, and aim.

Attribute Tasks: Keeping balance (Dexterity + Com-
posure, reflexive action)

STAMINA

Stamina is your character’s general health and sturdi-
ness. It determines how much punishment your charac-
ter’s body can handle before it gives up.

Attribute Tasks: Staying awake (Stamina + Resolve,
instant action)

SociAaL. ATTRIBUTES

Social Attributes reflect your character’s ability to
deal with others.

PRESENCE

Presence is your character’s assertiveness, gravitas,
and raw appeal. It gives your character a strong bearing
that changes moods and minds.

Attribute Tasks: Good first impressions (Presence +
Composure, instant action)

MANIPULATION

Manipulation is your character’s ability to make oth-
ers cooperate. It's how smoothly she speaks, and how
much people can read into her intentions.

Attribute Tasks: Poker face (Manipulation + Com-
posure)

C OMPOSURE

Composure is your character’s poise and grace under
fire. It’s his dignity, and ability to remain unfazed when
harrowed.
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Attribute Tasks: Meditation (Resolve + Composure,
extended action)

SKILLS

Whereas Attributes represent innate ability, Skills re-
flect behaviors learned and honed over a lifetime. These
are things that could be practiced or learned from a book.
Similarly to Attributes, Skills are divided into Mental,
Physical, and Social categories.

Skills do not receive free dots at character creation.
Skills without dots are deficient or barely capable. Skills
with a single dot reflect a cursory training. Two dots is suf-
ficient for professional use. Three is a high level of com-
petency. Four is outstanding, and five is absolute mastery
of the discipline. When creating your character, prioritize
categories. The primary category receives 11 dots, the sec-
ondary receives seven, the tertiary four.

Sample actions are listed for each Skill; these lists are just
common actions, and should not be taken as comprehensive
guides to where Skills can apply. We also suggest dice pools,
but it’s important to look at the context of the scene, and
apply the best Attribute + Skill combination for the events
at hand. Also remember that equipment and environmen-
tal modifiers can shift a dice pool. We've listed some sample
equipment and factors that could enhance Skill usage.

Using a Skill with no dots incurs a penalty. For Physi-
cal and Social Skills, it levies a —1 die penalty to the roll.
For a Mental Skill, it’s a —3 die penalty.

MENTAL SKILLS

Mental Skills are largely learned, as opposed to prac-
ticed. They reflect knowledge and procedure, lore and
understanding.

ACADEMICS

Academics is a broad Skill representing your character’s
higher education and knowledge of the arts and humanities.
It covers language, history, law, economics, and related fields.

Sample actions: Recall trivia (Intelligence + Academ-
ics, instant action), Research (Intelligence + Academics,
extended action), Translation (Intelligence + Academics,
extended action)

Sample contacts: Rare Book Dealer, Law Professor,
Head Librarian

Suggested equipment: Internet access (+1), Library (+1
to +3), Professional consultant (+2)

Specialties: Anthropology, Art History, English, His-
tory, Law, Literature, Religion, Research, Translation

COMPUTER

Computer is your character’s advanced ability with com-
puting. While most characters in Chronicles of Darkness
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your character to program computers, to crack into systems,
to diagnose major problems, and to investigate data. This
Skill reflects advanced techniques and tricks; almost ev-
eryone can operate a computer for email and basic internet
searches.

Sample actions: Hacking a system (Intelligence +
Computer, extended action, contested if against a secu-
rity administrator or other hacker), Internet search (Wits
+ Computer, instant action), Programming (Intelligence
+ Computer, extended action)

Sample contacts: Al Researcher, Hardcore Computer
Gamer, White-Hat Hacker

Suggested equipment: Computer system (+0 to +3, by
performance), Custom software (+2), Passwords (+2)

Specialties: Data Retrieval, Graphics, Hacking, Inter-
net, Programming, Security, Social Media

CRAFTS

Crafts reflects your character’s knack with creating
and repairing things. From creating works of art to fixing
an automobile, Crafts is the Skill to use.

Sample actions: Appraisal (Wits + Crafts, instant ac-
tion), Counterfeit item (Intelligence + Crafts, instant ac-
tion), Create art (Intelligence + Crafts, instant action),
Repair item (Wits + Crafts, instant action)

Sample contacts: Automotive Engineer, Makerspace
Enthusiast, Police Sketch Artist

Suggested equipment: Point of reference (+1), Quality
materials (+2), Tools (+1 to +3, depending on utility and
specialty), Well-equipped workplace (+2)

Specialties: Automotive, Cosmetics, Fashion, Forg-
ing, Graffiti, Jury Rigging, Painting, Perfumery, Repair,
Sculpting

INVESTICATION

Investigation is your character’s skill with solving
mysteries and putting together puzzles. It reflects the abil-
ity to draw conclusions, to find meaning out of confusion,
and to use lateral thinking to find information where oth-
ers could not.

Sample actions: Examining a crime scene (Wits +
Investigation, extended action), Solving riddles (Intelli-
gence + Investigation, instant or extended action)

Sample contacts: Conspiracy Buff, Medical Examiner,
Private Investigator

Suggested equipment: Forensic kit (+1), Unrestricted
access (+2), Reference library (+2)

Specialties: Autopsy, Body Language, Crime Scenes,
Cryptography, Lab Work, Riddles
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MEDICINE

Medicine reflects your character’s knowledge of the
human body, and of how to bring it to and keep it in work-
ing order. Characters with Medicine can make efforts to
stem life-threatening wounds and illnesses.

Sample actions: Diagnosis (Wits + Medicine, instant
action), Treating wounds (Intelligence + Medicine, ex-
tended action)

Sample contacts: Bio-Tech Company Researcher,

Chronic Patient, EMT

Suggested equipment: Medical tools (+1 to +3),
Trained assistance (+1), Well-stocked facilities (+2)

Specialties: First Aid, Pathology, Pharmaceuticals,
Physical Therapy, Surgery

OccuLT

The Occult Skill is your character’s knowledge of
things hidden in the dark, legends, and lore. While the
supernatural is unpredictable and often unique, the Oc-
cult Skill allows your character to pick out facts from ru-
mor.

Sample actions: Identify the sliver of truth (Wits +
Occult, instant action), Relate two similar myths (Intel-
ligence + Occult, instant or extended action)

Sample contacts: Anthropology Professor, Neo-Pagan
Author, Weird Hermit Down the Street

Suggested equipment: Well-stocked library (+2)

Specialties: Casting Lots, Divination, Ghosts, Hedge
Lore, Phrenology, Superstition, Witchcraft

PoLITICS

Politics reflects a general knowledge of political struc-
tures and methodologies, but more practically shows your
character’s ability to navigate those systems and make
them work the way she intends. With Politics, she knows
the right person to ask to get something done.

Sample actions: Cut red tape (Manipulation + Poli-
tics, extended action), Identify authority (Wits + Politics,
instant action), Sully reputations (Manipulation + Poli-
tics, extended action)

Sample contacts: Personal Assistant to the Governor,
Political Blogger, Union Leader

Suggested equipment: Official position (+1 to +5, by
Status)

Specialties: Bureaucracy, Church, Court Intrigue,
Democratic, Freehold, Local, Organized Crime, Scandals

SCIENCE

Science is your character’s knowledge and under-
standing of the physical and natural sciences, such as bi-
ology, chemistry, geology, meteorology, and physics.
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Sample actions: Assess variables (Intelligence + Sci-
ence, instant or extended action), Formulate solution (In-
telligence + Science, extended action)

Sample contacts: Experimental Physicist, Geology
Professor, Mad Inventor

Suggested equipment: Reference library (+1 to +3),
Well-stocked laboratory (+2)

Specialties: Physics, Neuroscience, Virology, Alchemy,
Genetics, Hematology

PHYSICAL SKILLS

Physical Skills are those practiced, trained, and
learned through action.

