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Following	it	will	lead	them	to	the	beach,	where	the	antagonists	are	keeping	Joshua.	Characters	may	defend	against	multiple	attacks	in	a	round,	but	cannot	attack	if	they	choose	to	do	so.	Claustrophobically	cluttered	with	all	manner	of	mechanical	debris,	the	interior	of	the	warehouse	hosts	a	maze	of	floor-to-ceiling	shelves	on	one	side	of	the	large	room
and	all	manner	of	odds	and	ends	that	were	once	part	of	rides,	signs,	and	attractions	on	the	other.	The	character	knows	how	to	command	a	room	and	has	a	Manipulation	of	3;	she	has	invested	much	of	her	time	in	learning	how	to	convince	others,	and	has	a	Persuasion	of	4.	Commoner:	Any	changeling	without	a	noble	title.	Chicanery	allows	Errant	to
produce	simple	illusions,	using	Trick	of	the	Light	to	pass	things	off	as	something	else	for	a	moment	(Chicanery	•),	or	hide	other	people	or	items	with	Veiled	Eyes	(Chicanery	••).	They	also	know	there	have	been	some	complaints	of	a	strange	individual	causing	trouble	on	the	pier,	though	nothing	substantial.	Passionate	about	everything,	especially
romance.	Conclusion:	Aftermath	Wherever	the	group	stands	—	victorious	in	their	own	freehold	having	saved	Joshua	and	stymied	their	attackers,	empty-handed	but	having	won	back	their	freehold,	or	driven	from	their	home	with	or	without	their	charge	—	they	made	it	through	the	night.	Part	Three:	Yours	to	Keep	25	A	Two-Pronged	Attack	The
antagonist	factions	all	have	various	reasons	for	trying	to	claim	the	freehold.	Ban:	Never	part	with	anything	without	either	hope	of	reward	or	a	hard	fight.	Contract	bunks:	Signing	a	document,	shaking	hands,	exchanging	favors,	reciting	an	oath.	It	cares	little	for	how	the	players	interact	with	the	human	guards,	but	will	guard	Joshua	zealously.	While
Nature	covers	raw	materials,	Prop	holds	sway	over	all	manner	of	crafted	objects,	as	well	as	plastics,	refined	metals,	and	other	‘synthetic’	materials.	The	closest	to	switching	courts	of	the	group,	she	frequently	enjoys	thwarting	or	humiliating	others,	especially	if	they	bully	or	antagonize	her	friends,	or	even	if	they’re	innocents	who	don’t	deserve	such
attention.	Pyretics	bunks:	Burning	sage,	cooking	a	meal,	pinching	out	a	candle	flame,	creating	or	breaking	a	glass	sculpture.	Frailty	Bond	of	Duty:	A	troll’s	integrity	is	as	much	a	part	of	him	as	his	strength	of	arms.	In	season,	they	host	a	number	of	selkies,	eshu,	and	other	itinerant	changelings,	as	well	as	the	mortals	that	like	to	spend	the	summer	away
from	cities	and	closer	to	the	water.	For	the	purposes	of	this	scenario,	it	is	assumed	that	the	players	are	using	the	sample	characters	provided,	and	it	is	presented	with	them	in	mind.	William’s	Unseelie	Legacy	is	dominant,	giving	him	the	following	Quest	and	Ban:	Quest:	When	you	overcome	a	situation	you	created	by	doing	what	you	were	warned
against,	regain	Willpower.	Not	only	does	Oneiromancy	allow	a	changeling	to	enter	someone’s	dream,	it	allows	her	to	pull	elements	of	it	out	into	the	waking	world,	or	change	the	dreamscape	to	encourage	or	break	the	dreamer.	Peter:	For	Meg,	because	she's	always	there	when	all	my	best	stories	begin.	Nowadays,	he	schedules	performances	for	the
troupe	he	runs	with	Errant,	following	the	murmurs	that	fascinate	him	from	location	to	location	and	keeping	her	flights	of	fancy	in	check.	The	Captured	Freehold	Characters	Milling	about	outside	the	freehold	are	members	of	the	motley’s	retinue.	40	Changeling:	The	Dreaming	Jumpstart	Appearance	Cantrips	and	Unique	Items:	An	imposing	woman,	Lily
stands	just	shy	of	six	feet	tall	and	dominates	any	room	with	her	presence	nearly	as	well	as	Erissa	does.	These	manifestations	can	occur	in	completely	unnatural	locations,	such	as	rain	indoors	or	rocks	bursting	through	the	floor	(Primal	••).	If	the	antagonists	have	not	already	been	decided,	allow	the	players’	investigation	to	steer	them	toward	a	decision
regarding	the	guilty	party.	For	damage,	roll	Strength	+	1	Lethal.	Recognizing	Tiersen,	Anessa,	and	Pomona,	he	rejoins	the	group,	shaken	but	unharmed.	They	adhere	to	strict	rules	of	society,	fearing	the	consequences	of	a	world	without	rules.	Birthrights	Squirm:	Confining	or	restraining	a	sluagh	is	almost	impossible	because	they	are	able	to	contort
their	bodies	with	ease.	Oneiromancy	bunks:	Maintaining	a	dream	journal,	collecting	loose	feathers	and	restuffing	a	pillow,	destroying	a	favorite	blanket.	Vicious	and	cunning,	tempered	against	all	things	nasty.	It’s	a	humble	freehold,	to	be	sure,	but	a	well-loved	one	for	all	that.	It	also	means	the	mortal	has	no	trouble	remembering	every	word	and	detail
of	the	interaction,	which	can	be	a	problem	for	sidhe	trying	to	remain	inconspicuous.	Can	never	admit	they’re	wrong,	even	if	they’re	really	wrong.	If	he	chooses	to	target	Joshua	with	this	cantrip,	he	cannot	target	him	again	for	the	rest	of	the	scenario,	so	make	sure	to	remind	him	of	that	limit	so	he	makes	it	count!	If	the	players	choose	to	pursue	Joshua
using	magic,	they	should	face	a	number	of	challenges	when	it	comes	to	following	the	wisp,	especially	as	they	chase	it	through	crowded	areas.	A	local	fixture	passed	down	a	number	of	times	over	the	years,	it	may	seem	large	and	empty	in	the	off	season,	but	suits	the	crowds	that	gather	during	the	summer	and	serves	the	locals	well	when	Glamour	is
scarce	in	the	long,	colder	months.	Skycraft	Much	like	Pyretics	deals	with	the	intricacies	of	fire,	Skycraft	focuses	on	the	forces	of	weather	and	lightning.	The	more	successes	a	roll	generates,	the	more	impressive	the	results	are.	Winter	In	direct	opposition	to	the	renewal	and	warmth	of	Summer,	Winter	stands	as	a	bleak	reminder	that	everything	has	its
time	and	everything	ends,	and	that	fear	is	truly	the	oldest	and	strongest	motivator.	Most	precious	of	all	are	those	mortals	who	do	believe.	In	her	fae	mien,	Erissa’s	ears	draw	up	to	delicate	points,	and	her	eyes	take	on	an	opalescent	sheen.	She	has	the	lithe,	toned	build	of	a	swimmer,	and	carries	herself	with	a	quiet	but	unquestionable	air	of	authority.
Each	of	the	characters	in	“Yours	to	Keep”	has	a	close	relationship	with	at	least	one	other	character,	and	the	entire	group	as	at	least	generally	familiar	with	each	other.	They	live	to	help	others,	but	pay	the	price	in	more	ways	than	one.	Winter	bunks:	Dousing	yourself	with	ice	water,	spending	a	holiday	alone,	letting	a	fire	die	on	a	cold	night,	facing	a
fear	without	flinching.	A	troll	gets	an	extra	two	dice	to	rolls	to	resist	being	seduced,	persuaded,	or	even	magically	commanded	away	from	his	cause.	Where	“yes,	and”	fails,	substitute	instead	with	“no,	but...”	and	offer	insight	on	why	the	action	won’t	work	(and	what	might	be	more	useful),	or	offer	alternatives	in	terms	of	scope	or	scale	when	players
suggest	actions	beyond	the	capability	of	their	characters.	¶¶	Compromised	freehold	¶¶	The	Unseelie	Uprising	seeks	to	take	advantage	of	the	confusion	and	distress	of	the	nobility	to	try	and	tip	their	society	into	anarchy,	beginning	with	the	destruction	of	the	freehold,	allowing	free	access	to	the	balefire	and	its	Glamour.	Erissa	Brightwood	29	Errant
Sharely,	Piskey	Ever	the	light-hearted	scamp,	Errant	was	among	the	first	to	emerge	from	her	Chrysalis	and	enter	the	magical	world	around	her.	While	a	changeling	can	never	use	an	Art	she	isn’t	trained	in,	she	can	apply	whatever	Realms	she	needs	by	paying	an	additional	point	of	Glamour	per	Realm	she	is	‘borrowing’.	¶¶	Balor:	Unseelie.	It	can	be
healed	relatively	quickly	and	easily.	Combat	Combat	in	Changeling	is	designed	to	focus	more	on	the	narrative	of	battle	than	the	nitty	gritty,	and	takes	place	in	a	number	of	phases	over	the	turn.	While	not	physically	restrained,	Joshua	is	cowering	in	fear,	loosely	penned	in	by	rearranged	debris	and	watched	by	the	sphinx.	In	a	world	bogged	down	with
the	boring	and	choked	with	the	mundane,	you	seek	the	stars	shining	in	the	darkness,	and	bring	their	light	to	others.	The	base	damage	for	the	bite	is	Strength	+	2	(difficulty	5).	All	is	not	lost	so	long	as	there	is	a	single	Dreamer	somewhere,	or	a	single	balefire	lit.	These	dice	are	widely	available	in	most	hobby	and	gaming	stores,	as	well	as	through
online	distributors.	The	caster	can	choose	to	target	herself,	her	allies,	or	even	her	weapons,	depending	on	the	Realm	she	pairs	with	her	cantrip.	Cid	moves	lightly,	with	speed	and	grace	that	defy	his	otherwise	bulky	build.	Have	a	tendency	to	“acquire”	things	that	aren’t	theirs.	Three	warehouses	sit	side	by	side,	all	glowing	faintly	with	the	Glamour
leeched	from	housing	generations	of	nocker	inventions.	Mood	Though	fraught	with	dire	situations	and	erupting	conflicts,	the	defining	tone	of	Changeling	is	one	of	hope.	¶¶	Danaan:	Unseelie	(nominal).	If	a	sidhe	invokes	the	Wyrd	in	the	presence	of	a	character,	the	player	must	roll	Willpower	(difficulty	8).	Goals	¶¶	Enter	and	navigate	the	warehouse,
either	through	stealth,	negotiation,	brute	force,	or	a	combination	of	all	three	¶¶	Convince	Joshua	to	leave	with	the	party	¶¶	Optional:	Pursue	Joshua	if	he	flees	Obstacles	Sensory	Inspiration:	Babbling	crowds,	thunderous	explosions,	fryer	grease	Goals	¶¶	Reveal	antagonist	faction	¶¶	Patrols	and	traps	around	the	warehouse	¶¶	Return	to	the	freehold	¶¶
Optional:	Must	locate	a	small	child	on	a	busy	pier	¶¶	Optional:	Rescue	Joshua	Characters	¶¶	Four	enchanted	henchman	(6	dice	in	chosen	form	of	combat:	Melee,	Brawl,	Firearms,	otherwise	average)	¶¶	One	chimera	guard	(8	dice	in	close	combat,	soft	spot	for	riddles)	¶¶	Joshua	¶¶	Optional:	Antagonist	Storyteller	characters	24	Scene:	Fireworks
Changeling:	The	Dreaming	Jumpstart	Obstacles	¶¶	Antagonists	on	the	offensive	¶¶	Crowded	public	location	Characters	¶¶	The	Cresthaven	Court	¶¶	1-2	relevant	Storyteller	antagonists	While	the	fireworks	display	is	a	distraction	for	the	crowds,	such	a	gathering	is	a	hindrance	for	the	motley	as	they	try	to	flee.	For	example,	a	character	looking	to	sway
a	room	might	use	a	dice	pool	based	on	Manipulation	+	Persuasion.	Sovereign	allows	her	to	instill	Protocol	over	any	situation,	penalizing	anyone	who	breaks	the	rules	(Sovereign	•),	and	call	upon	her	status,	making	others	less	likely	to	contradict	her	and	eager	to	aid	her,	through	Grandeur	(Sovereign	••).	Part	of	this	is	an	affectation,	a	way	to	downplay
his	understanding	of	nuance	and	a	ploy	to	invite	others	to	underestimate	him;	part	is	simply	the	leanings	of	House	Fiona,	whose	members	embody	passionate	emotions	of	every	kind.	By	employing	Dream	Logic,	she	can	even	convince	others	to	go	along	with	her	wildest	suggestions	as	if	they	make	perfect	sense	(Chicanery	•••).	Having	recently
switched	courts,	he	is	making	his	uneasy	way	around	the	Seelie	way	of	things.	They	will	listen	to	members	of	the	motley	but	refuse	to	negotiate	with	anyone	with	the	Title	background.	Ban:	Never	refuse	a	fair	challenge.	Cantrips	and	Unique	Items	Weapons:	Errant	carries	a	short	knife	with	her	for	melee	combat.	In	Changeling,	the	darkness	is	still
there,	but	instead	of	diving	headlong	into	it,	both	the	players	and	their	characters	are	seeking	the	best	ways	to	stave	it	off	for	as	long	as	possible.	Sharpened	Senses:	Sluagh	reduce	the	difficulty	for	all	Perception	rolls	by	one.	Failure	means	that	the	mortal	takes	an	extra	interest	in	the	sidhe,	which	can	manifest	as	anything	from	persistently	offering
favors	or	discounts	to	asking	personal	questions	or	sharing	unwelcome	confidences,	or	even	asking	for	pictures	or	autographs.	Should	a	redcap	attempt	to	use	his	Birthright	in	combat,	the	player	must	spend	a	point	of	Glamour.	Nature	Nature	allows	changelings	to	target	the	elements	and	forces	of	nature,	including	weather,	flora,	and	fauna.	Whether
it’s	their	eating	habits,	their	issues	with	authority,	or	just	their	tendency	for	destruction,	redcaps	are	often	targeted	by	nobles	for	exclusion	from	freeholds.	With	few	doors	and	even	fewer	windows,	looking	inside	is	a	difficult,	but	not	impossible,	task.	Part	Three:	Yours	to	Keep	19	Instant	Dice	Pools	Not	every	supporting	character	needs	a	fully	fleshed
out	character	sheet.	The	standard	difficulty	is	6,	the	lowest	difficulty	is	4	(anything	easier	than	that	shouldn’t	be	rolled	but	just	assumed	to	succeed),	and	a	difficulty	of	9-10	indicates	an	incredibly	trying	task.	Telegram	users	can	follow	the	Geek	Native	channel	(set	it	to	mute)	and	can	scroll	through	a	summary	of	finds	whenever	they	want.	There	are
18	Arts	changelings	can	use,	though	they	must	have	at	least	minimal	training	to	utilize	any	one	Art.	Washed	up	amongst	the	dread	of	a	particularly	bad	winter	storm,	they	now	seek	to	establish	themselves	in	Point	Avalon.	Motivations:	Destabilize	the	courts,	get	Joshua	out	of	town	Arts:	Dragon’s	Ire,	Skycraft	Realms:	Fae,	Actor	Cardis	Clurichaun,
Unseelie	Primary:	Social	Secondary:	Physical	Tertiary:	Mental	Excellent:	Carousing,	holding	his	liquor	Good:	Brawling,	endurance	Poor:	Thinking	fast,	patience	Shadra’s	second,	Cardis	provides	a	genial	face	to	others	rather	than	the	gnashing	teeth	of	a	redcap.	Each	scene	has	a	setting	somewhere	in	Point	Avalon,	a	number	of	goals	for	the	characters
as	well	as	the	obstacles	they	will	need	to	overcome	to	achieve	them,	and	the	Storyteller	characters	they	are	likely	to	encounter	on	their	way.	While	all	of	these	approaches	are	viable	for	getting	through	the	building,	the	players	need	to	keep	in	mind	that	Joshua	is	also	in	the	room.	He	swears	not	to	rest	until	he	is	successfully	recovered,	but	offers
whatever	resources	his	court	can	offer,	and	to	help	recover	the	freehold	when	Joshua	is	safe.	With	word	of	yet	another	noble	coming	to	visit	and	possibly	strut	about	lording	his	“authority”	over	them,	they	have	decided	it’s	time	to	strike,	and	seek	throw	the	local	courts	into	chaos	by	kidnapping	the	newcomer.	He	follows	the	impulses	of	his	curiosity
almost	to	a	fault,	and	frequently	has	to	be	reminded	of	the	task	at	hand	if	there	are	interesting	trails	to	follow.	Kithain:	Collective	term	for	all	changelings,	noble	and	common,	regardless	of	court	or	kith.	All	wilders,	they	buck	the	traditions	of	fae	culture	and	want	to	shake	things	up.	Sluagh	are	also	capable	of	seeing	lurking	ghosts.	Rated	between	0
and	5,	Traits	determine	how	skilled	a	given	character	is	in	a	certain	area.	A	true	master	of	this	Art	can	even	transfigure	her	target	into	a	fearsome	beast	to	distract	or	defend	her	while	she	recovers	or	escapes.	Though	widely	considered	an	Unseelie	Art,	any	changeling	can	learn	the	ways	of	Winter	and	its	terrible	power	of	numbing	isolation.	20)	help
things	go	more	smoothly	and	quickly.	(This	is	already	reflected	on	Errant’s	character	sheet).	This	Flaw	is	already	reflected	on	Cid’s	character	sheet.	Rolling	damage	is	determined	by	the	number	of	successes	rolled	while	attacking,	plus	the	base	damage	of	the	weapon.	At	its	highest	level,	Nature	offers	the	ability	to	affect	the	weather	and	other	natural
phenomena,	including	volcanic	eruptions	and	earthquakes.	barge	in	ready	for	combat	and	tear	down	anyone	in	their	way.	While	anyone	can	generate	Glamour	through	inspired	acts	of	creativity,	and	changelings	often	influence	Dreamers	to	facilitate	its	creation,	only	changelings	can	harness	and	manipulate	the	elusive	substance.	Scene	3:	Fireworks
Leaving	the	warehouse,	the	motley	meets	up	with	their	Cresthaven	companions	when	they	reach	the	boardwalk.	Crabs	scuttle	around	the	masses	of	seaweed	tagged	around	its	walls,	gulls	perch	and	nest	on	the	roof	and	in	the	rafters,	and	the	entire	place	looks	like	a	stiff	enough	breeze	could	knock	it	down.	Instead,	they	are	added	as	“extra”	Realms,
used	either	to	increase	the	scope	of	the	cantrip,	adjust	how	long	it	lasts,	or	when	it	takes	effect.	Seelie	wilders	often	throw	themselves	into	political	movements	or	artistic	endeavors,	and	Unseelie	wilders	are	at	the	cutting	edge	of	counterculture	and	underground	movements.	Should	he	fail,	the	troll	attacks	the	betrayers	until	restrained	by	others	or
the	player	succeeds	at	another	Willpower	roll	(difficulty	8);	he	can	attempt	this	roll	after	a	number	of	turns	equal	to	the	troll’s	Glamour.	Mastery	of	Fae	even	allows	changelings	to	command	waking	Glamour	itself,	including	balefires,	artifacts,	and	trods.	Each	group	reacts	differently	to	different	methods,	all	detailed	below	in	the	Characters	section.
