
Aasimar 
Aasimar bear within their souls the light of the heavens. They are descended from humans with a touch of the 
power of the heavens, the divine realm of good deities. Aasimar are born to serve as champions of the gods, 
their births hailed as blessed events. They are a people of otherworldly visages, with luminous features that 
reveal their celestial heritage. 
 

§ +1 Charisma, -1 Constitution 
§ Hit Die: As their size 
§ Height: As their base Race 
§ Weight: As their base Race 
§ Average Max Age: As their base Race 
§ Movement: As their base Race 
§ Darkvision: 60’ 
§ Physical Traits: For the most part Aasimar appear as any of the standard races, but have at least one 

physical trait that hints at their special nature. It can be white or golden hair that shines like metal, 
jewel or precious metal toned eyes with irises that look like round cut gems, or a lustrous pearlescent 
skin color. 

§ Saving Hands: Once per Long Rest as a Minor Action, touch a creature and heal it 5x your level in hit 
points. You may gain another use of this feature by spending 1 Hit Die during a Short Rest. 

§ Light Bearer: At will as an Action, you touch one object that is no larger than 1 foot in any dimension 
and cause it to shed the equivalent of torchlight in a 20’ radius. The spell ends if you cast it again, 
dismiss it as a Free Action, or an hour passes. If the object is held, the holder can make a Save vs Spell 
to prevent the spell from taking hold. A Darkness spell cast on the light’s source can negate it and vice-
versa. 

§ Languages: You may take Celestial and Common as starting languages. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Dragonborn/Rhogara 
 
Creation: As the Council of Wyrms became the dominant political force west 
of the Dragonteeth Mountains, they decided their Human servitors were no 
longer sufficient for their needs. With powerful magics, the Council turned 
some of their subjects into Dragonborn, wiping away all memory of their past 
Human lives, unknowingly abandoning spouses and children. It was only 
much later that some began to remember their previous lives and fled their 
masters’ clutches. With the help of some adventurers sponsored by the 
Mystran church, a Copper-scale Diviner named Rhogar led this exodus out of 
Council territory. 
 
Dragonborn: There are two subspecies of Dragonborn, the upper caste Ijieren 
[i-JEER-en] (meaning “Blooded”) and the lower caste Dokaal [doh-CALL] 
(meaning “Tailless”). The only difference between the two is whether they 
have a tail or not. 
 
Rhogara: After fleeing Council territory under the leadership of Rhogar, the first group of refugees came across 
a group of adventurers working for the church of Mystra. The adventurers agreed to help the Dragonborn 
through the wildlands, over the high mountains, and into the City of Towers to safety. At the suggestion of one 
of the adventurers, Rhogar traded a magic ring for transport to the nation of Cornwall in Britannia. Once 
hearing of this group’s plight, the Queen of Cornwall allowed them to settle in the abandoned hamlet of 
Greenthorn [66C]-38B. After fixing up the hamlet to more livable conditions, they voted to rename the hamlet 
“Rhogara” and rededicated the small church to the worship of Mystra. Rhogar secretly returns to Council 
territory every few months to gather any more Dragonborn who wish to flee the service of the Dragons. 
 

§ +1 Strength, -1 Wisdom 
§ Hit Die: D10 
§ Height: 78/78 +1d10 
§ Weight: 280/280 +4d10 
§ Average Max Age: 80 
§ Movement: 12 
§ Natural Armor Class: 9 
§ Dragon Type and Breath Weapon: 

o Gold – Fire Cone 15 feet   Red – Fire Cone 15 feet 
o Silver – Cold Cone 15 feet   Blue – Electricity Line 5x30 feet 
o Bronze – Electricity Line 5x30 feet  Green – Poison Cone 15 feet 
o Copper – Acid Line 5x30 feet   Black – Acid Line 5x30 feet 
o Brass – Fire Line 5x30 feet   White – Cold Cone 15 feet 

§ Breath Weapon Damage: You may use this feature as a Minor Action once per rest. It automatically 
recharges upon Short and Long Rests so you do not need to spend a Hit Die to do so. 

o 1st: 2d6 + level 
o 5th: 3d6 + level 
o 10th: 4d6 + level 
o 15th: 5d6 + level 

§ Resistant to own Breath Weapon energy type 
§ Languages: You may take Draconic and Common as starting languages. 

