[P3] Races

















[P3.1] How to Read the Race Table

Race:





Name of each race.  Sometimes I list the source in brackets afterward.








DM Note:  I plan to eventually have a "Source" column.

Str,Dex,Con,Int,Wis,Chr,Cml:
Adjustments to each of the ability scores.  The first 6 usually sum to 0, but there are exceptions.








DM Note:  A lot of the Cml entries are blank right now; check with the DM if you really need it.

AT:






Base Armor Class Type.  Take the better AT source with a +1 bonus if you are wearing armor.

hp:






Bonus hit points.  Divide this by 4 and add 1 to get the HD of the original race.

TH:






Bonus to hit.  Usually, this is approximately equal to the hp bonus divided by 4.

Div:






XP Divisor.  Divide your XP by this amount.  When you reach level 9, your XP divisor goes down








by 0.5 (to a minimum of 1, unless your race is already below 1) every level.








This adjustment is retroactive (it applies to your previous XP as well), so it is possible to








"cascade" and gain several levels at the same time.








An Optional Rule would be to make it not retroactive (if you want to slow down the "big" races).

System:





Which framework the race uses.   "dual" means dual-classing.  "multi" means multi-classing.








"either" means either dual or multi.  "single" means the class cannot use either framework.








A race may split-class if it is able to multi-class.  Any race (even "single") may mixed-class.








You may change your System designation permanently with an Alter Reality spell.

Size:





Size of the race.  DM Note:  A lot of these are blank; hopefully they're obvious until I get it fixed.

Move:





Movement rate of the race (not listed yet).

[P3.2] Mixing Races

You may mix (cross-breed) almost any two races from the standard race table.  Simply average the modifiers from the race table, maintain fractions, then you can add and subtract half-stat points to even out the modifiers.  You cannot add or subtract to any stat beyond what each of the races individually gives.  (Example: one race has +1 Str, -1 Dex and another has -1 Str, +1 Int.  You generate a race with +0 Str, -1/2 Dex, +1/2 Int.  You can do any of following: +0 Str, +0 Dex, +0 Int <or> +1 Str, -1 Dex, +0 Int <or> -1 Str, +0 Dex, +1 Int.)

Halve your racial powers with numbers associated with them (such as MR).  Halve the number of other bonuses and other penalties.

For more than 2 (humanoid) races mixed, repeat this process (i.e. you can mix an Elf-Dwarf with a Human).

Mixing more than two non-humanoid races under these rules generates a Mongrelman (see race table).

[P3.3] Monsters as Races

[P3.4] Race Table

Race







Str
Dex
Con
Int
Wis
Chr
Cml

AT
hp
TH
Div.

System
Size


Aarakocra
 
 
 
 


-1
1
-1
0
0
0


3
0
0
÷1

multi


Aasimon, Agathinon [MC8]



-2
0
0
1
4
2


10
28
7
÷6

single
M

Alaghi







2
0
0
-2
0
0


6
9
1
÷1

multi
L



Amberite [RKR]





1
1
3
1
1
1


0
0
0
÷10

either

Amberite [ZAngband]




1
2
3
2
2
2
4

0
0
0
÷3

dual

M

Archon, Hound [MC8]




1
1
1
-1
0
-1


9
20
4
÷3

single




Archon, Warden [MC8]



3
0
2
0
1
0


11
28
7
÷6

single

Archon, Sword [MC8]




5
5
3
1
2
1


15
36
9
÷10

single

Avian [Phoenix]





-1
-1
-1
1
1
1
1

0
0
0
÷1.5

dual

M/L



Barbarian [ZAngband]




3
1
2
-2
-1
-2
0

0
5
1
÷1.5

dual

M

Bariaur







1
-1
1
0
-1
0
-1

4
36
6
÷4

dual


Bear, Grizzly           




3
0
1
-3
1
0
-2

3
11
2
÷2

dual

L
12
MonM2

Bear, Polar            

 


4
0
2
-3
2
0
-1

4
36
7
÷3

dual

H
12
MonM2

Beastman






0
2
0
0
0
-2


2
0
0
÷1

multi




Beastman [ZAngband]




2
-1
2
-2
-1
-4
-2

0
5
0
÷2

either
M



Beholder






-3
-1
0
3
1
0
-3

10
60
9
÷5

dual


Beholder






-4
-3
1
6
3
-3


10
64
12
÷11

dual





Beholder  [Angband]




-3
-2
2
7
4
-2


12
60
12
÷14

dual





Beholder  [Phoenix]




2
4
3
6
3
-6


31
206
11
÷11

dual


Beholder, Amphisbaena [DM]


-4
-6
0
8
6
-4


9
80
15
÷18

dual





Beholder, Aquatic [0D&D]



-3
-2
2
3
3
-3


5
60
12
÷9

dual





Beholder, Argos





5
3
1
-2
-2
-5


10
32
10
÷12

dual


Beholder, Baby [Phoenix]



-2
3
2
4
-1
-3


-6
-4
-1
÷1

dual





Beholder, Channeling [DM]


-5
-3
0
8
5
-5


10
70
13
÷13

dual





Beholder, Chaos Spawn



4
3
4
-3
-2
-3


10
50
10
÷6

dual



Angband

Beholder, Death Kiss




6
6
3
-6
-2
-7


6
76
19
÷11

dual





Beholder, Director




8
4
6
-3
-10
-5


8
90
11
÷11

dual





Beholder, Doomsphere/Ghost


-10
-5
-5
7
7
6


21
66
11
÷12

dual

Beholder, Elder Orb




-5
-5
2
5
7
-4


11
75
13
÷12

dual





Beholder, Evil Eye Orms-by-Gore [MtG]
2
2
5
0
3
-10


22
50
20
÷6

dual





Beholder, Examiner




-6
-5
0
8
2
1


5
35
7
÷8

dual

Beholder, Eye of the Deep



-2
-1
2
2
2
-3


5
55
10
÷8

dual





Beholder, Gauth





0
-4
0
4
5
-5


10
34
9
÷9

dual





Beholder, Gazer [Angband]