Prop	allows	him	to	command	items	worn	by	others	(Ornate	Garb,	Prop	•),	simple	devices	without	moving	parts	or	electrical	components	(Crafted	Tool,	Prop	••),	and	more	complex	items	that	don’t	require	a	power	source	(Mechanical	Device,	Prop	•••).	Attacks	made	with	them	are	at	difficulty	6,	and	she	rolls	her	Strength	+	3	to	deal	Lethal	damage.
Metamorphosis	bunks:	Cutting	off	a	lock	of	hair,	releasing	an	animal	to	the	wild,	chanting	your	target’s	name.	Brawlers,	revelers,	and	fastidious	collectors.	Whenever	a	changeling	casts	a	cantrip,	the	player	must	select	one	of	these	four	core	Realms	to	pair	with	her	Art.	He	is	bound	to	serve	Cassiopeia	or	else	suffer	whatever	consequences	the
Dreaming	itself	would	levy.	If	you	dislike	missing	out,	then	there	are	a	few	recommendations	to	get	content	quickly	from	Geek	Native.	When	it	comes	to	figuring	out	precisely	what	happened	to	Joshua,	the	players	can	attempt	to	learn	more	from	the	members	of	the	Cresthaven	court.	Basic	knowledge	of	Time	allows	a	changeling	to	triple	the	duration
of	a	cantrip,	and	pursuing	knowledge	of	Time	further	allows	him	to	set	an	activation	at	a	specific	time,	set	it	to	trigger	after	a	certain	action,	or	to	repeat	itself	instantly	after	its	duration	ends.	Anyone	bound	by	this	Art	suffers	punishment	for	breaking	the	oath	they	swore.	His	voile	is	an	elaborate	suit	of	armor,	perfectly	maintained	but	obviously
repaired	many	times	by	skilled	hands.	Of	course,	there	is	the	chance	the	players	will	be	completely	off	base,	seeking	to	either	accomplish	something	far	beyond	their	skill	level	or	simply	attempting	something	that	won’t	remotely	help	them.	The	center	of	the	room	has	been	cleared,	leaving	the	rest	of	the	once-organized	room	in	disarray	as	its	contents
were	haphazardly	adjusted	to	make	space	for	the	young	captive.	Fae,	Faerie:	Natives	of	the	Dreaming.	With	Wayfare,	she	can	use	Hopscotch	to	move	herself	or	others	incredible	distances	(Wayfare	•),	Quicksilver	to	offer	others	or	items	a	boost	of	speed	(Wayfare	••),	or	even	open	doors	where	there	were	none	before	with	Portal	Passage	(Wayfare
•••).	Motivations:	Recover	Joshua,	calm	Tiersen	Arts:	Wayfare,	Oneiromancy	Realms:	Actor,	Fae	Pomona	Boggan,	House	Fiona	(nominal),	Seelie	Primary:	Social	Secondary:	Mental	Tertiary:	Physical	Excellent:	Eavesdropping,	notice	Good:	Negotiating,	cold	reads	Poor:	Confrontation,	public	speaking	Unassuming	but	always	watching,	Pomona	prefers
to	stick	to	the	sidelines	and	quietly	listen	in.	What	changelings	have	that	mortals	lack	is	the	ability	to	see	the	Glamour	all	around	them.	Wayfare	Warfare	encompasses	all	forms	of	travel	and	escape,	bestowing	users	with	the	power	to	accomplish	all	kinds	of	feats,	from	leaping	incredible	heights	in	its	most	basic	form	to	allowing	true	masters	of	the	Art
to	teleport	great	distances	in	an	instant.	Full	stop.	Utilizing	Summer,	he	can	affect	the	emotional	states	of	others	with	Flicker-Flies	(Summer	•),	intensify	whatever	they’re	already	feeling	with	Enkindle	(Summer	••),	or	cause	others	to	covet	or	desire	his	target	with	Aphrodisia	(Summer	•••).	The	scent	of	low	tide	drifts	with	him	wherever	he	goes,	and
the	ornate	layers	of	his	dark	clothing	paradoxically	fit	him	perfectly	and	yet	still	seem	to	hang	off	his	emaciated	frame.	It’s	also	worth	checking	out	Onyx	Path’s	latest	Kickstarter.	The	only	way	to	regain	his	strength	and	vitality	is	to	atone	for	his	broken	promise,	which	can	involve	fulfilling	a	new	oath	or	making	restitution	to	the	aggrieved	party.
Curious	and	skilled	casters.	By	infiltrating	a	local	court,	the	Thallain	can	begin	to	seize	power	for	themselves	and	tip	the	scales	of	control.	While	they	are	written	to	be	operating	independently,	any	two	groups	—	or	even	all	three	—	could	work	together	to	further	the	scheme.	They	may	approach	the	situation	in	any	way	they	wish,	but	must	drive	off	the
outsiders	holed	up	in	their	freehold	to	successfully	reclaim	it.	Though	not	all	members	of	the	motley	spend	the	whole	year	down	the	shore,	all	of	them	grew	up	in	the	(usually)	sleepy	town	around	the	same	time,	and	always	seem	to	find	their	way	back.	The	other	groups	may	act	as	red	herrings,	allies	of	the	guilty	group,	or	may	even	aid	the	players	as
the	Storyteller	sees	fit.	If	she	still	has	possession	of	Joshua,	she	will	flee	if	the	scales	tip	against	her.	Her	build	is	petite	and	fit,	with	the	solid	musculature	of	a	gymnast.	Mists:	The	effect	that	protects	mortal	minds	from	the	Dreaming,	helping	them	explain	away	odd	occurrences.	See	the	equipment	section	on	each	character	sheet	for	details	on	weapon
damage	and	armor.	None	of	their	stories	quite	match	up.	the	floodgates	and	allows	Glamour	to	flow	unimpeded.	A	rogue	might	infuse	her	knife	with	a	rattlesnake’s	venom,	or	a	warrior	might	hex	his	opponent’s	armor	to	shrink	and	crush	him.	It’s	every	force	that	brightens	the	daily	grind,	the	flashes	of	inspiration	that	forge	masterpieces	of	all	kinds.
Seelie	changelings	carry	with	them	the	warmth	of	summer	and	the	renewal	of	spring.	Though	not	as	brutish	as	he	was	when	tied	to	the	Unseelie	Court,	something	unpleasant	still	lingers	about	him,	though	it’s	hard	to	name	precisely	what	it	is.	The	difficulty	of	all	Intimidation	rolls	is	reduced	by	two,	and	they	can	never	botch	Intimidation	rolls.	He	rolls
a	number	of	dice	equal	to	his	Glamour	rating	(difficulty	7).	¶¶	Selkies:	Mercurial	and	melancholy.	Joshua,	the	missing	changeling,	is	a	vassal	of	Cresthaven.	Though	her	comments	are	usually	useful,	she	prefers	to	introduce	them	in	roundabout	ways,	harrying	or	nitpicking	Erissa’s	plans	or	arguments	rather	than	speaking	her	intentions	plainly.	He	can
effortlessly	solve	puzzles	that	have	stumped	experts	for	ages,	or	translate	the	only	remaining	script	written	in	a	language	that	hasn’t	been	seen	in	centuries.	How	risky	is	the	action?	12	Changeling:	The	Dreaming	Jumpstart	Chicanery	Chicanery	is	most	often	practiced	by	commoners,	and	manipulates	the	powers	of	Glamour	and	the	Mists	to	conceal
events,	items,	and	locations,	or	to	alter	the	memories	of	the	cantrip’s	target.	Directly	guarding	Joshua	in	the	center	of	the	warehouse	is	a	large	chimerical	sphinx,	which	again	can	either	be	negotiated	Part	Three:	Yours	to	Keep	23	with	or	subdued.	If	the	motley	has	already	successfully	recused	Joshua,	they	are	attempting	to	get	back	to	the	freehold
while	the	antagonists	ambush	them	and	attempt	to	reclaim	Joshua.	Using	Primal,	Lily	can	communicate	with	the	world	around	her	using	Willow	Whisper,	and	learn	secrets	kept	by	any	naturallyoccurring	object,	animal,	or	plant	usually	incapable	of	speech	(Primal	•),	or	she	can	use	Eldritch	Prime	to	conjure	manifestations	of	the	four	basic	elements
(air,	earth,	fire,	or	water).	Actor	allows	her	to	target	her	True	Friends,	mundane	folk	she	is	close	to	(Actor	•),	and	Personal	Contacts,	those	she	has	had	moments	of	interaction	with	and	whose	name	she	knows	(Actor	••).	Scene:	...Quietly	into	the	Night	Sensory	Inspiration:	Saltwater,	seashells,	broken	glass	Goals	¶¶	Negotiate	with/quash	antagonists
¶¶	Optional:	See	visitors	safely	off	¶¶	Optional:	Escape	Obstacles	¶¶	The	Thallain	seek	to	overtake	the	area	and	unseat	the	Seelie	Court	in	order	to	foster	nightmares	and	unrest,	and	to	remove	the	heart	of	the	Kithain’s	power.	It’s	a	rare	occurrence;	Erissa	isn’t	likely	to	lean	toward	her	Unseelie	Legacy	of	Riddler,	except	when	seeking	to	deliberately
bother	an	enemy.	The	Storyteller	should	record	each	player’s	successes	individually;	should	any	player	botch	a	roll,	his	successes	are	removed	from	the	pool	as	he	leads	the	party	off	on	a	cold	trail,	or	argues	that	the	one	they	want	to	follow	is	incorrect.	Trick	of	the	Light	and	Dream	Logic	are	chimerical	cantrips,	while	Veiled	Eyes,	Ensnare,	and	Mooch
depend	on	whether	the	target	is	Wyrd	or	chimerical.	Most	notably,	Errant	shares	a	close	bond	with	William,	who	also	helms	their	roving	venture,	keeping	her	grounded	when	need	be	and	letting	her	soar	when	the	timing	is	right.	¶¶	Aggressively	questioning	or	socially	attacking	Pomona	will	cause	her	to	break	under	intimidation	and	the	difficulty	of
her	Empathy	roll	is	reduced	to	7.	Appearance	The	eldest	of	the	group,	Cid	has	the	build	of	a	practical	strongman.	Botches	are	always	met	with	backlash	or	repercussions,	to	be	detailed	by	the	Storyteller.	Locating	Joshua	once	he	flees	will	require	an	extended	action.	The	more	familiar	she	is	with	any	given	target,	the	easier	it	is	to	target	them	with
cantrips	using	Actor.	Higher-level	practitioners	can	punish	oathbreakers	themselves,	instead	of	waiting	for	the	Dreaming	to	correct	the	slight;	masters	of	the	Art	can	not	only	craft	oaths,	but	weave	in	blessings	for	those	swearing	them,	designed	to	make	the	pacts	easier	to	uphold	or	carry	out.	By	spending	a	point	of	Glamour,	the	sluagh	can	also
converse	with	these	spirits.	Among	the	more	common	uses	of	this	Art	are	reviewing	past	events	to	find	answers	or	clues,	or	preserving	an	object	to	maintain	its	usefulness.	Cantrips	William’s	cantrips	are	cast	through	his	Arts	of	Metamorphosis	(2)	and	Soothsay	(2).	(The	benefits	of	Cid’s	first	Oath,	swearing	to	serve	Erissa	as	her	squire,	are	already
recorded	on	his	character	sheet.)	Upon	his	second	oath,	the	troll	gains	two	extra	dots	of	Strength	and	two	additional	Bruised	health	levels	(with	a	maximum	total	of	nine	health	levels).	Should	a	troll	break	an	oath	or	sworn	contract,	he	loses	his	Titan’s	Power	Birthright	and	begins	to	sicken.	¶¶	Aggressively	questioning	or	socially	attacking	Tiersen	will
cause	him	to	fly	into	a	rage,	increasing	the	difficulty	of	successfully	using	Empathy	on	him	to	10.	Soothsay	bunks:	Reading	tarot	cards,	casting	divination	wands,	inscribing	a	staff	with	runes,	meditating,	ritually	cleansing	yourself	or	your	tools.	His	Realms	are	Prop	(3),	Nature	(2),	and	Fae	(3).	Lexicon	Arts:	Methods	of	shaping	Glamour.	Can	spot	any	lie
without	trouble,	but	won’t	ever	forgive	or	forget	any	slights,	and	will	make	sure	to	pay	it	back.	Nearby	in	a	valley	between	the	dunes,	well	out	of	sight	for	those	who	don’t	already	know	the	way,	sits	the	small	sheltered	amphitheater	where	Erissa	holds	court	when	the	need	arises.	For	most	of	the	year,	many	of	the	businesses	temporarily	shutter	or	run
on	diminished	schedules	and	staff,	but	all	the	residents	agree	on	one	thing:	Even	without	the	bustle	of	the	summer	crowds,	there’s	a	quiet	magic	to	the	little	town.	Kiths	include:	¶¶	Boggans:	Cozy	caretakers,	gossips,	and	lightning-fast	crafters.	(If	Keelin	was	not	behind	the	kidnapping,	she	also	offers	the	hospitality	of	her	court.	Wayfare	bunks:	Jogging
in	place,	free	running,	jumping	off	something,	releasing	sand	or	ash	into	the	wind,	swallowing	a	key.	Contract	The	Contract	Art	allows	the	user	to	take	idle	promises	and	convert	them	into	binding	oaths,	backed	by	the	Dreaming.	More	detailed	descriptions	of	Arts	and	Realms	are	available	in	the	Changeling:	The	Dreaming	20th	Anniversary	Edition
core	book.	Instead,	it	changes	the	duration	or	activation	of	the	cantrip,	and	must	be	paired	with	a	core	Realm	(Actor,	Fae,	Nature,	or	Prop)	already	in	use.	It	is	up	to	the	Storyteller	to	describe	precisely	the	effects	of	the	character’s	choices,	fitting	them	to	the	purpose	the	players	seek	to	pursue.	Being	of	House	Liam,	she	is	always	willing	to	wade	into
whatever	matters	are	going	on,	working	to	balance	the	needs	of	the	mortal	townsfolk	as	well	as	its	changeling	population.	Identifying	features	include	furry	legs,	hooves,	horns,	and	endless	appetites.	If	she	still	has	Joshua,	the	players	interrupt	her	as	she	works	to	warp	him	into	one	of	her	kind.	Likewise,	if	the	shore	isn’t	the	right	setting	for	a	group,
Point	Avalon	can	potentially	be	transformed	into	another	type	of	vacation	town	—	a	ski	resort,	lake	community,	casino	town,	etc.	Drawn	by	the	activity	on	the	beach	or	the	pier,	they	stand	with	whatever	Erissa	orders	to	be	their	fate.	One	in	particular	seems	to	be	hosting	some	activity.	Summer	Summer’s	heat	evokes	all	kinds	of	emotions,	and	the	Art
calls	specifically	upon	heat,	passion,	and	protection.	Thank	you	all	for	everything	you’ve	done	for	me.	At	its	highest	tier,	Prop	can	affect	delicate,	esoteric	objects	and	devices,	including	items	like	smartphones	and	security	systems.	Spearheaded	and	organized	by	Errant	and	William,	the	five	traveled	for	a	few	years	before	the	Fading	of	the	previous
lord	called	their	own	Erissa	back	home	to	take	up	her	duties	as	a	noble.	You	can	sign	up	to	the	daily	digest	email	which	shows	only	the	five	most	recent	blog	posts	since	the	last	digest.	Not	particularly	social,	but	invaluable	for	what	they	know.	¶¶	Eiluned:	Seelie.	This	will	require	a	bit	more	of	a	significant	overhaul	of	some	the	character	and	plot
elements	in	the	scenario,	but	if	it	makes	for	a	better	story	for	the	group,	then	it	will	be	worth	the	extra	legwork!	Setting	Up	Under	the	cover	of	one	of	the	busiest	weekends	of	the	summer,	the	lords	and	ladies	of	the	coast	traditionally	meet	in	Point	Avalon.	Their	first	line	of	defense	is	the	retinue	outside.	He	does	not	have	to	choose	a	realm;	Unleashing
can	target	whatever	he	chooses.	When	she	Unleashes	her	power,	she	opens	Nightmare	Systems	In	longer-running	campaigns,	casting	cantrips	in	Changeling	involves	a	system	using	the	character’s	Nightmare	rating.	Bashing	damage	is	easiest	to	shrug	off,	while	lethal	damage	is	much	harder	to	recover	from	and	push	through.	They	were	killing	time
before	the	meeting	by	touring	the	pier,	and	simply	know	he	was	there	with	them	one	moment	and	gone	the	next.	¶¶	The	local	nockers	noticed	increased	security	around	their	warehouse,	and	assume	the	courts	will	meet	there.	Inflicting	physical	damage	on	another	changeling	when	chimerical	alternatives	exist	is	considered	recklessness	at	best,	and	is
often	a	sign	of	potentially-lethal	enmity,	and	is	treated	accordingly.	For	full	rules	regarding	Nightmare	dice,	see	the	full	version	of	Changeling:	The	Dreaming	20th	Anniversary	Edition.	Adopted	by	the	small	corby	of	local	redcaps	after	her	Chrysalis,	she	fell	in	quickly	with	the	rowdy	crowd	and	spent	her	time	raising	whatever	brand	of	merry	hell	her
crew	wanted	to	get	into.	House:	Families	to	which	nobles	belong.	A	cross	between	a	shark	and	a	Kithain	garbage	disposal,	redcaps	can	eat	anything	they	can	put	their	mouth	around,	and	chew	larger	objects	down	into	smaller	pieces	to	ingest.	Any	changeling	or	supernatural	entity’s	player	can	roll	Perception	+	Kenning	(difficulty	8)	to	see	through	the
illusion.	Autumn	World,	the:	The	world	as	perceived	by	mortals,	distinct	from	the	Dreaming.	At	its	most	basic	level,	it	allows	changelings	to	speak	with	the	world	around	her,	from	plants	and	stones	to	books	and	cars.	Players	don’t	need	to	roll	dice	in	situations	where	they	can	obviously	succeed	with	ease.	And,	last	but	not	least,	did	it	make	everyone	at
the	table	laugh,	cry,	cheer,	or	otherwise	react	strongly	when	it	was	described?	Once	they	have	gained	access	to	the	freehold,	the	motley	must	convince	their	enemies	to	lay	down	their	arms	or	force	them	to	do	so.	To	the	eyes	of	changelings,	however,	the	door	to	the	building	almost	seems	to	glow;	made	of	a	single,	enormous	piece	of	pale	driftwood,	it
hosts	a	door	knocker	made	of	similarly	flawless	pieces	of	beach	glass.	Her	Realms	are	Prop	(3),	and	Actor	(2).	Their	horrific	jagged	teeth	are	hard	as	metal	and	their	digestive	systems	are	best	left	up	to	the	imagination.	Motivations:	Transform	Joshua	to	infiltrate	the	freehold,	blend	in	as	a	sidhe	Arts:	Autumn,	Winter	Realms:	Fae,	Nature,	Scene	Brastin
Thallain,	Spriggan	Primary:	Physical	Secondary:	Social	Tertiary:	Mental	Excellent:	Smuggling,	grappling	Good:	Home	invasion,	skulking	Poor:	Lying,	diplomacy	Forcibly	bound	into	Cassiopeia’s	service,	Brastin	fumbles	his	way	from	one	order	to	the	next	without	putting	much	thought	into	exactly	what	he’s	doing.	They	are	ambushed	on	the	way,	either
because	the	antagonists	have	lost	their	quarry,	or	because	they	know	too	much	and	need	to	be	silenced.	While	other	Thallain	undergo	a	similar	process	to	changelings,	sevartal	instead	have	a	special	ability:	They	can	alter	the	path	of	a	new	changeling,	stripping	their	intended	kith	away	and	turning	them	into	one	of	the	sevartal,	and	doing	so	to	a
natural-born	sidhe	is	an	even	greater	accomplishment.	The	two	courts	are	Seelie	and	Unseelie.	Aggravated	damage	is	the	most	severe,	representing	dire	magic	or	extensive	damage	to	the	organs,	muscles,	or	bone.	A	changeling’s	command	of	Arts	and	Realms	dictates	the	manner	of	mayhem	he	releases,	and	how	far-reaching	its	effects	are.	Themes
The	World	of	Darkness	is	an	eerie	reflection	of	our	own	reality,	where	gothic	horror	and	punk	rebellion	go	hand	in	hand,	and	monsters	war	and	scheme	just	out	of	mortal	sight.	The	favored	Art	of	warriors,	this	Art	allows	the	caster	to	draw	upon	power	and	strength	beyond	her	own	and	use	it	in	any	number	of	ways:	to	augment	her	physical	abilities,
avoid	the	strikes	of	her	enemies,	or	even	beat	insurmountable	odds	and	emerge	victorious	in	a	hopeless	encounter.	¶¶	Dougal:	Seelie.	Courts:	Largest	ruling	forces	and	political	bodies	of	changelings.	Armor:	Cid’s	Chimerical	Item	Background	means	his	voile	counts	as	Fae	Mail,	giving	him	a	+3	Armor	rating	(chimerical)	with	no	Dexterity	penalty.
