THE FOREST HYMN & PICNIC
PREVIEW & PLAYTEST PACKET 01
CHARACTER CREATION !

INTRODUCTIONS !
Dear Reader,

W

hat you have here is a preview and playtest packet for making
adventurers in The Forest Hymn & Picnic tabletop adventure game.
This is a work in progress document and things are subject to change—
grammatical errors, poor punctuation, and continuity issues are possibly
replete. To make your picnicker, grab the character sheet, a coin, a d20,
some d12s, and d6s. While toying around with this packet you may notice
some things seem confusing or missing and that is because the packet is
removed from the rest of the game’s manuscript. I would love to know what
you think, so get at me on twitter (@swordpeddler) or leave a comment
wherever you nabbed this packet. All text and artwork © 2018 Cone of
Negative Energy.
Love,
Cecil

INSTRUCTIONS !

CREATING YOUR ADVENTURER

T

his chapter will cover the steps you'll take to create your rst forest
dwelling adventurer. The bulk of this chapter is addressed to players
taking on the role of adventurers but narrators must know it as well so that
they might help players through character creation, or use it as a guide when
making non player characters. For this chapter you will need a character
sheet handy, as well as your dice, coin, pencils, scrap paper, and an eraser.
Each section of this chapter will take you step by step through the process,
and the rst step is to look over the character sheet to get an idea of the
kinds of things you'll be jotting down.

MAKE YOUR ADVENTURER IN THESE STEPS:
1. Determine your fair token.
2. Pick your type of forest dweller.
3. Mark your characteristics and signatures.
4. Determine your personality and history.
5. Choose your subjects.
6. Note your signatures.
7. Fill your pockets with things.
8. Learn your superstition.
9. Describe yourself.

TERMS !
FAIR TOKEN

T

his is determined by ipping a coin and marking the heads or tails
result on your character sheet in the space respectably labeled Fair
Token. Your Fair Token is used during character creation and when testing
your luck.

FOREST DWELLER

W

hile The Forest Hymn might be full of many strange types of
dwellers, you have the pick of three for your adventurer. You might
choose to play as a Person; the brazen, brave sort of forest dweller who
enjoys being on the road and getting lost in the woods. Animal Folk are the
most plentiful dweller, scurrying about the place—they prefer a life in town
but are known to explore the forest on business related reasons. If people or
Animal Folk don't catch your fancy, you might instead choose to play as a
Ghost; the strange and costumed dwellers that live on the outskirts of town
and dabble in things supernatural. Take time to read through each entry
before making your decision.

TERMS CONTINUED !
CHARACTERISTICS

O

nce you've picked your forest dweller will you will discover the
characteristics of your adventurer. CHARACTERISTICS are the de ning
attributes of your adventurer's abilities, be they innate talents or acquired
resources.

E

ach of the four main characteristics have a score from 5 to 20—with an
average score of 10—as well as a bonus MODIFIER labeled MOD on your
character sheet. The modi er is determined by how far above or below 10
the characteristic is. For example, People start with a strength characteristic
of 11, giving them a modi er of +1 while Animal Folk start with a strength
of 9; their strength modi er is -1.
The four main characteristics are:
STRENGTH is your physical mettle. The number of pies you can eat or how
many graves you can rob before sunrise.
AGILITY is your re exes and dexterity. How quickly you can get away from
Old Man Buttons after you've stolen apples from his cart.
INTELLECT is your learnedness. Be it from your time in a school house or
from the single yet no less mean street of your home town.
RESOLVE is your power of concentration and determination, willpower, and
connection to the supernatural.

TERMS CONTINUED !
These secondary characteristics do not receive bonus modi ers:
HEALTH is your general fortitude; a measure of just how hurt you can get
before you are too hurt. Beside the box where you record your health is a box
to record WOUNDS. If the number of wounds you have becomes the same as or
higher than your health score you fall unconscious.
WEALTH is your purchasing power. Rather than tracking each and every
penny you pick up o the ground, wealth is used to generalize the amount of
money you have access too—whether it comes from your coin purse, a debt
owed to you, or from the deep pockets of your rich aunt.
LUCK is exactly as it sounds; your chances of bumping into the love or your
life on the street rather than someone who'd rather upend you to empty
your pockets.
DEFENSE is the barrier that separates you from not taking a wound or taking
one. Your defense can be bolstered by magic tricks, signatures, or even by
wearing a thick barrel around yourself. Your defense score can never be lower
than your agility score.

SIGNATURES

A

long with characteristics and subjects your adventurer has SIGNATURES.
These are useful traits and faculties your adventurer has; they are
speci c moves you can use to accomplish goals.

TERMS CONTINUED !
PERSONALITY AND BACKGROUND

E

ach type of forest dweller comes with its own unique set of personality
and background tables. To use the tables you might roll the required
dice on each entry, pick and choose results you prefer, or work with the
narrator and entries as a guide to develop a personality and background of
your own creation. Make notes of your results on the back of your character
sheet or on a scrap piece of paper—your type of dweller, personality,
background, subjects, and characteristics will be used at the end of character
creation to make a short description of your adventurer to record on your
character sheet in the area labeled description.

O

n a scrap of paper take note of any items or subjects you gain while
making your adventurer; you will need to add them to each of their
sections on your sheet as you move down the character creation list. Be sure
to make any changes to characteristics as well.

TERMS CONTINUED !
SUBJECTS AND GRADES

E

ach adventurer has a set of SUBJECTS that reward you with gifts or
punish you with gags—dependent on the subject's GRADE—when
making uestion & Answer rolls. A positive grade in any given subject
awards gifts and a negative grade gives gags. Subjects are applied whenever
possible, whether you decide to apply them to a roll or the narrator asks you
to.