ATHLETICS

Athletics reflects a broad category of physical train-
ing and ability. It covers sports, and basic physical tasks
such as running, jumping, dodging threats, and climbing.
It also determines a character’s ability with thrown weap-
ons.

Sample actions: Acrobatics (Dexterity + Athletics,
instant action), Climbing (Strength + Athletics, extend-
ed action), Foot chase (Stamina + Athletics, contested
action), Jumping (Strength + Athletics, instant action,
one foot vertically per success)

Sample contacts: Parkour Enthusiast, Physical Thera-
pist, Running Club Buddy

Suggested equipment: Athletic shoes (+1), Rope (+1)

Specialties: Acrobatics, Archery, Climbing, Jumping,
Parkour, Swimming, Throwing

BRAWL

Brawl reflects your character’s ability to tussle and
fight without weapons. This includes old-fashioned bar
brawls as well as complex martial arts.

Sample actions: Breaking boards (Strength + Brawl,
instant action), Hand-to-hand fighting (covered in the
Violence section, p. 184)

Sample contacts: Club Bouncer, Self-Defense Teacher,
Sparring Partner

Suggested equipment: Brass knuckles (+1)

Specialties: Boxing, Dirty Fighting, Grappling, Mar-
tial Arts, Threats, Throws

DRIVE

Drive is the skill to control and maneuver automobiles,
motorcycles, boats, and even airplanes. A character can
drive a car without Drive dots; the Skill relates to moments
of high stress, such as a high-speed chase or trying to elude
a tail. It’s assumed that most modern characters have a basic
ability to drive. As well, Drive can reflect your character’s
skill with horseback riding, if appropriate to her history.
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Drive, instant action), Pursuit (Dexterity + Drive, con-
tested action), Tailing (Wits + Drive, contested action)

Sample contacts: Bush Pilot, Mechanic, Street Racer
Suggested equipment: Performance vehicle (+1 to +3)

Specialties: Defensive Driving, Evasion, Off-Road
Driving, Motorcycles, Pursuit, Stunts

FIREARMS

Firearms reflects your character’s ability to identify,
maintain, and otherwise use guns. This Skill covers ev-
erything from small pistols, to shotguns, to assault rifles,
and anything else related.

Sample actions: Firefights (see p. 184 for more on how
firearms violence works)

Sample contacts: Gun store owner, Local law enforce-
ment, Sharpshooter

Suggested equipment: See p. 324 for a full list of fire-
arms

Specialties: Handguns, Rifles, Shotguns, Trick Shots
ILARCENY

Larceny covers intrusion, lockpicking, theft, pick-
pocketing, and other (generally considered) criminal
activities. This Skill is typically learned on the streets,
outside of formal methods. However, stage magicians and
other entertainers learn these skills as part of their rep-
ertoire.

Sample actions: Bypass security systems (Dexterity
+ Larceny, extended action), Lockpicking (Dexterity +
Larceny, extended action), Pickpocketing (Dexterity +
Larceny, contested action)

Sample contacts: Shady Pawn Shop Owner, Parole Of-
ficer, Three-Card Monte Dealer.

Suggested equipment: Crowbar (+1), Crowded area
(+2), Lockpicks (+2), Partner in crime (+1)

Specialties: Breaking and Entering, Concealment,
Lockpicking, Pickpocketing, Safecracking, Security Sys-
tems, Sleight of Hand

STEALTH

The Stealth Skill reflects your character’s ability to
move unnoticed and unheard, or to blend into a crowd.
Every character approaches Stealth differently; some use
distraction, some disguise, some are just hard to keep an
eye on.

Sample actions: Losing a tail (Wits + Stealth, con-
tested action), Shadowing (Dexterity + Stealth, contest-
ed action)

Sample contacts: Bow Hunter, Burglar, Lookout from
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Suggested equipment: Binoculars (+1), Dark clothing
(+1), Smokescreen (+2), Spotters (+1)

Specialties: Camouflage, Crowds, In Plain Sight, Ru-
ral, Shadowing, Stakeout, Staying Motionless

SURVIVAL

Survival represents your character’s ability to “live off
the land.” This means finding shelter, finding food, and
otherwise procuring the necessities for existence. This
could be in a rural or urban environment.

Sample actions: Foraging (Wits 4+ Survival, extended
action), Hunting (for animals, Wits + Survival, extended
action)

Sample contacts: Homeless Person, Off-the-grid Sur-
vivalist, Scout Master

Suggested equipment: Survival guide (+1), Survival
knife (+1)

Specialties: Foraging, Hunting, Navigation, Shelter,
Weather

WEAPOANRY

Weaponry is the ability to fight with hand-to-hand
weapons, from swords, to knives, to baseball bats, to
chainsaws. If the intent is to strike another and harm
him, Weaponry is the Skill.

Sample actions: Attacking another (see p. 184 for
more on Weaponry fighting)

Sample contacts: Fencing Instructor, Gang Member,
Western Martial Arts Enthusiast

Suggested equipment: See p. 323 for a full list of weapons

Specialties:
Spears, Swords

SoCIAL SKILLS
ANIMAL KEN

Animal Ken reflects your character’s ability to train
and understand animals. With Animal Ken, your charac-
ter can charm beasts or even rile them to violence, under
the right circumstances.

Chains, Clubs, Improvised Weapons,

Sample actions: Animal training (Manipulation +
Animal Ken, extended action), Cowing an animal (Pres-
ence + Animal Ken, contested action)

Sample contacts: Cat Lady, Rodeo Horse Trainer, Zoo
Veterinarian

Suggested equipment: Treats (+1), Whip (+1)

Specidlties: Canines, Felines, Reptiles, Calming, Training

EMPATHY

Empathy represents your character’s ability to read
and understand others’ feelings and motivations. This

FAM\N"IWAWAM ump-qn\

helps discern moods, or read deceptive behavior in discus-
sion. It is not inherently sympathetic; one can understand
another’s positions without agreeing with them.

Sample actions: Finding someone’s pain (Wits + Em-
pathy, contested action), Sense deception (Wits + Empa-
thy, contested action), Soothing nerves (Manipulation +
Empathy, instant action)

Sample contacts: Shoulder to Cry On, Police Profiler,
Psych Student

Suggested equipment: Muted clothing (+1), Relaxing
environment (+2)

Specialties: Calming, Emotion, Hedge Shaping, Lies,
Motives, Oneiromancy, Personalities

FXPRESSION

The Expression Skill reflects your character’s ability to
communicate. This Skill covers written and spoken forms of
communication, journalism, acting, music, and dance.

Sample actions: Composing (Intelligence + Expres-
sion, extended action), Performance (Presence + Expres-
sion, instant action)

Sample contacts: Investigative Journalist, Political

Speech Writer, Reclusive Poet
Suggested equipment: Quality instrument (+1 to +3)

Specialties: Dance, Drama, Hedge Shaping, Journalism,
Musical Instrument, Performance Art, Singing, Speeches

INTIMIDATION

Intimidation reflects your character’s ability to influ-
ence others’ behavior through threats and fear. It could
mean direct physical threats, interrogation, or veiled im-
plications of things to come.

