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NightsnareThe nightsnare is a cruel fey creature that slipped into Everden 
through the weak veil between dreams and reality in the Pearl 
Caves. It lurks in the cavern that was once the shrine of Temik 
the Dreamer. Its narrow head rests at the end of a long, flexible 
neck, allowing it to hunt for living creatures in tight spaces.  
As a creature of dreams, its appearance shifts to inspire terror 
in beholders, but it always has far too many teeth. This power-
ful fey warps the reality around it, bringing dream logic into 
the waking world and making the rules governing spaces and 
distances flimsy and bendable. The nightsnare likes to eat the 
minds of the creatures it traps before devouring their bodies. It 
is a patient creature. The nightsnare knows that by occupying 
a sacred site, heroes will come to it and be easy hunting.lair actionS

In its lair, the nightsnare is able to reach through the weakness 
in the veil between dreams and the waking world to draw 
forth terrible things. On initiative count 20 (losing initiative 
ties), the nightsnare takes a lair action to cause one of the 
following effects; the nightsnare can’t use the same effect two 
rounds in a row.  l The nightsnare targets a creature it can see within 60 

feet of it and summons forth one of its nightmares. The 
nightmare uses the statistics of a sea hag, but its appear-
ance reflects the fears of the target. The nightsnare can’t 
summon more than 3 nightmares at one time, and all the 
nightmares vanish when the nightsnare is defeated. 

 l Until initiative count 20 on the next round, any human-
oids that can see the nightsnare must succeed on a DC 16 
Charisma saving throw or have their speed reduced to 0 
until the end of its next turn.  l The geography of the lair shifts. Each creature the 

nightsnare can see must make a DC 16 Charisma saving 
throw. On a failed save, a target is teleported to an unoccu-
pied space the nightsnare can see.

regional effectS The nightsnare’s presence transforms its lair into a waking 
nightmare causing any of the following effects:
 l Within 10 miles of the lair, creatures sleep poorly, plagued 

by nightmares. 
 l Creatures within 1 mile of the lair have disadvantage on 

Wisdom (Perception) checks as they see things that are not 
there moving in shadows. l Divination spells targeting the lair do not show reality, but 

the spell caster’s worst fears of what might be in the area.

Nightsnare large fey, chaotic evilaArmor Class  18 (natural armor)
Hit Points  195 (26d10 + 52)Speed  30 ft., swim 40 ft.a

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 16 (+3) 18 (+4) 20 (+5) 22 (+6)
aSaving Throws Dex +9, Con +8, Int +9, Cha +11

Skills Deception +11, Insight +10, Intimidation +11, 
Perception +10
Damage Immunities psychic; bludgeoning, piercing, and 

slashing from nonmagical attacksCondition Immunities charmed, frightened
Senses blindsight 30 ft., darkvision 120 ft., passive 
Perception 20
Languages all, telepathy 120 ft. Challenge 15 (500,000 XP)aAmphibious. The nightsnare can breathe air and water.

Creature of Darkness. The nightsnare can’t use its 

legendary actions or lair actions while it is in sunlight.
Legendary Resistance (3/Day). If the nightsnare fails a 

saving throw, it can choose to succeed instead.Actions
Multiattack. The nightsnare uses its Morbid Snare and 

makes two Bite attacks. Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one 

creature. Hit: The target takes 20 (3d10 + 4) piercing 

damage plus 21 (6d6) psychic damage. 
Morbid Snare. The nightsnare targets up to six creatures 

within 120 feet of it that can see it. Each target must 

succeed on a DC 19 Charisma saving throw or become 

charmed by the nightsnare. While charmed in this way, 

a creature must use its movement to move toward the 

nightsnare and can’t willingly move away from the 

nightsnare. A creature can repeat the saving throw at 

the end of each of its turns, ending the effect on itself 

on a success. If a creature's saving throw is successful 

or the effect ends for it, the creature is immune to the 

nightsnare's Morbid Snare for the next 24 hours.
Nightmare Wave (Recharge 5–6). The nightsnare releases 

a pulse of dark energy in a 40-foot radius centered on 

itself. Each creature in the area must make a DC 19 
Charisma saving throw, taking 22 (5d8) force damage plus 

24 (7d6) psychic damage and being pushed 15 feet away 

from the nightsnare on a failed save, or take half as much 

damage and not being pushed on a successful one. 
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PEXIAN TRAITS
Ability Score Increases. Increase one ability score by 2 and 
another ability score by 1. To play a typical cave pexian, 
choose Charisma and Dexterity. To play a typical swamp 
pexian, choose Strength and Wisdom.