-4
0
-1
5
1
0


8
30
6
÷5

dual

Beholder, Gibbering Mouther


2
3
1
-2
-2
-2


9
18
3
÷7

dual





Beholder, Gorbel





1
6
1
-4
-4
0


7
5
1
÷4

dual





Beholder, Hive Mother




-1
-10
4
7
7
-7


8
160
20
÷20

dual

Beholder, Lensman




3
3
2
-4
-2
-2


7
40
8
÷8

dual





Beholder, Lernaean [DM]



-4
-2
5
3
1
-3


4
50
10
÷15

dual





Beholder, Mutant [Synnibarr]


3
3
3
-1
-6
-5


10
90
18
÷18

dual

Beholder, Observer




-5
-4
0
7
5
-3


12
43
7
÷8

dual





Beholder, Oldstyle [Phoenix]


6
5
6
7
6
-8


16
20
1
÷10

dual





Beholder, Orbus





-3
-4
6
0
-2
3


0
32
6
÷5

dual

Beholder, Overseer




2
0 
-6
5
4
-5


8
65
13
÷14

dual





Beholder, Spectator




-5
-4
1
6
5
-3


6
19
3
÷5

dual





Beholder, Sporacle [0D&D]


2
4
3
-5
0
-4


10
24
6
÷9

dual

Beholder, Stalking Horror [DarkSun]

3
1
3
-1
-3
-3


13
85
17
÷17

dual





Beholder, Tinkerer (Giant Bubble)

1
5
1
3
-8
-2


4
19
3
÷6

dual





Beholder, Ultimate [Angband]


-1
0
4
9
6
0


-10
120
24
÷20

dual

Beholder, Undead 




-4
-4
7
3
3
-5


11
70
15
÷13

dual





Beholder, Undead [0D&D]



0
0
2
4
-3
-3


14
95
19
÷16

dual





Beholder, Undead [Angband]


-2
-2
3
8
5
-2


16
90
18
÷15

dual

Beholder, Watcher




-4
-4
-3
7
3
1


3
13
2
÷11

dual





Beholder, Were-Gelatinous Cube [DM]
-1
-2
2
-1
6
-4


11
70
13
÷12

dual





Beholderganger [DM]




0
0
0
2
1
-3


0
60
12
÷20

dual

Beholder Mage





-8
-3
0
9
6
-4


9
40
8
÷9

dual





Beholder-MindFlayer [DSnow]


-6
-5
0
10
7
-6


13
70
13
÷12

dual





Bloodwave               




-2  
-1  
2  
2  
2  
-3  
-3  

0  
0   
1   
1  

multi       M/S 6
DM



Bugbear







1
0
0
-1
0
-1


0
3
0
÷1

multi
L

Bullywug, Advanced




0
1
0
-1
0
-1


4
0
0
÷1

multi




Celestial Lammasu [MC8]



3
1
3
2
2
2


3
137
19
÷20

single

Centaur







0
-2
0
0
1
1
-1

5
18
3
÷2

dual

L

Centaur







0
-2
1
0
1
0


5
4
0
÷1

dual





[P3.4] Race Table
Race







Abilities


















Aarakocra






Fly 36"; Claw/Claw 1d3/1d3; -3 TH in enclosed areas; No M/L missile penalties

Aasimon, Agathinon




MWR 20%; Pri 7 spell progression; 1M: Shapechange; et al.

Alaghi







Fist 2d6;  Move Silently (35+level*5)%; Hide in Natural Surroundings (30+level*5)%


Amberite [RKR]





Other Amberite abil.; Space-Time Stability; Lvl 10: Create Trump; Lvl 25: Hellride

Amberite [ZAngband]




Longevity; Sustain Con; Regen 1 hp/r; Lvl 15: Shadow Shift; Lvl 20: Pattern Mindwalk

Archon, Hound





MIR 10%; 1M: Shapechange Dog/Wolf; +0 wpn to hit; 1M: TWE; Pro. Evil continuous


Archon, Warden





MPR 20%; 1M: Cast a 1st-4th level Div spell; +2 wpn to hit; 1M: TWE; Pro. Evil cont.

Archon, Sword





MER 30%; Pri 15 spell prog.; +2 weapon to hit; 1M: TWE; Pro. from Evil continuous

Avian [Phoenix]





Fly; Detect Invis/Hidden; Farsight; Infravision; Resist Lightning; Vuln Disease/Poison


Barbarian [ZAngband]




Immune Fear; 1M,Level 4:Berserk (+lvl/+lvl TH/dmg, -lvl/-lvl AC/save) 

Bariaur









Bear, Grizzly    
       




Claw 1d4; Bite 1d8; Claw natural "18"+ TH: Hug +2d6 dmg; Operate at up to -8 hp


Bear, Polar        
     




Claw 1d10; Bite 2d6; Claw natural "18"+ TH: Hug +3d6 dmg; Operate at up to -12 hp

Beastman






Hide in Natural Surroundings 90%; 80% MR, cannot be lowered






Beastman [ZAngband]




Immune Conf/Sound/Chaos; 1/lvl: +1 Psi9 power (1:Min, 11:Maj, 21:Gra, 31:Sup)



Beholder








Beholder






11 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder  [Angband]




15 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder  [Phoenix]




10(1/s) eyes (see Psi29), 1 arm, 2 legs, 1 mouth; levitate

Beholder, Amphisbaena [DM]


22 eyes (see Psi29), 0 arms, 0 legs, 2 mouths; levitate








Beholder, Aquatic [0D&D]



6 eyes (see Psi29), 2 arms, 0 legs, 1 mouth; levitate









Beholder, Argos





5d4/r eyes (see Psi29), 1d4/r arms, 0 legs, 3d4/r mouths; levitate

Beholder, Baby [Phoenix]



5(1/s) eyes (see Psi29), 1 arm, 2 legs, 1 mouth; levitate








Beholder, Channeling [DM]


11 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder, Chaos Spawn [Angband]