Sample actions: Interrogation (Wits + Intimidation,
contested action), Stare down (Presence + Intimidation,
contested action)

Sample contacts: Barroom Tough Guy, High-Powered
Executive, Police Interrogator

Suggested equipment: Fearsome tools (+2), Gang col-
ors (+2), Isolated room (+1)

Specialties: Direct Threats,
Down, Torture, Veiled Threats

Interrogation, Stare

PERSUASION

Persuasion is your character’s ability to change minds
and influence behaviors through logic, fast-talking, or ap-
pealing to desire. It relies on the force of your character’s
personality to sway the listener.

Sample actions: Fast-talk (Manipulation + Persua-
sion, extended action), Firebranding (Presence + Persua-
sion, instant action), Seduction (Manipulation + Persua-
sion, extended action)
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Sample contacts: Car Salesman, Speech Coach, Trial
Lawyer

Suggested equipment: Designer clothing (+1 to +3),
Reputation (+2)

Specialties: Confidence Scam, Fast-Talking, Inspiring,
Sales Pitch, Seduction, Sermon

SocIALIZE

Socialize reflects your character’s ability to present
herself well and interact with groups of people (or fae).
It reflects proper (and setting-appropriate) etiquette, cus-
toms, sensitivity, and warmth. A character with a high
Socialize is the life of the party.

Sample actions: Carousing (Manipulation + Social-
ize, instant action), Fitting in (Wits + Socialize, instant
action), Getting attention (Presence + Socialize, instant
action)

Sample contacts: Diplomat, Drinking Buddy, Society
Matron

Suggested equipment: Drugs (+1), Knowing people
(+1), Money (+1 to +5)

Specialties: Bar Hopping, Church Lock-in, Dress
Balls, Formal Freehold Ceremonies, Frat Parties, Political
Fundraisers, The Club

STREETWISE

The Streetwise Skill is your character’s knowledge of
life on the streets. It tells her how to navigate the city,
how to get information from unlikely sources, and where
she’ll be (relatively) safe. If she wants to get something on
the black market, Streetwise is how.

Sample actions: Finding a shortcut (Wits + Street-
wise, instant action), Working the black market (Manipu-
lation + Streetwise, instant action)

Sample contacts: Bartender in a Rough Part of Town,
Drug Dealer, Undercover Cop

Suggested equipment: Burner phone (+1), Known

nickname (+2), Valuable contraband (+1 to +3)

Specialties: Black Market, Gangs, Goblin Markets,
Navigation, Rumors, Undercover

SUBTERFUCE

Subterfuge is the ability to deceive. With Subterfuge,
your character can lie convincingly, project hidden mes-
sages in what she says, hide motivations, and notice de-
ception in others.

Sample actions: Disguise (Wits + Subterfuge, instant
action), Lying (Manipulation + Subterfuge, contested ac-
tion)

Sample contacts: Con Artist, Crooked Politician, Out-
of-work Actor
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Suggested equipment: Costume supplies (+2), Fake ID
(+1),

Specialties: Detecting Lies, Doublespeak, Hiding
Emotion, Little White Lies, Misdirection

SKILL. SPECIALTIES

In addition to Skills, your character possesses Skill
Specialties. These are refinements of the broader Skills.
These should be narrower than the main Skill, and help
to define your character’s particular expertise. For ex-
ample, your character might have three dots in Firearms,
but a Specialty in Rifles. He’s capable with all guns, but
particularly good with rifles. If you look to the Skill de-
scriptions, you'll see example Specialties. The Storyteller
is the ultimate arbiter of what constitutes a Specialty and
what doesn’t; Specialties that are too broad or too narrow
can hurt the story or never come into play.

If a Specialty applies to your roll, add a die. Multiple
Specialties may apply to a single roll, within reason. If you
find yourself going to great lengths to justify a Specialty, it
probably shouldn’t apply.

Skill Specialties let you flesh out your character and
offer a mechanical benefit. When creating your character,
let Specialty choice guide his development. For example,
there’s a huge difference between a character with Brawl

4 (Bar Fights) and Brawl 4 (Aikido).
VIRTUES AND VICES

Virtue and Vice are Anchor traits mortal characters
possess instead of Needle and Thread. Virtue is a point
of strength and integrity in the character’s life, Vice is a
place of weakness. This is just a brief touch on the topic;
for more, look to The Chronicles of Darkness Rulebook.

When choosing Virtues and Vices, use the following
guidelines:

* Both should be adjectives that describe dominant
personality traits. Don’t use physical descriptions.

Traits that describe existing Advantages, Attri-
butes, or Skills similarly do not apply. For example,
“Strong,” or “Composed,” would not work as a Vir-
tue.

Virtue should be a point of self-confidence and self-
actualization, but something easy and tempting to
ignore. It’s a higher calling, if she chooses to walk

the talk.

Vice should contrast Virtue as a short-term, quick
source of distraction from the world. It should be a
hiding place when you're weak.

Virtue and Vice must be different. The same adjec-
tive could work as both a Virtue and Vice in some

§174 CHAPTER FOUR: WORDS OF BINDING
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Whenever a mortal character acts in accordance
with her Vice, she regains one spent Willpower. When
she takes meaningful actions in accordance to her Vir-
tue, she regains all spent Willpower. She can only recover
Willpower from her Vice once per scene, and her Virtue
twice per chapter.

SPEED

Your character’s Speed is the number of yards or me-
ters she can travel in a single turn. This trait is a combina-
tion of her Strength, Dexterity, and a species factor that
reflects her age, physical configuration, Size, and other
considerations.

Other species, such as horses and cheetahs, have
physical configurations that lend themselves to high
travel rates.

Factor Species

1 Turtle

3 Human toddler
5 Human adult

8 Wolf

10 Caribou

12 Horse

15 Cheetah

RoLL~Nc Dice

When your character is trying to accomplish some-
thing and the outcome is in doubt, you roll a number of
10-sided dice. The result of that roll determines whether
your character succeeds and accomplishes their goal, or
whether they fail and don’t do what they set out to. Failure
doesn’t mean “nothing happens,” just that your character
doesn’t get what they want and complications are headed
their way.

You might also score an exceptional success or suffer a
dramatic failure (p. 176).

Dice PooL

The number of dice you roll depends on the action
your character is taking. Most of the time, it’s the value
of one of your Attributes plus one of your Skills, or the
value of two different Attributes put together; for exam-
ple, fast-talking your way past a bouncer might be a roll
of Manipulation + Subterfuge, which means you roll a
number of dice equal to your Manipulation rating plus
your Subterfuge rating. (Sometimes you'll roll a different
pool, but those are special cases that will be called out
when needed.)
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CIRCUMSTANCE
AND EQUIPMENT

Sometimes, fortune favors your character,

or they’re packing the right tools for the job.
Other times, the odds are stacked against you
or you don't have the right gear at all. The
Storyteller should weigh how circumstances
or equipment affect a character’s chance of
success and assign an appropriate modifier.
A slight advantage — picking an old and
damaged lock — might be worth a bonus die,
while a stressful situation — trying to pick a
lock while people are shooting at you — might
subtract three dice from your pool.