Good	luck,	and	dream	on!	The	Motley	Living	in	a	town	that	only	comes	alive	for	a	few	months	during	the	year	might	sound	like	a	place	changelings	would	avoid,	but	the	Point	Avalon	motley	rather	enjoys	their	out-of-the	way	freehold	on	the	boardwalk	of	a	quiet	shore	town.	¶¶	Fiona:	Seelie.	If	the	antagonists	have	Joshua,	they	are	looking	to	make	it	to
the	freehold	without	losing	hold	of	him,	and	the	motley’s	goal	is	to	either	beat	them	to	the	freehold,	rescue	Joshua,	or	both.	Characters	Four	temporarily-enchanted	individuals	guard	and	patrol	the	warehouse.	¶¶	Eshu:	Nomadic	storytellers	who	speak	often	but	give	away	little	in	the	process.	Attack	rolls	are	made	at	Difficulty	4.	These	are	simply
possible	clues	and	suggestions;	if	the	group	comes	up	with	any	other	plausible	strategies,	they	can	earn	the	information	their	own	way.	Realms	Arts	dictate	what	a	changeling	can	do.	They	are	very	awkward	in	social	situations	and	must	add	two	to	the	difficulty	of	any	Social	rolls	when	interacting	with	anyone	besides	other	sluagh.	It’s	in	the	twinkle	of
an	old	man’s	eye	as	he	tells	stories	to	his	grandchildren;	it’s	in	their	laughter	as	they	delight	at	his	tales.	The	problem	lies	in	your	dependency	on	magic,	or	Glamour,	to	survive:	Without	it,	your	fae	half	slips	away,	conquered	by	the	omnipresent	forces	of	Banality	and	unable	to	persevere	in	the	face	of	an	unbelieving	world.	¶¶	Cid	Steelskin:	Erissa’s
squire,	stalwart	and	willing	to	defend	what’s	his	or	his	lady’s.	If	you’ve	missed	out	by	only	a	day,	then	check	Wrath:	The	Oblivion	as	we	expect	that	to	be	the	next	game	to	be	reduced	to	$0.00.	A	practitioner	can	alter	the	way	the	world	perceives	someone	by	giving	them	a	nickname,	or	weaken	his	enemy’s	forces	by	declaring	them	feeble.	Not	exactly
good	with	others	even	by	the	standards	of	his	kith,	he	has	a	snide	comment	for	anyone	asking	stupid	questions	or	useless	observations	—	which	to	his	mind	is	just	about	everyone.	Utilizing	the	natural	talents	of	his	sluagh	half,	he	acts	as	a	contortionist	and	escape	artist	in	their	group.	Their	hold	on	the	retinue	can	be	broken	by	superseding	the	orders
they’ve	been	given	with	a	cantrip,	or	with	an	appropriate	Social	action.	They	can	be	deterred	or	distracted,	but	if	the	players	choose	to	attack	any	of	them,	that	character	permanently	leaves	the	motley’s	retinue.	Blending	In:	No	matter	where	they	go,	piskies	always	look	like	they	belong.	Kiths	Changelings	are	divided	up	into	13	families.	While	they
are	not	blind	to	it,	changelings	look	at	the	despair	and	the	uncertainty	around	them	and	decide	that	instead	of	wallowing	in	it,	they	will	persevere	despite	all	the	forces	against	them,	and	do	so	with	a	smile.	Once	a	powerful,	almost	all-encompassing	power,	Summer’s	flame	has	recently	begun	to	falter	in	the	face	of	the	coming	Winter.	Often	the	one	to
explain	away	the	actions	of	other	Unseelie	changelings	and	hand	wave	bad	behavior,	he’s	largely	successful	in	keeping	the	public	opinion	of	the	small	faction	at	“manageable	hindrance”	instead	of	“outright	menace”.	Lily	Stoneheart,	Redcap	A	loner	nearly	from	birth,	Lily	prides	herself	on	being	the	outsider	of	the	group.	The	four	tenets	of	the	Unseelie
Code	are	as	follows:	¶¶	Change	is	Good	¶¶	Glamour	is	Free	¶¶	Honor	is	a	Lie	¶¶	Passion	Before	Duty	Houses	Changeling	politics	draw	their	lines	along	the	families	of	the	sidhe	rulers.	To	form	the	dice	pool	for	her	cantrip,	the	player	adds	the	rating	of	the	Art	she	is	using	and	the	rating	of	the	lowest	primary	Realm	used	(Actor,	Fae,	Nature,	or	Prop).	A
perpetual	breeze	blows	through	the	open	windows,	which	are	all	mosaics	of	tinted	sea	glass;	the	floor	of	the	main	room	is	sandstone	embedded	with	shells,	glittering	stones,	and	more	beach	glass.	Pooling	their	resources	and	abilities,	the	players	must	collectively	achieve	15	successes	on	Gremayre,	Investigation,	or	Kenning	rolls	to	locate	him	again.
While	quiet,	and	often	gruff	when	he	does	speak,	he	is	a	fixture	of	the	local	community,	a	capable	handyman	with	the	build	to	accomplish	nearly	any	task.	He	stands	nearly	eight	feet	tall,	with	most	of	his	bulk	being	made	up	of	solid	slabs	of	muscle.	Hosting	a	surprising	number	of	changelings	year-round,	Point	Avalon	thrums	in	resonance	with	the
Dreaming,	alive	with	all	manner	of	chimera	and	hosting	an	impressive	balefire	in	its	hearth.	While	the	beach	offers	more	of	a	straight	shot	to	the	freehold,	the	crowds	on	the	boardwalk	provide	some	cover	from	the	antagonists,	and	prevent	them	from	openly	assaulting	the	motley.	Her	clothing	is	loose	and	flows	in	a	persistent,	gentle	breeze,	the	fabric
seemingly	made	of	little	more	than	sea	spray	and	moonbeams.	Frailty	Bad	Attitude	—	Nobody	likes	a	redcap,	just	on	general	principle.	On	those	rare	occasions	outsiders	witness	something	they	can’t	accept,	the	Mists	invariably	cloud	their	memories,	turning	magic	into	special	effects	and	a	fearsome	troll	knight	into	a	big	man	in	odd	clothes,	and
ultimately	pushing	away	what	cannot	be.	Dream	on!	©	2017	White	Wolf	Entertainment.	20	Changeling:	The	Dreaming	Jumpstart	Allowing	the	players	their	creativity	while	guiding	them	through	a	plot	is	often	a	tricky	task.	The	Cresthaven	Court	Members	of	the	fiefdom	to	the	north,	the	Cresthaven	Court	serves	the	Seelie	House	Fiona.	¶¶	William
Ashe:	Another	of	the	traveling	members,	a	contortionist	and	master	of	learning	(and	sharing)	secrets.	Scene	2:	Imagination’s	Graveyard	Having	determined	Joshua’s	location,	whether	by	magic	or	plain	old	investigation,	it’s	time	to	retrieve	him.	It’s	a	5e	version	of	the	old	Legendlore	comic	book	series.	Birthrights	Unearthly	Beauty:	Sidhe	receive	two
additional	dots	of	Appearance.	Base	knowledge	allows	command	of	the	classical	elements	of	fire,	water,	and	earth.	Further	knowledge	allows	control	over	inert	materials	such	as	wood	and	plant	matter,	through	to	living	plants,	and	eventually	animals.	At	higher	levels,	changelings	may	summon	manifestations	of	the	five	elements	(air,	earth,	fire,	water,
and	wood)	and	use	them	to	bolster	their	own	defenses	or	as	weapons	against	their	enemies,	or	simply	shape	the	world	around	her	to	better	suit	her	liking.	She	does	not	name	a	price,	but	simply	smiles	a	bit	too	wide.)	In	the	event	that	Joshua	is	safe	with	the	group	while	they	flee,	Tiersen	(and	again,	possibly	Keelin)	offers	his	hospitality	and	aid	in
reclaiming	the	Point	Avalon	freehold.	Seelie	grumps	make	excellent	teachers	and	guides,	fostering	the	next	generation,	while	Unseelie	grumps	are	masterminds	who	enjoy	disrupting	things	in	ways	subtle	enough	to	never	be	caught.	¶¶	If	the	motley	successfully	rescued	Joshua,	they	learn	from	him	that	he	was	kidnapped,	and	by	whom;	he	may	not
know	specifics,	but	aside	from	the	Thallain,	the	motley	can	easily	place	who	he	is	describing.	The	ability	to	manipulate	them	is	a	much	more	specialized	craft,	but	one	that	some	changelings	devote	themselves	to	mastering.	Roleplaying	Errant	enjoys	her	life	as	a	performer	and	the	different	roles	she	takes	on.	Ban:	Never	purposefully	do	anything	to
make	someone	unhappy.	¶¶	Trolls:	Honorable	and	devoted.	Check	out	White	Wolf	online	at	Keep	up	to	date	with	Onyx	Path	Publishing	at	2	Changeling:	The	Dreaming	Jumpstart	Part	One:	A	World	of	Dreams	4	Themes	4	Nothing	Lasts	Forever	4	Every	End	is	a	Beginning	4	Mood	4	Neither	One,	Nor	Quite	the	Other	4	One	Foot	In,	One	Foot	Out	5
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how	to	look.	Any	changelings	are	also	likely	to	notice	any	manner	of	magic	being	cast.	Reader	discretion	is	advised.	A	boggan	Unleashing	Chicanery	finds	the	air	around	her	filled	with	the	scent	of	freshbaked	bread	and	the	smoke	of	a	merry	fire.	Spring	Calling	upon	its	abilities	to	revitalize	and	renew	all	things	dead	and	dying,	the	Spring	Art	allows
changelings	to	breathe	new	life	into	people	and	items	that	are	past	their	prime.	Tough	or	toxic	materials	(waste	products,	jagged	metal,	wood,	etc.)	take	a	point	of	Glamour	to	keep	down.	Always	willing	to	take	in	a	weary	soul,	but	adamant	that	all	their	services	be	paid	for	in	full.	When	Unleashing,	the	player	chooses	an	Art,	declares	his	character’s
intent	in	a	simple	statement	(“get	us	out”	or	“take	him	Part	Two:	The	Rules	of	Play	11	down”)	and	spends	two	points	of	Glamour.	Reproduction	without	the	written	permission	of	the	publisher	is	expressly	forbidden,	except	for	the	purposes	of	reviews,	and	for	blank	character	sheets,	which	may	be	reproduced	for	personal	use	only.	Like	Erissa,	he
remains	at	the	freehold	while	the	others	travel,	keeping	the	balefire	lit	for	any	changelings	passing	through	during	the	off	season.	If	the	players	have	successfully	reclaimed	their	freehold	and	saved	Joshua,	they	still	face	the	aftermath	caused	by	whichever	group	kidnapped	Joshua.	The	three	Seemings	are	childling,	wilder,	and	grump.	Actions	can	be
delayed	to	any	time	later	in	the	combat.	It	is	important	to	note	that	transformed	beings	(werewolves,	pooka,	and	the	like)	are	not	part	of	Nature;	regardless	of	the	form	they	are	in	at	the	moment,	they	are	always	ruled	by	the	Realm	of	their	base	form	(Actor	for	werewolves,	Fae	for	pooka).	There	are	multiple	ways	players	can	determine	Joshua’s
location.	Grindings	thing	to	a	halt	to	deal	with	minutiae	and	gritty	details	makes	things	boring	and	ruins	the	pacing	of	the	game.	Though	flighty,	she	proves	surprisingly	adept	at	wrangling	the	disparate	troupe	of	performers	she	travels	with,	serving	equally	as	their	mascot	and	backbone.	Items	infused	with	Glamour	shimmer	with	an	opalescent	sheen,
reflecting	ever-shifting	rainbow	hues.	Sworn	as	her	squire,	Cid	chose	to	remain	as	well,	leaving	the	other	three	to	their	devices.	(Repeated	bunks	tend	to	lose	power	quickly.)	Is	it	somehow	especially	appropriate	for	the	character	and/or	situation	in	question?	Once	success	indicates	a	marginal	triumph,	where	the	character’s	goals	are	achieved	at	the
most	basic	level;	five	or	more	are	considered	truly	exceptional,	with	the	outcome	usually	adding	extra	benefits	to	the	situation.	See	any	comments	you	like	below?	She	cannot	stand	to	be	in	debt	to	anyone,	but	enjoys	incurring	debt	from	others.	He	does	not	immediately	trust	the	players,	and	must	be	convinced	to	go	along	with	them.	Some	characters
may	have	supernatural	abilities	that	will	raise	their	Traits	above	5.	¶¶	The	Unseelie	Uprising	will	cower	under	the	authority	of	two	sidhe	uniting	to	condemn	them,	but	will	fight	to	destroy	whatever	obstacles	stand	in	the	way	of	free	access	to	the	balefire.	¶¶	Varich:	Unseelie.	His	command	of	Fae	allows	him	to	affect	other	changelings	(Hearty
Commoner,	Fae	•),	nobles	(Lofty	Noble,	Fae	••),	and	even	chimera	(Manifold	Chimera,	Fae	•••).	She	wishes	to	facilitate	the	lives	of	those	around	her,	making	them	easier	whenever	she	can.	Players	pay	all	Glamour	costs	before	rolling	dice.	Banality	actively	draws	them	away	from	the	Dreaming,	cutting	off	their	connections	to	their	fae	selves.	“Yours
to	Keep”	follows	a	small-town	motley	as	they	investigate	the	disappearance	of	a	recently-awakened	changeling	visiting	their	community.	While	mortals	are	exhausted	and	discouraged	by	Banality,	changelings	suffer	on	a	deeper	level	when	exposed	to	it.	While	Erissa	and	Cid	are	duty-bound	to	attend	the	meeting,	William,	Errant,	and	Lily	have	no	such
obligation.	These	Dreamers	bring	Glamour	back	into	the	world,	and	without	them	there	is	no	way	you	and	the	other	changelings	can	survive.	She	radiates	the	unearthly	beauty	of	all	sidhe,	bordering	on	alien	even	to	mundane	observers,	and	favors	broad-brimmed	hats,	loose-fitting	clothes,	and	sunglasses	if	she	must	try	to	go	incognito,	though	it	rarely
helps	as	much	as	she’d	prefer.	Mortals	that	carry	Banality	with	them	are	known	as	Autumn	People,	and	suck	Glamour	and	creativity	out	of	their	surroundings	and	companions	with	their	mere	presence.	Dice	rolling	should	not	impede	the	story,	but	serve	to	create	dramatic	tension.	34	Changeling:	The	Dreaming	Jumpstart	With	his	Seelie	and	Unseelie
Legacies	unusually	congruous,	William	will	offer	advice	to	anyone	who	seeks	it	—	though	he	will	usually	pepper	it	with	personal	experiences	that	aren’t	his	own,	and	that	are	usually	delicate	or	intimate	in	nature.	If	this	leaves	only	one	member	of	the	faction,	using	the	sheet	for	one	of	the	other	Storyteller	characters	is	fine.	Such	is	the	world	of
Changeling:	the	Dreaming.	Most	individuals	have	Traits	rated	between	1	and	3,	with	the	human	average	sitting	at	2.	Of	course,	this	won’t	stop	uses	of	Wayfare,	but	entering	as	usual	requires	the	players	to	attempt	to	break	down	the	barricade	with	an	appropriate	Physical	roll.	These	actions	“grease	the	wheels”	for	Glamour	to	pour	out	of	the	Dreaming
and	influence	the	mortal	world,	and	more	than	anything,	are	varied	in	their	presentation	and	effectiveness.	While	a	group	of	the	population	accepts	it	simply	as	the	enchanted	nature	of	life	near	the	sea,	a	small	but	healthy	portion	knows	the	truth.	Particularly	charismatic	but	have	a	voracious	appetite	for	Glamour,	and	suffer	terribly	without	it.	She	is
another	close	friend	of	Cid,	despite	their	differences	in	ideology,	and	the	two	share	a	friendly	rivalry.	His	power	over	Nature	extends	to	Base	Elements,	the	discrete	representations	of	the	four	basic	elements	of	air,	earth,	fire,	and	water	(Nature	•),	and	Raw	Materials,	unliving	organic	matter	like	wood,	stone,	and	fiber	(Nature	••).	Roleplaying	A	close
friend	and	loyal	squire	to	Erissa,	Cid	does	all	he	can	to	aid	her	and	the	locals	throughout	the	year.	Primal	Primal	magic	unlocks	the	secrets	of	the	elements	and	allows	the	caster	to	manipulate	them	at	will.	In	a	quieter	section	closer	to	the	warehouse,	the	motley	can	discuss	with	Joshua	the	details	of	when	he	went	missing,	and	learn	who	was	behind	it.