S

ubjects are learned things, skills and abilities picked up through
apprenticeship, study, or use or they are areas you have a particular
weakness in through lack of practice, study, or use. As you start your
adventurer will have very few subjects with grades in them, but as you
progress through your adventures in the woods your subjects will go up and
down in grade, you will gain grades in new subjects, or lose them
completely. Do not feel as if you should only take on challenges that use the
subjects you have good grades in; even if you have no grade in bouquet it
does not mean you can't attempt to identify a strange mushroom in the
woods. There is much to do in The Forest Hymn and challenges should be
met with any resource available. How, when, and where to apply your
subjects to uestion & Answer rolls is covered with detail in Chapter 03.

LIST OF SUBJECTS !
BOU

UET................ Knowledge of owers, grasses, trees, vegetables and other

BREWER..............

plants in the forest.

Knowledge and ability in the cooking of liquids, spirits,
tinctures, or poisons.

CHICANERY........... Skill in petty con dence games, thievery, general
criminality, and bullying.

COLONEL............ Ability to lead and direct, especially under stress.
COXSWAIN............ An understanding of boats, carriages, bicycles, pedal
balloons or any other kind of moving craft.

DAGGERS............... Skill and ability with weapons held in your hands.
DECORUM............ Public manner and etiquette, wisdom of custom,
procedure, and pomp.

ENTERTAINER..... Skill in performing drama and music; acting, busking, or
puppet showery.

FUNAMBULIST......... The ability to perform feats of daring movement such as
somersaults and dives, vaults and rolls.

GAMBLE............... Playing the odds and counting the cards; earning pennies
from chance.

JOCKEY.................. Ability to mount and pilot animals, both domesticated
and wild.

LEDGER................ Studied knowledge of commerce and all that is pecuniary.
PISTOLS............... Skill with weapons that shoot some sort of ammunition.
RECONNOITER.... Ability to gather information and spot what is intended
to be hidden.

SLINK.................... To move or hide silently, often in daylight or plain sight.
SORTILEGE.......... An ability to tap into the world of the supernatural and
skill with magic tricks.

SURGERY............... Knowledge of medical procedures, ailments, and cures.
TRADE................. Skill in the making of goods or providing a service;

smithing, painting, cobbling, tending bar and more.

ANIMAL
FOLK !

ABOUT ANIMAL FOLK !

W

hen people began leaving The Forest Hymn, the animals walked
out of the woods and put on their clothes. They read books, learned
to talk, and used the tools they found in the crumbling workshops. Animal
folk moved into the old houses and beat the dust from the drapes, repaired
the fences and they made themselves a comfortable new lot in life. When
the people had all but vanished, the animal folk became the new people.
Rather, the animals began to be what they think people were like.

T

hese days, the animal folk are the most plentiful of the forest dwellers;
they're a pleasant crowd and most of them are content to lead simple
lives. It's rare for animal folk to travel too terribly far from the village
they've always lived in. They've rebuilt old places and moved in their cousins
and sisters and they've elected mayors and they teach the young ones how to
read, which fork to use for salad and how to properly wear a napkin on the
tops of their heads. You could describe the animal folks as pretending to be
people, but they do a good enough job of it.

N

ot all animal folks are content to play house and raise vegetables
before it gets too cold. These forest dwellers have a knack for getting
into trouble; they excel at the ner arts of burglary and con dence games,
skullduggery and mischief. Even the most well-meaning animal folk are
prone to throwing their inhibitions into wind to get what they want.

TRUTHS AND NAMES !
THESE THINGS ARE TRUE ABOUT ANIMAL FOLK:
They often bicker over the smallest details in an arrangement, even if they
are an agreement with one another.
Most make terrible artisans and have little eye for craft. It is not uncommon
to see village markets full of poorly made furniture, candles, and toys.
Animal folk are fond of business and commerce; they decide the price of
things not by how well it's made or how rare it may be, but how well the
seller haggles with the buyer.
Very few animal folk care to investigate the strange, preferring to avoid
picnicking in the woods and instead settling down with friends and family.
They raise a weary eye to travelers.
Animal folk of the bird variety do not y, and no one is sure why.
Compared to people, animal folks age very swiftly. An animal folk of fty is
nearly the same as a person anywhere between sixty- ve and one hundred
years old.

THESE ARE COMMON ANIMAL FOLK NAMES:

Y

ounger animal folk tend to have short, simple names like Fern, Petal,
Bip, Velvet, Match, Oli, Bean, Flower, Zip, Kel, Sara, Jo, Liz, Leaf,
Ruth, Red, Ada, Nib. Older animal folk who've led storied lives often go by
a title rather than their name: Colonel Bear, Ms. Grackle, Constable Hen, or
Sir Goat. These titles don't often match the animal folk's life.

CHARACTERISTICS !
A LEVEL 0 ANIMAL FOLK
Record these numbers on your charcter sheet in the appropriate areas,
keeping in mind that some of these might change during the personality
stage.

MAIN CHARACTERISTICS:
STRENGTH 9
AGILITY 11
INTELLECT 10
RESOLVE 8

SECONDARY CHARACTERISTICS
HEALTH 4
WEALTH roll 1d6 + 3
LUCK 4
DEFENSE is equal to Agility

LEVEL 0 SIGNATURE
Turn Tail — Whenever you make a roll to run away from a threat, you
may do so with 1 extra gift.

PERSONALITIES !

U

se these tables to create a random, adventuring Animal Folk. You may
also use these tables to create a custom adventurer by cherry picking
which entries you like most. A third option is to use these tables to create
something truly unique with the help of the narrator.

B

egin by determining what kind of animal folk you'll be playing. Flip a
coin, then roll 1d12 on whichever table matches the result of your coin

ip.

ANIMAL TYPE
D12

HEADS

TAILS

1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.

Badger
Bear
Crow
Fox
Goat
Hare
Hen
House Cat
Opposum
Pig
Skunk
Weasel

Crane
Deer
Frog
Grackle
Hedgehog
Hound Dog
Mouse
Otter
Rat
Toad
Tortoise
Wolf

PERSONALITIES CONT'D !