4 eyes (see Psi29), 0 arms, 0 legs, 0 mouths; levitate

Beholder, Death Kiss




8 eyes (see Psi29), 0 arms, 0 legs, 10 mouths; levitate








Beholder, Director




8 eyes (see Psi29), 0 arms, 9 legs, 1 mouth; levitate









Beholder, Doomsphere (Ghost)


13 eyes (see Psi29), 0 arms, 0 legs, 0 mouths; levitate

Beholder, Elder Orb




12 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder, Evil Eye Orms-by-Gore [MtG]
1 ultra eye (see Psi29), 0 arms, 0 legs, 0 mouths; levitate








Beholder, Examiner




8 eyes (see Psi29), 4 arms, 0 legs, 1 mouth; levitate

Beholder, Eye of the Deep



6 eyes (see Psi29), 2 arms, 0 legs, 1 mouth; levitate









Beholder, Gauth





10 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder, Gazer [Angband]


4 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate

Beholder, Gibbering Mouther


1d20/r eyes (see Psi29), 0 arms, 0 legs, 1d10/r  mouth; levitate







Beholder, Gorbel





6 eyes (see Psi29), 0 arms, 2 legs, 1 mouth; levitate









Beholder, Hive Mother




20 eyes (see Psi29), 0 arms, 0 legs, 6 mouths; levitate

Beholder, Lensman




6 eyes (see Psi29), 5 arms, 0 legs, 1 mouth; levitate









Beholder, Lernaean [DM]



2+* eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder, Mutant [Synnibarr]


18 eyes (see Psi29), 3 arms, 0 legs, 1 mouth; levitate

Beholder, Observer




9 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder, Oldstyle [Phoenix]


10(1/s) eyes (see Psi29), 2 arms, 2 legs, 1 mouth; levitate








Beholder, Orbus





4 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate

Beholder, Overseer




13 eyes (see Psi29), 8 arms, 1 legs, 3 mouth; levitate









Beholder, Spectator




8 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder, Sporacle [0D&D]


10 eyes (see Psi29), 12 arms, 0 legs, 1 mouth; levitate

Beholder, Stalking Horror [DarkSun]

1d36/r eyes (see Psi29), 7 arms, 1d8/r legs, 0 mouths; levitate







Beholder, Tinkerer (Giant Bubble)

6 eyes (see Psi29), 4 arms, 0 legs, 1 mouth; levitate









Beholder, Ultimate [Angband]


16 eyes (see Psi29), 0 arms, 0 legs, 0 mouths; levitate


Beholder, Undead 




11 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder, Undead [0D&D]
 


13 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder, Undead [Angband]


13 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate

Beholder, Watcher




19 eyes (see Psi29), 1 arm, 0 legs, 1 mouth; levitate









Beholder, Were-Gelatinous Cube [DM]
11 eyes (see Psi29), 0 arms, 0 legs, 0 mouths; levitate








Beholderganger [DM]
 



var eyes (see Psi29), var arms, var legs, var  mouth; levitate

Beholder Mage





10 eyes (see Psi29), 0 arms, 0 legs, 1 mouth; levitate









Beholder-MindFlayer [DSnow]


11 eyes (see Psi29), 0 arms, 0 legs, 1 mouth, 4 tentacles; levitate






Bloodwave               



Bugbear









Bullywug, Advanced




Chameleon; Hop 30' causing +1 TH and double damage 1/r; Swimming prof.




Celestial Lammasu




MR 70%; Pri 15 spell prog.; Wiz 12 spell prog.; 1M, 3/d: Holy Word; et al.

Centaur







Hoof/Hoof 1d6/1d6, can still use arms; Can charge with weapons x2 dmg

Centaur




























[P3.4] Race Table  (continued)
Race







Str
Dex
Con
Int
Wis
Chr
Cml

AT
hp
TH
Div.

System
Size



Centaur [Phoenix]




1
1
1
-1
-2
0
-1

0
0
0
÷1.5

dual

L

Changeling [Phoenix]




-1
2
-1
1
1
-1
0

0
0
0
÷1.5

either
M

Couatl [MM1]






1
3
1
2
2
0


5
32
8
÷9

single





Crystal Dragon [Phoenix]



3
1
2
1
1
0
2

9
20
4
÷2.5

multi
G

Cyclops [Phoenix]




3
0
2
-1
-1
-2
-2

0
0
0
÷1.5

dual

L

Cyclops [ZAngband]




4
-3
4
-3
-3
-6
-3

0
15
1
÷1

dual

L




Dark Elf [ZAngband]




-1
2
-2
3
2
1
-1

0
-1
0
÷2

multi
L

Demon [Phoenix]





1
0
3
1
1
-3
-3

4
15
3
÷2

multi
M/S

Doppleganger

























Dracon







2
-3
1
0
0
0
0

5
30
5
÷4

multi





Draconian [Phoenix]




2
-2
2
0
-1
0
0

1
5
1
÷2

multi
L

Draconian [ZAngband]



2
1
2
1
1
-3
0

2
5
2
÷2.5

multi
L




Dragon, Amethyst [Council]


5
-3
0
3
1
2
4

16
52
13
÷14

multi
G




Dragon, Brass [Council]



3
-1
0
1
0
0
1

13
44
11
÷12

multi
G

Dragon, Bronze [Council]



5
-2
0
2
0
1
3

15
52
13
÷14

multi
G




Dragon, Copper [Council]



4
-1
0
1
0
0
2

14
48
12
÷13

multi
G




Dragon, Crystal [Council]



1
0
0
2
1
1
0

12
36
9
÷10

multi
G

Dragon, Electrum
[Ann1]



5
-2
2
2
1
2


16
58
15
÷15

single





Dragon, Electrum [DM]



5
-2
2
2
1
2
4

16
58
14
÷15

multi
G




Dragon, Emerald [Council]



3
-2
0
2
1
-1
2

14
44
11
÷12

multi
G

Dragon, Gold [Council]



7
-3
2
3
0
3
5

17
60
15
÷16

multi
G




Dragon, Gold
 [MM1]




7
-3
2
3
0
3


17
60
16
÷16

single





Dragon, Sapphire [Council]