Motivations:	Distract	the	players,	protect	his	friends	Arts:	Chicanery,	Primal	Realms:	Actor,	Nature	The	Freehold	Nestled	in	a	rocky	outcrop	beneath	a	largely-abandoned	pier	sits	a	ramshackle	hut,	by	all	appearances	long	abandoned	and	now	inhabited	by	all	manner	of	local	wildlife.	¶¶	Piskies:	Flighty	and	cheerful	individuals,	notable	for	their	lack	of
notability.	Indeed,	while	almost	any	action	is	potentially	acceptable,	there	are	a	few	factors	involved	in	determining	how	effective	a	bunk	is.	The	Time	Realm	can	never	be	the	only	Realm	invoked	when	casting	a	cantrip.	The	Seelie	Court	The	Seelie	Court	values	community	and	harmony	above	all	else.	Harried	by	the	antagonists,	they	must	either	keep
Joshua	safe	or	try	to	recover	him	again	without	creating	too	much	of	a	disturbance	amongst	the	crowd.	With	everyone’s	attendance	drawn	upward	to	watch	the	fireworks,	the	beach	is	a	more	viable	option	for	combat,	but	leaves	the	motley	more	open	to	an	aggressive	ambush.	Any	place	or	group	that	mandates	one	single	belief	at	the	expense	of	all
others	has	the	potential	to	gather	Banality.	His	anger	is	white	fury,	his	sadness	the	deepest	despair,	his	happiness	the	utmost	elation.	Though	her	fae	mien	shifts	along	with	her	mortal	seeming,	she	more	reliably	has	a	dark	tone	to	her	skin	and	long,	nimble	fingers.	A	rating	of	0	is	a	complete	lack	of	knowledge	in	the	area,	while	a	rating	of	5	is	complete
mastery	over	the	subject.	¶¶	Gwydion:	Seelie.	Cantrip:	A	spell	fueled	by	Glamour,	cast	by	combining	an	Art	and	a	Realm.	You’ve	noticed	these	special	moments	all	your	life	—	something	about	them	has	always	soothed	your	very	soul.	Casting	Cantrips	To	cast	a	cantrip,	a	changeling	selects	the	level	of	the	Art	she	wishes	to	use,	and	determines	which
Realm	or	Realms	she	needs	to	add	to	have	the	desired	effect.	Gentle	giants	until	they	have	reason	not	to	be	—	in	which	case,	run.	Appearance	The	most	mercurial	of	the	motley,	Errant’s	appearance	is	constantly	shifting	in	subtle	ways,	as	do	those	of	every	piskey.	The	players	have	10	minutes	of	in-game	time	to	find	Joshua,	and	can	roll	once	per	in-
game	minute	to	continue	following	the	trail.	Their	single-mindedness	raises	the	difficulty	of	any	Sovereign	cantrips	by	1.	Frailty	Curse	of	Silence:	No	matter	how	hard	they	try,	Sluagh	cannot	speak	above	a	whisper.	Rules	are	important	to	create	a	stable	platform	players	can	count	on,	but	when	in	doubt,	follow	the	golden	rule:	If	following	rules	and
telling	a	great	story	ever	conflict,	always	go	with	the	story.	It	glimmers	just	beyond	the	sight	of	mortals,	coloring	the	world	of	the	changelings	who	can	perceive	it.	Though	she	may	often	paint	herself	as	an	airhead,	she	carefully	calculates	her	every	action	before	making	it.	Though	she	is	soft-spoken,	she	has	a	stunning	amount	of	insight	into	social
situations	and	works	quietly	in	subtle	ways	to	defuse	tense	situations	or	ease	uncomfortable	ones,	and	is	an	old	hand	at	talking	Tiersen	down	from	his	extremes.	Banal	locations	do	the	same,	but	are	built	up	over	time	by	the	longstanding	accumulation	of	Banal	thoughts	and	actions.	McLaughlin	McFarland,	Krister	M.	At	its	most	basic	level,	it	allows
users	to	look	backward	in	time,	reliving	moments	that	have	already	passed;	masters	can	use	their	power	to	change	recent	outcomes,	or	even	to	adjust	the	flow	of	time	around	a	person	or	object.	Motivations:	Expand	her	influence,	keep	all	scales	even	Arts:	Sovereign,	Contract	Realms:	Fae,	Actor	Lysander	Nocker,	House	Dairaenn,	Unseelie	Primary:
Mental	Secondary:	Physical	Tertiary:	Social	Excellent:	Puzzles,	swearing	Good:	Crafting,	Gremayre	Poor:	Relationships,	empathy	Keelin’s	oldest	“friend”	and	closest	advisor,	Lysander	provides	whatever	contraptions	or	inventions	Keelin	could	possibly	need.	Unwilling	to	put	herself	into	obviously	dangerous	situations,	she	often	has	a	method	of	getting
where	she	needs	to	go,	or	a	quick	escape	when	things	turn	for	the	worse.	It	invokes	the	forces	of	entropy	and	decay,	and	allows	the	user	to	harness	her	feelings	of	hatred,	fear,	and	rage	and	use	them	as	potent	weapons	against	her	enemies.	Has	it	been	done	before?	Worms	and	Giants	is	a	Wyrd	cantrip,	while	Sparrows	and	Nightingales	can	be	either.
To	that	end,	she	maintains	the	household	when	the	other	members	of	the	group	travel,	and	mediates	the	manners	of	her	town	with	as	much	fairness	as	possible.	Though	much	of	what	each	group	can	do	is	chimerical,	and	thus	beyond	the	perception	of	the	mundane	crowds,	invoking	the	Wyrd	or	using	Wyrd	cantrips	will	be	apparent	to	everyone
gathered.	Beyond	simply	forgetting	about	things,	masters	of	Chicanery	can	also	convince	the	target	she	is	something	she	isn’t,	or	worse,	make	two	opposing	things	temporarily	“true”	for	a	short	time.	The	higher-ups	invariably	try	to	improve	themselves,	to	unsettling	results.	Erissa’s	Seelie	Legacy	is	dominant,	giving	her	the	following	Quest	and	Ban:
Quest:	Regain	Willpower	when	you	protect	another	from	harm	or	alleviate	someone’s	suffering.	38	Changeling:	The	Dreaming	Jumpstart	Using	Dragon’s	Ire,	Cid	can	increase	his	target’s	Strength	or	effectiveness,	improving	the	Attribute	by	one	or	adding	a	die	to	its	damage	pool	with	Burning	Thew	(Dragon’s	Ire	•).	He	can	also	imbue	a	target	with	a
defensive	ability	via	Confounding	Coils,	making	the	target	harder	to	hit	in	battle	for	the	number	of	successes	in	rounds	(Dragon’s	Ire	••).	Plants	grow	in	14	Changeling:	The	Dreaming	Jumpstart	abundance	at	the	caster’s	suggestion,	items	spent	and	void	of	any	power	flicker	back	to	vibrant	potency	in	his	hands,	wounds	heal	and	flesh	knits	in	moments
after	he	bandages	them.	During	the	season,	however,	she	enjoys	working	as	a	bouncer	at	the	local	bar,	on	the	prowl	for	belligerent	individuals	looking	to	fight	or	underage	teens	whose	night	she	can	ruin.	If	that	roll	fails,	the	character	can	only	stare	in	awestruck	wonder	at	the	sidhe	for	one	turn	for	each	dot	of	the	sidhe’s	Appearance.	All	selkies
possess	a	sealskin	that	grants	them	their	power,	and	cannot	use	their	abilities	when	not	in	contact	with	it.	Wanderers	of	long-forgotten	paths	and	realms.	Lord	Tiersen	Sidhe,	House	Fiona,	Seelie	Primary:	Social	Secondary:	Physical	Tertiary:	Mental	Excellent:	Command,	defuse	Good:	Dueling,	endurance	Poor:	Puzzles,	awareness	The	lord	and	keeper
of	Cresthaven	Manor,	Tiersen	is	an	imposing	figure	at	first	sight.	More	amiable	once	you	begin	speaking	to	him,	he	is	passionate	about	all	of	his	pursuits,	his	citizens,	and	his	on-again,	off-again	romance	with	Anessa.	Cantrips	Erissa	has	access	to	Sovereign	(2)	and	Wayfare	(3).	For	unarmed	close	combat,	add	Brawl;	for	armed	close	combat,	use	Melee;
for	long-distance	combat,	use	Firearms	for	guns,	and	Athletics	for	bows	or	thrown	items.	Rather	than	succumb	to	grinding	inevitability	and	lose	themselves	in	Banality,	changelings	fight	the	forces	of	the	mundane	4	Changeling:	The	Dreaming	Jumpstart	and	the	unimpressive.	Vampire	the	Requiem,	Werewolf	the	Apocalypse,	Werewolf	the	Forsaken,
Mage	the	Awakening,	Promethean	the	Created,	Changeling	the	Lost,	Hunter	the	Vigil,	Geist	the	Sin-Eaters,	V20,	Anarchs	Unbound,	Storyteller	System,	and	Storytelling	System	are	trademarks	of	White	Wolf	Entertainment	All	rights	reserved.	Chronos	bunks:	Performing	a	repetitive	ritual,	winding	a	clock	or	watch,	following	the	steps	of	a	routine	in
reverse	order.	This	book	uses	the	supernatural	for	settings,	characters	and	themes.	Fitted	at	the	waist,	forearms,	and	calves,	it	is	loose	and	comfortable	everywhere	else,	and	—unknown	to	anyone	but	Errant	herself	—	holds	innumerable	hidden	pouches	and	pockets.	The	dice	pool	to	soak	this	damage	is	Stamina	+	armor	rating,	if	any.	If	they	go	“off
script”	but	they’re	having	fun,	it’s	generally	best	to	let	them	continue	down	that	path	and	try	to	guide	them	back	gently	rather	than	artificially	limit	their	progress	“because	the	scenario	says	so.”	Allow	players	to	think	creatively	when	coming	up	with	solutions!	The	best	rule	of	thumb,	especially	in	a	game	like	Changeling,	is	to	employ	a	“yes,	and”	style
of	play,	wherein	players	take	actions	and,	as	a	group,	build	off	each	other’s	decisions.	Can	consume	anything	without	repercussion.	William	Ashe	35	Cid	Steelskin,	Troll	Having	the	dubious	honor	of	watching	the	rest	of	the	group	grow	up	a	few	years	behind	him,	Cid	is	the	final	word	when	Erissa’s	diplomacy	fails.	The	player’s	characters	are	detailed	at
the	end	of	the	scenario,	page	27.	When	backed	with	Sovereign,	a	changeling’s	word	becomes	law,	and	woe	be	to	those	who	violate	his	will	—	if	they	can	manage	to	defy	him	at	all.	If	the	freehold	falls,	Tiersen	invites	the	motley	to	stay	in	Cresthaven	to	recover.	Including	an	antagonist	group	in	this	scene	can	be	done	by	replacing	some	of	the	guardsmen
with	members	of	the	antagonist	groups.	Primal	bunks:	Lighting	a	match,	carving	a	wooden	sculpture,	standing	barefoot	in	water,	marking	yourself	with	clay,	standing	in	a	breeze.	First,	though,	it’s	probably	worth	grabbingChangeling:	The	Dreaming	20th	Anniversary	Edition	while	you	can.	Weapons:	Lily’s	Chimerical	Item	Background	gives	her	a	set
of	brass	knuckles	that	appear	to	be	made	of	ice.	Usually	sidhe.	The	player	must	roll	Dexterity	+	Athletics,	with	the	difficulty	ranging	from	6	to	escape	from	ropes	to	9	to	worm	through	the	bars	of	a	locked	cell.	Whoever	takes	on	the	Storyteller	role	should	consider	the	general	attitude	of	her	players	as	things	progress,	steering	them	with	questions
rather	than	statements	or	orders.	Rolling	Dice	Not	every	action	will	require	a	die	roll,	and	it	is	important	to	the	Storyteller	to	consider	when	rolls	are	necessary.	If	the	players	want	to	flesh	out	their	less-defined	relationships	or	tweak	the	details	of	their	characters,	they	can	discuss	and	decide	amongst	themselves	how	they	want	to	know	each	other.
Passing	knowledge	allows	a	changeling	to	target	familiar	commoners,	and	as	she	progresses	she	can	affect	lesser	nobles,	various	chimera	(both	animate	and	inanimate,	sentient	and	not),	and	even	the	more	exotic	creatures	of	the	Dreaming	like	the	Thallain,	or	even	such	ephemeral	things	as	spirits	and	ghosts.	Naturally,	these	numbers	can	be
adjusted,	especially	for	factors	such	as	magic	and	other	strange	circumstances,	but	on	the	whole	they	should	allow	you	to	generate	supporting	character	dice	pools	quickly	and	fairly	for	even	the	most	spontaneous	and	unexpected	situations.	At	its	peak,	Naming	unlocks	the	very	building	blocks	of	the	world,	and	allows	a	master	to	change	things	on
their	most	essential	level,	even	rewriting	someone’s	entire	form	and	personality.	Changeling	is	a	game	about	the	fading	of	magic,	even	of	creativity,	from	the	world	as	we	know	it.	Inside,	the	freehold	has	been	trashed	and	all	of	its	furniture	employed	to	form	barricades	on	the	windows	and	doors.	Glamour	glows	faintly	around	the	groups	of	visiting
changelings,	and	radiates	off	a	number	of	the	nocker-maintained	rides	and	attractions.	She	keeps	exact	records	of	any	who	stay	in	her	territory,	and	always	has	a	running	tally	in	her	mind	concerning	any	displays	of	generosity.	Relevant	rolls	might	include	Alertness	to	keep	track	of	the	wisp	in	a	large	crowd,	Gremayre	to	pick	up	the	trail	if	they	lose
the	wisp,	or	Stealth	to	pass	through	prohibited	areas	unnoticed.	Frailty	Light-Fingers:	Piskies	aren’t	exactly	thieves,	but	somehow	items	of	great	value	always	end	up	in	their	pockets.	While	moving	between	the	courts	is	not	as	taboo	as	it	once	was,	the	practice	is	still	rare,	and	changelings	who	shift	are	often	viewed	with	wariness	by	both	their	old
friends	and	new	allies.	Ban:	Never	keep	a	secret.	¶¶	Some	mortal	witnesses	saw	a	small	boy	getting	into	a	beach	patrol	truck.	The	warehouses	holding	most	of	the	spare	or	broken	parts	of	the	rides	and	attractions	sit	a	few	miles	away	at	the	very	edges	of	town,	out	of	sight	of	the	boardwalk	proper,	and	are	rarely	visited	even	by	locals.	Brastin	is
trapped	indefinitely	by	a	flippant	comment	and	a	well-timed	Contract	cantrip.	Sovereign	bunks:	Silencing	another	with	a	withering	glare,	entering	a	room	only	after	being	announced,	delivering	a	proclamation	to	an	assembled	crowd,	assembling	and	donning	your	most	extravagant	finery.	¶¶	Security	footage	from	the	shops	reveals	a	blurry	figure
leading	Joshua	away.	The	Cast	What	follows	are	characters	for	the	players	to	interact	with	as	they	play	through	the	scenario,	including	members	of	both	visiting	courts	and	a	few	options	for	culprits	behind	the	caper..	Of	course,	such	an	outpouring	is	a	difficult	thing	to	control,	and	more	often	than	not	comes	with	some	unintended	consequences.	As
part	of	Onyx	Path	Publishing’s	on-going	and	generous	week	of	freebies,	designed	to	make	sure	we	all	have	World	of	Darkness	games	to	play	while	self-isolating,	you	can	now	get	Changeling:	The	Dreaming	20th	Anniversary	Edition	for	free.	Cid’s	Seelie	Legacy	is	dominant,	giving	him	the	following	Quest	and	Ban:	Quest:	Regain	Willpower	when	you
overcome	a	truly	challenging	obstacle.	The	most	important	thing	to	consider	when	playing	a	game	like	Changeling	is	the	story.	Her	command	of	Fae	allows	her	to	affect	other	changelings	(Hearty	Commoner,	Fae	•),	other	nobles	(Lofty	Noble,	Fae	••),	and	even	chimera	(Manifold	Chimera,	Fae	•••).	¶¶	If	Joshua	is	once	again	in	the	hands	of	the
antagonists,	the	motley	witnesses	a	commotion	as	they	begin	their	return	to	the	freehold;	they	get	a	look	at	the	antagonists	behind	the	plot	as	they	try	to	flee	with	him	in	tow.	Noble:	A	changeling	with	a	title.	¶¶	Redcaps:	Rowdy,	aggressive	types.	Arts	like	Contract,	Naming,	or	Sovereign	often	have	no	accompanying	visual	or	aural	displays,	yet	their
effects	are	undeniable.	Just	off	the	end	of	the	boardwalk,	far	from	the	parking	and	the	biggest	attractions,	the	freehold	is	often	mistaken	for	a	rundown	bait	shop	or	fishing	supply	store	by	the	mundane	population,	an	opinion	only	encouraged	by	a	durable	enchantment	over	its	door	that	causes	them	to	disregard	the	unimpressive	structure.	One	Foot
In,	One	Foot	Out	¶¶	Pooka:	Excitable	pranksters	that	sport	minor	animal	features.	If	the	players	want	to	negotiate,	they	can	try	to	appease	the	attacking	parties	based	on	any	of	the	reasons	below:	¶¶	The	Deepwood	Glen	fiefdom	wishes	to	expand	their	territory	and	influence.	Every	End	is	a	Beginning	Changelings	exist	in	a	cycle	of	reincarnation.	Prop
allows	her	to	command	items	worn	by	others	(Ornate	Garb,	Prop	•),	and	Scene	allows	her	to	expand	the	effects	of	her	cantrips	over	everyone	in	the	room	(The	Chamber,	Scene	•).	As	such,	her	cantrips	all	cost	one	Glamour	to	cast.	All	of	William’s	Soothsay	cantrips	are	chimerical.	Confident	that	when	the	whole	thing	crumbles,	she’ll	be	the	one	to



rebuild	it	in	a	way	that	better	suits	her	fancy,	she’s	kept	her	intentions	a	secret	from	everyone	except	Cardis	and	Madoc.	The	locals	that	wander	near	the	place	lose	any	desire	to	go	inside,	and	rumors	abound	that	it’s	haunted.	Using	her	power	this	way	is	always	obvious	to	even	the	most	mundane	passersby,	and	briefly	alters	the	world	around	her,
bringing	in	new	sights,	sounds,	and	scents.	Having	traveled	with	Erissa,	they	all	at	least	know	of	the	surrounding	nobles,	and	Part	Three:	Yours	to	Keep	21	may	have	spent	a	night	or	two	in	the	freeholds	belonging	to	them.	Roleplaying	Soft-spoken	as	he	is,	William	is	a	font	of	knowledge	and	unlike	some	of	his	kith	he	enjoys	freely	sharing	what	he
knows,	especially	if	others	would	rather	he	didn’t.	All	of	Erissa’s	cantrips	are	Wyrd,	and	affect	both	the	Dreaming	and	the	mundane	world.	Freehold:	A	gathering	site	for	changelings,	usually	infused	with	Glamour.	Literally	impossible	to	scare	them,	but	their	obsessive	natures	mean	they’re	usually	their	own	undoing.	Legerdemain	bunks:	Juggling	three
or	more	objects,	making	an	item	“disappear,”	throwing	your	voice,	mirroring	someone	else’s	actions.	If	they	aren’t	waiting	to	greet	the	travelers	with	Erissa	and	Cid,	they	are	likely	inside	the	freehold,	waiting	for	the	rest	to	arrive.	Each	house	has	ties	to	one	of	the	two	courts,	and	has	its	own	traditions,	beliefs,	and	practices.	She	prefers	to	let	her
attitude	do	the	talking,	and	if	that	doesn’t	work,	her	fists.	Motivations:	Serve	Cassiopeia,	guard	Joshua	Arts:	Wayfare,	Metamorphisis	Realms:	Fae,	Chronos	Unseelie	Uprising	Though	their	number	is	surprisingly	small	in	Point	Avalon,	the	Unseelie	commoners	share	a	tight	bond.	In	preparation	for	the	final	scene,	one	member	of	the	faction	should	be