 



Dwarf/Mul  
§ Dwarf (Hill or Mountain) 

o +1 Constitution, -1 Charisma 
o Hit Die: D8 
o Height: Hill: 43/41 +1d10. Mountain: 49/47 +1d10 
o Weight: Hill: 130/105 +4d10. Mountain: 145/115 +5d10 
o Average Max Age: 350 
o Movement: 6 
o Darkvision: 60’ 
o Dwarven Resilience: +1 every 3.5 points of Con for Saving Throws  

versus wands, staves, rods, spells, and poison. 
o Dwarven Toughness: Hill: Gain +1hp per level. Mountain: Reduce Armor Encumbrance by 1. 
o Magic Difficulty: All magical items not specifically suited to the character’s class have a 20% 

malfunction rate when used by a Dwarf. 
o Combat Training: 

§ Hill: +1 to attack Orcs and Goblinoids. Mountain: +1 to attack Drow and Duergar 
§ +4 Dodge Bonus to AC against Ogres, Trolls, Ogre Magi, Giants, and Titans 

o Stonecunning: May detect the following information when within 10’ of them. 
§ Detect grade or slope in passage   1-5 on 1d6 
§ Detect new tunnel/passage construction  1-5 on 1d6 
§ Detect sliding/shifting walls or rooms  1-4 on 1d6 
§ Detect stonework traps, pits, and deadfalls  1-3 on 1d6 
§ Determine approximate depth underground  1-3 on 1d6 

o Languages: You may take Dwarven and Common as starting languages. 
 
 

§ Mul (Half-Dwarf) 
o +1 Constitution 
o Hit Die: D8 
o Height: 72/70 +2d6 
o Weight: 240/200 +5d20 
o Average Max Age: 85 
o Movement: 12 
o Fast Learner: Gain 1 bonus Background 

proficiency slot for a maximum of 3. 
o Dwarven Resilience: +1 every 3.5 points of Con for Saving Throws versus wands, staves, rods, 

spells, and poison. 
o Mul’s Endurance: On a day where you do not engage in combat or other strenuous activity, you 

only have to sleep for 1 hour as a Long Rest. A Long Rest can only be done 1/day. 
o Languages: You may take Dwarven and Common as starting languages. 

 
 
 
 
 
 
 



Elan/Sanguinesti (Half-Elf) 
 

Elan: After the Alliance civil war between the Humans and Elves 
(1180AF), many “long-line” Half-Elves began a movement separating 
themselves from their dual lineages and began to call themselves “Elan.” 
It is in reference to a poem by a Half-Elf that wrote in both languages, 
often within the same poem. “Elan yar nerra ontan” meaning “The one 
who is from many” (Elan meaning “one” as in unified or complete, not 
the numeral) They are one people of one kind. It takes many years, but 
eventually this catches on and the Elan become accepted by most as non-
Elves. 
 
Sanguinesti: After the Four Winds Plague swept across the Earth 
(1274AF), killing 70% of all Elves and making half of the survivors 
infertile, Elven culture began to soften its feelings toward Half-Elves. 
Eventually, a ceremony of acceptance into the culture as full Elves was created. After a two years of study, 
testing, and meditation, Half-Elves may take part in the ceremony to become Blood Elves or Sanguinesti. From 
that point on, they are considered full Elves and given all the rights and privileges that come with it. 
 

§ +1 Ability Score of your choice 
§ Hit Die: D8 
§ Height: 60/58 +2d6 
§ Weight: 110/85 +3d12 
§ Average Max Age: 180 
§ Movement: 12 
§ Darkvision: 60’ 
§ Distant Fey Ancestry: 30% resistant to Sleep and Charm related spells 
§ Fast Learner: Gain 1 bonus Background proficiency slot for a maximum of 3 
§ Find Secrets: 

o Passing within 10’, find a concealed door 1 on 1d6 
o Searching 10’ area, find secret door  1-2 on 1d6 (Others at 1 on 1d6) 
o Searching 10’ area, find concealed door 1-3 on 1d6 (Others at 1-2 on 1d6) 

§ Languages: You may take Elven (or Drow) and Common as starting languages. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Elf  
 Since 1274AF, the start of the Four Winds Plague, Elven society on Earth has been in  
decline. Nearly 70% of Elves died as the Plague swept across the planet and in the following  
years, they discovered that half of all survivors have become infertile. Most have retreated  
deeper into Elven lands so seeing an Elf outside of their forests has become rare. 

