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Priest
Cleric —
Druid —
Shaman —
Witch Doctor —_

Rogue :
Thief 12
Bard —

Hit Dice. Player character fremlins receive
hit dice by class.

Alignment. Fremlins tend toward chaotic
neutral. PC fremlins may be of any alignment,
but are usually chaotic neutral.

Natural Armor Class. 6.

Background. Fremlins are friendly, mostly
harmless gremlins. Like other gremlins, they
are small, winged goblinoids, only growing to
about a foot in height. However, fremlins tend
to be plump and slate colored.

Sometimes fremlins, like their gremlin
cousins, are mistaken for imps. While this
makes gremlins very angry, it causes fremlins

il 4. A28 R

W 1 [

to fall into hysterical fits of laughter. They have
large, pointed ears, bat-like wings that give
them the power of flight, and an innate immu-
nity to non-magical weapons.

Fremlins shun clothing and ornamentation,
believing that they should never hide the won-
derful bodies they were born with. They refuse
to use weapons, and are generally worthless in
combat.

These magical creatures live to have fun,
usually at the expense of others. They love
to play practical jokes, though their humor
tends to be less harmful than that of their
gremlin cousins.

Languages. Gremlin (includes fremlin and
galltrit), common.

Role-Playing Suggestions. Fremlins are
friendly gremlins who tend to be quite harm-
less. These plump magical creatures are usu-
ally whining and lazy, complaining about the
least thing and always seeking a way out of
real work.

Fremlin player characters are tolerable com-

. ¥y ] W 3
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Role-Playing Suggestions. Like most evil
creatures, few goblins ever become adven-
turers. Those that do are unusually rare, for
the individualistic life of an adventurer is
completely foreign to goblin society. Those
few members of the race who display such
tendencies are often killed by their brethren,
for they are believed to be insane.

If they can survive the prejudices and fears
of their own people, goblin PCs generally
reject their own societies. They leave their
lairs and strike out to find fame {of a sort)
and fortune (whatever they can get their
hands on). They often fight against such gob-
lin practices as slave keeping and maraud-
ing, working to make up for the atrocities of
their people.

Still, you can’t take all of the monster out of
goblin PCs. They do their best to control
their fear and overcome their natural cow-
ardice, but few goblin PCs will earn awards
for bravery. Even the cleanest goblin adven-
turers have trouble eliminating the stench
they have grown up with. It hangs about
them like a shroud. Because of their commu-
nal back-grounds, goblins have no concept of

privacy. This can lead to amusing — and not
so amusing — situations for goblin PCs and
their companions.

Special Advantages. Goblins have infravi-
sion to 60 feet. They can detect new or
unusual construction in an underground
area 25% of the time (1 or 2 on 1d8).

Goblin shamans can reach 7th level and
have access to the spheres of divination,
healing (reversed), protection, and sun
(reversed).

Special Disadvantages. Bright light hurts
goblin eyes, giving them a -1 penalty to their
attack rolls when in bright sunshine.

Monstrous Traits. Appearance, bestial
habits.

Superstitions. Eternal hatred and fear of
gnomes and dwarves, sensitive to unusual
behavior of worgs and wolves, fearful of
dreams and visions.

Weapon Proficiencies: Axe, military pick,
morning star, sling, short sword, spear.

Nonweapon Proficiencies: Alertness, ani-
mal handling, animal training (worg), beg-
ging, chanting, close-quarter fighting,
fast-talking, fortune telling, hiding, hunting,
information gathering, looting, mining, reli-
gion, riding (worg), set snares.

Ability Score Adjustments. The initial abil-
ity scores are modified by a -1 penalty to
Charisma.

Ability Score Range

Ability Minimum Maximum
Strength 6 1B
Dexterity 6 18
Constitution 5 1B
Intelligence 3 18
Wisdom 3 18
Charisma 3 14
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have two small horns atop their dog-like heads.

Kaobolds are masters of trickery, but thev pre-
fer tactics where they can apply overwhelming
odds. They have a racial hatred of gnomes and
are willing to attack these demihumans on
sight. The only way they will go against
humans and other demihumans is if they have
superior numbers — at least two to one, more
it they can manage it. Thev have learned to use
swarming attacks, throwing themselves at
oppunents in large waves.

Most kobolds are a sadistic, cowardly lot.
Their lairs and ambush sites are studded with
concealed pit traps. Thev line the bottom of
these pits with additionat hazards, such as
spikes or water traps, hoping to catch and inca-
pacitate larger creatures with them.

Kobolds set up lairs in dark, damp under-
ground locations and deep in overgrown
forests. They are good miners, often settling in
areas that show mining promise. These
humaneids set out from their territories to for-
age for plants, hunt for meat, and to wavlay
humans and demihumans. Thev capture vic-
tims to use as foed or to sell into slavery (if
there is a market tor such wares in the vicin-

itv). Strangers are not trusted, and thev have a
particular hatred of brownies, pixies, sprites,
and gnomes. Gnomes, especially, are shown no
quarter, and koboelds will never eat them.