missing	from	the	boardwalk.	Realms	work	with	Arts	to	determine	who	or	what	the	changeling	is	doing	it	to.	Part	Two:	The	Rules	of	Play	15	Part	Three:	Yours	to	Keep	The	Dreaming	reaches	out	to	everyone	who	is	willing	to	receive	it.	Balefire:	Where	Glamour	is	stored	and	focused	within	a	freehold.	Errant’s	Seelie	Legacy	is	dominant,	giving	her	the
following	Quest	and	Ban:	Quest:	When	someone	achieves	happiness	due	to	your	efforts	but	is	unaware	of	the	part	you	played	in	it,	regain	Willpower.	Motivations:	Protect	his	citizens,	preserve	his	reputation	Arts:	Contract,	Naming,	Pyretics	Realms:	Fae,	Prop	Anessa	Selkie,	Unseelie	Primary:	Mental	Secondary:	Social	Tertiary:	Physical	Excellent:	Wits,
lore	Good:	Performance,	sympathy	Poor:	Combat,	strength	Torn	between	her	two	loves	—	her	lord	and	the	sea	—	Anessa	most	often	stays	with	Tiersen	for	the	summer	and	leaves	for	warmer	weather	when	the	winter	comes.	Through	their	pooled	Retinue,	the	motley	has	a	dedicated	staff	that	further	protects	the	freehold	from	mundane	intruders.	This
could	mean	Deepwood	Glen	closes	their	borders	and	prepares	for	war,	that	the	Unseelie	in	Point	Avalon	flee	but	galvanize	to	strike	again,	or	that	the	three	houses	band	together	to	face	whatever	further	threats	come	from	the	mysterious	Shadow	Court.	Oneiromancy	The	ability	to	interpret	dreams	is	highly	prized.	This	requires	the	player	to	make	a
successful	Perception	+	Kenning	roll	(difficulty	7).	Home	to	chimera	and	faeries.	32	Changeling:	The	Dreaming	Jumpstart	Errant’s	Arts	include	Chicanery	(3)	and	Legerdemain	(2).	The	two	hold	different	ideals	to	be	paramount,	and	a	changeling’s	choice	of	court	often	speaks	to	his	personality.	¶¶	Lily	Stoneheart:	The	group’s	more	aggressive	muscle,
willing	to	fight	instead	of	talking	it	out.	Next	to	it	is	a	door	that	leads	to	a	small	office	overseeing	the	floor	of	the	warehouse.	Bunks	When	casting	cantrips,	changelings	can	use	bunks	to	ease	the	process	of	casting.	He	moves	with	graceful	yet	disturbing	fluidity,	casually	contorting	himself	to	accomplish	even	the	simplest	tasks	without	a	second
thought.	Stealthy	hunters,	more	skilled	than	any	in	close	combat.	How	well	does	it	disrupt	the	Autumn	world	and	evoke	the	Dreaming?	Since	the	shift	in	leadership	that	put	Erissa	in	charge,	she	has	become	the	de	facto	voice	of	the	Unseelie	members	of	town	due	to	her	familiarity	with	the	sidhe,	because	it’s	certainly	not	for	her	patience	or	courtly
knowledge.	Motivations:	Incur	debts,	occlude	his	purpose	Arts:	Autumn,	Metamorphosis	Realms:	Fae,	Prop	Thallain	Nightmares	can	birth	the	same	creatures	as	dreams,	and	the	dark	reflections	of	changelings	seek	to	survive	the	same	as	their	cousins.	Cantrips	are	either	chimerical	(only	perceptible	by	other	changelings	or	enchanted	mortals)	or	Wyrd
(affecting	both	the	mundane	world	and	the	Dreaming).	With	the	summer	crowds	in	full	swing,	she	has	a	deep	tan	and	sandy	hair.	A	botch	on	the	roll	indicates	the	mortal	either	develops	an	unhealthy	fascination	with	the	sidhe	in	the	case	of	a	positive	interaction,	or	an	obsessive	hatred	in	response	to	a	negative	one.	They	are	shaken	by	the	loss	of	their
ward,	and	don’t	know	Point	Avalon	well	enough	to	be	of	help	in	searching	for	him.	While	important	for	creating	consistent	shared	boundaries	and	fairly	adjudicating	uncertain	results,	ultimately	the	rules	and	rolling	dice	should	be	secondary	to	telling	a	good	story,	and	players	are	encouraged	to	explore	every	situation	creatively	as	they	portray	their
characters.	Arts	When	casting	cantrips,	a	changeling	uses	her	Arts	to	determine	the	effect	she	will	cause	with	her	magic.	Physical	damage	affects	the	changeling’s	mortal	body,	and	heals	at	a	slower	rate.	If	Joshua	is	still	missing,	he	demands	the	motley	continue	to	search	for	Joshua	in	exchange.	Considered	part	of	the	local	court	there,	the	ones	that
leave	always	return	at	least	once	a	season,	while	the	rest	have	made	the	town	their	permanent	home.	A	troll	gains	an	additional	Bruised	health	level	and	dot	of	Strength	when	he	takes	up	his	first	oath.	Leaders	of	the	groups	(Keelin,	Cassiopeia,	and	Shadra)	are	ideal	replacements	for	the	chimera,	while	any	of	their	companions	are	easily	swapped	for
the	door	guard.	Goals	The	motley	needs	to	reclaim	what	is	theirs.	Redcaps	prefer	meat	—	animal	or	human	—	but	once	the	hunger	gets	going,	they	will	eat	anything.	Strong	bonds	with	wildlife,	but	uncomfortable	with	their	mortal	forms.	Scene	1:	A	Tangled	Web	Joshua,	the	fledgling	sidhe	from	Cresthaven,	has	gone	missing.	Lily’s	Arts	include	Winter
(1)	and	Primal	(2).	Her	Realms	are	Actor	(5)	and	Fae	(3).	Phase	Two:	Attack.	The	Cresthaven	motley	focuses	all	their	attention	on	protecting	Joshua	if	they	already	have	him,	ensuring	he	safely	arrives	at	the	freehold.	Attacks	are	made	against	difficulty	6,	and	the	player	rolls	Strength	+	2	to	deal	Lethal	damage.	Courts	All	changelings	identify	with	one
of	the	two	courts:	Seelie	or	Unseelie.	Locals	know	some	parents	will	take	their	children	home	in	their	patrol	cars,	but	didn’t	recognize	the	driver	as	one	of	the	usual	patrol	members.	All	cantrips	begin	with	a	difficulty	of	8.	Though	he	doesn’t	have	perfect	control	over	his	abilities	yet,	he	can	release	impressive	amounts	of	chaotic	power	through
Unleashing.	Dice	Pools	Players	determine	how	many	dice	they	will	roll	for	any	given	action	by	their	Traits.	¶¶	Any/all	relevant	Storyteller	antagonists	Characters	¶¶	The	Cresthaven	Court	cannot	continue	or	decides	to	retreat),	the	Seelie	commoners	ensure	the	safe	escape	of	the	motley	and	their	guests,	while	the	Unseelie	band	together	with	whoever
takes	over.	Calling	upon	Winter,	she	can	Chill	her	targets	to	slow	them	down,	or	freeze	them	to	break	them	—	or	make	them	easier	to	break	(Winter	•).	To	say	he	isn’t	loyal	to	them	would	imply	he	served	them	in	the	first	place;	Madoc	tends	to	put	his	own	best	interests	first,	and	hangs	around	with	Shadra	and	Cardis	because	doing	so	provides	him	the
benefits	of	having	an	audience	for	his	tricks,	not	to	mention	others	to	back	him	up	when	things	go	wrong.	If	they	succeed,	they	find	Joshua	huddled	under	the	boardwalk.	Dragon’s	Ire	Dragon’s	Ire	comprises	all	the	passion	and	danger	its	name	evokes.	The	call	to	adventure	is	strong	in	wilders,	and	the	status	quo	is	never	good	enough.	Four	enchanted
guards	patrol	the	room	seemingly	in	a	daze,	while	a	chimerical	sphinx	lounges	with	a	small,	terrified	figure	in	the	central	clearing.	If	a	particular	activity	isn’t	listed,	assume	it’s	average.	To	slight	Keelin	means	certain	doom	18	Changeling:	The	Dreaming	Jumpstart	through	the	most	unexpected	means;	only	the	nature	of	the	doom	varies.	Botching	a	roll
is	an	extravagant	failure,	and	is	triggered	by	a	roll	with	no	successes	and	at	least	one	die	showing	1.	Slumbering	changelings	that	enter	their	Chrysalis	often	do	so	in	the	summer,	when	the	town	comes	alive	with	Glamour	and	the	vivacious	energy	of	its	carefree	visitors.	Their	curiosity	tempered	by	wisdom,	they	not	only	have	the	knowledge	to
complete	their	goals,	but	the	means	to	make	them	last.	How,	exactly,	do	they	plan	on	going	about	recovering	the	boy,	and	what	clues,	if	any,	do	they	have	about	where	might	have	gone?	Sovereign	A	potent	favorite	of	the	nobility,	Sovereign	provides	a	way	for	a	changeling	to	remain	in	control	of	a	situation	when	decorum	fails	and	respect	is	hard	to
come	by.	Add	or	subtract	one	die	if	it’s	a	situation	they’re	specialized	in	or	mostly	unfamiliar	with,	and	there	you	have	it	—	an	instant	dice	pool.	Noble	Bearing:	Sidhe	have	a	quiet	dignity	at	all	times.	Chimera:	Dreamstuff.	If	the	motley	is	unwilling	to	offer	anything	she	considers	to	be	useful,	she	will	continue	her	assault.	Cid’s	command	of	Fae	allows
him	to	affect	other	changelings	(Hearty	Commoner,	Fae	•),	other	nobles	(Lofty	Noble,	Fae	••),	and	even	chimera	(Manifold	Chimera,	Fae	•••).	Lily’s	fae	mien	is	even	more	intimidating	than	her	human	appearance,	with	dull	gray	skin	and	a	mouthful	of	bloody,	gnashing	teeth.	Players	may	choose	to	block,	dodge,	or	parry.	Basic	knowledge	of	Scene
allows	a	changeling	to	scale	her	cantrip	to	affect	the	entirety	of	a	small,	enclosed	area,	usually	a	single	room;	as	she	progresses,	she	will	be	able	to	stretch	her	reach	to	the	entirely	of	a	building,	further	to	everything	along	a	street,	and	even	eventually	to	an	entire,	easily-defined	outdoor	area	(a	city	block,	a	park,	a	forest).	With	this	Art,	changelings
can	move	with	impossible	speed,	gain	entry	to	any	location	they	desire,	or	even	fly.	The	player	rolls	a	total	of	seven	dice	and	determines	the	outcome	from	her	number	of	successes.	¶¶	Sluagh:	Quiet	collectors	of	knowledge	and	secrets.	His	Realms	include	Fae	(3)	and	Prop	(2).	When	using	Storyteller	characters,	generalized	dice	pools	(see	the	Instant
Dice	Pools	sidebar,	p.	Characters	Scene	4:	...Quietly	into	the	Night	Whichever	faction	the	players	or	Storyteller	have	decided	are	the	culprits	makes	itself	known	in	this	scene,	if	they	haven’t	already.	Bunks	are	actions	the	changeling	takes	to	disrupt	the	Autumn	World	around	him,	making	it	easier	for	him	to	channel	Glamour	into	the	mundane	world.
Ban:	Never	knowingly	cause	distress	or	harm	to	anyone.	Any	dice	showing	1	subtract	a	success	from	the	total	number	rolled.	While	this	Art	can	summon	up	gouts	of	flame	suitable	for	any	arsonist’s	fancy,	the	larger	focus	of	this	Art	is	fire’s	purifying	and	cleansing	properties.	All	characters,	names,	places	and	text	herein	are	copyrighted	by	White	Wolf
Entertainment.	Beginners	can	affect	commonly-worn	items	like	clothing	and	mundane	accessories.	Use	it,	and	the	door	swings	easily	open	to	reveal	the	freehold	inside.	Phase	Four:	Resolution	and	damage.	Necessary	for	changelings	to	remain	in	touch	with	reality,	but	dangerous	in	high	amounts.	She	dresses	practically,	and	is	never	seen	without	her
signature	scuffed	leather	jacket	and	battered	red	baseball	cap.	Among	these	temporary	visitors	are	always	more	changelings,	either	following	the	paths	of	Glamour	that	lead	them	to	the	small	town	or	else	following	the	tales	of	the	selkies	and	eshu	that	frequent	it.	She	still	always	has	her	leather	jacket,	but	to	changelings	it	always	has	a	strange	sheen,
as	if	it	were	slightly	damp	with	an	unknown	substance.	Changeling	is	played	with	a	set	of	10-sided	dice.	Emerging	from	her	Chrysalis	at	the	peak	of	the	season	the	year	she	turned	13,	she	spent	most	of	her	teenage	years	learning	the	ins	and	outs	of	courtly	life	from	her	predecessor,	meeting	with	the	aristocracy	of	nearby	territories	as	they	passed
through	each	summer.	¶¶	Dairaenn:	Unseelie.	The	crowds	milling	about	are	eagerly	anticipating	something,	gathering	near	the	railing	on	the	boardwalk	and	at	the	edges	of	the	pier.	Unsurprising	that	this	kith	often	finds	itself	in	a	traveling	cirque	or	as	part	of	some	avant-garde	group	of	street	performers.	Delicately	crafted	beams	of	driftwood	support
the	building,	while	private	rooms	branch	off	from	hallways	to	the	right	and	left.	It’s	not	a	World	or	a	Chronicles	of	Darkness	game.	The	practice	allows	its	users	to	pilfer	objects	off	someone	else’s	person,	manipulate	and	move	objects	without	touching	them,	and	even	conjure	up	temporary	placeholders	to	cover	for	an	item	they	have	stolen	or	are
otherwise	lacking.	In	the	Near	Dreaming,	the	building	opens	up	into	a	spacious	bungalow.	Changelings	commanding	this	craft	can	call	upon	winds	whenever	they	choose	to	augment	their	speed	or	impede	an	enemy,	use	electricity	to	short	out	electrical	appliances,	or	protect	any	item	they	choose	by	causing	it	to	discharge	electric	shocks	to	anyone
who	wrongfully	disturbs	it.	Mortal	Seeming:	The	human	form	and	mindset	of	a	changeling.	They	block	the	way	to	the	door	when	the	motley	arrives,	noncombative	but	refusing	to	let	their	friends	through,	saying	only	that	it	isn’t	their	place	anymore.	¶¶	Errant	Sharely:	A	member	of	the	traveling	troupe,	she	is	an	acrobat	and	the	troupe’s	face	to	the
public.	In	his	fae	mien,	William’s	eyes	are	mere	pinpricks	in	his	white	face,	while	his	chapped	black	lips	split	frequently	in	a	disturbing	grin.	When	she	doesn’t	travel	with	the	rest	of	the	troupe,	she	usually	spends	most	of	her	time	on	her	own	working	odd	jobs,	either	bored	or	annoyed	by	the	mortals	that	occupy	the	town	most	of	the	year.	Any	time	she
can	provoke	a	rise	out	of	the	sidhe	or	cause	her	to	lose	some	of	her	courtly	composure	is	a	win	in	Lily’s	book.	The	place	is	cluttered	and	spottily	lit,	offering	plenty	of	cover	to	use	for	sneaking	and	hiding,	or	junk	to	create	a	loud	diversion.	Cid	calls	upon	the	Arts	of	Dragon’s	Ire	(2)	and	Summer	(3).	Some	sort	of	magic	is	obviously	at	work,	but	lacking
intimate	knowledge	of	the	town,	the	visitors	beseech	the	local	court	to	find	their	missing	member,	offering	handsome	rewards	if	he	is	returned	safely.	Unfortunately,	there’s	no	way	to	fix	their	memories	at	the	moment.	Rather	than	determine	the	outcome	of	every	interaction,	dice	rolls	should	be	used	when	failure	would	be	interesting	or	the	outcome
of	the	action	is	seriously	in	doubt.	The	appearance	of	new	nobles	especially	is	a	rare	and	wonderful	event	—	and	the	loss	of	one	all	the	more	devastating.	Though	she	does	seek	to	serve	those	that	deserve	it	their	comeuppance,	she	always	does	so	in	a	way	that	will	make	anyone	watching	laugh	rather	than	jeer.	Dreaming,	the:	A	world	created	by	human
dreams	and	imagination.	Against	the	walls	are	small,	cozy	bunks	to	host	visiting	travelers	and	allow	those	that	need	it	to	bask	in	its	glow.	Michl,	Nicky	Rea,	Holden	Shearer,	John	Snead,	Vera	Vartanian,	Amy	Veeres,	Peter	Woodworth	Dedication	Christine:	For	my	father,	who	sparked	my	interest	in	gaming;	for	the	Long	Island	crew,	who	welcomed	me
to	my	first	table;	for	Peter,	who	helped	me	take	my	first	steps	on	this	path;	and	most	of	all	for	Sean,	who	has	always	supported	me,	no	matter	what	I	got	myself	into.	6	Changeling:	The	Dreaming	Jumpstart	¶¶	Liam:	Seelie.	Her	fickle	but	caring	heart	has	a	soft	spot	for	Joshua,	and	she	is	the	most	visibly	upset	by	his	Part	Three:	Yours	to	Keep	17
disappearance.	While	not	all	of	them	are	enchanted,	the	performers	look	out	for	their	own.	Though	uncommon,	it’s	also	possible	for	changelings	to	move	from	an	“older”	seeming	back	to	an	earlier	one.	In	broad	strokes,	the	Realms	of	Actor	and	Fae	allow	changelings	to	target	other	people,	be	they	changelings,	mortals,	or	Prodigals,	while	Nature	and
Prop	allow	changelings	to	affect	the	natural	world	and	items	around	them.	Childling:	Everything	is	new	and	exciting	to	a	childling,	and	they	are	prone	to	fits	of	passion	without	considering	repercussions.	If	the	players	choose	to	engage	with	and	attempt	to	comfort	him,	the	Storyteller	can	lower	the	difficulty	appropriately.	Lily	Stoneheart	41	While	the
most	common	progression	for	changelings	is	to	move	from	childling	to	wilder	to	grump,	some	changelings	may	remain	in	one	Seeming	their	whole	existence,	or	even	skip	stages	of	the	progression	entirely.	Characters	can	attempt	to	soak	damage	and	shrug	off	an	attack.	Her	Realms	are	Fae	(3),	Scene	(1),	and	Prop	(1).	Lady	Keelin	de	Winter	Sidhe,
House	Dairaenn,	Unseelie	Primary:	Mental	Secondary:	Physical	Tertiary:	Social	Excellent:	Entrapment,	guilting	Good:	Tracking,	stealth	Poor:	Empathy,	authenticity	Cold	but	practical,	Keelin	reigns	over	a	small	freehold	with	a	firm	hand.	Fooling	a	target’s	senses	is	easy	for	a	practitioner	of	this	Art,	as	is	acquiring	life’s	many	small	necessities	through
the	unwitting	generosity	of	those	around	him.	Autumn	The	Autumn	Art	is	considered	to	be	dark	and	dangerous,	useful,	yet	frightening.	If	you	do,	lose	a	point	of	Willpower.	While	not	rare,	it	isn’t	always	easy	to	come	by,	and	without	exposure	to	it,	a	changeling’s	fae	half	will	simply	fade	away.	Changeling:	A	Faerie	soul	harbored	in	a	mortal	body	for
protection	against	Banality.	¶¶	Aesin:	Unseelie.	Though	they	open	the	doors	to	plenty	of	others	throughout	the	year,	these	five	Kithain	make	up	the	core	of	their	local	freehold.	All	of	Cid’s	cantrips	are	chimerical,	and	do	not	cost	Glamour	to	cast.	Summer	bunks:	Indulging	a	fantasy,	stargazing	under	a	new	moon,	rolling	in	fresh-mown	grass,	dancing
through	sprinklers,	building	a	bonfire.	White	Wolf,	Vampire,	World	of	Darkness,	Vampire	the	Masquerade,	and	Mage	the	Ascension	are	registered	trademarks	of	White	Wolf	Entertainment.	Though	reclusive,	he	is	well	known	throughout	Point	Avalon,	and	is	considered	the	backbone	of	the	community	of	“townies”	that	inhabit	the	shore	year-round.