€ g

Circumstantial factors, appropriate equipment (or
lack thereof), or opposition from another character can
add or subtract dice from the total; see below.

The total number of dice you roll is called your dice pool.

The Storyteller determines the appropriate dice pool
based on what you're trying to do and how you're trying to do
it, using the descriptions of the various traits involved. In the
above example, if you explained to the Storyteller that you
weren't trying to lie your way past the bouncer but schmooze
her into liking you enough to let you in, the Storyteller might
revise the dice pool to Manipulation + Socialize.

Most of the actions described in this book will tell you
what the dice pool should be, but it’s fine to come up with
dice pools for other actions on an ad hoc basis. Just try to
be fair and consistent — if you decide bashing down a door
is Strength + Stamina in one session, it should always be
Strength + Stamina unless the situation radically changes.

Dice Rolling Basics

Building a Pool: Unless otherwise noted, a dice
pool is always Attribute + different Attribute or
Attribute + Skill.

Modifiers: Bonuses add the indicated number of
dice; penalties remove them. Unless otherwise
specified, modifiers never exceed +/—5. Add all
bonuses before subtracting penalties.

Successes: Any die showing 8, 9, or 10 counts as a
success.

10-again: Any die that shows a 10 is counted as
a success, then rerolled. Rerolled dice count suc-
cesses as normal. Continue counting successes and
rerolling as long as you keep rolling 10s.

RoLLING DICE 175

\

e

W TLANI\ S 7T

ey S L A HA 2 s\ )

_ : Ry
s i L-.f."l\ e

Hiy



Qp;mmﬂ MAHA‘\ mﬂﬂh\ |

t THE CHANCE DIE

; If penalties ever reduce your dice pool to O or fewer
< dice, roll a single die anyway. This single die is called a
chance die, and it follows slightly different rules.

Success: A chance die showing a 10 counts as a
success.

|

l'

E Chance Die Basics

No 10-again: Do not reroll 10s on chance dice.

Dramatic Failure: A chance die showing a 1 is a
dramatic failure (below).

RoL1l. RESULTS

Once you've rolled all the dice, counted all your suc-
cesses, and finished any rerolls or other permutations, it’s
time to see how your character fared. On most actions,
you'll only worry about whether your character succeeded
or failed. Sometimes, however, the outcome of an action
is more dramatic.

Roll Result Basics

Success: 1-4 successes. Your character’s action suc-
ceeds.

L
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Exceptional Success: 5+ successes. Your charac-
ter’s action succeeds, and your character gains a
beneficial Condition (p. 181). Usually, the Inspired
Condition is the most appropriate. Specific actions
might have additional effects on an exceptional
success.

Failure: O successes. Your character’s action fails.

Dramatic Failure: chance die shows a 1. Your
character’s action fails, and something goes signifi-
cantly awry. Specific actions might have additional
effects on a dramatic failure. Otherwise, the Story-
teller decides on an appropriate turn of events.

Voluntary Dramatic Failure: Take a Beat and
convert a failure into a dramatic failure, up to once
per scene.

PERMUTATIONS

Changeling: The Lost has a few variations in how
dice rolls work.

* 9.Again: Reroll dice that show 9 or 10, as opposed
to just 10. Keep rerolling until you get a result that
isn’t a 9 or 10. Certain Conditions, Merits, or other
special circumstances may award you 9-again on
specific kinds of rolls. If you gain 9-again on a roll
that already had that quality, it becomes 8-again
instead.
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8-Again: Reroll dice that show 8, 9, or 10 — any
successful die — and keep rerolling as long as your
dice show successes. Certain Conditions, Merits, or
other special circumstances may award you 8-again
on specific kinds of rolls. If you gain 8-again on a
roll that already had that quality, it may become a
rote action, at the Storyteller’s discretion.

Extra Successes: Assuming your roll succeeds, you
get a number of extra successes added to your total.
This permutation mostly applies to weapons, which
add their damage bonus as extra successes on your
attack roll.

Rote Actions: When you've got plenty of train-
ing and the steps you need to follow are laid out
in front of you, you've got a significant chance of
success. When you make a roll with the rote qual-
ity, reroll any dice that do not show an 8, 9, or 10.
If you're reduced to a chance die on a rote action,
don’t reroll a dramatic failure. You may only reroll
each die once. Certain Conditions, Merits, or other
special circumstances may award you the rote qual-
ity on specific kinds of rolls.

Successive Attempts: When you fail a roll, you
may be able to try again. Normally, you make suc-
cessive attempts with your full dice pool. If time is
short and the situation is tense, each subsequent
attempt instead has a cumulative one-die penalty
— so the third time a character tries to break down
the door that’s keeping her from escaping a Hunts-
man, her roll suffers a —2 penalty. Successive at-
tempts do not apply to extended actions.

Teamwork: Working together can be vital for re-
sisting the True Fae...or just dealing with the trou-
bles of the mortal world. See p. 190.

WHEAN TO RoLL DIickE

You don’t need to roll dice for many actions. If your
character isn’t in a stressful situation — nobody’s actively
trying to tear his throat open or demolish the building as
he works — you don’t need to roll; as long as it’s some-
thing your character could reasonably do, he just does it.

When the dice hit the table, the Storyteller should
have some idea of what will happen if the roll fails, as
well as if it succeeds. Sometimes that’s coded in the rules.
If you fail on an attack roll, for example, you don’t deal
any damage. Other times, it’s up to the Storyteller. If you
fail a roll to jump between buildings to catch a group of
hobgoblins, do you make it but fall on the other side, grab
the next building by your fingertips, or plummet to the
alley below?
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Time in the story can speed past or slow to a crawl compared to time in the real world. Weeks or months
might pass in the space of few words, while a tense negotiation plays out in real time — or takes even longer.
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In addition to years, days, hours, and so on, Changeling also uses five units of dramatic time. These
build upon one another, from shortest to longest.

* Turn — The smallest increment of time, a turn lasts for about three seconds. A character can per-
form a single instant action and move their Speed in a turn. Turns normally only matter in action
scenes, like fights, chases, and other dramatic and stressful situations.

e

Scene — Much like a scene in a play, a scene in a roleplaying game is the time spent dealing with
a single, specific event. The Storyteller frames the scene, describing what's going on, and it's up
to the players to resolve the event or conflict. A scene might play out in turns (called an action
scene), progress in real time, or skip forward depending on dramatic necessity.

=_

Chapter — A chapter is the collection of scenes that happen during one game session. From the
moment you sit down and start playing to the point where you pack up your dice, you're playing
out a chapter of your story.

Story — A story tells an entire tale, following the dramatic arc of a related series of events. It might
comprise several chapters or complete in just one. It has an introduction, rising tension, a number
of twists, and a climax that brings things to a conclusion.
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Chronicle — The big picture, a chronicle is the collection of interlinked stories that involve your
characters. A common theme or overarching plotline might link them, or they may only share
characters and locations. As your story progresses, the players and Storyteller work together to

create an ongoing chronicle.

Simple: No opposition. Calculate dice pool and
roll results as normal.

Actions by Opposition

ACTIONS

Changeling: The Lost rates each action by two cri-
teria: how long it takes to attempt, and whether another
character opposes it. All actions fall into one category
in both arenas: An action might be instant and simple
(usually just abbreviated to “instant”), extended and con-
tested, or reflexive and resisted, for example.