Alignment. Pexian’s changeable nature leads them toward 
chaotic alignments as they easily adopt varying points of view. 

Speed. Your base walking speed is 30 feet. You have a swim 
speed equal to your walking speed. 

Age. Pexians are slow to reach maturity, reaching adult-
hood at 25. They can live up to 100 years. All pexians begin 
life as cave pexians. 

Size. Cave pexians stand around 3 to 4 feet tall on their 
hind legs or 4 to 5 feet tall on their tails. Swamp pexians are 
typically taller and broader, reaching heights of around 5 and 
½  to 6 feet. Your size is Medium.

Amphibious. You are able to breathe both air and water.
Regeneration. You are able to regenerate your body to heal 

wounds and restore lost limbs, though the process is taxing. 
As an action, you can enter a regenerative state, which lasts for 
one hour. During this time, you restore a number of hit points 
equal to your proficiency bonus every 10 minutes. While in 
your regenerative state, you can regrow lost limbs, but take a 
level of exhaustion for each body part regrown in this way. You 
are incapacitated while in your regenerative state but can end 
it at any time as a bonus action. Once used, this feature can’t 
be used again until you complete a long rest.

Languages. You can speak, read, and write Pexian and 
one other language. You can understand Aquan, but you 
can’t speak it.

Origin. Choose either the swamp pexian or cave pexian 
origin option.

Cave Pexians
Cave pexians are inspired by the juvenile forms of axolotls and 
olms. They have smooth skin and brightly colored frills. Cave 
pexians have a wide range of vibrant skin tones, including 
pink, gold, and luminescent green.

Soft Body. Your pliable body can fit into places most 
others can’t. You can fit through an opening as narrow as 1 
foot wide without squeezing.

Swamp Pexian Transformation. You can choose to 
become a swamp pexian by carrying out a ritual that takes 
24 hours to complete. At the end of this ritual, you lose your 
cave pexian traits and gain the swamp pexian traits. When you 
make this shift, you can change one or both of your choice of 
Ability Score increases that you made at 1st level.

Tail and Feet. Your long, thick tail can support your body 
weight, as well as the weight of any carried equipment, as long 
as you are unencumbered. You can spend 10 feet of movement 
to stand on your tail or dismount from it. While standing on 
your tail, your speed becomes 0, but you can use your feet 
with a bonus action to interact with objects, quaff a potion, 
make a Dexterity (Sleight of Hand) check, or retrieve an item 
from your bag. When you engage in two weapon fighting and 
make a melee weapon attack using your feet, you can add your 
ability modifier to the damage of the second attack.

Swamp Pexians
Swamp pexians are inspired by the adult form of axolotls as 
well as other salamanders and newts. They tend towards builds 
that are bulky and powerfully muscled. Swamp pexians are 
less brightly colored than their cave pexian kin and have rough 
skin in shades of green, brown, and grey, though their head 
and tail frills are often vibrant shades of orange, red, or blue.
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Cave Pexian Concept Art.
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In this month’s playtest, we’re diving deep into the webpaw mustels. These otter-inspired folk are the water-loving 

counterparts of the brightfang and longdance mustels that we playtested last year, who will be appearing in their final form 

in Humblewood: Beyond the Canopy. We’ve made some changes to the base mustel species for the book based on the 

playtesting, which are reflected here. 

The second part of the playtest takes you to the floating city of Patternraft. Explore a settlement that shifts and changes as its 

residents come and go on their ships. 

The final part introduces the Seaborn background, which lets you play as someone who grew up with the sea as your playground.

Let us know what you think about this content here: https://forms.gle/Aktku5uQFA9P2REv5

Mustel, Webpaw
mustel, webpaw

Webpaw mustels are folk who resemble otters. Their long 

bodies, webbed hands and feet, and slick fur make them 

powerful swimmers, as comfortable in the water as they are on 

the land. Like all mustels, webpaws have strong jaws that can 

deliver a crushing bite. 