4
-3
0
3
1
1
3

15
48
12
÷13

multi
G

Dragon, Silver [Council]



6
-3
1
2
0
2
4

16
56
14
÷15

multi
G




Dragon, Silver [MM1]




6
-3
1
2
0
2


16
56
15
÷15

single





Dragon, Topaz [Council]



2
-1
0
2
1
0
1

13
40
10
÷11

multi
G

Drake, Azure


























Drake, Fire             

Drake, Shadow





3
1
2
2
3
-6


10
39
6
÷2

multi


Drider [Phoenix]





1
0
2
-1
-1
-1
-2

0
0
0
÷1.5

multi
L




Drow [Phoenix]





-1
2
-2
1
0
0
-1

0
0
0
÷2

multi
M/S

Dwarf







0
0
1
0
0
-1


0
0
0
÷1

multi


Dwarf [Phoenix]





1
-2
2
-1
1
-1
0

0
0
0
÷1.5

multi
M/S




Dwarf [ZAngband]




2
-2
2
-2
2
-3
-1

0
5
0
÷1

multi
M/S

Dwarf, Athasian





1
-1
2
0
0
-2
-1

0
0
0
÷1

multi


Dwarf, Black Sapphire




1
1
0
0
-1
-1
-1

5
6
0
÷1.5

multi





Dwarf, Dark






1
0
1
0
0
-2
-3

0
0
1
÷1.25
multi


Dwarf, Derro






0
3
1
1
-2
-3
-4

2
12
2
÷2

multi


Dwarf, Gray






0
1
1
1
-1
-2


0
2
1
÷1.25
multi





Dwarf, Gray






0
1
1
1
-1
-2
-2

0
2
1
÷1.5

multi


Dwarf, Gully






3
3
0
-3
-2
-1
-4

0
0
0
÷1

multi


Dwarf, Hill






0
0
1
0
0
-1
-1

0
0
0
÷1

multi





Dwarf, Maldev





1
-1
1
-1
1
-1
0

0
8
1
÷1.5

multi


Dwarf, Mountain





1
0
1
-1
0
-1
-2

0
1
0
÷1

multi


Dwarf, PH3              


0
0
2
0
0
-2
-2



0
0
0
÷1

multi
M
9

PH3


Dwarf, Phaeree (Dangerous J.)


3
-2
3
2
-2
-4
-1

1
1
0
÷1

multi





Dwarf, Pitfall






3
-3
3
-1
0
-2
-2

8
20
3
÷3

multi


Dwarf, Synnibarr





1
2
1
-2
0
-2
-1

0
0
0
÷2

multi





Dwarf, Zakhar





-1
1
0
0
1
-1
-3

0
0
0
÷1.25
multi





Elf








0
1
-1
0
0
0


0
0
0
÷1

multi


Elf [Phoenix]






-1
2
-2
1
0
0
1

0
0
0
÷1.5

multi
M/S




Elf [ZAngband]





-1
1
-2
2
2
2
0

0
-2
0
÷1.5

multi
M/S




Elf, Alfar (Dangerous J.)



-2
2
1
0
2
-1
-2

1
2
-1
÷1

multi


Elf, Athasian






0
2
-2
1
-1
0
2

0
0
0
÷1

multi





Elf, Celstar






-1
2
-3
1
0
1
3

-1
-1
-1
÷2

multi





Elf, Cloud






-3
1
-3
1
2
2
2

-1
0
0
÷1

multi


Elf, Dark (Drow)





0
1
0
1
0
-2
-1

0
6
1
÷4

multi





Elf, Drider






2
0
0
1
-1
-2
-6

7
36
7
÷6

multi





Elf, Drow






0
1
0
1
0
-2


0
6
1
÷2

multi


Elf, Gray







0
1
0
0
0
0


0
0
0
÷1

multi





Elf, Gray







-1
1
-1
1
0
0
0

0
0
0
÷1

multi





Elf, High







0
1
-1
0
0
0
2

0
0
0
÷1

multi

Elf, Llanowar           
























[P3.4] Race Table  (continued)
Race







Abilities


















Centaur [Phoenix]




+1 dmg with 1 weapon type /level

Changeling [Phoenix]




Dark Vision; Resist Magic/Poison; Vulnerable Cold/Water; Sneak abilities of level/4

Couatl







Pri 7 spell prog.; Wiz 5 spell prog.; Poisonous bite (Death or degen 2d4 hp per round)

Crystal Dragon [Phoenix]



Infravision; Flying; Immune Fire; Resist Charm/Magic/Disease; Vulnerable Lightning

Cyclops [Phoenix]




Berserk (+lvl/+lvl TH/dmg, -lvl/-lvl AC/save); Resist Fire/Cold; Vuln Mental/Lightning

Cyclops [ZAngband]




Resist Sound; +level/+0 with thrown rocks











Dark Elf [ZAngband]




Dark Vision; Immune Darkness; 1M, Level 1: Magic Missile; Detect Invis

Demon [Phoenix]





Infravision; Pass Door; Resist Magic/Negative; Vulnerable Holy/Light; Backstab x2

Doppleganger


























Dracon




























Draconian [Phoenix]




Fly; Imm Poison/Disease; Res Fire/Cold; Vuln Slash/Pierce/Lightning; Regen 1 hp/r

Draconian [ZAngband]



Breath Weapon (a normal element); Flying; 1/level: Add a Resist Element




Dragon, Amethyst [Council]


Breath Weapon (Force); Fly; Imm Force/Poison; Water Breathing; 1/d: ReflectingPool

Dragon, Brass [Council]



Breath Weapon (Sleep/Heat); Fly; Imm Fire; Speak with Animals; 1/d: Dust Devil

Dragon, Bronze [Council]



Breath Weapon (Lightning/Repulsion); Fly; Imm Lightn.; Water Breath; 1/d: AiryWater


Dragon, Copper [Council]



Breath Weapon (Slow/Acid); Fly; Immune Acid; Spider Climb; 1P,3/d: Stone Shape


Dragon, Crystal [Council]



Breath Weapon (Shards); Fly; Imm Mineral/Shard/Light/Cold; Luckstone; 1M: Charm

Dragon, Electrum
[Ann1]