The conquest of land is the ultimate goal of
all kobold tribes. They rejoice in stripping a
land of its resources, and they love to accumu-
late power. As they have a deep hatred of all
other life, they find great delight in killing.

Languages, Kobold, orc, goblin, common.

Role-Playing Suggestions. Kobolds strive to
be taken seriously by the larger races. They
hate jokes directed at their diminutive size and
strength, and seek to make up for their short-
comings through terocity and tenacity. To
other races, their language sounds like the yap-
ping of small dogs, and few can take them seri-
ously unless thev are in large numbers,

Kobold PCs break the model of typical speci-
mens of the race. There are those who reject the
racial hatreds and savage practices of their fel-
lows. Others discover the faith of a kinder god,
and seek to learn and spread such faith to oth-
ers. A few have no stomach for fighting and
bloodshed, and these become rogues who go
adventuring to escape the life they were born
into.

Whatever the case, kobold PCs have a harder
edge than other character tvpes. They retain
their dislike of short jokes, and they are often
belligerent, wise-cracking, and pushy, as thev
must make up for their small size in whatever
way thev can. Even the most pleasant of the
race are a little mean-spirited.

Kobaolds, especially kobold rogues, like to
keep in practice with their skills of trickery,
ambushing, and setting traps. Some few take
to inventing, applving their cleverness and
ingenuity to non-fatal mechanisms.

Special Advantages. Kobolds can sce in the
dark, up to 60 feet with their infravision.
Unless kobold characters display special capa-
bilities, intelligent and powerful opponents are
likely to attack them last of all.

Special Disadvantages. Bright light hinders
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evolved to a higher level of civilization, and it
is from these tribes that PC lizard men are
assumed to come. These lizard men live in
crude huts, make and use shields, and have
discovered the benefits of ranged weapons.
They make and use barbed darts and javelins,
use crude clubs in melee, and some have
learned to capture and use the weapons of
humans and demihumans.

Languages. Lizard man, common.

Role-Playing Suggestions. Lizard men are
barbarians. Even those from the advanced
tribes are considered savages by the civilized
world. When a lizard man PC enters a cam-
paign, he faces many of the same problems
which confront barbaric humans — the ways
he knows are not the ways of culture and civi-
lization. The lizard man character has left the
swamps behind, but his savage nature remains.
Perhaps, as a member of an advanced tribe, he
has decided to learn more of the wonders of
the civilized world. Once he has amassed
enough knowledge, he will return to his tribe
to teach them. Or, as a member of a more prim-
itive tribe, the character has been forcefully
taken from the swamps and thrust into the
outer world. Now he fights beside ad venturers
until he can find his way home — or just
because he likes the violence in which his new
companions get involved.

Lizard men are known for their strength,
their natural cunning, and their alien ways.
They should be played as true outsiders — not
only are they from different lands and primi-
tive cultures, but they are reptilian. Lizard men
have a much different outlook on the world
than mammals. They are born from eggs, they
spend much of their life in water, and they are
closer to the natural laws of survival than their
civilized counterparts. They should be played
as alien minds, with alien tastes, and alien per-
ceptions. Often, a lizard man will be at odds
with his companions as to the way to proceed.
“Eat-or-die” is often the basic instinct running
through a lizard man’s mind, and this does not

always go along with adventurers’ ideals of
honor, chivalry, and fairness.

As a savage, the lizard man PC is in tune
with the natural world. This does not mean he
is an avid protector of nature (as centaurs, for
example, are wont to be), but that he under-
stands nature’s signs and can survive in places
others would find inhospitable. Remember
also, lizard men PCs do not understand civi-
lization very well. They will often be alarmed,
frightened, or offended by many of its most
common features.

In combat, lizard man warriors fight as indi-
viduals. The civilized concepts of cooperation
and strict planning are unknown to him, and
he will often find his own course in any battle.
Against equal or lesser opponents, a lizard
man may charge directly into the fray. When
facing superior opponents, a lizard man may
turn to wily tactics or sheer ferocity. The sav-
age warrior has a few weaknesses, however.
He can be distracted by food and simple trea-
sures, even in the midst of battle.
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Special Advantages. Lizard men can move in
water at a rate of 12. They have no move-ment
or attack penalties when in water, and receive
swimming as a bonus proficiency.

Lizard men can remain under water for long
periods of time before they need to draw air. In
game terms, a lizard man can hold his breath
up to 2/3 his Constitution score in rounds
{(rounded up).

Special Disadvantages. Lizard men are fairly
slow and clumsy on land, having a base move-
ment rate of 6.

Lizard men must wet their entire bodies once
a day. If they are unable to find adequate
amounts of moisture (a full waterskin is
enough), they begin to lose Constitution ata
rate of 3 points per day. If their Constitution
falls to zero, they die from dehydration.