N

ext determine a quirk of your personality. Roll 1d12 to determine your
quirk, and then roll 1d12 to determine your second quirk using the
appropriate, respective tables.

D12

FIRST

UIRK

SECOND

UIRK

1.

You are prone to dancing.

You are afraid of very tall trees.

2.

You love to gamble on musical duels.

Birdsong vexes you.

3.

You prefer being in large groups.

You are scared of the dark!

4.

You feel at home whenever a maypole
or corn maze is near.

Silence makes you quite nervous.

5.

You sign your name on the front of
any book you nd.

You never nished grade school.

6.

You sometimes sing when it would be
more polite to just speak.

You have very poor manners.

7.

You are quite imposing.

You refuse to eat anything with your
hands and require very ne cutlery at
every meal.

8.

You are very loud, usually on accident.

You dislike being touched, grimacing
through hugs and embraces.

9.

If your mother picked a single word
to describe you, it would be
'precocious.'

You cannot stand being left out of the
latest gossip.

10.

You are small and often unnoticed.

You have trouble making eye contact,
a sign of untrustworthiness.

11.

You are very often and to a fault quiet.

12.

Your feet ache, constantly. You are
very vocal about this.

You often correct the posture of
others, even when they stand up
straight.

You cannot stand the rain.

PERSONALITIES CONT'D !

N

ext determine your anecdote. First ip a coin then roll 1d12 on the
appropriate table for your result. Add any relevant information to
your record sheet.

D12

ANECDOTE, HEADS

1.

You're from a wealthy family that's made their fortune selling chairs with only three legs,
each with di ering lengths. ADD 1 TO YOUR WEALTH

2.

As a young child you were lost in the forest for many weeks and faced many fears. ADD 1
TO YOUR RESOLVE

3.

Your family runs a boarding house known well in the forest. YOU ARE WELCOME AT ANY
OTHER BOARDING HOME IN THE WOODS

4.

You were lost, alone, and scared in the woods for many weeks and only recently wandered
into a village. SUBTRACT 1 FROM YOUR RESOLVE

5.

You often misplace your wallet or coin purse. SUBTRACT 1 FROM YOUR WEALTH

6.

You've had a hard time in life, often switching jobs and moving about. Most recently you
were red from a traveling carnival. SUBTRACT 1 FROM YOUR RESOLVE

7.

One of your many brothers and sisters is a wanted criminal. YOU ARE CONSTANTLY
FOLLOWED BY A SHERIFF LOOKING TO CAPTURE YOUR SIBLING

8.

A WISP HAS HAUNTED YOU SINCE YOU WERE A CHILD. Only you can see it and it only seems
to appear in the bottom of empty kettles!

9.

You have a penchant for guessing passwords and secret knocks. YOU ARE ALWAYS
WELCOME AMONG THIEVES

10.

YOU INHERITED A LARGE ESTATE SOME YEARS AGO, but are not sure where it is or what may
be lurking there these days.

11.

You have a habit of nding lost children in the woods. YOU FIND A LOST CHILD IN THE
WOODS ONCE A MONTH

12.

You found some loose change in your coat, and have taken recently to stealing other
coats. ADD 2 TO YOUR WEALTH AND ATTEMPT TO STEAL EACH COAT YOU COME ACROSS

PERSONALITIES CONT'D !
D12

ANECDOTE, TAILS

1.

You ate your family out of house and home, so they sent you away. ADD 2 TO YOUR
HEALTH

2.

You have a rare gift for arithmetic and have used it to make a fortune without working a
day in your life. ADD THE GAMBLE SUBJECT WITH A +1 GRADE

3.

You believe it in your heart that you have a long lost twin and are compelled to nd them
somewhere out in the woods. ADD 1 TO YOUR RESOLVE

4.

You dream of becoming mayor of a village some day, a job you so desperately want. ADD 1
TO YOUR RESOLVE

5.

You were elected mayor of a village yesterday, a job you so desperately wish to avoid.
SUBTRACT 2 FROM YOUR LUCK

6.

You have a bad habit of eating the prize winning vegetables at festivals, fairs and
carnivals. ADD 1 TO YOUR HEALTH EACH TIME YOU EAT A PRIZE WINNING VEGETABLE but be
prepared to be the target of much anger!

7.

You are not convinced ghosts are real, despite growing up next door to one. SUBTRACT 1
FROM YOUR INTELLECT AND ADD 1 TO YOUR RESOLVE

8.

You've been thrown out of every pub you've been to. WHENEVER YOU ENTER A BUSINESS
THAT SERVES WHISKEY FLIP A COIN. IF IT LANDS ON THE SAME SIDE AS YOUR FAIR TOKEN
THEN THEY DON'T REMEMBER YOU AND LET YOU STAY—OTHERWISE THEY ASK YOU TO LEAVE

9.

Your family was forced to abandon the cottage when you were a child, a result of terrible
ooding. During the commotion your father was separated and lost in the woods. HE IS
STILL OUT IN THE WOODS LOOKING FOR YOU

10.

You lose your shoes and hat often. Daily, even. ADD 1 TO YOUR RESOLVE for your pure
determination in keeping up with your things. SUBTRACT 1 FROM YOUR LUCK

11.

You recently lost the ability to hear music; some e ect of the woods no doubt. SUBTRACT
1 FROM YOUR RESOLVE UNTIL YOU FIND A WAY TO HEAR AGAIN BUT ADD 1 TO YOUR RESOLVE
WHEN YOU FIND A WAY TO HEAR MUSIC AGAIN

12.

You've buried an inheritance deep beneath a tree in the woods, but have since forgotten
where that is. IF YOU EVER FIND IT, ADD 5 TO YOUR WEALTH

PERSONALITIES CONT'D !

N
D6

ext roll 1d6 to determine your appearance. After that, roll 1d6 to
determine your age.