MRR 30%; Breathe Enfeeblement; 1V: Identify; 1M: Locate Object; 1M: Dispel Magic


Dragon, Electrum [DM]



Breath Weapon (Stun/Holy Lighn.); Fly; Imm Lightn.; Res Holy Lightning; 1V: PolySelf

Dragon, Emerald [Council]



Breath Weapon (Sound); Flying; Immune Sound; Flame Walk; 1M,3/d: Hold Person

Dragon, Gold [Council]



Breath Weapon (Gas/Holy Fire); Fly; Imm Gas/Fire/Holy Fire; 3/d: Poly Self; 1/d: Luck


Dragon, Gold [MM1]




Breathe Holy Fire or Gas; 2 spells (either Wiz or Pri) each level from SL 1 to 6



Dragon, Sapphire [Council]


Breath Weapon (Sound/Fear); Fly; Imm Fear; Free Action; 1/d:Anti-Magic Shell

Dragon, Silver [Council]



Breath Weapon (Para./Holy Cold); Fly; Imm Cold/Holy Cold; 1V,3/d: Poly Self



Dragon, Silver [MM1]




Breathe Frost or Gas; 2 spells (either Wiz or Pri) each level from SL 1 to 5




Dragon, Topaz [Council]



Breath Weapon (Dehydration); Fly; Imm Dehydration/Cold; Water Breath; Part Water

Drake, Azure            

























Drake, Fire             

Drake, Shadow





Flying; Immune Negative; Vuln Positive; Mouth's P: Breathe negative

Drider [Phoenix]





Infravision; +1P action; Imm Poison; Resist Magic & Negative; Vuln Iron/Light/Holy


Drow [Phoenix]





Infravision; Resist Charm; Vulnerable Iron & Light; Sneak abilities of level/4

Dwarf







+Con*2/7 bonus to PPD/RSW/Spell; +1 TH vs. "giant-class"; "giant-class" at -4 TH

Dwarf [Phoenix]





Resist Poison/Disease; Vuln Water; 1M: Berserk (+lvl/+lvl TH/dmg, -lvl/-lvl AC/saves)


Dwarf [ZAngband]




Resist Magic; Infravision; Immune Blindness; Detect shifting walls/rooms

Dwarf, Athasian







Dwarf, Black Sapphire

























Dwarf, Dark






3M: Anti-Magic Shell; 3V: Controlled Blink; 3P: Wall of Force; Resist Darkness

Dwarf, Derro








Dwarf, Gray






Dwarf abilities; Immune to illusion spells, paralyzation, non-natural poisons



Dwarf, Gray






Dwarf; Double Health bonus to saves vs. PPD; Immune Illusion/Paralyzation/Poison

Dwarf, Gully








Dwarf, Hill



























Dwarf, Maldev







Dwarf, Mountain







Dwarf, PH3   
           




Darkvision 60'; Stonecunning; +2 PPD save; +1 TH vs. orcs/goblins; +4 AC vs. giants


Dwarf, Phaeree (Dangerous J.)























Dwarf, Pitfall








Dwarf, Synnibarr


























Dwarf, Zakhar





Resist Darkness/Disease/Poison/Disenchant; Double Wis bonus Priest spells



Elf








90% charm/sleep resistance; +1 TH with (non-crossbow) bows; +1 TH with sword

Elf [Phoenix]






Infravision; Resist Charm; Vulnerable Iron; Sneak abilities of level/4






Elf [ZAngband]





+2 TH with bows; -2 TH in melee; +2 CL with spells; Resist Light






Elf, Alfar (Dangerous J.)





Elf, Athasian



























Elf, Celstar



























Elf, Cloud








Elf, Dark (Drow)





Immune Darkness; Detect Invis; 1M: Magic Missile









Elf, Drider



























Elf, Drow






Elf; +2 saves vs. magic; (50+level*2)% MR; Dancing Lights; Faerie Fire; Darkness

Elf, Gray




























Elf, Gray




























Elf, High







Elf abilities

Elf, Llanowar           

























[P3.4] Race Table  (continued)
Race







Str
Dex
Con
Int
Wis
Chr
Cml

AT
hp
TH
Div.

System
Size



Elf, Nobilis (Shadowrun)



0
1
-1
0
-1
1
1

0
0
0
÷1

multi

Elf, PH3                




0
2
-2
0
0
0
2

0
0
0
÷1

multi
M
12

PH3


Elf, Pharisee (Caer Sidi)



1
0
0
1
-1
-1
0

0
1
0
÷1

multi





Elf, Psielf (Synnibarr)




1
1
-2
2
-2
0
0

0
0
0
÷1.5

multi

Elf, Shadow             




-1
0
-1
2
1
-1
-1

0
0
0
÷1

multi
M/S
12
GAZ13


Elf, Spiritual (Dangerous J.)


-5
0
-2
3
3
1
2

-1
0
0
÷1

multi





Elf, Valley






0
0
-1
1
0
0


0
2
0
÷1

multi





Elf, Valley






0
0
-1
1
0
0
0

0
2
0
÷1.25
multi


Elf, Werewood





1
-1
1
0
1
-2
-1

4
4
0
÷1.5

multi





Elf, Wild







2
0
0
0
0
0


0
1
0
÷1

multi

Elf, Wild







2
1
0
-2
-1
0
1

0
1
0
÷1

multi





Elf, Wild (Kagonesti)




1
2
0
-3
0
0
0

0
1
0
÷1

multi





Elf, Wood






1
0
0
-1
0
0


0
0
0
÷1

multi

Elf, Wood






1
1
0
-1
-1
0
1

0
0
0
÷1

multi





Elf-Halfling






-2
3
-1
1
-1
0
1

0
0
0
÷1

multi





Feline [Phoenix]





0
4
4
2
3
-4
0

3
0
2
÷2

multi
M

Fremlin







-3
2
0
1
0
0


4
0
0
÷1

multi
S





Giant [Phoenix]





2
-2
0
-2
1
1
0

0
0
0
÷1.5

either
H




Giant, B'horog (4 armed)