The youngest generation has become angry and bitter toward humanity, blaming  
them for the Plague and the downfall of the Elves. The Umbral Dawn, an organization teaching  
Elven superiority and hatred of outside races, has quickly gained in popularity and power since  
the Plague. It is named after the only Hatharalan Navy ship to escape the human invasion. 

Many Elves also became disillusioned with their gods and the pantheon of Elves was  
sundered. New gods have replaced some of the old, while some of the old have taken on new  
names, reflecting the current state of Elven culture. Corellon, Father of the Elves, has gone into  
self-imposed isolation in a bout of depression, allowing the Weave to begin to unravel. Before  
he left, Corellon managed to leave The Archeart, an avatar of his, in charge to begin to organize 
the new pantheon. 
 In general, Elves no longer focus on making great works of art or studying obscure magics.  
Instead, they are focused on the preservation of their kind and a bitter hatred of others. 
 
Names: Some Elves believe the Plague was a curse for moving too far from the old ways, when Elves were new to the 
world and they were one people. Because of this, many have reordered their names in the ancient way of having the 
family name first and their given name second. They also ignore the caste system of the Elves that separates them into 
different subraces. This growing subculture is known as the Abier Elarun (the Way of One Land). 
 
 

§ Wood Elf (Qualinesti) 
o Appearance: Wood Elves are very pale. Though they spend a great deal of time outdoors, their 

skin simply doesn't tan, no matter how long they are in the sun. However, their skin is less a 
corpselike pallor than the color of new cream. Their hair and eyes fall into two major variations. 
One is fair not only of skin, but of hair as well. These Elves generally have blond hair and blue 
eyes. The other variation, equally numerous, seems far more mysterious. They have dark hair, 
ranging from sandy brown to sheerest black, and intense green eyes. These two varieties of 
Wood Elves have no other significant differences, but they are nonetheless often treated 
differently simply because of their appearance. 

o +1 Dexterity, -1 Constitution 
o Hit Die: D8 
o Height: 55/50 +1d10 
o Weight: 90/70 +3d10 
o Average Max Age: 900 
o Movement: 12 
o Darkvision: 60’ 
o Reverie: As a Long Rest, you may enter a state of meditative rest lasting only 4 hours. 
o Fey Ancestry: 90% resistant to Sleep and Charm related spells 
o Find Secrets: 

§ Passing within 10’, find a concealed door  1 on 1d6 
§ Searching 10’ area, find secret door   1-2 on 1d6 (Others at 1 on 1d6) 
§ Searching 10’ area, find concealed door  1-3 on 1d6 (Others at 1-2 on 1d6) 

o Combat Training: +1 when attacking with a Bow, a Short Sword, and a Longsword (May use an 
Elven Longsword as a Finesse weapon.) 

o Languages: You may take Elven and Common as starting languages. 
 
 



§ High Born (Silvanesti) 
o Appearance: Taller and more slender than the other elves, High Born Elves typically have silver 

hair and amber eyes. This does not give them any special abilities, but it does serve to 
distinguish them from their other Elven brethren. Somewhat rarer are those High Born Elves 
who have pale golden hair and violet eyes. These Elves are often known as faerie and are 
probably those most closely related to their fey ancestors. 

o +1 Dexterity and Intelligence, -1 Strength and Constitution 
o Hit Die: D8 
o Height: 60/55 +1d12 
o Weight: 85/75 +3d10 
o Average Max Age: 900 
o Movement: 12 
o Darkvision: 60’ 
o Reverie: As a Long Rest, you may enter a state of meditative rest lasting only 4 hours. 
o Fey Ancestry: 90% resistant to Sleep and Charm related spells 
o Elven Magic: Gain one Cantrip from the Wizard spell list as a Spell-like ability castable at will. 
o Combat Training: +1 when attacking with a Bow, a Short Sword, and a Longsword (May use an 

Elven Longsword as a Finesse weapon.) 
o Languages: You may take Elven, Sylvan, and Common as starting languages. 