If food (which could include a fallen friend or
foe) or treasure appear during a battle, a lizard
man must make a successful Wisdom check to
keep his mind on the battle. Failure means he
turns away from the fight to feast or gather
spoils. This distraction lasts at least one round.
Every additional round, the lizard man can
attempt to break away from the distraction by
making another Wisdom check.

Lizard man warriors start with two weapon
proficiencies. Other classes start with one.

Lizard men with a SPELLJAMMER® origin
cannot be multi-classed; however, these start
with the normal number of proficiencies and
access to more advanced weaponry and armor
(armor costs are double standard prices).

Monstrous Traits. Monstrous appearance,
bestial fear, bestial habits.

Superstitions. Lizard men fear dry heat and
locations with dry heat, such as deserts.

Weapon Proficiencies: Battle axe (stone),
great club (morning star), barbed dart, javelin.

Nonweapon Proficiencies: Alertness, danger
sense, direction sense, fishing, herbalism, hid-
ing, hunting, natural fighting, survival
(swamps).

Ability Score Adjustments. The initial abil-
ity scores are modified by a +2 bonus to
Strength and Constitution, and a -2 penalty to
Wisdom and Charisma.

Ability Score Range

Ability Minimum = Maximum
Strength 12 20
Dexterity 5 14
Constitution 12 20
Intelligence 5 14
Wisdom 3 16
Charisma 3 16

Class Restrictions
Class
Warrior
Fighter 12
Ranger 8
Paladin —
Wizard
Mage 8
Iusionist —
Priest
Cleric —
Druid —
Shaman —
Witch Doctor 7
Rogue
Thief 10
Bard —

Maximum Level

Hit Dice. Player character minotaurs receive
hit dice by class. In addition, they receive 6
bonus hit points at first level.

Alignment. Minotaurs tend toward chaotic
evil. PC minotaurs may be of any alignment.

Natural Armor Class. 6.

Background. These details are for general
play in the standard campaign worlds. Mino-
taurs elsewhere may differ (notably those of
Krynn, the DRAGONLANCE? setting).
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Class Restrictions
Class
Warrior
Fighter 10
Ranger . —
Paladin —
Wizard
Mage 10
HOlusionist —
Priest
Cleric 10
Druid —
Shaman 7
Witch Doctor —
Rogue
Thief 12
Bard B8*

* Can adjust crowd reactions only among own kind. Other
crowds will react negatively.

Maximum Level

Hit Dice. Player character mongrelmen
receive hit dice by class.

Alignment. Mongrelmen tend toward lawful
neutral. Player character mongrelmen may be
of any alignment.

Natural Armor Class. 5.

Background. Mongrelmen combine the worst
features of many species, including humans,
orcs, gnolls, ogres, dwarves, hobgoblins, elves,
bugbears, and bullywugs. No two mongrel-
men look the same, but all appear as poorly
constructed combinations of various human-
oid races.

Always misshapen and ugly, mongrelmen
grow to heights ranging from five to seven feet
tall. In general, they are ashamed of their
appearance and do their best to keep their bod-
ies hidden from those they encounter. Mon-
grelmen speak common, though they intermix
intelligible words with grunts, whistles,
growls, and gestures, Their names often mimic
animal noises.

Mongrelmen receive no welcome in lawful
and good societies. Among evil and chaotic
groups, they meet with enslavement and

abuse. Most of these reactions are in response
to mongrelmen appearances — they look like
deformed monsters and are treated as such by
society at large.

They work as slaves or serfs, toiling endlessly
for cruel and evil masters. Mongrelmen have
infinite patience and an unswerving belief that
their oppressors will eventually be punished
by outside forces. Because of this belief,
enslaved mongrelmen refuse to rebel against
their masters, even when the opportunity pre-
sents itself. Those remaining free often take up
residence in abandoned ruins or other long-
forgotten places.

Mongrelmen are survivors. To remain alive
and relatively unharmed is their ultimate goal
— they do not seek power or treasure or fame
like other races. An orderly day-to-day exis-
tence is a mongrelman’s perfect state of being,.
Patience is the greatest virtue, not the ability to
destroy. They are by no means pacifists, but
they will only fight in self-defense or on the
orders of their masters.

Free mongrelmen have a long tradition of art,
music, and literature. Of course, mongrelman
music is an acquired taste, being a bizarre
cacophony of animal songs mixed with mourn-
ful dirges and wails.

Languages. Common.

Role-Playing Suggestions. Mongrelmen
player characters are either escaped slaves
whose masters finally succumbed to outside
forces (as the mongrelman knew they would)
or free mongrelmen who have been inspired
by some ballad or tale to take up the life of an
adventurer. While fighting is not in their
blood, mongrelmen make natural thieves
and a few aspire to become bards or even
wizards.