2
1
2
-2
-2
-1
-2

1
30
5
÷3

dual


Giant, Storm [MM1]




14
-1
7
1
0
3


9
63
14
÷15

dual






Giant-kin, Firbolg





2
0
0
0
0
-2


7
13
2
÷2

multi





Giant-kin, Voadkyn




1
2
-1
0
-2
0


2
7
1
÷1

multi


Giff








2
0
0
-1
-1
0
-1

3
17
3
÷2

dual






Githyanki               
























Githzerai               

Glasswave               




1  
-1  
2  
2  
-2  
-2  
-1  

2   
1   
0   
÷1  

multi       M/S 9

DM


Gnoll







1
0
0
-1
0
-1


0
2
0
÷1

multi





Gnoll [Phoenix]





1
1
1
-1
-2
0
-1

0
0
0
÷1.5

multi
M/L

Gnoll, Flind






1
0
0
0
0
-1


0
0
0
÷1

multi





Gnome







0
0
0
1
-1
0


0
0
0
÷1

multi





Gnome [Phoenix]





-1
-2
-2
1
1
3
0

0
0
0
÷1

multi
S

Gnome [ZAngband]




-1
2
1
2
0
-2
0

0
-2
0
÷1.5

multi
S




Gnome, Deep





0
1
0
1
-1
-1


4
18
2
÷2

multi





Gnome, Deep





0
1
0
1
-1
-1
-2

4
18
2
÷4

multi


Gnome, Fabricator




0
1
0
1
-2
0
0

0
0
0
÷1.5

multi





Gnome, PH3              




-2
0
2
0
0
0
0

0
0
0
÷1

multi
S
9
PH3


Gnome, Phaeree (Dangerous J
.)

-3
0
-2
3
1
1
1

0
0
-1
÷1

multi


Gnome, Surface





0
0
0
1
-1
0
-1

0
0
0
÷1

multi


Gnome, Tinker





-1
2
0
1
-2
0
0

0
0
0
÷1

multi





Goblin







-1
0
0
0
0
-1


0
0
0
÷1

multi


Goblin [Phoenix]





-1
1
1
1
-1
-1
-1

0
0
0
÷1.5

multi
S

Golem [ZAngband]




4
0
4
-5
-5
-4
-2

10
10
3
÷2

dual

H




Gorn                    





6
-4
4
-3
0
-3
-4

6
20
5
÷2

dual

L
9
StarTrek


Grommam






2
2
0
-2
-1
-1
0

1
10
2
÷1.5

dual


Gryfalcon [Phoenix]




3
-1
1
0
1
-1
0

2
5
1
÷2

multi
H




Gryphon [Phoenix]




1
1
2
1
-1
-2
0

3
10
1
÷2

multi
H




Hadozee, Displacer




-1
3
0
1
-1
-2
0

0
0
0
÷1

multi


Half-Dragon, Bronze




3
-2
1
2
0
1
3

11
68
11
÷7

multi





Half-Dragon, Gold




4
-4
1
2
2
1
4

13
80
13
÷9

multi





Half-Dragon, Silver




3
-3
2
1
2
0
4

12
74
12
÷8

multi


Half-Dwarf (Mul), Athasian



2
0
1
-1
0
-2
-2

0
0
1
÷1

either





Half-Elf







0
0
0
0
0
0


0
0
0
÷1

either





Half-Elf [ZAngband]




-1
1
-1
1
1
1
0

0
-1
0
÷1.5

either
M

Half-Elf, Athasian





0
1
-1
0
0
0
1

0
0
0
÷1

multi





Half-Elf, Dark






0
1
0
0
0
-1
-2

0
4
0
÷1.5

multi





Half-Elf, Gray





-1
0
0
1
0
0
0

0
0
0
÷1

multi


Half-Elf, High






0
0
0
0
0
0
1

0
0
0
÷1

multi





Half-Elf, PH3           




0
0
0
0
0
0
1

0
0
0
÷1

multi
M
12

PH3


Half-Elf, Valley





0
0
-1
1
0
0
1

0
1
0
÷1

multi





Half-Elf, Wood





0
0
0
0
0
0
0

0
0
0
÷1

multi





Half Elf [Phoenix]





-1
0
0
0
1
0
0

0
0
0
÷1

either
M

Half-Giant [ZAngband]




4
-2
3
-2
-2
-3
0

3
15
3
÷1.5

dual

L




Half-Giant, Athasian




4
0
2
-2
-2
-2
-3

3
42
7
÷4

dual






[P3.4] Race Table  (continued)
Race







Abilities


















Elf, Nobilis (Shadowrun)





Elf, PH3                




Immune sleep; +2 Ench/Charm saves; Low-light vision; +1 sword prof.; +1 bow prof.



Elf, Pharisee (Caer Sidi)
























Elf, Psielf (Synnibarr)






Elf, Shadow             




Elf; Can use/make Tech items as if 2 TL lower; (level*5)% InnER; 1M: Ghost Light


Elf, Spiritual (Dangerous J.)























Elf, Valley






Elf abilities


















Elf, Valley






+2 CL with spells; +1 TH with sickle/dagger

Elf, Werewood





Elf abilities; 1M: Tree; 1P: Assume Tree form; Vulnerable Darkness






Elf, Wild







Elf abilities; Animal Friendship continuous; Set natural traps 90%

Elf, Wild




























Elf, Wild (Kagonesti)

























Elf, Wood






Elf abilities

Elf, Wood



























Elf-Halfling



























Feline [Phoenix]





Detect Invis/Hidden; Farsight; Infravision; Imm Poison; Resist Cold/Charm; Vuln Fire

Fremlin







+1 or better weapon to hit; Fly 12" (B)












Giant [Phoenix]





Resist Fire & Cold; Vulnerable Mental & Lightning; Regen 1 hp/r






Giant, B'horog (4 armed)





Giant, Storm






1M: 16d6 Lightning Bolt; 1M: Levitate; 3M: three 30d6 L.Bolts; 1M: Weather Summon