APPEARANCE

1.

You tend to wear formal clothes made of ne materials and are usually clean, and well
kept. You have a powdered wig.

2.

You keep yourself clean, mostly. Your clothes are always wrinkled, however, and you
rarely dress up for any occasion.

3.

Your family is large, too large. Your clothes are all second hand and are usually far too big
for you. You try to make up for it by keeping clean and wearing perfumes.

4.

You do not care for keeping clean; your clothes are constantly covered in dirt, your face
smudged and you have a bit of an odor that people politely ignore.

5.

You wear loud and brightly colored clothes; very rarely do your long pants or dress match
your shirt or coat.

6.

You've stolen every piece of clothing you've ever owned from abandoned cottages; they
are usually ill tting and smell musty but you don't care as long as you do not have to pay
a tailor.

AGE

1.

You are in between two and ve years of age; an older child by the standards of
people.

2.

You have recently traded in the short pants of your youth for the britches of young
adulthood—you are in between six and ten years old.

3.

At somewhere between eleven and fteen years old you are seen as a peer to the older
forest dwellers; in the years of animal folks you are an adult of nearly middle age.

4.

You are exactly sixteen years old; an age comparable to the middle age of people.

5.

You grow more grey each day and at the healthy age of anywhere between seventeen and
thirty years old you've begun thinking of settling down sometime soon..

6.

At over thirty years old you've picked out a place to retire, but you're curious if a
better place might be around the next bend in the woods.

SUBJECTS !

F

inally you will pick your subjects. Remember, these subjects are not the
only qualities that de ne you! During play, feel free to use subjects on
your character sheet you have no grade or even a negative grade in, or even
attempt feats not covered by any subject.

GOOD GRADES
From the following subjects, pick three and add them to your character
sheet with a +1 grade on each. While deciding, think about your personality
results and what strengths might match the adventurer you want to play
best.

CHICANERY, GAMBLE, SLINK, LEDGER, COXSWAIN, DECORUM

BAD GRADES
From the following subjects, pick three and add them to your character
sheet with a -1 grade on each. While deciding, think about your personality
results and what weaknesses might match the adventurer you want to play
best.

BOU

UET, PISTOLS, DAGGERS, TRADE, SURGERY, RECONNOITER

GHOSTS !

ABOUT GHOSTS !

O

f all the strangeness and unease that slinks among the trees of The
Forest Hymn, ghosts are probably the least worrisome and far more
agreeable than those damned wisps. Ghosts live among the People and
Animal Folk of the woods; they're a mostly polite lot who prefer to keep to
themselves reading their books and tending their gardens. Despite their
outlandish costumes, most forest dwellers are ne calling a ghost their
neighbor.

A

ghost is a shapeless mist, a gust of life that can be blown away in a
light wind to never be heard from again and they dress accordingly.
The clothes they wear are lled to the brim with odds and ends to keep them
stapled to the forest oor, and then tightly sewn or tied shut—holding
them in and giving them all the faculties of people and animal folk alike. Of
the few forest dwellers who view the world with a scholarly lens, most agree
that the costumes a ghost wears has some connection to a particular ghost's
former life.

T

here is no doubt that The Forest Hymn is blanketed by an eerie fog of
the supernatural; it makes the hairs on the necks of people stand
straight and it's what convinces old missus Pig to button the shutters tight
when the sun goes down. Ghosts pay it no mind, however, as they seem to
have a natural attunement for what many would call the occult.

TRUTHS AND NAMES !
SEVERAL FACTS ALL TRUE OF GHOSTS:
A majority of ghosts are reclusive, but occasionally you'll nd them as
bakers, farmers, sheri s, or even keeping shop the same as anyone else
might.
As long as a ghost keeps their costumes closed they do not age. However,
ghosts seem to not remember much further than their most recent thirty
years or so.
It is easy to convince a ghost to take up picnicking in the woods; simply
dangle the promise of strange books in front of them or just ask politely.
Ghosts are as quick as people and animal folk to fall in love with the smell of
freshly baked breads or a good roast warming in the hearth, but they cannot
eat.
When ghosts speak, their voice sounds as if it is coming from very far o in
the distance or even like they are stuck in a jar.
Ghosts have a fondness and a great talent for music and acting; ghosts out
exploring the abandoned roads of the forest are commonly looking for new
audiences to impress or a dollar to be made.

NAMES COMMON AMONG GHOSTS:

G

hosts take many odd names, often as the title of their haunts or from
musical compositions they have eeting memories of: Bullet Creek
Boggart, Grave Hill Overture, Southwoods Specter, Tall Hill Spook,
Bootlegger's Motet, Brushwood Phantom, Makers Town Haunt, Carol Of
The Winter Wind, Old Mill Apparition, Birchwood Nocturne, Jameson
River Ghost, Dove's Loss Serenade, Gallows Pole Shade, Dismal Hollow
Ghost.

CHARACTERISTICS !
A LEVEL 0 GHOST
Record these numbers on your charcter sheet in the appropriate areas,
keeping in mind that some of these might change during the personality
stage.

MAIN CHARACTERISTICS:
STRENGTH 8
AGILITY 10
INTELLECT 11
RESOLVE 10

SECONDARY CHARACTERISTICS
HEALTH 4
WEALTH roll 1d6 - 1
LUCK 2
DEFENSE is equal to Agility

LEVEL 0 SIGNATURE
Open Up — As an action you may take one wound to use your

lling; you
may use your lling for whatever mischief you want but keep in mind that
each lling from the personality tables either causes wounds or removes
them.

PERSONALITIES !

U

se these tables to create a random Ghost t for picnicking in the
woods. The results can be randomized, you might instead cherry pick
a choice from each table, or even use the tables as a guide to create a unique
ghost with the aid of the narrator.

B
D12

egin by determining what the cap on your head looks like by rolling
1d12 and referencing your result on the table.