 
 

§ Wild Elf (Kagonesti) 
o Appearance: Wild Elves, by their very nature, seem more prone to violence than their civilized 

cousins. Their muscles are larger, their complexions more florid. They have yellow to coppery-
red hair, which contrasts with their lightly tanned skin. Their eyes are generally light brown, 
although bright green is not uncommon. Hazel or blue eyes are exceptionally rare, cropping up 
only two to ten times in an entire generation. The superstitious Wild Elves believe that twins 
who have blue or hazel eyes are an omen of good fortune for both the twins and Wild Elves as a 
whole. Thus far, they have not been disappointed. 

o +1 Strength and Dexterity, -1 Constitution and Charisma 
o Hit Die: D8 
o Height: 60/55 +1d12 
o Weight: 95/80 +3d12 
o Average Max Age: 900 
o Movement: 12 
o Darkvision: 60’ 
o Reverie: As a Long Rest, you may enter a state of meditative rest lasting only 4 hours. 
o Fey Ancestry: 90% resistant to Sleep and Charm related spells 
o Beast Speech: Through sounds and gestures, you can communicate simple ideas with Medium 

or smaller real world forest creatures with a successful Charisma check. 
o Combat Training: +1 when attacking with a Bow, a Short Sword, and a Longsword (May use an 

Elven Longsword as a Finesse weapon.) 
o Languages: You may take Elven and Common as starting languages. 

 
 
 
 
 
 



§ Dark Elf (Previously Drow)        
o Appearance: Dark Elves are typically shorter than other Elves, and 

they retain the Dexterity common to Elves. Their skin ranges from a 
light gray, through a bluish or lavender gray, to jet black, with eyes 
of all shades of red through violet. 

o +1 Dexterity and Intelligence, -1 Constitution and Charisma 
o Hit Die: D8 
o Height: 50/55 +1d10 
o Weight: 80/95 +3d10 
o Average Max Age: 900 
o Movement: 12 
o Darkvision: 120’ 
o Reverie: As a Long Rest, you may enter a state of meditative rest 

lasting only 4 hours. 
o Fey Ancestry: 90% resistant to Sleep and Charm related spells 
o Magic Defense: 

§ +2 to Rod/Staff/Wand and Spells Saving Throws. 
§ Magic Resistance of 10% + 2% per level. 

o Dark Magic: You have 3 innate castings per day with which you may use the following spell-like 
abilities: Dancing Lights, Faerie Fire, and Darkness. You may gain up to 3 more uses of this 
feature by spending up to 3 Hit Die during a Short Rest. 

o Sunlight Sensitivity: -2 to attacks or casting checks when you or your target is in direct sunlight. 
§ Dark Goggles (30gp): Removes -2 penalty above, but gives -2 penalty to Perception 

checks. 
o Languages: You may take Drow and Common as starting languages. 

 
§ Shadar Kai (Previously Drow) 

o Appearance: Shadar Kai share a similar height and weight of 
their Dark Elf ancestry, but their coloring has changed since going 
through the ritual to give themselves to the Raven Queen. Their 
skin is always bone white with jet black hair and eyes. Rarely, 
their hair shifts red upon puberty. These ginger Shadar Kai are 
celebrated as being special to the Raven Queen and often 
become leaders in their communities. 

o +1 Dexterity, -1 Constitution 
o Hit Die: D8 
o Height: 50/55 +1d10 
o Weight: 80/95 +3d10 
o Average Max Age: 900 
o Movement: 12 
o Darkvision: 120’ 
o Reverie: As a Long Rest, you may enter a state of meditative rest lasting only 4 hours. 
o Fey Ancestry: 90% resistant to Sleep and Charm related spells 
o Magic Defense: +2 to Rod/Staff/Wand and Spells Saving Throws. 
o Shadow Magic: As a Minor Action, you can partially enter the Shadowfel, gaining resistance to 

all damage until the start of your next turn. During that time, you appear shadowed and 
translucent. You can use this ability 3/day, but can't use it again until you finish a Long Rest. You 
may gain up to 3 more uses of this feature by spending up to 3 Hit Die during a Short Rest. 

o Languages: You may take Drow and Common as starting languages. 