Giant-kin, Firbolg





MR 15%; Priests XP div is (3, HD is 2d6/lvl, +2 Ill spells of lvl (lvl/5, round up)/lvl



Giant-kin, Voadkyn




90% sleep/charm resistance; All Warriors use Pal XP table; +1 TH with bows

Giff





























Githyanki               

























Githzerai               

Glasswave               



Gnoll




























Gnoll [Phoenix]





Detect Hidden; Dark Vision; Vulnerable Silver

Gnoll, Flind






Can attack to disarm instead of damage (opponent must save vs. RSW)






Gnome







+Con*2/7 bonus to RSW/Spell; +1 TH vs kobolds/goblins; "giant-class" at -4 TH



Gnome [Phoenix]





Infravision; Resist Mental; Vulnerable Water

Gnome [ZAngband]




+Con/6 saves; Infravision; Imm Paralysis; Resist Slow; 1M, Level 3: Dimension Door


Gnome, Deep





Gnome abilities; Immune Illusion; Summon Earth Elemental 1/d; Non-Detection cont.
 Gnome, Deep





As other Deep Gnome plus: +3 saves; Blur 1/d; Blindness 1/d; Change Self 1/d

Gnome, Fabricator

























Gnome, PH3              




Low-light vision; +2 Ill saves; +1 TH vs. goblins; +4 AC vs. giants; Cast a cantrip 1/d


Gnome, Phaeree (Dangerous J
.)



Gnome, Surface







Gnome, Tinker


























Goblin







Detect New or Unusual Construction; -1 TH in daylight

Goblin [Phoenix]





Resist Mental; Vulnerable Silver & Light & Wood & Holy; Sneak abilities of level/4

Golem [ZAngband]




Resist Poison; Detect Invis; Free Act; Hold Life; 1M,Level 10: +lvl AC, lvl Stoneskins


Gorn                    





-3 dmg per physical attack
















Grommam








Gryfalcon [Phoenix]




Infravision; Sneak abilities of lvl/3; Fly; Resist Charm/Poison/Disease; Vuln Acid/Cold

Gryphon [Phoenix]




Infravision; Fly; Sneak abilities of lvl/3; Resist Magic/Poison; Vuln Acid/Cold/Water


Hadozee, Displacer






Half-Dragon, Bronze

























Half-Dragon, Gold

























Half-Dragon, Silver






Half-Dwarf (Mul), Athasian
























Half-Elf







30% resistance to sleep and charm spells; Detect Secret Doors






Half-Elf [ZAngband]




+1 TH with bows; -1 TH in melee; +1 CL with spells

Half-Elf, Athasian


























Half-Elf, Dark






Resist Darkness;  Magic Missile 1/d













Half-Elf, Gray







Half-Elf, High



























Half-Elf, PH3           




Immune sleep; +2 Ench/Charm saves; Low-light vision








Half-Elf, Valley


























Half-Elf, Wood


























Half Elf [Phoenix]





Farsight

Half-Giant [ZAngband]




1M: Dig; 1P: Destroy Wall; 1M, Level 10: Stone to Mud; Resist Shards; Sustain Str


Half-Giant, Athasian

























[P3.4] Race Table  (continued)
Race







Str
Dex
Con
Int
Wis
Chr
Cml

AT
hp
TH
Div.

System
Size



Half-Ogre






3
-1
2
-1
-1
-2
-4

2
8
2
÷1.5

multi


Half-Ogre






1
1
0
-1
0
-1


2
4
0
÷1

either





Half-Ogre [ZAngband]




3
-1
3
-1
-1
-3
-1

2
10
2
÷1

dual

M/L




Half-Orc







1
0
1
0
0
-2
-3

0
0
0
÷1

either


Half-Orc







1
0
1
0
0
-2


0
0
0
÷1

either





Half Orc [Phoenix]




1
1
2
-2
-2
0
-2

0
0
0
÷1.5

either
M




Half-Orc [ZAngband]




2
0
1
-1
0
-4
-3

0
0
0
÷1

either
M

Half-Orc, Acidic





1
1
-2
-1
0
-3
-6

0
2
1
÷1

either





Half-Orc, PH3 (revised)



2
0
0
-1
0
-1
-2

10
0
0
÷1

multi
M/L
12 

PH3

Half-Titan [ZAngband]




5
-2
3
1
1
1
0

4
20
4
÷3

dual

H

Half-Troll [ZAngband]




4
-4
3
-4
-2
-6
-1

4
10
2
÷1

dual

M/L

Half-Troll (Angband)




4
-2
6
-2
-1
-5
-5

3
15
2
÷2

multi





Halfling [Phoenix]





-2
2
0
1
-1
0
0

0
0
0
÷1.5

multi
S

Halfling, Alfen (Dangerous J)


0
4
1
-3
-1
-1
0

2
2
2
÷1

multi


Halfling, Athasian





-2
2
-1
0
2
-1
0

0
0
0
÷1.25
multi





Halfling, Hairfoot





-1
2
-1
0
0
0
1

0
0
0
÷1

multi


Halfling, Mixed





-1
1
0
0
0
0


0
0
0
÷1

multi


Halfling, PH3           




-2
2
0
0
0
0
0

0
0
0
÷1

multi
S
9

PH3


Halfling, Photic





0
2
-1
0
-1
0
0

-1
0
0
÷1

multi





Halfling, Stout





-1
1
0
0
0
0


0
0
0
÷1

multi


Halfling, Stout





-1
1
0
0
0
0
0

0
0
0
÷1

multi





Halfling, Tallfellow




0
1
1
0
-1
-1
0

0
0
0
÷1

multi





Heucuva [Phoenix]




4
4
4
-4
-4
-4
-4

4
5
4
÷2

either
M

High-Elf [ZAngband]




1
3
1
3
2
5
2

0
0
0
÷3

multi
M/S




Hobbit [ZAngband]




-2
3
2
2
1
1
0

0
-3
0
÷2

multi
S




Hobgoblin






0
0
0
0
0
-1


0
0
0
÷1

multi


Human







0
0
0
0
0
0
0

0
0
0
÷1

dual






Human







0
0
0
0
0
0


0
0
0
÷1

dual






Human, Beholder world [DM]