Water Wanderers
The origin myth of the webpaws involves three mustel siblings 

who lived on land, named Su, Thu, and Femu. The middle 

sibling, Thu, was fascinated by the light of the full moon 

reflected on the water that formed a glittering road over the 

horizon. They longed to see what lay at the end of it, but they 

were reluctant to leave their siblings alone on the land and face 

the trials of the sea alone. Thu knew that their siblings were 

happy on the land, and so hid their dream. But Su and Femu 

saw through Thu’s deception and recognized their longing. 

They went to Ranzang, patron of the mustels, and asked him 

to give Thu the shape and skills needed to explore the water. 

Ranzang, seeing the bonds between the siblings were strong 

enough to stretch across the entire ocean, agreed. He trans-

formed Thu into the first webpaw mustel, thickening their 

fur to keep them dry and giving them strong webbed paws to 

swim through the turbulent waters. In gratitude, Thu swore an 

oath that they would venture out and someday return to tell 

Su and Femu what lay over the water. In some versions of the 

tale, Thu is still exploring as they haven’t yet discovered all of 

the water’s deep secrets. 

Today, many webpaws live on the seas or close to rivers as 

they carry a strong connection with water. Seafaring webpaws 

roam far and wide across the oceans of Everden, visiting many 

lands, while others navigate up and down rivers, particularly 

in Esden. Webpaw vessels are recognizable by the paw-shaped 

cleats along their sides, which allow them to securely moor  

up as part of flotilla settlements, such as the floating city  

of Patternraft. 
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Webpaw Mustel 

Concept Art

Join Hit Point Press as we playtest new Humblewood content!
Find new mini STLs, magic items, locations, lore and more on our Patreon. 
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https://forms.gle/ee8DajefFr8T6FYs6

 
Join the Reddit community!
https://www.reddit.com/r/humblewood/

 
Leave us your feedback!

Join our Discord server!
https://discord.gg/FURq2pQ

GOT FEEDBACK?
WE'D LOVE TO HEAR IT!

https://forms.gle/ee8DajefFr8T6FYs6
https://discord.gg/FURq2pQ
https://www.reddit.com/r/humblewood/
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This month, we’re introducing a new birdfolk race, the seabird-inspired almares. We’re testing out some new ways features 
can interact with gliding. If you could let us know how you use gliding in your games and if you’re interested in these 
kinds of abilities, that would be so helpful!

In the second half, we’re heading up into the sky to visit Castle Argest, the floating fortress of the Wind King. We’ve got big 
plans for Argest and the Wind King for future projects. 

Let us know what you think about this content here: https://forms.gle/ee8DajefFr8T6FYs6

New Race: Almare
new race almare

The almare are intrepid birdfolk shaped by the rough and 
tumble of tempestuous seas. They have a reputation for being 
bold, brash, and always getting what they want one way or 
another. Among all the birdfolk, they are the most adept at 
using their feathered arms to perform extraordinary feats 
while gliding. 

Voyagers and Traders
The patron Amarathine of the almare is Keltha the 
Enterprising, who is usually depicted as an enormous pelican 
carrying a hoard of treasures in her beak. Keltha’s teachings 
emphasize chasing ambitions and challenging oneself against 
the world. She is also the Amaranthine of the wind and the 
ever-distant horizon. Many of her almare followers make a 
living as merchants and explorers, always pushing themselves 
to find new opportunities. Some of history’s great explorers 
have been almares. The legendary almare voyager Samfire 
Cliffnest is credited as being the first to travel from Hintercrag 
to Humblewood long ago.

Stormborn Strength
Young almare chicks are traditionally raised to be highly 
competitive, and if they aren’t careful, they can gain 
reputations as bullies among their peers. This fierce culture 
emerged from the struggles ancient almares faced living on 
the tenuous line between sea and land, where they needed 
immense strength and determination to thrive. 

While today almares have a reputation as savvy 
businessfolk, some are drawn to a life of piracy or theft instead 
of honest trade. These folk prefer to take from others to enrich 
themselves. Many prominent almare families have a history 
of piracy somewhere in their ancestry, which was often the 
original source of their wealth. Even when they have left their 
piratical ways behind them generations ago, these almares tend 
to have a ruthless streak. 
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Almare Concept Art
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Almare Names 
Almare family names often refer to their ancestral connection 
to the seas and coasts. 
Example Names: Anamella, Briskoll, Demora, Gulliam, 
Maraja, Morcant, Murdo, Myna, Stony, Thalas

Family Names: Breakerbeak, Ebbing, Farglider, Fisher, 
Highmist, Oystersnatcher, Quilltide, Seaswift, Stonecliff, 
Waveskimmer

ALMARE TRAITS
Almares are inspired by seabirds. As an almare, you have the 
following traits:
Ability Score Increases. Increase one ability score by 2 
and another ability score by 1. To play a typical shieldwing 
almare choose Constitution and Charisma. To play a 
typical swordwing almare choose Dexterity and Charisma. 
Alternatively, increase three ability scores by 1. 