Never	without	a	quip	or	a	joke,	she	is	frequently	the	one	to	set	the	group	at	ease	and	help	reduce	tensions	with	a	bout	of	laughter.	Though	he	prefers	not	to	deal	with	her	redcap	friends,	their	friendship	goes	back	the	farthest.	Those	that	have	seized	the	freehold	haven’t	had	much	time	to	fortify	it,	but	they	are	willing	to	defend	it	by	any	means
necessary.	Cassiopeia	Thallain,	Sevartal	Primary:	Mental	Secondary:	Social	Tertiary:	Physical	Excellent:	Kenning,	Gremayre	Good:	Manipulate,	leadership	Poor:	Grappling,	strength	Cassiopeia	is	a	member	of	the	sevartal,	the	dark	counterpoints	to	the	sidhe	who,	unlike	many	Thallain,	can	pass	as	their	fair	cousins.	With	Soothsay,	William	can	divine
clues	about	his	targets	through	Omen	(Soothsay	•),	or	attempt	to	locate	his	target	through	Seer’s	Wisp,	though	he	can’t	attempt	to	find	the	same	target	more	than	once	(Soothsay	••).	Thus,	changelings	seek	to	surround	themselves	with	as	much	Glamour	as	they	can.	Even	with	close	friends,	she	has	trouble	offering	conflicting	opinions	or
straightforwardly	contradicting	someone.	If	the	group	wants	to	establish	more	details	about	their	retinue,	they	can	each	also	describe	a	companion	their	character	knows.	All	of	the	members	of	the	same	family	are	called	a	kith.	Armor	allows	changelings	to	further	soak	lethal	damage	and	chimerical	aggravated	damage.	¶¶	Sidhe:	Ethereal	leaders	of
changeling	society.	With	basic	knowledge	of	Actor,	a	changeling	can	affect	a	single	close	friend,	and	as	she	learns,	can	manipulate	friendly	associates,	passing	acquaintances,	and	even	her	enemies.	The	difficulty	to	soak	damage	is	6,	and	every	success	reduces	the	damage	by	1.	¶¶	Clurichauns:	Also	known	as	leprechauns.	They	can	also	see	through
any	illusory	magic;	this	requires	the	expenditure	of	a	point	of	Willpower	and	a	successful	Perception	+	Alertness	roll	(difficulty	7).	She’s	done	her	best	to	ensure	that	she	can	take	the	nobles	by	surprise	and	watch	them	tear	themselves	apart	once	their	pitiful	diplomacy	and	decorum	fail.	The	Seelie	Code	consists	of	four	tenets:	¶¶	Death	Before
Dishonor	¶¶	Love	Conquers	All	¶¶	Beauty	is	Life	¶¶	Never	Forget	a	Debt	Part	One:	A	World	of	Dreams	5	The	Unseelie	Court	By	contrast,	the	Unseelie	Court	believes	change	is	inevitable	and	should	be	embraced.	A	prankster	to	the	core,	she	enjoys	teasing	her	friends,	and	always	has	a	new	joke	when	the	conversation	turns	dour.	Not	yet	into	his	teens,
he	is	young	enough	to	be	easily	influenced	by	those	around	him,	making	his	disappearance	an	even	more	pressing	matter.	The	Scene	Realm	can	never	be	the	only	Realm	invoked	when	casting	a	cantrip.	Autumn	bunks:	Hiding	your	face,	blowing	out	a	candle,	constructing	a	costume,	casting	at	midnight.	Honorable	and	honest	to	a	fault,	and	expect	it
from	others.	This	could	be	a	spiteful	final	play,	or	it	could	have	been	their	plan	all	along,	with	Joshua	serving	as	a	diversion	while	they	look	for	something	or	stake	their	claim.	Before	making	her	roll,	a	player	can	choose	to	spend	a	point	of	Willpower	in	order	to	add	one	automatic	success	to	her	roll.	Neither	One,	Nor	Quite	the	Other	Life	as	a
changeling	is	one	of	duality;	you	exist	as	a	fae	soul	in	a	mortal	body,	cut	off	from	your	ancestral	home	of	magic	and	dreams,	and	forced	to	blend	in	with	the	mortals	around	you.	Mastery	over	Time	allows	the	cantrip	to	repeat	again	after	being	dormant	for	a	time,	allowing	such	effects	as	cantrips	that	activate	at	the	start	or	close	of	a	season,	or	at	every
lunar	eclipse.	Actor	allows	her	to	target	her	True	Friends,	mundane	folk	she	is	close	to	(Actor	•),	Personal	Contacts,	those	she	has	had	moments	of	interaction	with	and	whose	names	she	knows	(Actor	••),	Familiar	Faces,	those	she	only	knows	in	passing	but	can	recognize	(Actor	•••),	Dire	Enemies,	those	who	have	acted	as	an	antagonist	in	any	way
(Actor	••••),	and	even	Complete	Strangers,	anyone	she	can	see	around	her	(Actor	•••••).	Do	not	ever	place	anything	in	front	of	a	redcap’s	mouth	you	wouldn’t	mind	losing.	While	some	Arts,	such	as	Naming	and	Winter,	were	once	practiced	only	by	the	nobility	or	members	of	a	particular	court,	it	is	now	widely	acknowledged	that	all	changelings	can
learn	and	use	any	Art.	Soothsay	Soothsay	is	the	practice	of	scrying	and	divination.	Use	of	this	Art	allows	the	caster	to	control	a	room,	compel	a	target	to	obey	his	commands,	or	prevent	unwanted	guests	from	entering	a	location.	In	its	middle	tiers,	Prop	offers	control	of	simple	objects	and	machines,	and	eventually	complicated	electronic	mechanisms.
¶¶	Nockers:	Foul	mouthed	but	inspired	crafters	of	unmatched	ability.	When	a	piskey	sees	something	she	desires,	she	can’t	help	but	swipe	it,	often	without	consciously	making	the	decision	to	do	so.	¶¶	Ailil:	Unseelie.	Goals	The	players	need	to	determine	precisely	where	the	missing	boy	has	been	taken.	Storytellers,	if	you	need	to	know	off	the	top	of
your	head	how	many	dice	to	roll	for	a	random	character,	use	the	following	guidelines:	An	average	person	with	no	training	rolls	two	dice,	an	average	person	with	basic	training	rolls	four	dice,	a	talented	or	seasoned	individual	rolls	six	dice,	a	prodigy	or	dedicated	expert	rolls	eight	dice,	and	a	master	rolls	10	dice.	Serving	as	a	distraction	while	the	motley
makes	their	getaway	and	keeping	the	crowd	on	the	boardwalk	is	the	nightly	fireworks	display;	the	sounds	and	flashes	of	which	also	help	conceal	some	of	the	more	obvious	effects	of	cantrips	being	slung	around.	This	stigma	comes	with	a	+2	difficulty	(or	greater)	penalty	on	any	roll	involving	social	situations	other	than	Intimidation.	If	the	defender	rolls
more	successes	than	the	attacker,	she	has	successfully	blocked	the	attack.	In	the	center	of	the	main	room	sits	the	focus	of	the	building,	the	balefire	itself.	Each	success	after	the	first	adds	one	more	die	to	the	pool.	Oath:	A	pact	made	between	two	changelings	and	backed	by	the	Dreaming.	Lily’s	command	of	Fae	allows	her	to	affect	other	changelings
(Hearty	Commoner,	Fae	•),	nobles	(Lofty	Noble,	Fae	••),	and	even	chimera	(Manifold	Chimera,	Fae	•••).	Strong	of	Will	and	Body:	When	a	troll	is	at	his	duty,	nothing	can	stand	in	his	way.	The	Locals	Aside	from	the	motley	and	some	seasonal	residents,	the	local	changeling	community	hosts	a	number	of	nockers	and	boggans	yearround,	as	well	as	a
small	corby	of	redcaps	Lily	calls	her	“friends.”	The	nockers	maintain	a	number	of	small	but	fantastic	attractions	on	the	boardwalk,	built	and	passed	down	from	master	to	apprentice	and	capable	of	truly	magical	things,	and	the	boggans	own	a	few	bed	and	breakfasts	that	make	their	year	during	the	summer	and	allow	them	to	live	cozily	but	minimally	the
rest	of	the	time.	She	encourages	him	to	follow	his	natural	inclinations,	those	being	hoarding	whatever	he	likes,	and	kidnapping	the	occasional	child	—	activities	spriggans	tend	to	indulge	in	with	disturbing	regularity.	Though	he	prefers	to	keep	to	himself	and	can	be	politely	Cid	Steelskin	37	described	as	having	a	few	rough	edges,	he	takes	his	work	as	a
handyman	seriously	and	enjoys	the	various	repairs	that	inevitably	come	from	living	close	to	the	water.	On	a	bad	day,	however,	Cid	can	have	a	temper.	Can	be	creatures,	items,	or	natural	features	of	either	dreams	or	nightmares.	Fae	Fae	allows	changelings	to	affect	creatures	of	the	Dreaming,	including	other	changelings,	chimera,	and	the	even
stranger	beings	like	Gallain	and	Adhene.	His	eyes	are	small	and	take	in	everything,	while	his	ears	almost	visibly	prick	like	a	cat’s	when	secrets	are	being	told	nearby.	Scene	and	Time	are	the	two	“modifier”	Realms,	and	cannot	be	used	independently	with	Arts.	Indulging	her	flights	of	fantasy	even	as	she	saw	her	mentor	beginning	to	slide	into	Banality,
she	traveled	for	as	long	as	she	could	with	her	friends	before	accepting	her	role	as	a	mainstay	of	the	community	around	her.	The	most	obvious	examples	of	Banal	locations	are	cubicle	farms	or	call	centers,	where	deviation	from	the	norm	is	nearly	forbidden,	and	creativity	and	emotional	responses	are	punished.	All	rights	reserved.	Dragon’s	Ire	bunks:
Declaring	a	challenge,	sharpening,	cleaning,	or	assembling	a	weapon,	initiating	a	battle	cry.	Motivations:	Be	a	hero,	explore	his	new	world	Arts:	Naming,	Spring,	Wayfare	Deepwood	Glen	Deepwood	Glen	is	the	territory	to	the	south	of	Point	Avalon.	¶¶	Players	may	convince	the	guard	to	let	them	in,	or	deactivate	the	pad	(Intelligence	+	Larceny,
difficulty	7)	and	pick	the	lock	(Intelligence	+	Larceny,	difficulty	6)	to	gain	entry.	Naming	bunks:	Filling	a	page	with	the	target’s	name	and	destroying	it,	carving	a	series	of	intricate	runes	in	stone.	A	changeling	should	try	to	evoke	the	effect	she	desires	for	her	cantrip	in	her	bunk	while	disrupting	the	ambient	forces	of	Autumn.	The	houses	are:	¶¶
Beaumayn:	Seelie.	Her	Improvised	Weapon	specialty	means	she	can	use	almost	anything	as	a	weapon	in	melee,	rolling	Strength	+	1	Bashing	damage.	Birthrights	Dark	Appetite:	Redcaps	can	eat	anything.	Without	armor,	changelings	can	soak	bashing	damage	and	chimerical	damage	that	is	bashing	or	lethal.	They	flit	wildly	from	one	pursuit	to	the	next,
often	leaving	behind	messes	for	others	to	clean	up,	bringing	magic	to	others	around	them,	living	in	whatever	whim	catches	their	interest	in	that	moment.	Occultists	and	monster	hunters,	occasional	receivers	of	prophetic	visions.	If	the	players	scare	him	off	through	excessive	violence	or	botch	their	attempt	to	talk	to	him,	he	Unleashes	Wayfare	and
vanishes.	If	successful,	the	attack	inflicts	a	minimum	of	three	health	levels	of	damage	in	addition	to	any	damage	rolled,	and	the	redcap	comes	away	with	a	mid-fight	snack.	Used	together	with	Realms.	Changelings	tend	to	restrict	their	fighting	to	inflicting	chimerical	damage	against	each	other	whenever	possible.	With	Legerdemain,	she	can	Ensnare
others	and	slow	or	stop	them	(Legerdemain	•),	and	use	Mooch	to	acquire	small	objects	in	the	possessions	of	others	(Legerdemain	••).	A	pooka	using	Metamorphosis	to	Unleash	is	surrounded	by	the	yips,	howls,	and	trills	of	animals	as	he	transfigures	his	target.	Liam	characters	begin	with	one	additional	dot	of	Banality.	Winter	cantrips	allow	the	caster
to	strike	fear	and	dread	into	the	hearts	of	her	targets,	freeze	them	into	solid	blocks,	or	prevent	them	from	feeling	any	kind	of	meaningful	emotion.	Skycraft	bunks:	Standing	outside	during	a	storm,	breaking	a	long	silence,	shorting	out	an	electrical	device,	screaming	into	the	wind.	To	block,	roll	Dexterity	+	Brawl;	to	dodge,	roll	Dexterity	+	Athletics;	to
parry,	roll	Dexterity	+	Melee,	all	at	difficulty	6	(8	against	ranged	weapons).	They	can	attempt	to	sneak	in	and	avoid	interacting	with	the	guards,	do	their	best	to	negotiate	their	way	inside	and	act	like	they	belong,	or	Optional	Encounter:	In	Pursuit	In	the	wake	of	Joshua’s	Unleashing,	the	motley	returns	to	the	boardwalk	to	find	the	members	of
Cresthaven	waiting.	Finally	making	it	back	to	their	freehold,	the	motley	finds	it	taken	over	by	the	antagonists.	Changelings	will	mourn	the	loss	of	one	of	their	own,	but	also	acknowledge	that	in	time	their	friends	will	return	and	resume	their	journeys	again.	Any	time	an	Autumn	sidhe	successfully	enchants	or	even	meaningfully	interacts	with	a	mortal
(successful	use	of	Intimidation,	Expression,	Leadership,	etc.),	the	Storyteller	should	roll	the	mortal’s	Willpower	against	a	difficulty	of	the	sidhe’s	Glamour	rating.	Difficulty	All	dice	rolls	have	a	difficulty	set	by	the	Storyteller.	No	matter	the	outcome,	there’s	plenty	for	the	Point	Avalon	motley	to	pursue	within	the	world	of	Changeling:	The	Dreaming.	28
Changeling:	The	Dreaming	Jumpstart	Frailty	Adoration:	Autumn	sidhe	are	better	with	mortals	than	their	Arcadian	cousins,	but	that	carries	problems	of	its	own.	Spring	bunks:	Sharing	an	impassioned	embrace,	jumping	naked	into	a	lake,	surrounding	yourself	with	a	series	of	concentric	circles.	They	are	each	chimerically	and	physically	armed	for	one
style	of	combat,	and	can	either	be	subdued	or	circumvented.	Looking	to	help	the	resurgence	of	the	dark	fae,	Cassiopeia	seeks	to	cement	herself	as	a	figure	of	power	and	wipe	out	the	changelings	in	power.	As	long	as	she	can	cement	more	power	for	herself,	she	will	leave	peacefully	after	negotiations	have	finished.	Appearance	Slender,	lanky,	and	tall,
William	appears	unsettling	at	best.	Seelie	childlings	are	exuberant	and	excitable,	and	Unseelie	childlings	are	more	prone	to	mischief	and	tantrums.	Great	success	when	playing	the	numbers	or	finding	weaknesses,	but	have	trouble	when	dealing	with	other	people.	Failing	to	deactivate	the	PIN	pad	will	set	off	an	alarm,	alerting	anyone	inside	to	their
presence.	Prop	allows	her	to	command	items	worn	by	others	(Ornate	Garb,	Prop	•),	simple	devices	without	moving	parts	or	electrical	components	(Crafted	Tool,	Prop	••),	and	more	complex	items	that	don’t	require	a	power	source	(Mechanical	Device	(Prop	•••).	Shadra	Redcap,	Unseelie	Primary:	Physical	Secondary:	Mental	Tertiary:	Social	Excellent:
Subduing,	intimidation	Good:	Extortion,	blackmail	Poor:	Intimacy,	affection	The	de	facto	leader	of	the	Unseelie	in	Point	Avalon,	Shadra	enjoys	stirring	up	trouble	however	and	whenever	she	can.	¶¶	Aggressively	questioning	or	socially	attacking	Anessa	will	cause	her	to	break	down	into	tears	and	flee,	and	raise	the	difficulty	of	using	Empathy	on
Pomona	to	9.	He	devours	comic	books	and	superhero	movies,	especially	now	that	he	has	a	“secret	identity”	and	powers	of	his	own.	Players	roll	either	Strength	or	Dexterity	+	the	appropriate	combat	skill,	depending	on	whether	brute	force	or	finesse	is	appropriate.	Chimerical	cantrips	have	no	such	minimum	Glamour	cost.	The	players	can	choose	to
approach	the	situation	any	way	they	like.	Prop	allows	him	to	command	items	worn	by	others	(Ornate	Garb,	Prop	•),	and	simple	devices	without	moving	parts	or	electrical	components	(Crafted	Tool,	Prop	••).	Characters	Tiersen,	Anessa,	and	Pomona	are	all	available	for	the	players	to	interact	with	for	this	scene.	Known	for	twisting	the	truth	and	limited
shapeshifting.	They	hold	firm	to	their	ability	to	choose	what	they	wish	to	do,	and	chafe	against	practices	they	deem	frivolous	or	unnecessary.	When	they	aren’t	making	trouble	for	everyone,	the	redcaps	live	to	defend	their	territory	and	the	freehold	to	which	they	have	access,	though	they’ll	never	admit	they	serve	under	Erissa	—	they	claim	Lily	as	their
leader,	even	as	they	accept	the	orders	she	gives	come	from	further	up	the	chain.	The	players	can	choose	where	they	would	like	their	characters	to	begin	in	the	story	—	everyone	inside,	everyone	out,	or	the	two	groups	meeting	up.	This	Flaw	is	already	reflected	on	Erissa’s	character	sheet.	Alternatively,	this	technique	using	IFTTT	and	RSS	to	subscribe