Contested: Calculate dice pool as normal and roll.
The target rolls a dice pool specified by how they
contest the action. If your total successes exceed
the target’s, your action succeeds; if their total suc-
cesses exceed yours, your action fails.

Actions by Time

Instant: The action resolves in a single roll. Unless
otherwise noted, an instant action only takes a few
seconds and takes up your turn in an action scene.

Reflexive: The action takes no appreciable time or
effort, and resolves in a single roll, or may not re-

If you and your target roll the same number of
successes, both of you reroll the same pools until
someone comes out on top.

Resisted: Calculate dice pool, then apply a penalty
equal to one of the target’s Resistance Attributes

quire a roll at all. In an action scene, you can take
reflexive actions on other characters’ turns, and re-
flexive actions don’t take up your turn. Contesting
someone else’s action is always reflexive.

(Stamina, Resolve, or Composure) or Defense.
Roll, and calculate roll results as normal.

EXTENDED ACTIONS

Some actions require a great deal of effort over time,
and represent the sort of project you can abandon and
resume later. Such actions are modeled as extended I

Extended: The action requires multiple rolls over time
to complete; as such, an extended action is not usually
an option in action scenes, unless otherwise noted.
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CONTESTED
OR RESISTED?

If you're not sure whether to use resistance or
a contested action, use this guideline: Resis-
tance applies in situations where the number
of successes on the roll is an important factor.
If what matters is just whether the roll succeeds
or not, use a contested action. For exqmple,
violence applies Defense as a resistance
because the number of successes on the roll
determines how badly the attacker messes up
his victim. A Contract that inflicts a Condition
uses a contested action, because the number
of successes you roll doesn't matter.

WHEN TO USE
EXTENDED ACTIONS

As Storyteller, when should you call for an ex-
tended action vs. an instant action that takes
a defined amount of time2 Use the following
guidelines:

* Time Pressure: If the Huntsman will
arrive at dusk and the characters need
to fix their car before that happens, the
question of “how long does it take2” has
real stakes and tension. If the characters
aren’t under time pressure, extended ac-
tions can feel like a lot of tedious rolling
for no reason.

* Take a Break: Extended actions are
best suited for things the character could
conceivably abandon for some time and
then resume later: fortifying a Hollow or
researching the weaknesses of a particu-
lar goblin, for example. If it's something
that has to be done all in one go, like
finding the True Fae’s Regalia manifesta-
tion or casing a scene, it's probably bet-
ter modeled as an instant action unless

time is short.

actions, and they’re a little more complex than instant or
reflexive actions.

When you take an extended action, the Storyteller
determines how many total successes you require. Most
actions require between five and 20 successes. Five re-
flects a reasonable action that competent characters can
achieve with the right tools and knowledge. Ten repre-
sents a difficult action that’s still realistic for a profession-
al in the field. Twenty represents a very difficult action

that even a particularly skilled character will have trouble
pulling off.

The Storyteller also determines the interval between
rolls. If an action would take weeks to complete, she might
consider one roll per week. If it’s likely to take a day’s
work, one roll per hour makes for a solid timeframe.

Once you determine those factors, make a number of
rolls, counting up the total number of successes across all
your rolls. If you earn the required number of successes
before you run out of time, you accomplish your goal.

Extended Action Basics

Multiple Rolls: You roll your dice pool multiple
times over the course of the action. Successes earned
on all rolls count toward completing the action.

Roll Limit: You can make a total number of rolls
equal to your base dice pool for the action, before
factoring in any modifiers. The Storyteller may re-
duce this value if time is short.

Time Interval: Each roll takes a certain amount of
time, determined by the Storyteller.

Required Successes: The Storyteller sets the total
number of successes required for the action, usually
between five and 20.

Extended Action Roll Results

These apply to each roll of an extended action. Spe-
cific extended actions may have additional effects.

Success: Add the successes earned on the roll to your
running total. Work with the Storyteller to determine
what steps your character has taken toward his goal.

Exceptional Success: Choose one: reduce the total
number of successes required by your character’s Skill
dots, reduce the time interval for each following roll by
a quarter, or apply the exceptional success result of the
entire action when you complete your goal.

Failure: You face a setback. The Storyteller offers you
a choice: Take a Condition (p. 181) of her choice, or aban-
don the action. You can offer a different Condition if you
think it makes sense. If you refuse or cannot agree on a
Condition, you lose all accumulated successes.

Dramatic Failure: Lose all accumulated successes. In
addition, the first roll on a subsequent attempt suffers a
two-die penalty.

CoMMON ACTIONS

The following list represents some of the more com-
mon actions characters might undertake in a Change-
ling: The Lost game. They are presented here in a highly
condensed form; for more detailed discussions of many of
these actions, see the Chronicles of Darkness Rulebook.
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! * Failure: The other party doesn’t believe you.

ARGUMENT * Dramatic: The other party has a good idea what

(Instant and Contested; ntelligence + Expréssion the truth is.
vs. target’s-Resolve + Composure)

You try to sway someone with a rational argument. HACKING

(If arguing with a crowd, use the highest Resolve in the
crowd.) (See also Social maneuvering, p. 191.)
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(Extended and Contested; Intelligencé +
Computer vs. victim’s Intelligence + Computer)

* Success: They accept the truth (or apparent truth)
of your words. You overcome network security and computer pass-
words to gain access to digital resources.

e =

Exceptional: They’re convinced and become re-
cruits to your point of view, though they might * Success: You access the computer or network as

change their minds if they find themselves at risk. though you had proper clearance, but you only
have a short time before someone notices.

)i

Failure: They listen but are ultimately unaffected.

9

Exceptional: You access the computer or network,
Dramatic: You convince them of quite the oppo- and no one will notice until you've got what you
site. came for.

Failure: You're locked out of the system and you

C AROUSING can’t access anything.

(Instant; Presence +“Sé&cialize or Streetwise Dramatic: You trip an alarm or corrupt your own
flash drive beyond use.
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You mix with a group, bringing high spirits with you
and using them to loosen tongues.

Success: You make a single-serving friend who INTERROGATION

might be willing to pass secrets or go with you (Extended and Resisted; Manipulation +
somewhere private. Empathy or Intimidation — victim’s Resolve)

Exceptional: You make a friend you can contact

i You try to dig secrets out of a reluctant informant.
again.

(See also Social maneuvering, p. 191.)

Failure: You end up a wallflower, with a drink in * Success: You get the information you were looking
your hand that you don’t even want. for; one piece per success rolled.

Dramatic: A faux pas reveals that you don’t be- Exceptional: You get the information you were
long...and maybe even hints at your dread purpose. looking for, and the informant is willing to con-
tinue cooperating.

FASTT ALK Failure: The informant blabs a mix of truth and

falsehood — even he may not know the difference.
(Instant and Contésted; Manipulation*+

Subterfuge vs. vietim’s. Composure + Empathy) Dramatic: The informant is so alienated or injured
that he will no longer reveal information.
You may not be able to win the argument with facts,
but you can try to get out of trouble with a little judicious

spin. INTIMIDATION

* Success: The other party swallows your story. (Instant and Contested; Sirength or Manipulation
+ Intimidation vs. vietim’s Resolve + Composure)
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* Exceptional: The other party believes you so thor-
oughly that they’re even willing to offer a little
aid...though they won't put themselves at any kind
of risk.

You try to get someone to do what you want by mak-
ing them afraid of you.
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Success: They're coerced into helping you.