Even the most outgoing mongrelman is shy,
quiet, and easily embarrassed. The shame that
makes them conceal their bodies follows even
the most successful adventurer throughout his
or her career. They hate what they look like,
and sometimes turn to adventuring in order to
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meet are quick to remind them with a gasp, by
turning away, or by outright insults.

When speaking in character, players should
punctuate their sentences with grunts, whis-
tles, and animal noises. Lots of gestures are
also used by mongrelmen when they talk.
Those mongrelmen PCs who believe them-
selves to be artistically inclined should also
feel free to make up ballads, stories, and songs
on the spot to entertain their companions —
the more awful and abstract the song, the more
perfect it will be to a mongrelman’s ears.

Mongrelmen are great believers in what will
be will be. This makes them infinitely patient
and extremely ordered. Those that become
adventurers may have decided that fate needs a
little help now and then, but they still hold to
the belief that everything is planned and they
can’t change it. Of course, most feel that some-
thing good is waiting for them in the future. All
they have to do is wait patiently for it to arrive.

Shymness is bred into mongrelmen, and even
those of the race that work as adventurers tend

to stay out of the spotlight. They like to avoid
contact with others (except their companions),
and have come to believe that stealing what
they need (but never more than they need) is
perfectly acceptable.

They love art, music, and literature. Most
read everything they can get their hands on.
Qften, when their party discovers scrolls or
books, mongrelmen PCs will try to acquire
them instead of seeking magical weapons,
items, or even gold.

Special Advantages. Mongrelmen can mimic
the sounds made by any monster or creature
they have encountered, though they cannot
imitate special attack forms.

All mongrelmen, regardless of class, can pick
pockets. They have a base score of 70%, and
receive a 5% bonus in pickpocket per level,
starting at 5th level.

Mongrelmen can camouflage themselves and
their items. It takes one full turn to hide, giving
them an 80% base chance to go unnoticed.
Each additional turn spent preparing the cam-
ouflage increases the chance by 1% to a maxi-
mum of 95% (after 16 turns). Successfully
camouflaged stationary persons and items are
not noticed unless they are touched or other-
wise disturbed. Camouflaged buildings are
usually unnoticeable farther away than 50 feet,
though this depends on the size and type of
the structure.

Special Disadvantages. No matter what
Charisma score a mongrelman has among his
own kind, when first meeting strangers of dif-
ferent races his Charisma is treated as 1 for
reaction adjustments.

Monstrous Traits. Appearance, using animal
noises when they speak.

Superstitions. Mongrelmen believe strongly
in predestination, fear other humanoids (who
hunt them for sport), and fear manifestations
of the supernatural.

Weapon Proficiencies: Broad sword, club,
long sword, short sword, morning star, quar-
terstaff, blowgun (rare).
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Role-Playing Suggestions. The ogre that
becomes an adventurer is very, very rare. It is
very difficult for ogres to overcome their
chaotic evil natures and their love for human
and demihuman flesh. Those that do have
rejected ogre society and morals, becoming
outcasts in their own communities. They have
turned away from their evil sides, though they
often retain their chaotic natures.

Many ogre PCs are kind and gentle — at least
by ogre standards. They befriend or are
befriended by adventurers (see Chapter One),
and decide to join the “tribe” of their new
friends. As part of the adventuring tribe, ogre
PCs will do their best to fit in and act like their
companions, though mistakes and slip ups are
bound to occur. They especially have a hard
time containing their avaricious tendencies,
wanting every piece of treasure the group
stumbles upon.

Half-Ogges: Half-ogres have an easier time of
it, for their monstrous sides are tempered by
human thoughts and emotions. Except for

their unusual size, they look much like ugly
humans. This makes it easier for them to find a
place in human society, even if they must hide
part of their heritage. Half-ogre PCs should
select a monstrous trait which emerges under
certain circumstances in order to give them the
feel of playing a humanoid character.

Special Advantages. Shamans (both types)
have access to the spheres of combat, divina-
tion, healing, protection, and sun (PCs are not
required to reverse sun spells if they are of
good or neutral alignment).

Special Disadvantages. Ogres and half ogres
take damage as large creatures. They have
attack roll penalties when fighting gnomes and
dwarves. Ogres are —4 against both, half-ogres
are -4 against gnomes and -2 against dwarves.

Monstrous Traits. Size, appearance, bestial
habits.

Superstitions. Fear of sickness, fear of physi-
cal weakness, fear of the god known as the
Destroyer.

Weapon Proficiencies: Club, goblin stick, hal-
berd, spear, two-handed sword, voulge.

Nonweapon Proficiencies: Drinking, eating,
fire-building, hunting, intimidation, religion,
tracking, wild fighting,.

Ability Score Adjustments. The initial abil-
ity scores are modified by a +1 bonus to
Strength, and a -2 penalty to Wisdom.