CAP

1.

A moth-eaten tricorne cap and short powdered wig.

2.

A oppy, pointed and brimmed hat topped with a bell.

3.

A weather-beaten straw hat, nearly white from being sun bleached.

4.

A blue, woolen nightcap with a fuzzy ball at the tip

5.

You have yet to nd the perfect cap for your head or you have lost the one you had.

6.

A bicorne hat with golden trim and a ower sticking from the crown.

7.

A white bonnet trimmed with ne lace.

8.

A wide, formal hat decorated with dozens of imitation owers.

9.

A sugarloaf hat with a big golden buckle fastening the belt across the crown.

10.

A very long and curly bright orange wig that falls down the length of your back.

11.

You do not wear a hat—the antlers protruding from both sides of your head take up
far too much room.

12.

A tall blue dunce cap. It has been worn on many di erent heads.

PERSONALITIES CONT'D !

N

ext, determine what stu your head and face are made of. Flip a coin
to determine if you will roll on the heads table or the tails table and
then roll 1d12 on the appropriate, respective table. Use the same coin ip
result to determine which llings table you roll on.

D12

HEADS & FACES, HEADS

1.

A pumpkin with a face painted on it, poorly and in nger paints.

2.

A free-spinning globe that shows a map of The Forest Hymn.

3.

A section of a tree trunk with a large hole in the center; a bird nests in it.

4.

Your cap oats at the spot where it would rest if you had a head. But you do not have a
head.

5.

The top of a grandfather clock. The wood is carved with expertise and the clock still
works.

6.

A large, well painted wooden sun ower. It was stolen from a sign at a boarding home
in the woods.

7.

The skull of a person for a head. Each time you sneeze ower petals y from the eye
sockets. You have many allergies.

8.

A pumpkin with a smiling face painted on it but it does not ever seem to sit straight.

9.

You hold random theater masks where your face would be. You have many masks
collected over the years.

10.

A sack of hay with a happy face made of matching buttons sewn into it.

11.

An old mannequin head stolen from a wig maker's workshop.

12.

A canvas sack full of birdseed, tied at the top with rope. It looks almost like an onion
and you use a makeup kit to draw faces on it.

PERSONALITIES CONT'D !
D12

HEADS & FACES, TAILS

1.

A skull has been crudely painted on a plank and stu ed down the neck of your shirt.

2.

A sack full of hay that has several daggers stabbed into it in various places.

3.

A marble sculpture of some long forgotten, scowling playwright.

4.

A very large and often used candle.

5.

A wooden mask that has a very long nose and two large, identical stolen gems for
eyes. The mask is attached to a sack of hay.

6.

A stu ed bear's head. It is rigid and incapable or turning on your neck. The eyes are
wide open.

7.

An old potato sack stu ed with other old potato sacks. It has two large rips where
your eyes would be had you a normal head.

8.

An old knight's helm you found in a hole.

9.

A large marionet puppet head, deftly crafted in the likeness of the toymaker's child,
who was a known crybaby.

10.

A sack of hay with a happy face made of matching buttons sewn into it.

11.

A dark veil covers whatever your face and head may be. All that shows are the lights
of lightning bugs you've trapped in your head, where your eyes might be.

12.

A pumpkin with a wanted poster nailed into it.

PERSONALITIES CONT'D !

R

oll 1d6 to determine what your clothes or costume looks like; feel free
to interpret and expand these thin descriptions.

D6

COSTUME

1.

Formal ballroom attire including ballgowns, winged tuxedos, ne jewelries and at
shoes. ADD 1 TO WEALTH

2.

Hunting or sporting clothes; knee length breeches and stockings, riding habits, and
sturdy boots. ADD 1 TO STRENGTH

3.

Loose shirts and long pants t for gardening or weekend boating. INCREASE YOUR
BOU UET SUBJECT BY +1

4.

Your clothes are patchworks of other old clothes and moldering, they were stolen
from a scarecrow. SUBTRACT 1 FROM YOUR RESOLVE

5.

An average set of plain clothes; long pants with a tunic and great coat or a simple
dress with a hip-length, hooded jacket., etc. ADD 1 TO INTELLECT

6.

A nightgown. ADD 2 TO LUCK

PERSONALITIES CONT'D !

T

o determine what you are full to the brim of, roll 1d6 on one of these
tables. The table you roll on is the same as the coin ip result from the
heads and faces table. Note what e ect your lling has in the Signatures box
on your character sheet.

D6

FILLING, HEADS

FILLING, TAILS

1.

Rusted nails that WOUND.

Rare rosewater that REMOVES WOUNDS.

2.

Hot candle wax that WOUNDS and seals.

Assorted hard candies that REMOVE
WOUNDS and makes the forest dwellers
around you happy.

3.

Many dozens of angry bees that WOUND.

A strange, thick red liquid that smells of
brass wind instruments and REMOVES
WOUNDS.

4.

A dozen angry chickens that WOUND.

Warm tea that REMOVES WOUNDS.

5.

Spiders that WOUND and cause PLAGUE.

Milk and honey that REMOVES WOUNDS.

6.

Handfuls upon handfuls of broken
porcelain teapots that WOUND.

Whiskey that REMOVES WOUNDS. You have
many friends.

PERSONALITIES CONT'D !

F

inally, roll 1d12 to see what gift you mysteriously received on your most
recent birthday. Flip a coin, if it lands on heads you are determined to
track down the origin of the gift, ADD 1 TO YOUR RESOLVE. If the coin lands
on tails, you pay little mind as it was not your only gift, ADD 1 TO YOUR
LUCK.

D12

GIFT

1.

A toy horse; the head is carved out of wood and fastened to an old broom. You bring
it with you everywhere.

2.

A small wooden sword; the initials of a pair of lovers is carved into the hilt.

3.

Several owers that quickly died, but did come in a fancy vase.

4.