to	‘as	it	happens’	email	alerts	for	the	RPG	newsletter	Routinely	Itemised	can	be	adapted	with	the	Free	to	Download	tag	page.	Its	members	value	their	individuality	and	independence.	This	can	be	modified	by	a	number	of	factors	(see	table	below).	Location’s	Banality	is	>	7	+1	Using	Time	Realm	+1	Using	Scene	Realm	+1	Using	kith’s	affinity	Realm	-1
Cast	cantrip	in	a	Freehold	-1	Cast	cantrip	using	a	bunk	-1	to	-5	Unleashing	In	desperate	times,	changelings	can	attempt	to	push	the	limits	of	their	magical	abilities.	If	the	motley	manages	to	sneak	or	negotiate	their	way	through	the	room,	the	difficulty	of	convincing	him	is	6;	if	they	choose	to	fight,	the	difficulty	is	8,	as	he	is	intimidated	by	their	use	of
violence.	Something	about	the	way	the	sun	gleams	off	the	water	and	the	wind	plays	through	the	dune	grass	16	Changeling:	The	Dreaming	Jumpstart	betrays	the	subtle	glamour	of	the	place,	as	does	the	way	the	scent	of	the	ocean	carries	even	miles	away	from	the	shore.	Give	them	a	thumbs	up	in	the	rating	system.	Known	as	muses,	and	love	to	inspire
mortals.	Members	of	the	Point	Avalon	motley	include:	¶¶	Erissa	Brightwood:	the	leader	of	the	local	changeling	community	and	Lady	of	the	freehold.	Her	voile	looks	plain	at	first	glance,	but	a	longer	look	reveals	that	it	never	seems	to	settle	on	a	color,	fabric,	Errant	Sharely	31	or	pattern.	Roleplaying	Erissa	embodies	the	idea	that	the	nobles	should
serve	the	people.	The	burst	of	Glamour	from	his	Chrysalis	still	hangs	about	him	—	he	can	Unleash	his	Arts,	but	has	no	steady	control	over	them	just	yet.	Despite	her	cold	demeanor,	she	is	the	most	accommodating	of	her	house,	if	only	to	ensure	she	can	demand	the	most	in	return.	The	ultimate	concern	for	the	players	at	the	start	of	the	story	is	to
determine	their	first	course	of	action.	Players	can	discover	any	or	all	of	the	following	from	their	surroundings:	¶¶	Using	Primal	on	any	part	of	the	boardwalk	will	reveal	the	direction	in	which	Joshua	traveled.	They	can	combine	these	approaches,	either	as	one	attempt	goes	wrong	or	as	part	of	a	premeditated	plan,	however	they	see	fit	(for	example:
subduing	the	guards	and	negotiating	with	the	chimera,	or	sending	one	group	to	engage	and	distract	the	guards	while	the	others	retrieve	Joshua).	Relations	between	the	fiefdoms	are	amiable,	and	members	of	the	two	courts	freely	travel	between	the	two	territories.	All	mystical	and	supernatural	elements	are	fiction	and	intended	for	entertainment
purposes	only.	Joining	the	motley	more	on	a	dare	than	anything,	she	traveled	with	the	crew	for	a	year	before	deciding	life	on	the	road	wasn’t	for	her,	and	was	the	first	to	permanently	settle	back	home.	Still,	she	rarely	felt	like	she	truly	fit	in	with	the	sleepy	town.	He	is	willing	to	go	along	with	Shadra’s	plan	to	destabilize	the	current	power	structure	now
that	such	an	inviting	target	is	present.	A	changeling’s	ability	to	divine	answers	is	only	limited	by	her	Realms.	¶¶	Leanhaun:	Unseelie.	There	are	three	factions	that	may	come	into	play	as	the	players	pursue	the	missing	changeling;	the	Storyteller	can	choose	one	to	use	at	the	start,	or	let	her	players’	reactions	determine	the	faction	they	ultimately
discover	is	responsible.	This	book	contains	mature	content.	Changelings	use	Glamour	to	cast	their	cantrips	and	remain	in	touch	with	their	faerie	souls.	Usually	in	the	right	place	at	the	right	time.	This	book	is	also	dedicated	to	the	amazing	players	and	Storytellers	of	Jeweled	Birds,	Winter's	Edge,	Liberty	City	Rising,	What	the	Puck,	Stained	Glass
Hearts,	Eternal	Harvest,	the	New	Dream,	Innocents	Lost,	and	all	the	other	chronicles	that	kept	the	Dreaming	alive	for	the	last	20	years.	If	they	have	Joshua,	they	abandon	him	and	retreat	to	Deepwood	Glen	when	they	are	defeated.	they	succeed	automatically	in	distracting	or	incapacitating	one	of	the	antagonists.	The	cantrips	made	available	to
practitioners	of	this	Art	include	evoking	or	amplifying	emotions,	protecting	or	warding	people	and	places,	and	even	using	Summer’s	cleansing	fire	to	lash	out	at	enemies	or	burn	away	some	of	the	Banality	that	threatens	to	swallow	the	Autumn	World.	Inventors	and	crafters,	always	looking	to	improve	the	world	around	them.	As	a	noble	of	House	Liam,
Cid	receives	the	following	Boon	and	Flaw:	Boon:	House	Liam	holds	a	particular	affinity	with	mortals	and	those	in	pain,	taking	on	burdens	others	cannot	bear.	Banality,	like	Glamour,	can	infest	locations	and	individuals.	When	using	the	Contract	Art,	for	example,	drawing	up	a	contract	might	reduce	the	difficulty	of	a	changeling’s	cantrip	by	1,	if	at	all,
but	spray	painting	it	on	a	wall	and	tagging	the	hands	of	both	taking	part	before	shaking	on	it	would	reduce	the	difficulty	by	2,	or	3	if	the	location	is	a	particularly	popular	one.	Unique	among	changelings,	sidhe	are	split	into	two	groups,	Arcadian	and	Autumn.	An	Opening	Chapter	“Yours	to	Keep”	can	be	played	as	a	standalone	story,	or	it	can	be	a
starting	point	for	a	longer	chronicle.	Point	Avalon	is	small	enough	that	its	year-round	residents	almost	all	know	each	other	by	name,	and	the	fae	community	is	even	tighter-knit	than	its	mundane	counterpart.	Goals	Players	must	find	a	way	into	the	warehouse	and	then	locate	Joshua	inside.	Manipulators	and	politicians,	and	highly	skilled	at	both.	The
players	and	storyteller	should	have	at	least	10	dice	between	them.	Serving	the	Unseelie	House	of	Dairaenn,	they	believe	deeply	in	hospitality,	and	also	that	disrespecting	said	hospitality	deserves	(occasionally	disproportionate)	retaliation.	Because	of	how	integral	a	troll’s	word	is	to	his	very	being,	a	troll	chooses	his	oaths	—	and	those	to	whom	he
becomes	oathbound	—	very	carefully.	Part	One:	A	World	of	Dreams	7	Part	Two:	The	Rules	of	Play	Changeling	is	a	game	played	through	narration	and,	when	need	be,	dice	rolling	to	determine	how	effective	the	character’s	actions	are.	If	they	do	not	succeed,	the	antagonists	instead	find	Joshua	again,	and	the	players	must	track	him	to	a	secondary
location	and	free	him.	Part	Two:	The	Rules	of	Play	9	Injury	and	Healing	There	are	two	kinds	of	damage	changelings	can	suffer.	Goals	With	the	group	reunited,	they	intend	to	return	to	the	freehold,	either	to	regroup	if	they	lost	Joshua	again	or	to	recuperate	if	they	have	rescued	him.	As	characters	take	damage,	they	accumulate	penalties	based	on	the
severity	of	their	injuries.	Arts	can	accomplish	a	variety	of	effects.	They	have	a	number	of	options,	including	employing	friends	to	help	search	or	questioning	members	of	their	Scene:	A	Tangled	Web	Sensory	Inspirations:	The	roar	of	the	ocean,	the	sting	of	salt	in	the	air,	a	cool	breeze	Goals	¶¶	Determine	Joshua’s	location	¶¶	Optional:	Unlock	the
Cresthaven	Court’s	memories	(Empathy,	difficulty	8)	Obstacles	¶¶	No	immediately	apparent	leads	¶¶	Conflicting	accounts	of	the	disappearance	Characters	¶¶	The	Cresthaven	Court	¶¶	Members	of	the	motley’s	retinue	22	Changeling:	The	Dreaming	Jumpstart	retinue	regarding	any	strange	occurrences	they	might	have	witnessed.	Part	Three:	Yours	to
Keep	27	Erissa	Brightwood,	Autumn	Sidhe	The	most	levelheaded	of	the	group,	Erissa	spends	her	life	playing	the	mediator	among	her	ragtag	group	of	friends.	You	find	your	best	company	among	those	with	the	wildest	imaginations,	the	biggest	dreams,	and	the	most	resilient	hope.	Nothing	is	potentially	outside	the	grasp	of	this	Art,	as	changelings	see
everything	as	woven	together	in	one	great	tapestry.	Even	a	scream	only	comes	out	as	a	soft	sigh.	With	a	sufficient	Empathy	roll	(difficulty	8),	the	members	recall	more	than	that	Joshua	simply	went	missing;	they	each	recall	the	moment	of	his	disappearance	with	a	sense	of	déjà	vu,	and	recall	a	figure	lingering	nearby,	though	they	can’t	recall	any
defining	features.	Aside	from	concrete	physical	affects,	Arts	also	impact	less	tangible	concepts.	The	changeling’s	mastery	over	his	Arts	determines	the	effects	he	can	cause	while	his	Realms	dictate	his	target.	One	insists	he	wandered	away	after	expressing	the	desire	to	go	down	to	the	beach,	another	that	he	was	taken	with	the	carnival	games	and
slipped	away	to	play	one,	while	another	still	swears	he	was	by	her	side	while	they	watched	a	group	of	performers	and	was	missing	when	they	paused	for	applause.	If	the	players	choose	to	call	upon	their	friends	(Lily’s	corby,	for	example,	or	members	of	their	retinue),	¶¶	•All	antagonists	in	this	scene	are	chimerically	armed.	Actor	Prop	Actor	allows	the
changeling	to	manipulate	or	control	the	inhabitants	of	the	Autumn	world.	She	will	rarely,	if	ever,	refuse	to	help	someone	who	asks	for	her	aid,	and	if	she	can’t	help	out	herself,	she	will	use	her	authority	to	ensure	someone	else	is	assigned	to	provide	whatever	aid	is	needed.	Metamorphosis	Among	the	applications	of	Metamorphosis	are	the	abilities	to
transform	objects	and	individuals,	altering	their	appearance,	giving	them	animal	qualities,	or	shrinking	or	enlarging	them.	His	natural	abilities	and	role	as	a	contortionist	mean	he	is	also	quite	capable	of	squeezing	in	and	out	of	spaces	that	would	usually	be	thought	impossible	to	access,	giving	him	unprecedented	access	to	anywhere	he	wishes	to
explore.	They	cannot	change	their	mass,	but	can	contort	into	almost	any	shape.	Kith:	A	particular	family	of	changelings,	i.e.	eshu,	pooka,	clurichaun,	etc.	The	player	rolls	for	her	chosen	defense,	reducing	her	pool	by	one	die	each	time	she	defends	until	she	has	no	more	dice	to	roll	or	no	more	attacks	to	defend	against.	Banality:	Directly	opposes
Glamour.	Finding	unexpected	allies	in	his	childhood	friends	after	his	fae	self	awakened,	William	rejoined	the	group	and	quickly	became	their	most	valued	source	of	information.	Cantrips	Changelings	harness	Glamour	to	cast	cantrips,	a	form	of	magic	that	allows	them	to	call	upon	their	Glamour	to	invoke	specific	effects	in	the	world.	The	motley’s
retinue	is	either	driven	out	or	enchanted	to	fight	against	them,	so	they	must	make	their	way	inside	and	attempt	to	reclaim	what	is	theirs.	Both	kinds	of	damage	have	varying	levels	of	severity.	Therefore,	if	a	player	rolled	four	successes	on	his	attack,	he	rolls	base	damage	+	3	to	determine	his	damage.	Chicanery	bunks:	Performing	a	sleight-of-hand
trick,	wearing	an	elaborate	disguise	for	a	day,	revealing	a	secret	to	a	group.	It	always	comes.	It	exemplifies	the	ideals	of	new	life,	order,	and	light.	Falling	in	with	the	crew	more	out	of	convenience	than	any	true	friendship,	he	pals	around	with	the	others	because	they	usually	let	him	do	whatever	he	pleases,	and	even	request	it	on	occasion,	letting	him
make	a	fuss	and	draw	attention	while	they	go	about	whatever	their	intended	business	is.	Wilder:	Wilders	embody	fearlessness	and	lofty	aspirations	—	a	dangerous	combination	for	anyone	in	their	way.	Though	outwardly	intimidating,	he	takes	pleasure	in	the	simple	things	in	life	—	the	tide	coming	in,	a	bonfire	as	the	first	chill	of	winter	comes	in,	or	the
tang	of	salt	in	the	air	around	them.	Storytelling	Tips	Motivations:	Maintain	the	group’s	reputation,	keep	Shadra’s	secrets	Arts:	Pyretics,	Primal	Realms:	Nature,	Prop	Madoc	Lawson	Pooka	(Mole),	Unseelie	Primary:	Mental	Secondary:	Physical	Tertiary:	Social	Excellent:	Spying,	misdirection	Good:	Stealth,	lying	Poor:	Focus,	empathy	The	least	malicious
of	the	group,	Madoc	simply	likes	a	good	practical	joke...usually	at	the	expense	of	someone	else.	If	the	players	wish	to	use	characters	of	their	own	devising,	that’s	fine	–	the	Storyteller	will	simply	have	to	adjust	some	motivations	and	obligations	to	get	them	involved	at	the	start,	as	suits	their	personalities	and	histories.	Leaders	(Keelin,	Cassiopeia,
Shadra)	have	7	dice	for	combat,	while	their	followers	have	5.	Any	dice	that	show	numbers	equal	to	or	above	that	number	are	successes.	¶¶	Scathach:	Seelie	(nominal).	Glamour:	Inspiration,	dreams,	and	creativity.	Unleashing	channels	Glamour	through	the	Dreaming,	and	its	effects	are	related	directly	to	the	changeling’s	kith.	Piskies	add	1	dot	to
Dexterity.	What’s	Inside	The	following	is	a	scenario	for	Changeling:	The	Dreaming,	including	an	introduction	to	the	themes	and	concepts	of	play,	the	scenes	as	they	can	play	out	over	time,	and	the	Storyteller	characters	players	will	interact	with	on	their	quest.	When	they	discover	Joshua	has	fled,	they	offer	to	help	find	him	again,	hoping	familiar	faces
will	put	him	at	ease.	This	cannot	be	decided	after	the	roll.	Just	because	it	won’t	last	doesn’t	mean	it	isn’t	worth	experiencing,	and	just	because	one	person’s	memories	will	fade	doesn’t	mean	their	friends	and	loved	ones	will	forget.	William	found	a	fast	friend	in	Lily,	who	often	protected	the	slight	boy	from	bullies,	and	in	return	he	told	her	juicy	gossip
about	their	enemies.	8	Changeling:	The	Dreaming	Jumpstart	To	determine	the	dice	pool	for	an	action,	the	Storyteller	dictates	which	Trait	the	player	will	use	and	the	Ability	that	relates	to	it,	representing	the	character’s	natural	skill	and	the	sum	of	her	knowledge	working	together.	A	sluagh	cannot	use	this	Birthright	when	restrained	or	confined	by	cold
iron.	¶¶	Lady	Keelin	is	open	to	negotiation,	seeking	to	gain	more	power	for	her	own	court.	Chronos	Manipulation	of	time	is	a	tricky	thing,	and	only	the	brave	do	more	than	dabble	in	Chronos.	Realms:	Aspects	to	be	affected	by	Glamour	when	casting	a	cantrip.	Horribly	deformed	in	various	ways,	but	bear	their	deformities	as	marks	of	pride.	Glamour	is
counteracted	by	Banality,	the	force	of	despair,	tedium,	and	the	death	of	inspiration.	Chicanery	allows	simple	deceptions	to	be	accepted	without	question,	questionable	items	or	actions	to	go	unnoticed,	and	even	for	peculiar	orders	to	be	obeyed.	Players	roll	roll	one	die	and	add	to	a	number	equal	to	their	Dexterity	+	Wits	to	determine	the	order	of
actions	in	combat.	A	smaller	court	that	borders	Point	Avalon	to	the	south,	Deepwood	Glen,	is	also	scheduled	to	attend	the	meeting,	though	communication	with	them	is	usually	intermittent	and	they	have	not	recently	confirmed	their	attendance.	With	an	established	history	and	two	bordering	territories	to	negotiate	with,	“Yours	to	Keep”	has	multiple
possible	jumping-off	points	at	which	to	begin	a	Changeling	chronicle.	You	thrive	among	others	like	yourself,	all	of	you	working	together	to	preserve	what	Glamour	still	exists	in	this	Autumn	World.	Phase	Three:	Defense.	Nothing	Lasts	Forever	On	the	surface,	the	world	of	Changeling	can	seem	an	almost	whimsical	place,	full	of	magical	creatures	and
fairy-tale	plots,	but	at	the	heart	of	every	changeling’s	life	is	one	simple	truth:	nothing	lasts	forever.	When	casting	a	cantrip,	both	the	changeling	and	her	target	are	wreathed	in	Glamour,	making	casting	a	difficult	practice	to	hide	from	those	who	can	see	the	chimerical	world.	As	a	noble	of	House	Liam,	Erissa	receives	the	following	Boon	and	Flaw:	Boon:
House	Liam	holds	a	particular	affinity	for	mortals	and	those	in	pain,	taking	on	burdens	others	cannot	bear.	The	Realms	of	Scene	and	Time	do	not	add	to	the	dice	pool.	C	hristine	B	eard	Credits	Writer:	Christine	Beard	Developer:	Peter	Woodworth	Editor:	Dixie	Cochran	Artists:	Brian	Leblanc,	Bryan	Syme,	Melissa	Uran	Art	Director:	Mike	Chaney
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single	enormous	structure,	or	cluster	of	related	buildings.	This	offer	closes	at	the	end	of	the	day.	Legerdemain	Masters	of	sleight	of	hand	are	well	at	home	with	the	Art	of	Legerdemain.	Arcadian	sidhe	are	recent	arrivals,	are	susceptible	to	Banality,	and	considered	out	of	touch	with	commoners.	Barrel-chested	and	solid	all	the	way	through,	his	deep
laugh	is	known	to	shake	the	rafters.	The	dice	pool	for	these	levels	of	damage	is	just	the	armor	rating.	These	successes	can	be	in	any	combination	of	these	skills.	The	motley’s	retinue	doesn’t	know	much	about	anyone	being	missing,	but	does	know	there	has	been	an	odd	amount	of	activity	near	one	of	the	warehouses	on	the	edge	of	town.	Though	she
strives	to	be	open	and	outwardly	helpful,	on	occasion	her	advice	is	cryptic	and	inscrutable.	Appearance	With	tangles	of	long,	blonde	hair,	shining	eyes,	and	perpetually	sun-kissed	skin,	Erissa	fits	the	role	of	a	summer	child	perfectly.	The	20th-anniversary	edition	brings	the	timeline	forward,	giving	us	a	look	at	what’s	happened	to	the	Dreaming	in	the	20
years	the	book	has	been	out	for.	In	the	unlikely	event	that	the	motley	is	unable	to	reclaim	their	freehold	(the	motley	26	Changeling:	The	Dreaming	Jumpstart	¶¶	The	Thallain	have	no	interest	in	negotiating	the	return	of	the	freehold,	but	offer	to	not	harm	the	players	if	they	will	acknowledge	Cassiopeia	as	their	leader	and	turn	Joshua	over.	Even	when
their	fae	natures	fade,	their	mortal	lives	go	on,	and	upon	death	their	souls	are	reborn	anew	in	different	bodies	to	eventually	awaken	again.	Botches,	of	course,	can	have	truly	disastrous	consequences,	as	raw	Glamour	is	an	unforgiving	element	when	mishandled.	William	Ashe,	Sluagh	By	far	the	most	reserved	of	the	group,	William	always	enjoyed	his
solitude.	Lily’s	Unseelie	Legacy	is	dominant,	giving	her	the	following	Quest	and	Ban:	Quest:	Regain	Willpower	when	you	succeed	in	your	pursuit	of	pleasure.	William	has	access	to	the	Seer’s	Wisp	cantrip,	which	can	locate	targets.	The	Dreaming	can	infuse	items,	locations,	and	even	beings	with	its	power,	and	the	result	is	often	something	beautiful	to
perceive.	Otherwise-successful	rolls	can	turn	to	failures	if	enough	1s	are	rolled.	(These	are	already	recorded	on	Erissa’s	character	sheet.)	When	they	invoke	the	Wyrd,	this	beauty	becomes	overpowering.	Run	the	risk	of	becoming	the	hunted.	Less	likely	to	lose	themselves	to	the	Dreaming,	but	more	likely	to	forget	important,	mundane	things.	Phase
One:	Initiative.	Around	the	side	and	hidden	from	sight	is	a	guard	patrolling	another	locked	door	with	a	keypad	requiring	an	access	code.	Trolls	also	cannot	botch	Athletics	or	Alertness	rolls.	With	a	number	of	antagonists	and	a	variety	of	possible	outcomes,	players	can	choose	to	continue	their	adventure	from	where	they	end,	whether	they	have
successfully	accomplished	all	their	goals	and	stand	victorious,	or	have	been	forced	to	flee	their	home	and	need	to	regroup.	This	does	not	prevent	cantrips	from	harming	them,	of	course,	they	just	don’t	lose	their	poise	when	it	happens.	Can	identify	all	kinds	of	magic,	but	have	a	tendency	to	stick	their	noses	where	they	don’t	belong.	He	may	also	flee	the
group	if	they	cannot	convince	him,	or	try	to	forcibly	remove	him	without	talking	to	him	first.	Bully	Browbeat:	Redcaps	are	so	frightening	they	can	Intimidate	anything,	from	mortals	and	unenchanted	supernatural	beings	to	imaginary	or	chimerical	creatures.	Birthrights	Nimble:	The	slender,	agile	bodies	of	piskies	were	meant	to	twist	and	turn	their	way
out	of	trouble.	The	other	nobles	are	perplexed	and	can	recall	nothing	of	his	disappearance.	Known	as	a	popular	tourist	destination,	the	town	comes	alive	in	the	summer	months,	attracting	a	regular	group	of	part-time	residents	as	well	as	a	number	of	steadily	rotating	groups	that	visit	for	a	weekend	or	two	and	flit	away	again.	Seemings	While	her	mortal
body	ages,	a	changeling’s	fae	soul	exists	outside	of	linear	time.	Piskies	are	not	necessarily	subtle	in	their	pilfering,	and	may	very	well	be	seen	stealing,	though	their	Nimble	Birthright	makes	discovery	somewhat	less	likely.	They’ll	have	to	locate	the	missing	boy,	safely	retrieve	him	from	the	hands	of	his	captors,	and	make	their	way	back	to	the	safety	of
their	freehold...even	if	they	have	to	take	it	back	from	their	enemies.	A	redcap	may	also	try	to	sever	a	limb	in	a	fight,	which	requires	five	successes	on	a	Dexterity	+	Brawl	roll	(difficulty	8),	or	three	successes	if	the	victim	has	already	been	grappled.	This	year,	the	lord	of	Cresthaven	Manor	(Point	Avalon’s	neighbors	to	the	north)	sent	word	ahead	that
they	will	have	one	more	in	their	number,	a	recently-awakened	sidhe.	Autumn	sidhe	are	changelings	as	usual,	less	“perfect”	than	Arcadians,	but	more	relatable	for	it.	While	the	answers	granted	by	this	Art	are	often	cryptic	and	subject	to	interpretation,	Soothsay	cantrips	do	always	reveal	the	truth…	from	a	certain	point	of	view.	A	natural	leader,	she	was
always	the	one	to	not	only	take	charge	when	the	situation	called	for	it,	but	to	broker	peace	in	volatile	situations.	At	its	highest	level,	she	can	even	extend	her	power	to	those	she	has	no	relationship	at	all.	Grump:	Grounded	and	patient,	grumps	build	strong	foundations	and	have	the	will	to	see	far-reaching	plans	through	while	childlings	play	and	wilders
explore.	Among	them	are	a	few	beachcombers	who	keep	the	area	clean	and	keep	up	the	minimal	appearance	of	business;	an	elderly	couple	who	were	enchanted	after	pledging	themselves	to	the	perpetuation	of	their	town	and	its	visitors,	and	who	oversee	the	maintenance	of	the	building	itself;	and	the	mundane	members	of	the	motley’s	performing
troupe.	They	seek	to	weaken	Point	Avalon	and	Cresthaven	Court	simultaneously	by	kidnapping	the	new	noble	and	seizing	new	territory	in	the	confusion.	Part	Two:	The	Rules	of	Play	13	Pyretics	Though	Primal	offers	access	to	all	manner	of	the	elements,	Pyretics	deals	specifically	with	fire.	As	his	position	and	House	are	as	of	yet	undetermined,	they
intend	to	bring	him	along	to	get	a	taste	of	courtly	politics	on	a	larger	scale,	and	to	meet	those	he	is	likely	to	work	with	once	his	status	and	role	are	determined.	To	resist	this	compulsion,	the	player	must	make	a	successful	Willpower	roll	(difficulty	8).	Using	Metamorphosis,	William	can	alter	the	cosmetic	appearance	of	his	targets,	(Sparrows	and
Nightingales,	Metamorphosis	•)	where	the	number	of	successes	dictate	the	duration,	or	shrink	or	enlarge	a	target	(Worms	and	Giants,	Metamorphosis	••),	where	successes	determine	how	drastic	the	transformation.	When	William	is	in	town	now,	he	often	occupies	a	dark	corner	in	the	bar	where	she	works.	If	you	miss	out,	you	have	missed	out.
Chimerical	damage	affects	a	changeling’s	fae	self,	and	is	only	visible	to	other	changelings	or	enchanted	mortals.	Should	a	troll	be	betrayed,	the	player	must	roll	Willpower	(difficulty	8)	to	restrain	the	troll’s	rage.	If	Joshua	is	safe,	Tiersen	offers	each	member	of	the	motley	a	choice	of	a	favor	from	his	Court,	or	a	chimerical	weapon	or	armor	piece	made
by	his	best	craftsmen,	both	of	which	can	aide	them	going	forward.	If	the	motley	couldn’t	locate	him,	they	instead	hear	a	shrill	cry,	nearly	lost	underneath	the	noise	of	the	crowds.	Naming	Names	carry	power,	and	those	that	practice	Naming	can	manipulate	that	power	to	terrifying	effect.	Sidhe	cannot	botch	Etiquette	or	Politics	rolls.	Cross	one,	and	it
will	be	the	last	thing	you	do.	Patterns	come	easy,	and	patterns	are	everywhere.	So	long	as	the	characters	have	reasons	to	care	enough	about	a	missing	changeling	to	go	looking	for	him,	it	should	be	no	trouble	once	the	story	starts	rolling.	Before	inheriting	the	freehold,	the	motley	began	as	a	traveling	group	of	performers,	bringing	their	personal	brand
of	delight	and	wonder	to	the	cities	they	passed	through	after	their	home	town	shut	down	in	the	fall.	Damage	rolls	are	made	at	difficulty	6,	where	every	success	is	a	level	of	the	damage	type	done	by	the	weapon.	About	town,	William	and	Lily	share	the	unique	distinction	of	being	two	of	the	very	few	Unseelie	members	of	the	local	changeling	community.
The	Warehouse	The	main	entrance	to	the	warehouse	is	the	large	garage	door,	currently	closed	and	locked.	Some	cantrips	allow	the	player	to	choose	what	type	it	is,	but	casting	a	Wyrd	cantrip	always	costs	one	point	of	Glamour.	Flaw:	House	Liam’s	ties	to	mortals	carry	a	price.	Time	Using	Time	to	modify	a	cantrip	always	raises	the	difficulty	by	1.
Wound	Penalties	Bruised	-0	Hurt	-1	Injured	-1	Wounded	-2	Mauled	-2	Crippled	-4	Incapacitated	Unable	to	Act	Physical	Healing	Times	Level	Bashing	Lethal	Bruised	One	Hour	One	Day	Hurt	One	Hour	Three	Days	Injured	One	Hour	One	Week	Wounded	One	Hour	One	Month	Mauled	Three	Hours	Three	Months	Crippled	Six	Hours	Three	Months
Incapacitated	12	Hours	Five	Months	Chimerical	Healing	Times	Level	Bashing	Lethal	Bruised	30	Minutes	Six	Hours	Hurt	30	Minutes	12	Hours	Injured	One	Hour	One	Day	Wounded	One	Hour	Three	Days	Mauled	One	Hour	Five	Days	Crippled	Three	Hours	One	Week	Incapacitated	Six	Hours	Three	Weeks	10	Changeling:	The	Dreaming	Jumpstart
Glamour	and	Banality	Glamour	is	the	very	substance	that	allows	changelings	to	exist	in	the	mortal	world.	Of	course,	every	summer	will	find	Errant	longing	to	return	to	her	familiar	beach,	if	only	to	see	how	much	has	changed	—	physically,	yes,	but	in	terms	of	the	incoming	crowd	and	her	potential	audience	as	well.	Once	driven	outside	of	the	freehold,
the	local	community	bands	together	against	the	aggressors	for	attempting	to	take	over	their	home.	All	cantrips	include	an	Art,	one	or	more	Realms,	and	usually	a	physical	action	called	a	bunk.	Being	a	changeling	is	all	about	the	ride,	not	the	destination,	and	the	impact	you	can	make	before	your	light	snuffs	out.	Motivations:	Aid	Anessa,	learn
everything	she	can	Arts:	Summer,	Spring	Realms:	Nature,	Scene	Joshua	Sidhe,	Unaffiliated,	Seelie	Primary:	Mental	Secondary:	Social	Tertiary:	Physical	Excellent:	Problem	solving	Good:	Empathy	Poor:	Combat	Having	just	barely	entered	Kithain	society,	Joshua	is	still	learning	a	number	of	things	and	has	only	the	barest	control	over	his	abilities.	While
this	encompasses	mortals,	it	also	includes	Kinain	(fae-blooded	humans),	enchanted	mortals,	and	even	so-called	Prodigals	such	as	mages,	werewolves,	and	vampires.	Of	course,	while	others	look	to	Erissa	with	admiration,	they	tend	to	glance	at	Lily	with	a	wary	eye.	If	a	member	of	House	Liam	lays	hands	upon	a	mortal,	his	player	can	spend	one	Glamour
to	reduce	the	mortal’s	Banality	by	one.	Though	rare,	this	Art	is	no	less	powerful	for	it,	and	those	that	practice	it	possess	the	speed	and	ephemera	of	the	winds	themselves.	The	more	clever	and	inspired	the	bunk,	the	more	benefit	it	provides.	Background	Point	Avalon	is	a	shore	town	that	slumbers	most	of	the	year,	with	a	small,	closely-knit	population
that	keeps	the	town	from	being	completely	deserted	from	fall	on	through	to	spring.	If	there	are	no	successes	in	a	roll,	the	character	fails	at	whatever	she	was	attempting	to	do	and	may	suffer	consequences	as	the	Storyteller	sees	fit.	If	something	goes	wrong,	the	redcap	is	the	first	suspect.	Pyretics	can	be	used	to	reveal	minor	deceptions	and
subterfuge,	to	remove	any	impurities	from	a	substance,	or,	at	its	highest	level,	even	allow	someone	to	be	reborn	after	they	meet	their	end.	Instead,	it	changes	the	scope	of	the	core	Realm	(Actor,	Fae,	Nature,	or	Prop)	already	in	use.	¶¶	Satyrs:	Followers	of	passion	of	any	variety,	and	famous	for	their	parties.	Like	all	trolls,	Cid’s	fae	mien	sports	pale
blue	skin	and	a	small	set	of	horns	that	sprout	from	his	forehead.	Summer	was	a	welcome	reprieve,	when	her	quiet	world	would	light	up	with	all	sorts	of	magic	and	splendor;	the	people	the	season	carried	in	with	it	always	felt	closer	to	her	than	the	ones	who	stayed	behind	did.	The	power	of	Autumn	calls	upon	all	things	restless	and	angry,	and	can	be
used	for	a	variety	of	effects,	including	poisoning	enemies,	manipulating	shadows,	and,	at	its	highest	level,	even	hastening	the	decay	of	a	target	—	temporarily	for	living	things,	more	permanently	for	inanimate	items.	Cantrips	designed	to	humiliate	them	or	make	them	look	foolish	automatically	fail.	Unfortunately,	in	the	Autumn	World,	hearing	its
message	is	a	difficult	thing,	and	as	such,	the	awakening	of	any	new	changelings	is	a	precious	moment.	How	clever?	Scene:	Imagination’s	Graveyard	Sensory	Inspiration:	Axle	grease,	metallic	echoing,	smoke	The	Boardwalk	and	Beach	Bustling	with	the	evening	crowd,	the	boardwalk	is	alive	with	all	manner	of	sights,	sounds,	and	scents.	Birthrights
Titan’s	Power:	A	troll	grows	most	in	power	when	he’s	out	fulfilling	his	duties.	Prop	is	the	domain	of	all	sorts	of	objects,	from	jewelry	to	computers	to	bank	vault	doors.	Scene	Using	Scene	to	modify	a	cantrip	always	raises	the	difficulty	by	1.	How	much	time	and	energy	are	being	invested?	Roleplaying	Aggressive	and	eager	to	get	what	she	wants,	Lily	is
known	locally	not	exactly	as	a	bully,	but	she’s	certainly	not	someone	to	be	challenged.	Their	skin	color,	hair	and	eye	color,	facial	features,	and	clothing	all	appear	to	belong	to	the	group	with	which	they’re	traveling.	One	of	the	only	individuals	who	can	get	anything	out	of	her	“for	free,”	his	eternal	service	is	the	price	Keelin	demands	for	her	aid	and
protection.	Masters	can	even	dabble	in	its	restorative	properties.	Rather	than	listing	specific	traits,	they	refer	to	a	character’s	prowess	in	general	situations.	Cantrips	and	Unique	Items	Weapons:	Cid	has	a	sword	he	favors	in	melee	combat.	Unfortunately	seen	as	the	least	trustworthy	people	around,	and	are	often	the	targets	of	suspicion.

Expatica	is	the	international	community’s	online	home	away	from	home.	A	must-read	for	English-speaking	expatriates	and	internationals	across	Europe,	Expatica	provides	a	tailored	local	news	service	and	essential	information	on	living,	working,	and	moving	to	your	country	of	choice.	With	in-depth	features,	Expatica	brings	the	international	community
closer	together.	Your	business	website	represents	your	brand.	Therefore,	its	functional	efficiency	is	important	for	your	market	reputation.	Our	web	development	services	helps	you	to	develop	websites	that	comply	with	current	industry	standards,	providing	a	seamless	experience	to	your	end-users..	Our	web	developers	create	high-performing	websites
using	state-of-art	website	development	practices.
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