Ability Score Range

Ability Minimum = Maximum
Strength 12 18
Dexterity 7 18
Constitution 8 14
Intelligence 8 17
Wisdom 3 16
Charisma 2 14
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Class Restrictions
Class
Warrior
Fighter 9
Ranger —
Paladin —
Wizard
Mage 8
Niusionist —
Priest
Cleric —
Druid —
Shaman 7
Witch Doctor —_
Rogue
Thief B
Bard —

Maximum Level

Hit Dice, Player character ogre magi receive
hit dice by class. In addition they receive 5
bonus hit points at first level.

Alignment. Ogre magi tend toward lawful
evil. PC ogre magi may be of any lawful align-
ment.

Natural Armor Class. 4.

Background. Ogre magi have light blue, light
green, or pale brown skin. Ivory horns jut from
their foreheads. They are 10% feet tall, with
black nails, dark eyes with white pupils, and
white teeth and tusks. They favor oriental
clothing, armor, and weapons.

These larger, more intelligent ogre magi live
in fortified dwellings or caves. They raid for
slaves, treasure and food, and are very protec-
tive of their young. They follow many oriental
traditions, including respect and honor for
their clans and clan symbols.

QOgre magi are more civilized than their prim-
itive, smaller cousins. This does not make them
less fierce or dangerous, just smarter and more
cultured. They prefer to use magic instead of
physical force, and are much more reflective
than normal ogres.

Ogre magi shamans are usually female.

Languages. Ogre magi, ogre, common.

Role-Playing Suggestions, Ogre magi that
become player characters often do so because
of a particular need, or because they are forced
into it. Those who strike out for a particular
need are often driven by the desire to learn
(usually magic) or to find some special item
that their clan requires. These individuals will
work with adventurers for as long as it benefits
their personal goals. An ogre mage may
become a forced outcast for some crime against
the clan (be it real or imagined). The ogre mage
must find a way to regain honor and status,
but until then will take up the life of an adven-
turer. Others are cast out because they fail to
display the proper attitudes of the ogre magi.
These individuals might follow good or neu-
tral alignments, or seek to change long-stand-
ing traditions.

A few ogre magi are kidnapped when they
are very young and raised away from their
clans. These PCs have little knowledge about
their heritage, but display tendencies which
match the people who raised them. In the case
of those kept as slaves, their adventuring days
usually begin when they gain their freedom.
While they might be interested in finding their
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snouts, canine-like teeth, and short pointed
ears. The average orc stands between 5% and 6
feet tall. Half ores have much more human fea-
tures.

Orcs are aggressive humanoids that live in
tribal societies. They band together to hunt and
raid, believing that to survive they must
expand their territory. This need to expand
puts them in a constant state of war with
humans, elves, dwarves, goblins, and even
other orc tribes.

Orc communities are usually found under-
ground (75% likely), but wilderness villages
do exist. These lairs are protected by the best
defenses the orcs can invent or steal. Some of
these communities are built around active
mines. All make use of slave labor.

The orc mentality views aggression as the
natural order. They believe that other races
are inferior to them, and bully weaker crea-
tures. Enslaved orcs will rebel at the first
opportunity. When allied with others, orcs
are quick to take offense and break agree-
ments.

To orcs, the greatest challenge they can set
for themselves is the test of battle. They
value territory above all else, though they
also take great pride in battle experience
and prowess, wealth, and lots of offspring.
Orc society is male dominated; females exist
to bear young. Though carnivorous, orcs
prefer game meats or livestock to intelligent
races.

Half-Orcs; Half-orcs result from orc unions
with virtually any humanoid or demihuman
race except elves. These mixed breeds tend to
favor their orcish parent, though a small num-
ber can pass for ugly humans. PC half orcs are
assumed to be crossbreeds within the upper
10% of the mongrel orc-humans that can pass
for human. These have the ability to surpass
their orcish heritage, rising beyond the limits a
normal orc canr reach. However, they have dif-
ficulty finding a place in either society, as nei-
ther culture trusts them.

Languages. Orc, goblin, hobgoblin, ogre,
common. Half-orcs speak orc and receive com-
mon as a bonus language.

Role-Playing Suggestions. Player character
orcs are not as rare as other humanoid races.
The call to battle is not much different than the
call to adventure, and orc heroes sometimes
come to the forefront. If treated with care and
patience, orc adventurers can become effective
partners and allies. Because females have few
rights in orc society, many of them turn to
adventuring to escape their lot in life,

A few orcs even attempt to reject their evil
natures in order to try to become honorable
warriors, While an orc will never become a
paladin, some do attain the orcish equivalent
of holy warriors. However, those orcs that
attempt to fight fair and with honor are sneered
at and rejected by their own kind, Why fight
face to face, the common orc thinks, when
fighting from an advantageous hiding place is
so much more effective?

Half-orcs; Half-orcs have an easier time of it
as adventurers, for they are usually free of
tribal ties. Both heritages reject them, so they
must carve their own destiny out of what life
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to fly. They dress in bright colors, often sport-
ing caps and shoes with curled, pointed toes.