§ Sea Elf (Kaldurnesti, Vayanesti)    
o Appearance: Sea Elves have gill slits much like fish, through 

which they process oxygen. They can also survive out of water 
by breathing as their brethren do. Their skin can be all the 
colors of coral reefs: blue, cyan, green, yellow, red, and pink. 
Their eyes and hair typically match their skin color. 

o +1 Dexterity, -1 Charisma 
o Hit Die: D8 
o Height: 55/50 +1d10 
o Weight: 85/75 +2d12 
o Average Max Age: 900 
o Movement: 12 
o Darkvision: 120’, Movement Sense (in water only): 360’ 
o Reverie: As a Long Rest, you may enter a state of meditative rest lasting only 4 hours. 
o Fey Ancestry: 90% resistant to Sleep and Charm related spells 
o Aqua Affinity: Sea Elves have gill slits that allow them to breathe underwater and they have a 

swim speed of 12. 
o Combat Training: +1 when attacking with a Trident, a Short Sword, and a Longsword (May use 

an Elven Longsword as a Finesse weapon.) 
o Languages: You may take Elven and Common as starting languages. 

 
 

§ Ashani (Mageborn) 
As natural reproduction for Elves became difficult after the Four Winds Plague, Elven mages began 
working on ways to reproduce through magical means. Eventually, they developed a way to take some 
of the life force from two Elves (Aging them 1d100 years) to create a new life. The Ashani, or 
Mageborn, come into being with an adult body, but a blank mind. They require all the care and 
education of a child, maturing mentally at the same rate as any other Elf. Generally, Elves accept the 
Ashani fully as Elves, but other races, especially those trepidatious of magic, often view them as 
soulless beings with sinister origins. 

o Appearance: Like High Born Elves, Ashani are taller and more slender than the other elves and 
typically have golden or silver hair and bright green or copper colored eyes that almost glow 
from within. 

o +1 Dexterity and Charisma, -1 Strength and Constitution 
o Hit Die: D8 
o Height: 60/55 +1d12 
o Weight: 85/70 +3d10 
o Average Max Age: 900 
o Movement: 12 
o Darkvision: 60’ 
o Reverie: Ashani cannot enter a reverie like other Elves, nor do they ever remember any dreams 

they may have during sleep. 
o Fey Ancestry: 90% resistant to Sleep and Charm related spells 
o Magic Defense: +2 to Rod/Staff/Wand and Spells Saving Throws. 
o Elven Magic: Gain Detect Magic as a Cantrip. 
o Fey Step: As a Minor Action, you can magically teleport up to 30 feet to an unoccupied space 

you can see. You can use this ability 3/day, but can't use it again until you finish a Long Rest. 
You may gain up to 3 more uses of this feature by spending up to 3 Hit Die during a Short Rest. 

o Languages: You may take Elven, Sylvan, and Common as starting languages. 



Gnome 
§ Rock: +1 Intelligence, -1 Wisdom 
§ Forest: +1 Dexterity and Wisdom, -1 Strength and Intelligence 
§ Hit Die: D6 
§ Height: 38/36 +1d10 
§ Weight: 72/68 +5d4 
§ Average Max Age: 350 
§ Movement: 6 
§ Darkvision: 60’ 
§ Gnomish Resilience: +1 every 3.5 points of Con for Saving Throws 

versus wands, staves, rods, and spells. 
§ Magic Difficulty: Magic items other than weapons, armor, shields, 

illusionist items, or items that duplicate thieving abilities suffer 20%  
malfunction rate when used by a Gnome. 

§ Combat Training: 
o Rock: +1 to attack Kobolds and Goblinoids. 
o Forest: +1 to attack Orcs. Lizard-men, and Troglodytes. 
o +4 Dodge Bonus to AC against Ogres, Trolls, Ogre Magi, Giants, and Titans 

§ Rock: Stonecunning: May detect the following information when within 10’ of them. 
o Detect grade or slope in passage   1-5 on 1d6 
o Detect flawed stonework    1-7 on 1d10 
o Determine approximate direction underground 1-3 on 1d6 
o Determine approximate depth underground  1-4 on 1d6 

§ Forest: Woodland Expertise: When staying completely still among trees or one tree as wide as them, 
the Forest Gnome can only be detected (Perception check) on a roll of 1. The spells See Invisibility and 
True Sight will detect them. 