Exceptional: They develop a lasting fear of you,
which could make them easier to coerce in the fu-
ture.

Failure: They’re unimpressed with your threats.

Dramatic: They don’t take you seriously, even if
you knock them around a bit. They won’t be doing
what you want.

INVESTIGATING A SCENE

(Extended:; Intelligefice + Investigation]

—

e

You look for clues to what'’s happened in the recent
past...or tidy up so that no one else can find them. (See
also Investigation, p. 194.)

* Success: You find a clue of exactly the sort you
need or manage to significantly confuse future in-
vestigators.

Exceptional: You find a clue, and know exactly
how it fits in, or you leave the scene immaculate
and impossible to decipher.

A\

Failure: You find evidence, but it's damaged and
hard to interpret. Or you miss a spot in your clean
up that you won’t find out about until later.

Dramatic: You find clues but you contaminate
them, or you leave evidence of your presence.

JUMPING

(Instant; Strength +,Athletics - (yards
or meters.of distance))

To get past an obstacle or out of danger, you leap into
the air.

¢ Success: You clear the obstacle or avoid the dan-
ger.

Exceptional: You may attempt another instant ac-
tion in the air or upon landing.

Failure: You don’t achieve any significant distance
at all — you jump too early, get a false start, or lose
your nerve.

Dramatic: The task not only fails, but you lose
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RESEARCH

(Extended; Intelligence’ + Academics or O¢cult)

Using your existing knowledge, you look for informa-
tion on a current mystery.

* Success: You find the basic facts you were looking
for.

Exceptional: You find what you were looking for,
which leads towards a much bigger score of infor-
mation.

Failure: You turn up a lot of promising leads, but
they’re all dead ends.

Dramatic: You learn something, but it doesn’t
help. In fact, it sets you back. If using Occult, this
could mean dangerously false assumptions.

SHADOWING A MARK

(Instant and Contested; Wits + Stealth*or
Drive vs«Wits + Composure)

You follow someone, perhaps in the hopes of ambush-
ing them, or of finding out their destination.

e Success: You follow the mark to his destination.
Exceptional: You find some means by which you

can continue following the mark, such as an un-
locked entrance into the building he arrived at.

Failure: The mark senses he’s being followed and
manages to lose you.

Dramatic: You're caught, either by the mark or
some observer that’s become suspicious of you.

SNEAKING

(Instant-and Contested; Dexterity + Ste@lth
vs. Wits.+.Composure)

You’re trying to avoid notice by someone, or some-
thing...or multiple somethings. Maybe you want to get
into a place undetected. Maybe you're trying to break out.

* Success: You avoid notice and get closer to your
goal.

Exceptional: You avoid notice and get away before
anyone has another chance to catch you.

¢ Failure: You're noticed but still have the chance to
slip away.

Dramatic: You attract a lot of attention...enough
that now it’s going to be hard to get out.

WILILPOWER

A changeling’s Willpower represents her determina-
tion and her ability to go above and beyond what should
be possible to achieve her goals.

Changeling and mortal characters regain one point of
Willpower from a full night’s sleep.

Spending Willpower

Reflexive Action: Unless otherwise specified,
spending Willpower is a reflexive action.

Roll Bonus: Spend 1 Willpower to gain a three-die
bonus on a single dice pool.

Increased Resistance: Spend 1 Willpower to gain
+2 to resistance (see above) against a single action.

Other Expenditures: Other abilities may require
Willpower expenditure, as noted under their Cost.

Per Action Limit: Characters may only spend 1
Willpower per action.

C ONDITIONS

Conditions represent ways in which the story has
affected a character, and what he can do to move past
those events. Players don’t buy Conditions; events in
the game apply them and they remain until certain
resolution criteria are met. A character can only have
one instance of a particular Condition unless each ap-
plies to a distinctly different circumstance — for ex-
ample, he may be Informed about both the occult sym-
bol he stayed up all night to research and the inner
workings of the corporation he infiltrated. He'd resolve
each independently. Various systems and supernatural
powers bring Conditions into play, and the Storyteller can
do so based on story circumstances.

A list of sample Conditions can be found on
p. 333. The listed resolutions for each Condition
are the most common ways to end its effects; other actions
may alsoresolve itif they would reasonably cause the Condi-
tion’s effects to end. When a character resolves a Condition,
the player takes a Beat. However, if a Condition has a nat-
ural time limit and then fades away without proper resolu-
tion, he doesn’t take a Beat. If a Condition lingers beyond
its relevance in the story, the player and Storyteller may
agree to simply let it fade. A player can only earn one Beat
by resolving Conditions in each scene.
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Some Conditions are marked as Persistent. These
Conditions last for a long time, and can only be resolved
permanently with a specific and impressive effort. Once
per chapter, a player can gain a Beat when a Persistent
Condition impacts his character’s life.

IMPROVISED CONDITIONS

Storytellers shouldn’t feel limited by the list of Conditions
in the Appendix (p. 333). As a rough guideline, a Condition
typically consists of a modifier between +2 and —2 dice to
a certain type of action, or to any action taken with a cer-
tain motivation. A Condition resolves when the character’s
done something significant to act on it, or when she addresses
the original source. The sample Conditions later in this book
have examples of how to resolve them, but you can also re-
solve them after other events if it makes sense in the story.
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If play bogs down as you search for the right Condi-
tion, just improvise one and keep things going.

TINCERING COANDITIONS

Conditions are designed as reminders that events
that happened earlier in the story have repercussions lat-
er. Usually, Chekhov’s gun applies — if you put the Con-
dition on stage, it should fire by the end of the story. But
stories are slippery things, and sometimes a story thread
represented by a Condition is better to drop for the sake
of the overall narrative.
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For example, an emotional state like Swooned might
no longer be relevant to events in the game because a long
time has passed, or it might have been the result of an in-
teraction with a character you don’t care about anymore.
In those cases, it’s perfectly fine to just cross off the Con-
dition. We recommend awarding a Beat as if resolving it,
but that’s at the Storyteller’s discretion.
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We recommend doing this sparingly, but the bottom
line is: If a Condition doesn’t feel relevant to the story
anymore, just let it go.

ACTION SCEANES

Sometimes it’s useful to zoom in close on the action
and track things moment by moment, with a clear un-
derstanding of who does what in what order. These are
action scenes, and to keep everyone’s actions straight, they
proceed by turns in order of Initiative. The most common
action scenes are fights, but the Storyteller can call for
one any time complex things are happening very quickly,
like an escape from the Hedge or a heist to steal a power-
ful token from a rival freehold.

Turns

* What You Can Do: On your turn, move up to
your Speed and take one instant action, or move
twice your Speed.
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How Long It Lasts: A turn is roughly three sec—
onds. If an effect says it lasts “until your next turn,”
it lasts until the beginning of your next turn.

Order of Action: Characters involved in an action
scene take turns one at a time in order of Initiative,
from highest to lowest.

Cycle: Once all characters involved in the scene
have acted, the order of action returns to the
character with the highest Initiative. Initiative
can change from turn to turn, if for instance one
character delays his action, or a supernatural power
makes a character faster or slower.

Initiative

Calculating: When you come into the action scene,
roll one die and add the result to your Initiative modi-
fier (p. 92). This is the only roll in the game on which
you treat the result of the die as a number rather than
a success or not. Wielding a weapon inflicts a penalty
to Initiative based on the type of weapon (p. 323).