These elfin beings inhabit deep forest caves.
They dance in moonlit glades, moving to the
music of crickets, frogs, and other nocturnal
creatures. They live in clans or family units
that seem to mimic human customs. If they
take anything seriously, it is their loyalty to
family and community.

They also take great pride in their martial
skills. They can appear warlike, and they love
to play at adventure as much as they love trick-
ery and celebration.

Languages. Pixie, sprite, common.

Role-Playing Suggestions. Pixie PCs often
join up with adventurers who display a good
sense of humor (especially if they were on the
receiving end of a pixie prank). With childlike
wonder and a sense of adventure, pixies will
take up sword and bow and follow other char-
acters on important missions and grand quests.
No matter how serious the quest is, however,
pixies always treat it as a game.

Even when on an adventure, they cannot
refrain from pulling pranks on monsters and
other creatures they meet. If no one else is

available, they may even turn their tricks on
their companions. If they see a young maiden,
they must frighten her. If they find a wall, they
must rap upon it. No candle flame is safe in the
presence of a pixie, and no inviting frog pond
or flower field can be ignored.

Pixies may play tricks to teach lessons, greedy
misers and humorless bores are prime targets.
Most often, they play tricks for the sheer fun of
it. They love celebrations and feasts, and are
often considered frivolous by the larger races.
They are graceful, with a love for life. Pixies
loathe evil, saving their most lethal tricks for
foul bandits and wicked monsters. When they

need an item, they have no second thoughts

about “borrowing” it.

Pixies can be played for comic relief, but their
abilities with weapons makes them more than
simple pranksters. They can become valuable
members of any adventuring party.

Special Advantages. Pixies can become visi-
ble or polymorph themselves at will. Once per
day they can know alignment.

Once per day a pixie can create illusions with
both auditory and visual components, which
last without concentration until dispelled.

Once per day pixies can touch a creature or
being and cause confusion (as the spell) if the
creature fails a saving throw vs. spells. This
confusion is permanent unless a remove curse is
applied or the pixie dispels it.

Once per day, pixies can use dispel magic (as
an 8th level mage), dancing lights, and ESF.

Opponents who cannot detect invisible
objects attack pixies with a —4 penalty. Pixies
can attack while invisible without penalty.

Pixies have the ability to fly, with a move-
ment speed of 12 and a maneuverability of B.

Special Disadvantages. A dispel magic suc-
cessful against 8th level magic will force a
pixie to become visible for one round.

A pixie requires twice as much XP to advance
a level as a human of the same class.

Monstrous Traits. Size, invisibility, wings.

Superstitions. Pixies avoid stagnant, filthy
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taurs, and other woodland creatures. Strangers
who stumble onto such a party will be invited
to stay if they can supply drink. Satyrs are
extremely fond of expensive wine.

Satyrs refuse to confine themselves to an
organized society. They live in loose colonies,
instead, using comfortable caves and hollow
trees as homes. There are no female satyrs.
They do have an affection for human females,
however, and often seek to charm those that
catch their fancy.

Languages. Satyr, sylvan elf, centaur, dryad,
korred (rare), common.

Role-Playing Suggestions. Satyrs are an
inoffensive race. They just want to have fun.
The rare satyr who becomes an adventurer
often does so for the sport of it. When adven-
tures stop being fun, they return to their wood-
land homes to find a new party.

Satyrs do not understand seriousness or vio-
lence. Though they can fight with the best of
them if need be, they are rarely serious. It's
against their nature. They do not like to work
(though they are excellent wine makers), as
their hearts are tuned to play. They are impul-
sive, full of animal passions. If they see some-
thing they like, then they must have it
immediately. To want is to get, at least in the
mind of a typical satyr.

They believe themselves to be part of nature,
an extension of its wild side. As such, the satyr
way is nature’s way — the right way. They are
not thinkers, preferring instead to live in the
now. Why contemplate a plan? Just get on with
it, or don’t. That's the satyr’s way. Also, satyrs
do not get angry or insulted. Everything is the
way it is, so why should they be bothered by
it?

Satyr PCs will often be unpredictable, as the
object of their desire changes from moment to
moment, and they are quick to act on their
impulses. They understand that humans and
demihumans think differently than they do,
and they can suppress some of their urges.
However, satyrs will be quick to poirt out how

absurd it is to try to keep a reign on feelings,
and may even attempt to teach their compan-
ions how to loosen up and have fun.

Special Advantages. Because of their ability
to be very silent and their keen senses, satyrs
are surprised only on a roll of 1.

In forest settings, satyrs can blend into the
foliage (90% undetectable to creatures who
cannot see hidden or invisible things).

Satyrs have infravision to 60 feet.

In melee, satyrs can head butt for 2-8 points
of damage instead of using weapons.