Speed. Your base walking speed is 30 feet. You have a 
swimming speed of 25 feet. 

Age. Almares mature slowly and are considered adults at 
25. They can live for over 100 years. 

Size. With their massive wingspan, the largest almares are 
among the most imposing birdfolk, while smaller almares have 
elegant silhouettes. Your size is Medium. 

Glide. Using your feathered arms, you can slow your fall 
and glide short distances. When falling, you can use your 
reaction to spread your arms, stiffen your wing feathers, and 
slow your descent. While doing so, you continue to fall gently 
at a speed of 60 feet per round, taking no fall damage when 
you land. If you would fall at least 10 feet in this way, you may 
fly up to your movement speed in any direction you choose, 
although you cannot choose to move upwards, landing in the 
space you finish your movement. You can’t glide while carrying 
heavy weapons or wielding a shield (though you may drop 
any held items as part of your reaction to spread your arms). 
You cannot glide while wearing heavy armor or if you are 
encumbered.

Seafeathers. Your waterproof feathers also give you a 
measure of protection against the arcane. You have advantage 
on Constitution saving throws against magic.

Wing Flap. As a bonus action, you can use your powerful 
feathered arms to propel yourself upward a distance equal to 
half your speed. You can use it in conjunction with a regular 
jump, but not while gliding.

Languages. You can speak, read, and write Birdfolk and 
one other language. 

Lineage Options. You can choose the shieldwing or 
swordwing lineage option.

Shieldwing
Shieldwing almares are a good fit for characters inspired by 
larger seabirds, such as albatrosses, gannets, cormorants, 
frigatebirds, and boobies.

Greater Glide. While gilding, you can use your bonus 
action to glide upwards up to your speed. Once you have used 
this ability, you must complete a short rest before you can 
use it again. Additionally, you can glide while carrying heavy 
weapons and shields and wearing heavy armor.

Imposing Wingspan. You can add your Constitution 
modifier to your Intimidation and Persuasion checks 
(minimum of 1).

Seaswise Endurance. You have advantage on saving 
throws to resist taking levels of exhaustion.

Swordwing
Swordwing almares are a good fit for characters inspired by 
smaller seabirds, such as seagulls, terns, skuas, and tropicbirds. 

Brash Opportunist. You can add your Constitution 
modifier to Deception and Sleight of Hand checks 
(minimum of 1).

Seawise Agility. When you make a melee attack on your 
turn, you can disengage as a bonus action. Once you have 
used this ability, you must complete a short rest before you can 
use it again.

Sky Dive. While falling or gliding, you can use your action 
to drop into a dive to make a melee attack against a target 
within no more than 100 feet below you and no more than 
20 feet from you in any other direction. You have advantage 
on this attack, and you deal an additional 1d8 damage of 
the attack’s type on a hit. You take no damage from the 
rapid descent and don’t land prone if you end your turn on a 
surface. When you finish your dive, you end your movement 
in an unoccupied space adjacent to the target. You can’t dive at 
targets that are above you or parallel with you. 
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Castle Argest
castle argest

As you ascend, Castle Argest comes into full view. 
Resting on a cushion of white clouds, its great, golden, 
nest-like walls give an impression of power and strength. 
Shining spears held by its guards flash in the sunlight,  
and the bright pennants bearing the sigil of the Wind  
King snap in the magical winds that keep the massive 
castle afloat in the sky. 

Castle Argest is the seat of power of the Wind King. The sky 
castle floats over the center of the Gasparian Isles on a cloud 
that varies from fluffy white to thunderous grey but never 
blows away. The magic that keeps it aloft is a well-guarded 
secret known only to the royal family. While Castle Argest 
rules over the Gasparian Isles, it is inaccessible to most Islefolk, 
whose only interactions with the castle are the occasional 
glimpse of a troop of guards sent down to deal with unrest or 
the annual visit from the castle’s tax collectors. 