A bag of hard candies and a sturdy glass dish to store them in.

5.

An old hook that appears to have once replaced the hand of some high seas criminal.

6.

An old shing rod and a collection of ne tackle.

7.

A new writing quill made from a peacock feather. Peacocks have very long feathers.

8.
9.
10.
11.
12.

A bicycle with a very loud horn.
A doll that looks exactly like you.
An empty gift box that comes with a golden ribbon and is wrapped with shiny red
paper.
A kit to build your own kite, but it is missing the ribbon.
A very fragile and decorative plate; it is adorned with a mouse family portrait. All of
the kids are smiling bright.

SUBJECTS !

F

inally you will pick your subjects. Remember, these subjects are not the
only qualities that de ne you! During play, feel free to use subjects on
your character sheet you have no grade or even a negative grade in, or even
attempt feats not covered by any subject.

GOOD GRADES
From the following subjects, pick three and add them to your character
sheet with a +1 grade on each. While deciding, think about your personality
results and what strengths might match the adventurer you want to play
best.

SORTILEGE, BOU

UET, ENTERTAINER, SURGERY, BREWER, DECORUM

BAD GRADES
From the following subjects, pick three and add them to your character
sheet with a -1 grade on each. While deciding, think about your personality
results and what weaknesses might match the adventurer you want to play
best.

FUNAMBULIST, DAGGERS, GAMBLE, SLINK, COXSWAIN, JOCKEY

PEOPLE !

ABOUT PEOPLE !

P

eople are few in The Forest Hymn, having vanished in entirety so many
years ago only to return in recent memory. Once upon a time they
wandered to and fro without care, cutting back the forest and staking their
claims. Where they went is still a mystery to most, but most don't care too
much to gure it out; the forest is strange enough without the worry of
some foulness disappearing anyone again.

W

hen they nally did return, it was in the basket of The Stork; a
drunkard who let loose a bundle over owing with a cooing, crying
child into the woods and has made this mistake often enough that the
people are back. When they can, Animal Folk and ghost alike will take in
the orphaned people and raise them as proper as possible. But people are
naturally lost in the woods; wandering o for odd reasons and nding
themselves in constant trouble.

P

eople posses curiousness of the wood and a toughness about them that
most Animal Folk consider rude or imposing and that Ghosts nd
intriguing. Unlike the other forest dwellers that prefer to settle down, people
prefer to leave their foster homes and wander in the woods—hoping to
maybe nd a way out and a way back to wherever they're from or to explore
the ruinous places of their great great, great great great grandmothers.
What few that stay will take up steady jobs or learn some trade, staying close
to the families that adopted them.

TRUTHS AND NAMES !
ENJOY THESE TRUTHS ABOUT THE EXISTENCE OF PEOPLE:
People posses a penchant for ghting that their foster parents try to drive
out of them. Young people who don't shake their bad manners tend to set
o out into the woods.
Animal folk pay extra close attention to the comings and goings of people,
hoping to learn of their adventures and where another business opportunity
might strike.
Even people that take to picnicking in the woods and disappearing for
months on end will visit their mothers in the winter.
No ghost can remember why the rst people disappeared, and will often join
people in the woods to chance at jogging their memory.
It is certainly true that some people claim to have arrived in the woods
through old furniture in some other place. No one seems to believe this.
Of all the forest dwellers, people are almost always the best craftspeople.
Their dedication to trade and art is unapparelled by most others.
People can study at sortilege and the occult, but it takes far longer for them
to master than the animal folk and especially the ghosts.

NAMES COMMON ENOUGH AMONG PEOPLE:

B

oth the animal folk and the ghosts give their adopted people names
they've read in old books: Mathilda, Eunice, Arlo, Ofelia, Jasper,
Constance, Susanna, Bartholomew, Natalie, Whittaker, Jasper, Willoughby,
Coralline, Agatha, Annie, Irene, Lucille, Ebenezer, Thaddeus, Billiam,
Phillis, Harriet, Jarena.

CHARACTERISTICS !
A LEVEL 0 PERSON
Record these numbers on your charcter sheet in the appropriate areas,
keeping in mind that some of these might change during the personality
stage.

MAIN CHARACTERISTICS:
STRENGTH 11
AGILITY 10
INTELLECT 10
RESOLVE 8

SECONDARY CHARACTERISTICS
HEALTH 5
WEALTH roll 1d6
LUCK 3
DEFENSE is equal to Agility

LEVEL 0 SIGNATURE
Ingenuity — Whenever using an object for a purpose other than it's
explicit or implicit intent you may do so with 1 gift. You may do this once
per day. Examples of this include using a loaf of bread to plug a leaky boat or
using mail to start a camp re.

PERSONALITIES !

U

se these tables to craft the kind of person who'd go picnicking. The
results are random, but you can cherry pick table entries or with the
help of the narrator use the tables as a guide to create a unique person.

S
D12

1.

tart by rolling 1d12 to determine how you arrived in The Forest Hymn.

ARRIVAL
You were found by an animal folk family in the cabinet they kept their ne pots and
pans in. To this day YOU STILL WEAR AN OLD COPPER POT ON YOUR HEAD.

2.

The Stork dropped you into the woods in a basket and you were raised by wolves. You
have a costume that resembles a wolf and YOU CAN SPEAK TO WILD WOLVES AND DOGS.

3.

You were found on the edge of a creek by a traveling carnival. Recently, you were
promoted from taking care of the horses to performing, following the termination
of another performer.

4.

You were dropped by The Stork and found by a woodsman who raised you with his
animal folk family. You are the only forest dweller who knows he is secretly a witch.

5.
6.

You were found in a sack of mail and adopted by the postal carrier. You've always
planned to one day take over her route.
You were born in the woods and into a large family of people. Your parents and
siblings never held the forest in high regard and have made lives of trying to nd a
way out.

ENTRIES 7 THROUGH 12 ON NEXT PAGE...