If a satyr has constructed his own satyr pipe,
and has devoted a minimum of three profi-
ciency slots to its use (musical instrument,
pipes) he can use its music to either charm or
sleep or cause fear to all within 60 feet. All who
hear the pipes must make a successful saving
throw vs. spell or suffer the effect. No profi-
ciency check is required to use the pipes in this
manner. A bard’s singing can nullify the music
of a satyr pipe.

Special Disadvantages. Satyrs are very sus-
ceptible to distraction, especially if this comes
from a female with Charisma 15 or better or
from an expensive bottle of wine.

Monstrous Traits. Appearance.

Superstitions. Satyrs are uncomfortable in
cities and beneath the ground, they do not like
mobs of humans or humanoids, and fear bore-
dom muost of all.

Weapon Proficiencies: Dagger, javelin, long
sword, short sword, short bow, spear.

Nonweapon Proficiencies: Acting, alertness,
animal lore, artistic ability, bowyer/fletcher,
brewing, cheesemaking, craft instrument
{satyr pipe), dancing, drinking, eating, fishing,
gaming, hiding, hunting, juggling, musical
instrument (satyr pipe), natural fighting,
poetry, survival (forest), whistling/humming,
winemaking.
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averaging just three feet in height. They have
delicate frames, small legs, short tails, and flaps
of scale-covered skin hanging from each arm.
This skin serves as wings, giving these saurials
the ability to fly. Hornheads are the largest of
the saurials, standing 10 feet tall with tails that
stretch longer than their bodies. Sharp horns
protrude from their heads and the great bony
plates at their necks, giving this saurial race its
name. All saurials come in shades of green
mixed with yellow patterns, while flyers some-
times sport red splotches. Rarely, a pure white
saurial is born to one of the races.

More than one hundred adult saurials live in
the Lost Vale. They consider themselves to be
of one tribe. Most of the saurials are farmers
and hunters, though a small number of young
saurials are becoming adventurers. Saurials
think of themselves as saurials first and their
sub-race second. They mate for life, live a long
time, and both males and females share equally
in all work.

Saurial magic-users use memory sticks
instead of spellbooks. These notched poles
function like human spellbooks, though they
are sometimes mistaken for magical staves by
those unfamiliar with saurial customs.

Languages. Saurials cannot speak any human
or humanoid language. Their voices are
pitched too high for humans to hear, though
the olfactory portion of their own language can
be detected. They emit scents which carry their
emotions, and these can be interpreted by
humans familiar with saurials. Those saurials
who are PC adventurers usually have some
magical item that allows them to communicate
with their non-saurial companions.

Role-Playing Suggestions. As time goes on,
saurial adventurers like Dragonbait™ will
become more common. The inhabitants of the
Lost Vale will decide to venture out, and it is
possible that others from their home plane
may find their ways to the Realms and other
campaign worlds.

Those adults in the Lost Vale are a somber lot,

hoping the next generation of offspring will
bring joy back to their lives. Only the finhead
named Dragonbait is known to have taken up
adventuring, but the stories he brings back to
the valley on his visits have begun to inspire
other saurials.

Young saurials grow quickly, reaching adult
size in about five years. However, they take as
long as humans to mature mentally and
socially, so very young saurial PCs could be
played as large children who still have a lot of
growing up to do. Perhaps they have run away
from the Lost Vale, their heads filled with the
tales of Dragonbait. Older saurials could leave
the valley on some quest, to get away from the
somber mood that hangs over the community,
or could even be from their home plane on a
mission to find their lost brethren.

Bladebacks are very social beings. They
enjoy company, and always find time to social-
ize. They are the most straight-forward and
trusting of the saurial races, but they also
understand saurial nature well enough to
know the motives and desires of the other
races. Slow to anger, bladebacks become pas-
sionate fighters when finally roused to battle.
They have very long memories, which makes
them slow to forgive insults and offenses.
Bladebacks tend to be leaders and advisors,
and many become priests so they can tend to
the needs of the community.

Finheads tend to be alert, bright, active, curi-
ous and highly emotional. They often become
fighters. Most believe in ultimate good and
evil, seeing things in terms of black and white.
To finheads, there is one truth — they tend to
defend that truth with every muscle in their
bodies. New tasks and adventures are greeted
enthusiastically. Being impulsive, they often
leap into dangerous situations without fully
understanding what they are up against. Fin-
heads are the most likely to leave the commu-
nity to seek out adventure.
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evil alignment. They are friends and protectors
of the forest folk, though they tend to avoid
other humanoids. Swanmays might approach
nature-oriented priests or close adventuring
companions when they require assistance
against some great evil.

Languages. Sylvan elf, dryad, common.

Role-Playing Suggestions. Swanmays are
independent protectors of the forests and
wildlife. PC swanmays should try to make
sure that their ad venturing actively opposes
evil races and monsters that despoil the
wildlife and countryside.