§ Languages: You may take Gnomish and Common as starting languages. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Goliath 
At the highest mountain peaks and the cold forests of the north, 
dwell the reclusive goliaths. Few folk can claim to have seen a 
goliath, and fewer still can claim friendship with them. Goliaths 
wander a bleak realm of rock, wind, and cold. Their bodies look 
as if they are carved from mountain stone and give them great 
physical power. Their spirits take after the wandering wind, 
making them nomads. Their hearts are infused with the cold 
regard of their frigid realm, leaving each goliath with the 
responsibility to earn a place in the tribe or die trying. 

Goliath skin is often gray or brown and is extremely tough. 
One of the most distinctive features of the goliath is the darker 
(often vertically symmetrical) patches of skin that cover their 
entire bodies. Goliaths believe that these markings somehow 
explain or control their fate or destiny. For this reason, goliaths 
never tattoo themselves as this could affect their future. 
 

§ +2 Strength, +1 Constitution, -2 Intelligence, -1 Wisdom 
§ Hit Die: D10 
§ Height: 84/82 +1d12 
§ Weight: 280/250 +1d12x5 
§ Average Max Age: 90 
§ Movement: 12 
§ Darkvision: None 
§ Natural Athlete: Gain Athletics Nonweapon proficiency. 
§ Stone’s Endurance: You have Advantage on Saving Throws against massive damage. 
§ Mountain Born: You have resistance to cold damage. You’re also acclimated to high altitude, including 

elevations above 20,000 feet. 
§ Languages: You may take Common and Giant as a starting language. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



Halfling  
§ All Subraces 

o Average Max Age: 150 
o Halfling Resilience: +1 every 3.5 points of Con for Saving Throws  

versus wands, staves, rods, spells, and poison. 
o Halfling Nimbleness: Move through the square of a larger  

creature without penalty. 
o Combat Training: +1 to attack with thrown weapons and slings. 

 
§ Hairfoot 

o +1 Dexterity, -1 Strength 
o Hit Die: D6 
o Height: 32/30 +1d8 
o Weight: 52/48 +3d4 
o Movement: 6 
o Darkvision: No 
o Influential: +2 to Persuasion checks. 
o Languages: You may take Halfling and Common as starting languages. 

 
§ Stout 

o +1 Dexterity or Constitution, -1 Strength 
o Hit Die: D6 
o Height: 32/30 +1d8 
o Weight: 52/48 +5d4 
o Movement: 6 
o Darkvision: 60’ 
o Stonecunning: May detect the following information when within 10’ of them. 

§ Detect grade or slope in passage   75% 
§ Determine approximate direction underground 50% 

o Languages: You may take Halfling, Dwarven, and Common as starting languages. 
 

§ Tallfellow 
o +1 Dexterity or Wisdom, -1 Strength 
o Hit Die: D6 
o Height: 32/30 +3d6 
o Weight: 52/48 +3d4 
o Movement: 6 
o Darkvision: No 
o Find Secrets: Searching 10’ area, find secret door on a roll of 1-2 on 1d6 (Others at 1 on 1d6) 
o Languages: You may take Halfling, Elven, and Common as starting languages. 

 
 
 
 
 
 
 



Human 
§ +1 Ability Score of your choice plus the Special Abilities (see below)  

based on that choice. 
§ Hit Die: D10 
§ Height: 60/59 +2d10 
§ Weight: 140/100 +6d10 
§ Average Max Age: 90 
§ Movement: 12 
§ Darkvision: None 
§ Fast Learner: Gain 1 bonus Background proficiency slot for a  

maximum of 3. 
§ Languages: You may take Common as a starting language. 

 
Human Racial Ability Score Bonuses 

• Crusher: +1 Strength; Advantage on BB/LG and Open Doors checks;  
Critical Range increased by 1 on attacks using Strength for the attack role. 

• Quick: +1 Dexterity; Gain Advantage on Initiative rolls and Disengage as a  
Minor Action. 