PERSONALITIES CONT'D !

D12

7.

8.

9.

10.

ARRIVAL
The Stork dropped you into the woods in a basket and you were raised by wild bears.
You have a costume that looks very much like children's pajamas sewn in the fashion
of a bear's fur suit. YOU CAN SPEAK TO WILD BEARS.
You were dropped into the woods by The Stork and raised in the home of animal
folk. Your father—who lovingly called himself Colonel Toad—very much believed
himself to be a great general, a veteran of many campaigns. He has never actually
been to war but YOU HAVE HIS OLD UNIFORM.
You were dropped by basket into the woods by The Stork and adopted by a ghost. The
ghost won many awards at fairs and festivals for their expertly pickled beets and you
are expected to follow in their footsteps.
You were delivered by The Stork to the doorstep of a very large but very poor animal
folk family. Your house was always full of every manner of forest dweller and you
consider each of them your cousin. You snuck away in the night, however, to make it
easier on your mother.

11.

You were born in the woods to very loving parents who just happened to be wanted
criminals. They refused to teach you their skills at burglary and highway robbery,
instead choosing to instill a sense of decency you.

12.

You were dropped into the forest in a basket by The Stork and raised by identically
twin ghosts. When you were a child, one of the pair stormed out of the house in
great anger. You've hoped to run into them again ever since.

PERSONALITIES CONT'D !

N
D12

ext roll 1d12 on each of the next tables to determine what quirks of
personality you might have.

FIRST

UIRK

SECOND

UIRK

1.

You love to listen to music, and
desperately want to learn how to play.

You prefer to sleep on the oor.

2.

You never learned to read.

You hate the rain but seem to have
misplaced your umbrella.

3.

You keep a ask of whiskey on you at all
times, but are not a drinker yourself.

You cannot stand poor manners.

4.

You check under your bed each night for You hope to once again win the pie eating
contest at the fair.
wisps.

5.

You are a neat freak.

You cannot ride a bicycle.

6.

You are very messy.

You are afraid of horses.

7.

You plan to volunteer as a teacher at a
nearby school house.

You prefer to go to bed no later than an
hour after sundown, sharp.

8.

You despise large crowds and avoid them You are afraid of the dark.
at all costs.

9.

You have no sense of pitch and even the
most out of tune piano sounds sweet to
you.

You hate practical jokes and pranks.

10.

Silence calms you.

You absolutely love practical jokes and
pranks.

11.

You enjoy reading novels of romance and You prefer to never step o the road when
traveling through the woods.
magic.

12.

You can mimic birds with your whistle.

You become quite nervous around farm
animals.

PERSONALITIES CONT'D !

R

oll 1d6 for your clothes and appearance:

D6

APPEARANCE

1.

You wear ne, clean clothes t for a visit to the mayor. When you can, you dress in an
o cer's coat with many brass buttons and shiny aiguillettes.

2.

You're often in ostentatious clothes, preferring the odd way ghosts dress to the more
modest animal folk.

3.

Your clothes are plain but clean, you pay no close attention to how others dress
either. Breeches and a shirt does ne for you.

4.

Your clothes could use quite a bit of tailoring, you just haven't had a chance to have
the work done. You prefer simple trousers, shirts and short coats.

5.

Your out ts are hand-me-downs from siblings or friends, and are far too big for you
or a bit small and tight. They also seem to always be from a more unfashionable time
with odd patterns and many ru es.

6.

You nd no problem with wearing clothes t for winter, no matter the season. You
bury yourself in a large fur coat, several scarves, and thick wool pants.

PERSONALITIES CONT'D !

Y

ou've held on to an heirloom for you're entire life thus far. Roll 1d12 to
determine what it is.

HEIRLOOM

D12

1.

A small framed portrait of a mouse animal folk wearing a wide smile and a wide
bonnet. ADD 1 TO LUCK.

2.

A set of twelve tin soldiers, rightly painted with red and blue coats. ADD 1 TO
RESOLVE.

3.

A set of ne cutlery that you bent and broke when you were a small child, you've
promised to replace them. ADD 1 TO RESOLVE.

4.

A brass coin that seems to turn up no matter how often you lose it. ADD 1 TO LUCK.

5.

A pamphlet with many pages full of instructions for building a bicycle. ADD 1 TO
INTELLECT.

6.

A vial with a small white ower in it that does not die. ADD 1 TO YOUR HEALTH.

7.

A black key ripped from an old piano and attached to a necklace. ADD 1 TO RESOLVE.

8.

A single earring in the shape of a young dove who is crying; it's made of white
porcelain. SUBTRACT 1 FROM RESOLVE.

9.

A bag with every tooth you ever lost in it. ADD 1 TO WEALTH.

10.

A toy pop gun. ADD 1 TO RESOLVE.

11.

An old clarinet with no mouthpiece. ADD 1 TO RESOLVE.

12.

A key that has yet to unlock any lock. SUBTRACT 1 FROM LUCK.

SUBJECTS !

F

inally you will pick your subjects. Remember, these subjects are not the
only qualities that de ne you! During play, feel free to use subjects on
your character sheet you have no grade or even a negative grade in, or even
attempt feats not covered by any subject.

GOOD GRADES
From the following subjects, pick three and add them to your character
sheet with a +1 grade on each. While deciding, think about your personality
results and what strengths might match the adventurer you want to play
best.

DAGGERS, PISTOLS, TRADE, BREWER, FUNAMBULIST, COLONEL

BAD GRADES
From the following subjects, pick three and add them to your character
sheet with a -1 grade on each. While deciding, think about your personality
results and what weaknesses might match the adventurer you want to play
best.

DECORUM, SORTILEGE, ENTERTAINER, GAMBLE, LEDGER, COLONEL

FILLING YOUR BACKPACK !