Swanmays rarely, if ever, reveal their true
natures —even to close companions. Even if
their natures are known, they will reveal noth-
ing about the sorority they belong to. They
seek adventures that will ultimately benefit
nature, the wetlands, and the forests.

Special Advantages. All special advantages
apply in swan form only. A swanmay can only
be harmed by +1 weapons or better. Swanmays
have an innate magic resistance of 2% per hit
die. The swanmay can fly at a speed of 19,
maneuverability class D.

Special Disadvantages. Without their special
tokens, swanmays are trapped in their current
form. If the token is stolen, the swanmay can-
not change until it is recovered. If the token is
destroyed, the swanmay must go on a special
quest in order to replace it.

Monstrous Traits. Transformation ability.

Superstitions. Swanmays watch nature for
signs and omens. Their deep hatred of all
things evil may sometimes approach fear.

Weapon Proficiencies: Broad sword, dagger,
long bow, long sword, short bow, short sword.

Nonweapon Proficiencies: Alertness, animal
handling, animal lore, animal noise, bowyer/
fletcher, danger sense, direction sense, fire-
building, fishing, hiding, hunting, set snares,
survival (forests, wetlands), swimming,

Bonus Proficiencies: Ranger — tracking,
druid — weather sense.

Ability Score Adjustments. The initial abil-
ity scores are modified by a +1 bonus to
Strength and a -1 penalty to Dexterity.

Ability Score Range
Minimum = Maximum
18
17
18
18

18
18

Ability
Strength
Dexterity
Constitution
Intelligence
Wisdom
Charisma

Wwwoh oo

Class Restrictions
Class
Warrior
Fighter 12
Ranger —
Paladin —
Wizard
Mage =
Mlusionist —
Priest
Cleric —
Druid —
Shaman 7
Witch Doctor 7
Rogue
Thief —
Bard 10

Maximum Level

Hit Dice. Player character wemics receive hit
dice by class. In addition they receive 5 bonus
hit points at first level.

Alignment. Most wemics are neutral. PC
wenics can be of any alignment.

Natural Armor Class. 6.

Background. Wemics are part human, part
lion, combining the two as centaurs combine
human and horse. The wemic’s leonine body
has a human torso extending from what would
be a lion’s neck. Wemics grow to 10 feet long,
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reaching heights of six to seven feet when
standing erect.

The leonine body is covered with dusky
golden fur, while the underbelly fur is short
and white. The tip of the tail is a brush of long
black hair, and adult males also have a flowing
mane of long black hair. The face is leonine,
and the eyes are usually golden with slit
pupils. The claws of the forepaws are
retractable, the hind claws are not.

Wemics blend leonine and aboriginal human
cultures in a primitive society. They live in
nomadic groups called “prides”, surviving
through hunting. They know and use fire, and
craft stone weaponry, pottery, and ornaments.
Wemics have human intelligence; if exposed to
more complex skills they can learn, providing
they can overcome their superstitious nature.

Witch doctors and shamans are very impor-
tant to wemic society, for the primitive hunters
see everything as supernatural. Weather and
the changing of day into night are functions of
the gods. Everything is personified and alive
and magical — the sun, the moon, the clouds,
the rivers. Such is how wemics see the world.

Languages. Wemic, common.

Role-Playing Suggestions. Wemics are play-
ful and curious as cubs, and they keep these
traits into adulthood. They are excellent
hunters, trackers, and guides, often hiring
themselves out in exchange for treasure, tools,
and magical items. This is one way for a wemic
to come into contact with an adventuring
party. Others are captured as cubs and raised
as servants or slaves. PC wemics can be either
recently freed, or can be free wemics who have
left home to explore the world.

The primitive wemics risk exploitation by
more advanced societies. They are taken as
slaves, cheated into servitude, or even tricked
out of valuable items they do not understand.

Wemics have a great deal of pride and
courage — except against obvious agents of
the supernatural. If they cannot defeat a foe
with weapon or claws, then that foe cannot be

defeated. They are noble savages, with honor
and compassion. Once they alley themselves to
a group or cause, they stick with it to the end.

Special Advantages. Wemics can attack with
both foreleg claws for 1-4 points of damage
each. They can also attack with hand-held
weapons at the same time.

These leonine creatures have powerful leg
muscles which allow them to leap 10 feet
upward or 30 feet forward.

Special Disadvantages. Wemics take damage
as large creatures.

Monstrous Traits. Appearance.

Superstitions. All of nature is personified in
the wemic’s mind, and thus every whisper of
wind and rumble of earth is an omen. Certain
modern items frighten them until they learn
what they are. They especially fear obviously
supernatural beings and the undead.

Weapon Proficiencies: Club (stone), javelin,
short sword, spear.

Nonweapon Proficiencies: Animal noise,
eating, fire-building, hunting, natural fighting,
religion, spellcraft, survival (plains), tracking,
weaponsmithing, weaving, wild fighting.
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