Delaying: You may choose not to act when your
turn comes up and instead act at any point later
in the scene, even if the order of action has reset.
When you do act, change your Initiative to the Ini-
tiative you acted on for the rest of the scene.

Surprise: If the start of the action might take a char-
acter unawares, the Storyteller may call for a surprise
roll. Roll the character’s Wits + Composure, possibly
contested by an opponent’s relevant dice pool (Dex-
terity + Stealth for an ambush, Manipulation + Sub-
terfuge if they lull you into a false sense of security,
etc.). If the surprised character’s roll fails, they cannot
act or apply their Defense until their second turn.

DEFENSE

Defense measures your character’s ability to react to
danger and mitigate harm to herself. It’s most often used
when violence breaks out, but is sometimes used to resist
harm from other sources as well.
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Defense Basics

A

Resistance: Defense counts as a Resistance Attri-
bute (p. 177) for any rule that interacts with Resis-
tance (e.g. spending Willpower).

= T
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Multiple Hazards: In an action scene, each time
you resist an action with your Defense, you suffer
a cumulative —1 penalty to Defense. This penalty
goes away at the beginning of your next turn. You
can choose not to resist an action with Defense; if
you do, the penalty doesn’t increase.
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TILTS

Tilts apply temporary circumstances to both charac-
ters and the environment during action scenes. Outside
action scenes, use Conditions instead.

Tilts do not grant Beats when they end, but the ef-
fects of a Tilt can easily cause a Condition. For instance,
a character in a fight gets a handful of road salt flung into
his eyes and receives the Blinded Tilt. When the action
scene ends, this shifts to the Blind Condition. Resolving
this Condition grants a Beat as usual. If the character en-
ters an action scene again before the Condition resolves,
the Blinded Tilt applies again.

Tilts come in two forms: Personal and Environmen-
tal. Personal Tilts only apply to one character and include
ways in which that character can overcome the effect. En-
vironmental Tilts affect the whole scene, and offer ways
for individual characters to mitigate their effects. For a list
of sample Tilts, see p. 327.

VIOLENCE

Few changelings seek out violent lives. But creatures
both fae and mortal try to get their way with physical
force. The Lost must resist...and sometimes, they must
strike first.

INTENT

Everybody wants something out of a conflict. The
very first thing you need to do — before worrying about
who attacks first or anything like that — is determine
what each character wants to get out of the fight. Boil it
down into a simple sentence that starts with the words “I
want,” as in “I want Laura’s bracelet,” or “I want to rescue
Dylan.”

Declaring Intent

By Violence: Intent must be something achievable
by violence within the current scene.

The Price: If your intent doesn’t include causing
harm and your character ends up killing someone,
lose one Willpower point.

DowAN AND
DIRTY COMBAT

The Storyteller might decide that your character can
get what she wants without focusing on the details of the
fight. Maybe she’s picking on people weaker than her.
Maybe the fight’s not the important thing going on with
regards to the character’s intent. In these cases, the Story-
teller can opt to use Down and Dirty Combat.

This system resolves the entire fight in a single roll. If
multiple characters have separate intents, resolve each intent
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OPTIONAL RULES:
BEATEN DOWAN
& SURREANDER

A character who takes more than his Stamina
in bashing damage or any amount of lethal
damage suffers the Beaten Down Tilt (p. 327):
He's had the fight knocked out of him.

A character can choose to surrender, giving
his attacker what she wants. If your character
surrenders, regain a point of Willpower and
take a Beat, and stop participating in the fight.
Your character’s opponent must spend a point
of Willpower to attack him.

If one side’s intent involves violence for its own
sake, their intended victims don’t get Beaten
Down and can't surrender. When someone
wants to kill you, the only thing you can do is
to try to stop her, whether you run like hell or
unload a shotgun at her.

These optional rules only apply to people
who would incur a breaking point for commit-
ting (or attempting) murder.

as a separate Down and Dirty Combat action. If the group
only has one intent but multiple characters are participating,
they can use teamwork (see p. 190) on the roll. Players can
call for Down and Dirty Combat, with the Storyteller’s ap-
proval. Storyteller characters might deal damage as a result
of a Down and Dirty Combat, but they can't initiate one.

Action: Instant and contested; takes anywhere from
30 seconds to a few minutes.

Dice Pool: Combat pool (Dexterity + Firearms,
Strength + Brawl, or Strength + Weaponry) versus ei-
ther the opponent’s combat pool (as above) or an attempt
to escape (Strength or Dexterity + Athletics).

Roll Results

Success: Inflict damage equal to the difference in
successes + weapon modifier and achieve your intent —
including killing, if that was on the table.

Exceptional Success: As success, and gain 1 Willpower.

Failure: Do not achieve your intent. If the opponent
rolled a combat pool, suffer damage equal to the differ-
ence in successes + opponent’s weapon modifier. Oppo-
nent escapes if they want to.

Dramatic Failure: The opposite of your character’s
intent happens, or she’s knocked out or suffers other seri-
ous consequences.

VIOLENCE 183
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SPECIFIED TARCETS

A normal attack is aimed at the target’s center
of mass. You can aim for specific body parts
by taking a penalty on your attack roll. Attack-
ing a specific body part can bypass armor
(p. 187) or inflict a Tilt (p. 183) on the
target. Attacks against specified targets aren’t
a way to inflict extra damage or instantly kill
people; that's covered by simply rolling a lot
of successes on the attack action.

The following modifiers assume a target
roughly human in size and shape. The
Storyteller can adjust these for more unusual
targets.

* Arm (-2): If damage exceeds the
victim’s Stamina, it inflicts the Arm Wrack
Tilt.

Leg (—2): If damage exceeds the
victim’s Stamina, it inflicts the Leg Wrack
Tilt.

Head (-3): If damage equals or
exceeds the victim’s Size, it inflicts the
Stunned Tilt.

Heart (-3): If damage equals or
exceeds 5, the attack pierces the victim’s
heart.

Hand (-4): If the attack deals any
damage, it inflicts the Arm Wrack Tilt.

Eye (—5): If the attack deals any dam-
age, it inflicts the Blinded Tilt.

g

DETAILED VIOLEANCE

When the fight is a significant event in the story, or
Down and Dirty Combat doesn’t suit, use these rules.
Violence like this is an action scene (p. 182).

ACTIONS IN A FICHT

The most common action in a fight is to attack. Char-
acters can also dodge or push themselves to the limit, sac-
rificing Defense for greater effect.

Attack

All attack actions are instant actions. Unarmed, me-
lee, and thrown attacks are resisted, while ranged attacks
and touching an opponent are simple actions.
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Unarmed Attack: Strength + Brawl —
bashing damage

Defense;

Melee Attack: Strength + Weaponry — Defense;
lethal damage

Ranged Attack: Dexterity + Firearms; lethal
damage

Thrown Attack: Dexterity + Athletics — Defense;
lethal damage

Touching an Opponent: Dexterity + Brawl or
Dexterity + Weaponry; inflicts no damage.

Damage: A successful attack inflicts damage equal
to the number of successes rolled + weapon modi-
fier (p. 323), if any.

Pulling Blows: Set a maximum damage value up
to the highest trait in your attack dice pool, and
grant the target +1 Defense. Your attack cannot
inflict more than the maximum damage you set.

Offhand Attack: Take a two-die penalty to attacks
made with the character’s non-dominant hand.