T

he things you carry on your adventures are important, but you will not
have room to pick up every shiny thing you see; you can only carry so
much. Most items have a size, they either take up one slot of your inventory
or two slots. Some items come with their own manner of carrying and do
not count against your carry limit, or they are large (called L) and only one
L item can be carried at a time. Your carry limit is determined by your
backpack and belt. To begin you have a simple belt that has three open slots
and an uninteresting bag that has six open slots. On your character sheet the
section labelled capacity should be marked 9.

B

efore choosing what to begin your adventure with, ll your inventory
with any items you have acquired when making your character. Any
items you gained while creating your adventurer only require a single slot
each. Pick and choose items from this list you might bring along, noting on
your sheet how many slots you ll.

STARTING ITEMS (SIZE):
2 Blackberry Tarts (1)
2 Sandwiches (1)
3 Small apples (1)
5 Feet of rope (2)
Bag of candy (1)
Bag of marbles (1)
Box of nails (1)
Broomstick (L)
Can Opener (1)
Candle (1)
Compass (1)
Dagger (1)
Diary & Pen (1)
Flask of oil (1)
Fishing rod & bait (2)
Hammer (1)

Jar of lightning bugs (1)
Bag of ower seed (1)
Large box of matches (1)
Large empty bottle (1)
Large metal pot (2)
Leash & collar (1)
Lock & key (1)
Lockpicking tools (1)
Magnifying glass (1)
Makeup set (1)
Marching bass drum (L)
Marching snare drum (L)
New shirt (1)
Ornate Hair Brush (1)
Piccolo (1)
Pipe & tobacco (1)

Pistol (1)
Shovel (2)
Small bow & quiver (L)
Small oil lantern (1)
Small tea kettle (1)
Telescope (2)
Toy piano (1)
Trumpet (2)
Vial of odd poison (1)
Whistle (1)

SUPERSTITIONS !

S

uperstition runs amok in The Forest Hymn and not without good
reason, the woods are crowded with the inscrutable. Forest dwellers all
have their own customs and behaviors shaped by the superstitions and beliefs
passed down by family members or shared among the villages, overheard at
the festival, or even read from an old book. Your adventurer is no di erent,
and comes with their own outlandish superstition. Roll 1d20 on the table
that matches your FAIR TOKEN to learn what superstition you have and mark
it on your adventurer record.

W

hatever superstition you have is meant to make your adventurer a
little more interesting, and to give the narrator ideas for the
adventures ahead.

SUPERSTITIONS, HEADS !
1.

A wet cat on the road means luck is good.

2.

A rusted nail through a lemon keeps wisps away.

3.

Wish someone a happy birthday the day before their birthday, or their actual birthday
might be jinxed and ruined.

4.

Hearing a songbird in the night is a sign that good fortune is coming.

5.

A moldly apple in the cupboard means unwanted house guests are coming.

6.

Over- lling the bath tub will make juice taste bitter.

7.

Candy on the road means a child is lost.

8.

A quiet rooster on a winter morning means a relative has died.

9.

A stuck jar lid means a secret is being kept from you.

10.

If they leaves of trees turn upside down it means a thunder storm is coming.

11.

Birds on the road mean trouble is around the corner.

12.

Waking the elderly from afternoon naps is bad luck.

13.

If someone picks a rose without pricking a nger, they are hiding a dark secret.

14.

Unseasonal gusts of wind mean a Monster is near.

15.

Finding a cap on the road means you are lost.

16.

A black cat means bad luck, but if you can make the cat laugh your luck will change.

17.

If clothes are hung on the line to dry and one does not go missing, you will have bad
luck.

18.

Falling uphill is good luck.

19.

Taking something someone else has left or lost is good luck.

20.

Finding a penny heads up is good luck.

SUPERSTITIONS, TAILS !
1.

Rocking an empty chair will bring wisps.

2.

Picking up a small pin or needle will bring you bad news.

3.

Spilling salt means you will have an argument with a close friend.

4.

Signing your name backwards brings good luck.

5.

Dropping buttered or jam-covered bread jam or butter side down brings bad luck.

6.

Children's teeth are charms of good luck.

7.

A sighting of The Stork is a bad omen.

8.

Letting candles burn all the way down without letting the ame die is good luck.

9.

Open doors let wisps in.

10.

A horseshoe found on the road means good fortune is coming.

11.

A harvest with unusually large vegetables is a sign of greed and coming bad luck.

12.

Seeing a bird catch a worm is good luck.

13.

Tapping the rim of a cup before dinner will bring good conversation.

14.

Giving pennies to friends who ask is bad luck.

15.

Sleeping on your stomach will keep you from getting hungry.

16.

Spit in a puddle after you've just stepped in it to keep bad luck away.

17.

A sip of tea that is too hot means someone is saying mean things about you.

18.

The coo of a morning dove means your true love is near.

19.

Following a stranger's footprints will bring bad tidings.

20.

Finding a penny tails up is good luck.

REFINING YOUR ADVENTURER !

A

fter you've determined your adventurer's superstition you've nearly
nished creating them—you've combined each ingredient but now it
is time to use the oven. You'll be exploring The Forest Hymn through the
eyes of your adventurer; how they act, what they do, where they go, how
they talk and think are all up to you, and you should use cues from your
character sheet to play your adventurer with consistency.

O

n the back of your record, a scrap sheet, or as a thorough mental note
you can make a simple outline of how your adventurer acts by
answering the following questions:

- What fears do you have?
- What emotion best suits you?
- What are your goals or obligations?
- Do you have any secrets?
- Are you brave or timid?
- What or who do you love and hate?

U

se this list to make sure you have covered each aspect of adventurer
creation:

- You have determined your Fair Token.
- You have chosen a type of dweller.
- You have determined your personality.
- You have determined your abilities and characteristics, and picked
out your initial grades.
- You have calculated modi ers to your main characteristics.
- You have discovered your superstition.
- You have re ned your adventurer.
- You have a name for your adventurer.