The Wind King. The Wind King is a shieldwing almare 
who resembles a royal albatross. He has ruled over the 
Gasparian Isles from his sky castle for over 50 songs. The 
king never descends to the isles, instead remaining within his 
exclusive and highly defended court. Even within Argest, the 
king appears to perform the mandatory rituals of the court but 
otherwise remains secluded in his wing of the castle. He is a 
remote and mysterious figure, and many rumors swirl around 
him and his family. Among these, one of the most outlandish 
rumors is actually true—unlike most birdfolk, the Wind King 
doesn’t just glide; he can truly fly. 

The Wind Court. Castle Argest is filled with intrigue. 
Those who live and work within its gilded walls carry out 
the elaborate rituals and courtly dances that fill the castle’s 

calendar, but courtiers and staff alike are alert for threats and 
opportunities to advance. Most residents of Castle Argest, 
including almost all the staff and many of the nobles, aren’t 
allowed to leave as they please. With nowhere else to go and 
little else to entertain them, the nobles play their games of 
power. The court is divided into several major factions called 
Nests. Among these are the Northgust and Southbreeze Nests, 
which are currently the most influential and share the bitterest 
of rivalries.

A Place Apart. Reaching Castle Argest is no easy matter. 
An invitation from the Wind King or a member of the Wind 
Court is necessary. Unauthorized folk openly using magical 
flight to approach the castle will be shot out of the sky by the 
castle guards without question. Those few who are invited 
and the members of the court who are permitted to leave can 
ascend or descend on one of the castle’s magical elevators. 
These golden, cloud-shaped pods descend from Argest to 
anywhere across the Isles, and they provide a smooth transit 
up into the sky and the isolated castle that hangs there. 

NPCs in Castle Argest
Castle Argest is home to nobles and the staff who serve them. 
Although the hierarchy is strictly maintained in public, 
because of the castle’s peculiar isolation, true friendships 
sometimes emerge between the nobles and staff, and there 
is a surprising casualness behind closed doors. Most of the 
castle folk are descended from those who have lived here 
for generations, but others chose to come to Argest, seeking 
employment or opportunities in exchange for being unlikely 
to ever leave. 

Here are some examples of the kinds of NPCs that could 
be encountered in Castle Argest.

d6 NPC

1 Lord Ebbon Weir [he/him] is a young corvum noble who recently inherited his title. His ambition is matched only by 
his naivety when it comes to court intrigue. 

2 Heckal Silvershade [she/her] is a vesper ambassador from the Great Cave City. She works hard to maintain the appear-
ance of neutrality while actually playing the Court Nests against each other. Heckal resembles a long-eared bat.

3 Liege Mimil Maxilimul [they/them] is a tilia noble. They are one of the few nobles permitted to leave the castle regularly to 
attend to their estate on one of the isles below. Mimil has a very profitable hustle smuggling in rare goods from below for 
other residents.

4 Lady Larin Spume [she/her] is a fastidious swordwing almare noble who cares deeply that the court’s rituals be performed 
perfectly. She leads a minor faction called the Rightmist Nest that focuses on preserving court traditions.

5 Netty Shortspines [she/her] is a spiny hedge from Humblewood who works in the castle laundry. She was swept 
to the isles by chance, and although she’s grateful to have found a position in the castle, she longs to see her home 
again someday.

6 Grilda Grumfella [she/her] is the head cook of the Northgust Nest. She is a jovial porchini who resembles a wild 
boar. Grilda has a kind word for everyone, save for her rival cook in the Southbreeze Nest, a precocious luma 
named Billiam Bollingbough [they/them], who folk call a once-in-a-generation culinary genius.

NPCs in Castle Argests
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Adventure Hooks
You can use these hooks to begin an adventure in Castle Argest 
or create your own.

Castle Caper (Low Level). The party is approached by 
Liege Mimil Maxilimul [they/them] to rob him of a partic-
ularly valuable cask of Everwine that he has promised to two 
buyers but wants to smuggle out of the castle to sell to a third. 
They want the party to make the theft very showy but not 
let on that the Liege is behind it. Maxilimul is offering a very 
large sum of money if the party can pull off the heist, with a 
bonus if they do it with flair. 