Dodge

Dodging is a reflexive action, but your character can
only do it if she hasn’t taken an action yet this turn, and
it takes up her action for the turn.

* Contested Attacks: Attacks made against your
character become contested instead of resisted
until your next turn. Contest attacks with double
your Defense as your dice pool, and unlike a nor-
mal contested action, your successes cancel out the
attacker’s successes on a one-for-one basis. Don’t
reroll ties; if you cancel out all the successes, the
attack simply fails.

Multiple Attackers: Apply the Defense penalty for
multiple attackers before doubling. If your charac-
ter’s Defense is reduced to 0, roll a chance die.

Dramatic Failure: Defense suffers a —1 penalty
until your next turn.

Special Maneuvers

To enact any of the following instant actions, the
character sacrifices her Defense until her next turn. If
the character has already lost her Defense, for example by
being surprised or attacked by enough opponents in one
turn to reduce her Defense to 0, she cannot take any of
these actions.

* Charge: Move up to twice your character’s Speed
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All-Out Attack: Make an unarmed or melee at-
tack with a two-die bonus.

Aim: Keep an opponent in your sights with a
ranged weapon to gain a one-die bonus per con-
secutive Aim action on your next attack against
that target, to a maximum of three bonus dice. In-
compatible with autofire (below).

Other Actions
These are all instant actions.

Drop Prone/Stand Up: Ranged attacks against
prone characters suffer a two-die penalty, but un-
armed and melee attacks against prone characters

Grapple Options

Break Free: The grapple ends, and your character
may take another instant action immediately.

Control Weapon: Take firm hold of a weapon, ei-
ther your character’s or her opponent’s. Lasts until
your character’s opponent chooses Control Weap-
on. Required for other grapple options.

Damage: Treat the grapple action as an un-
armed attack, inflicting damage equal to your
rolled successes. If you have control of a weapon,
this counts as a melee attack with the weapon’s
modifier.
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gain a two-die bonus if the attacker is standing. .
Disarm: Remove a weapon from the grapple en-

tirely. Requires Control Weapon.

3

Reload a Weapon: If rounds must be loaded indi-

vidually, lose Defense until your next turn.
y Y Drop Prone: Throw all participants to the ground.

Killing Blow: Inflict damage equal to your attack’s Requires Break Free to stand back up.

dice pool + weapon bonus. Requires an uncon-
scious, immobilized, or otherwise helpless target.
May prompt a breaking point.

Hold: Immobilize an opponent. Both characters
lose Defense.

Restrain: Your opponent suffers the Immobilized
Tilt (p. 330). Requires Hold. If your character uses
equipment to restrain her opponent, she can leave
the grapple.

s L
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UNARMED VIOLENCE

These rules present special cases that come up when
fighting without weapons.

Bite

Biting counts as an unarmed attack action.

-

Take Cover: Any ranged attacks against your
character automatically hit her opponent. Lasts

e . until your next turn.
Damage: Human teeth inflict —1 bashing damage

(so an attack that rolls only one success inflicts no
damage). Animals and monsters may treat their teeth
as weapons, with a bonus between +1 and +4.

RANCED VIOLENCE

These rules present special cases that come up when
shooting at people.

Autofire

Automatic weapons can fire a short, medium, or long
burst in place of a single shot.

Grapple Required: Humans must first grapple an
opponent to bite them.

Grapple

Grappling counts as an unarmed attack action. To
start grappling, you have to grab your opponent.

Short Burst: Uses three bullets. +1 bonus to at-

tack action.

* Grab: Make an unarmed attack. On a success, inflict
no damage but start a grapple. On an exceptional suc-
cess, also choose a grapple option to enact reflexively.

Medium Burst: Uses 10 bullets. +2 bonus to attack
action. Can attack multiple targets, up to three.

Long Burst: Uses 20 bullets. +3 bonus to attack

One Action: All participants in the grapple act on
b P srapp action. Can attack multiple targets, with no limit.

the highest Initiative among them. The only action

they can take is the grappling action. Multiple Targets: —1 penalty per target after the

Grappling: Instant and contested; Strength + Brawl first. Roll individually against each target.

vs. Strength + Brawl. The character with the most
successes chooses a grapple option to enact immedi-
ately, or two grapple options on an exceptional suc-
cess. On a tie, the characters continue to grapple but
nothing else happens.

Range

Ranged attacks suffer a dice penalty the farther
away the target is. Ranged weapons have a short, medi-
um, and slong range listed on the weapons table (p. 324).
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Short Range: No penalty.
* Medium Range: —1
* Long Range: —2

Concealment

If the target of a ranged attack is partially or fully
obscured, she has concealment. Concealment applies a
penalty to the shooter’s dice pool.

e Barely Concealed: —1 (hiding behind an office
chair)

Partially Concealed: —2 (hiding behind the hood
of a car, with upper body exposed)

Substantially Concealed: —3 (crouching behind a
car).

Shooting from Concealment: Barely concealed:
no penalty; partially concealed: —1; substantially
concealed: —2. You can ignore this penalty, but if
so you lose your own concealment until your next
turn.

Cover

If a target’s entirely hidden by something substantial,
he’s in cover.

* Tough Cover: If the cover’s Durability (p. 191) is
greater than the attacker’s weapon modifier, the at-
tack can’t penetrate the cover.

Less Tough Cover: Subtract the cover’s Durabil-
ity from the attacker’s damage roll. Both the object
and the target take any remaining damage.

Transparent Cover: If the cover is transparent
(bulletproof glass, for example), subtract half the
cover’s Durability, rounding down. Both the object
and the target take any remaining damage.

Covering Fire

With a weapon capable of autofire, a character can
lay down covering fire to keep anyone from entering his
target area.

e Action: Instant

Dice Pool: Dexterity + Firearms
Bullets: Uses 10 bullets.

Characters in Area of Effect: On their next turn,
they must either take cover within range of their
Speed or drop prone, to avoid suffering damage
equal to successes on covering fire roll + weapon
modifier.
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In Close Combat: Wielding a ranged weapon larger
than Size 1 in close quarters grants the opponent (weap-
on’s Size + 1) as a bonus to Defense.

Shooting into Close Combat: Take a two-die pen-
alty for each character involved in close combat with your
target that you want to avoid hitting, or a four-die penalty
if they’re grappling your target. You can’t selectively avoid
targets this way with autofire.

WEAPONS AND ARMOR

Weapons are one of the fastest ways to turn a fight
into a murder, but sometimes the best defense is a good
offense. Armor, meanwhile, keeps a character from griev-
ous harm. Traits for specific weapons and armor are in
Appendix 2: Equipment, starting on p. 322.

WEAPONS

Ranged and melee weapons share certain common
traits.

* Type: A weapon’s type is a general classification
that fits any number of specific weapons. A metal
club might be a crowbar or a length of rebar, while
a light revolver might be one of any number of .22-
.38 caliber weapons.

Damage: Added to successes rolled on attack to
determine total damage inflicted.

Initiative: The penalty to Initiative when wielding
the weapon.

Strength: The minimum Strength needed to use a
weapon effectively. A wielder with a lower Strength
suffers a —1 penalty on attack rolls.

Availability: The cost in Resources dots or level of
Social Merit needed to acquire the weapon.

IMPROVISED WEAPONS

Characters who grab lamps and pool cues still stand a
chance of dealing serious damage.

e Use Existing Weapon Traits: If it’s close enough
to a weapon in the chart on p. 3