• Durable: +1 Constitution; Gain Advantage on Saves vs Para/Pois/Death and Death Saves when at 0hp. 
• Keen Mind: +1 Intelligence; Advantage on Investigation or History checks (Choose when taken); Skim 

average books in 1 hour for information; When you take the Help Action to aid an ally’s ability check, 
they may add the ability modifier from the chosen check above as well as the normal gaining of 
advantage on the roll. 

• Alert: +1 Wisdom; Advantage on Insight or Perception checks (Choose when taken); You have a good 
sense of your immediate surroundings when in battle so others do not gain flanking bonuses against 
you. 

• Actor: +1 Charisma; Advantage on Deception or Persuasion checks (Choose when taken); Choose a 
second Background that is not your own. You gain the general proficiency from it, you may spend your 
Background proficiency slots from that list as well as your actual background, and you get a free Kit 
from that second Background. This represents (Deception) knowing just enough to pass as your actual 
Background or (Persuasion) having studied another Background out of genuine curiosity. 

• Lucky: +1 Luck; Choose a Nonweapon Proficiency not listed above and gain Advantage on the roll 
(Choose when taken). You may change the proficiency chosen whenever your class gives you a new 
slot. Make a Luck check to turn a roll of 1 into a 20 or a 20 into a 1. 

 
 
 
 
 
 
 
 
 
 
 
 
 



Orc/Noc (Half-Orc)  
§ Orc 

o +1 Strength, -1 Charisma 
o Hit Die: D8 
o Height: 72/68 +1d8 
o Weight: 210/190 +4d10 
o Average Max Age: 40 
o Movement: 12 
o Darkvision: 60’ 
o Orc’s Endurance: You suffer no penalties from 1 point of exhaustion. Standard penalties do not 

start until you have 2 points and increase from there until you reach Death at 7 points. 
o Relentless Fortitude: When you are reduced to 0 hit points but not killed outright, you drop to 

1 hit point instead. You can’t use this feature again until after a Long Rest. You may gain 1 more 
use of this feature by spending 1 Hit Die during a Short Rest. 

o Savage Attacks: When you make a critical hit with a melee weapon, you add 1d10 to the 
damage (which is not multiplied). 

o Languages: You may take Orc as a starting language. 
 

§ Noc (Half-Orc) 
o +1 Strength 
o Hit Die: D8 
o Height: 60/59 +2d10 
o Weight: 140/100 +6d10 
o Average Max Age: 75 
o Movement: 12 
o Darkvision: 60’ 
o Fast Learner: Gain 1 bonus Background proficiency slot 

for a maximum of 3 
o Relentless Fortitude: When you are reduced to 0 hit 

points but not killed outright, you drop to 1 hit point 
instead. You can’t use this feature again until after a 
Long Rest. You may gain 1 more use of this feature by spending 1 Hit Die during a Short Rest. 

o Languages: You may take Orc and Common as starting languages. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Tallis  
§ +1 Strength, -1 Wisdom 
§ Hit Die: D10 
§ Height: 84/82 +1d12 
§ Weight: 280/250 +1d12x5 
§ Average Max Age: 180 
§ Movement: 12 
§ Darkvision: 60’ 
§ Kost (“peace”): As a Long Rest, you may enter a state of meditative 

rest lasting only 4 hours. 
§ Vashedon Ancestry: 30% resistant to Sleep and Charm related spells. 
§ Beres-taar (“shield”): Damage Reduction of 3 to any damage taken, 

including from spells. This stacks with DR from heavy armors. 
§ Languages: You may take Common and Drow as starting languages. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Tiefling 
§ +1 Charisma, -1 Strength 
§ Hit Die: D8 
§ Height: 60/59 +2d10 
§ Weight: 140/100 +6d10 
§ Average Max Age: 100 
§ Movement: 12 
§ Darkvision: 60’ 
§ Hellish Resistance: You have resistance to fire damage. 
§ Infernal Legacy: You may cast Thaumaturgy at will. 
§ Charming: 3/day you may weave magic into your words and gain Advantage on a Charisma Check. You 

may gain up to 3 more uses of this feature by spending up to 3 Hit Die during a Short Rest. 
§ Languages: You may take Common and Infernal as starting languages. 

 
 
 