A Golden Cage (Mid Level). A swordwing almare net 
maker called Gusty Tidetrip [she/her] asks the party to 
help her little brother, Firth [he/him]. She says that he was 
abducted by one of Castle Almare’s golden pods against his 
will, and she wants the party to get him back. If the party can 
find a way up to the castle and find Firth, they discover that he 

chose to come to Argest to pursue his passion for tailoring and 
that he wants to stay. However, now the party must contend 
with Firth’s patron, Lord Oliker [he/him]. The raptor noble 
spots their potential and wants to make the party part of his 
retinue but refuses to allow them to leave Argest. 

Wind King’s Gauntlet (High Level). The party receives 
an invitation to Castle Argest as personal guests of the Wind 
King. When they arrive, they discover that they aren’t the only 
adventurers he has called here. Faced with a series of challenges 
and combats, the party finds themselves pitted against the 
other heroes in a competition with deadly consequences as 
the Wind King searches for “the greatest heroes.” The stated 
reward for winning is a powerful artifact, but in truth, the 
Wind King wants to find heroes capable of defeating a terrible 
evil that lurks below on the Gasparian Isles. 

New Background: Courtier
new background courtier

You grew up in the court, watching the fortunes of nobles rise 
and fall through complex plots and subtle schemes. Trained in 
courtly manners, you can navigate complex social situations 
with grace. You understand that a well-placed word can be 
just as devastating as a dagger in the back. Though you have 
enjoyed a measure of power and influence, you know that you 
are just a small link in a long chain of alliances and enmities 
and that folk far more powerful than you could end your 
career in an instant. Early on, you learned that trust is just 
another resource to be gathered and spent. 

Now, something has taken you away from the familiar 
social dangers of the court. Were you sent away in disgrace, 
or did you flee to find a different kind of life for yourself? 
Perhaps you are still working for the court clandestinely or in 
the open? No matter what, the court has left its talon marks 
on your soul. 

Skill Proficiencies: Insight and your choice of either 
Deception or Persuasion

Tool Proficiencies: Forgery Kit

Languages: one of your choice

Equipment: an exceptionally fine dagger, a letter from a 
family member or mentor, an antique piece of jewelry,  
a set of fine clothes, a purse containing 25 gp

Feature: Courtly Manners
Your masterful grasp of etiquette makes you welcome in the 
highest social circles and courts wherever you go. However, 
you understand that nothing comes for free in these 
environments. Nobles and other court figures may ask you to 
give something to them in exchange for access to the court, 
such as information or a subtle bribe. 

d8 Personality Trait

1 I love to gossip.

2 I’m deeply awkward outside of the social situation I grew up in.

3 I’m highly aware of other folks’ comfort and discomfort in social situations. 

4 I wield my refined manners with the elegance of a rapier. 

5 I see every interaction as a transaction.

6 Etiquette is very important to me. 

7 I have an endless supply of amusing anecdotes.

8 I have a strong sense of duty and propriety. 

Suggested Characteristics
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d6 Ideal

1 Dignity. Respect causes the relationships between folk of all kinds to flourish. (Lawful)

2 Sincerity. Even though it may hinder my prospects, I want to live according to my truth. (Good)

3 Caution. Decisions are best made after careful deliberation of all sides. (Neutral)

4 Dominance. Power and privilege are mine by right. (Evil)

5 Liberty. I will never let myself be stifled by stuffy manners again. (Chaotic)

6 Change. I will be part of the revolution, whether from the inside or the outside. (Chaotic)

d6 Bond

1 I’m scared my friends won’t like me if they find out who I truly am. 

2 I was very close with someone at court, but they betrayed me. 

3 I believe the tales of chivalry that I grew up hearing and want to be the kind of gallant noble that exists in stories. 

4 I hate the court I grew up in and hate the marks it left on my personality even more.

5 I love the opulence and comfort of court life.

6 I was raised by a nursemaid who I love like a mother. I know her far better than my own parents. 

d6 Flaw

1 Raised in opulence, I am unaware of my own privilege.  

2 I don’t respect the time of others.

3 I fall back on stiff politeness, finding it hard to connect with others. 

4 I judge folk for their lack of refinement. 

5 I am terrified of the world beyond the familiarity of the court. 

6 I treat my relationships with others as trinkets to be tossed aside when they no longer entertain me. 
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