-1
 0
 0
1
0
0


0
0
0
÷2
 
dual

Human, Dunadan (Angband)


0
1
0
1
2
1
1

0
0
0
÷3

multi





Human, Great





1
1
1
2
-6
1
2

1
6
1
÷1.5

dual






Human, Greater





1
1
1
1
1
1


1
4
1
÷1.5

dual

Human, Guour





0
1
-1
-1
2
-1
-1

0
2
0
÷1

dual






Human, Lower Dwellers



3
3
3
-3
-3
-3
-3

1
4
2
÷1

dual






Human, Minotaur





2
0
2
0
-2
-2
-4

2
6
0
÷1

dual


Human, PH3              




0
0
0
0
0
0
0

0
0
0
÷1

multi
M
12

PH3


Human, Planar (Tiefling)



-1
0
0
1
-1
1
0

0
0
0
÷1

either


Human, The Eye





-2
1
 0
2
1
-2


0
12
2
÷2

dual






Human, The Hand         




















WGA4

Human, Upper Dwellers



-3
-3
-3
3
3
3
3

-1
-1
-1
÷1

dual


Human, Werehuman        



-1
-1
-1
0
0
3
3

0
0
-1
÷1

dual

M
12
DM


Human, Winged (Alorian)



-1
1
-1
0
1
0
1

0
0
0
÷1

dual






Imp [ZAngband]





-1
1
2
-1
-1
-3
-1

0
0
0
÷1

multi
T




Kender







-1
2
0
0
-1
0
2

0
0
0
÷1

multi


Kender [Phoenix]





-1
2
-1
-1
1
0
0

0
0
0
÷1.5

multi
S




Kenku [Phoenix]





1
1
1
2
1
-4
-3

0
0
0
÷1.5

multi
M/L




Ki-rin [MM1]






6
3
4
3
3
1


15
44
11
÷18

single

Ki-rin, T'uen-rin [MC8]




7
2
4
4
4
2


-8
60
15
÷24

single





Klackon [ZAngband]




2
1
2
-1
-1
-2
-2

2
0
0
÷1

dual

M/L




Klingon







3
0
1
-1
-1
-2
-1

1
2
4
÷2

multi


Kobold







-1
2
-1
-1
1
-1
-3

0
-2
-1
÷0.9

dual






Kobold







-1
0
-1
0
0
0


0
0
0
÷1

multi





Kobold, Crimson         




2
1
-1
-1
0
-2
-2

0
-3
1
÷0.9

multi
S
9
MTG

Kobold, Crookshank      



0
3
-1
-1
-1
-1
-1

0
-2
0
÷0.9

multi
S
9
MTG

Kobold, Kher Keep       



-1
1
1
-1
0
-1
-1

0
-1
0
÷0.9

multi
S
9
MTG

Kobold-Lizard Man




0
1
1
-1
0
-1
-4

3
0
0
÷1

dual


Kobold [ZAngband]




1
1
0
-1
0
-4
-1

0
-1
-1
÷0.9

dual

S




Kzinti                  





2
2
0
-1
0
0
1

3
5
5
÷2

multi
M/L
12
StarTrek


Lizard King






5
-2
3
-2
1
-5
-3

7
54
9
÷5

dual






Lizard Man






3
1
1
-2
-1
-2
-2

5
7
1
÷2

dual






Lizard Man






0
0
0
0
0
0


5
0
0
÷1

multi


Lizard Man, Blackmoor



5
2
2
-3
-2
-4
-6

10
13
3
÷4

dual






Lizard Man, Hurwaet




0
0
-1
0
1
0
-3

0
0
0
÷1

dual






[P3.4] Race Table  (continued)
Race







Abilities


















Half-Ogre








Half-Ogre






Priests automatically get Combat,Divination,Healing,Protection,Sun






Half-Ogre [ZAngband]




1M, Level 13: Glyph of Warding or Explosive Rune; Resist Darkness; Sustain Str



Half-Orc









Half-Orc







Berserk (+lvl/+lvl TH/dmg, -lvl/-lvl AC/save); Res Magic/Weapon; Vuln Mental; Reg 1/r

Half Orc [Phoenix]

























Half-Orc [ZAngband]




Resist Darkness; 1M: Remove Fear


Half-Orc, Acidic


























Half-Orc, PH3           




Darkvision


















Half-Titan [ZAngband]




Resist Chaos; 1V, Level 17: Identify and know statistics of creature

Half-Troll [ZAngband]




Sustain Str; Regen 1 hp/r; Remove Fear; Berserk (+lvl/+lvl TH/dmg, -lvl/-lvl AC/save)

Half-Troll (Angband)

























Halfling [Phoenix]





Pass Door; Resist Poison & Disease; Vulnerable Light; Sneak abilities of level/3


Halfling, Alfen (Dangerous J)




Halfling, Athasian





Double Health bonus to saves vs. PPD; Resist Fire/Sand; +1 non-weapon prof/level


Halfling, Hairfoot







Halfling, Mixed





+Con*2/7 bonus to PPD/RSW/Spell; Detect Grade/Slope/Direction

Halfling, PH3           




+1 saves; +2 fear saves; +1 TH thrown












Halfling, Photic


























Halfling, Stout





+Con*2/7 bonus to PPD/RSW/Spell; Detect Grade/Slope/Direction

Halfling, Stout


























Halfling, Tallfellow




+Con*2/7 bonus to PPD/RSW/Spell; Detect Grade/Slope/Direction






Heucuva [Phoenix]




Dark Vision; Imm Neg./Poison/Disease; Res Weapon; Vuln Holy/Light/Silver; +1 #Att

High-Elf [ZAngband]




+3 TH with bows; -3 TH in melee; +3 CL with spells; True Sight; Resist Light




Hobbit [ZAngband]




+2 TH with bows; -2 TH in melee; +Con/6 saves; Sustain Dex; 1V:Create Food/Water

Hobgoblin






Detect New Construction, Sloping Passages, Shifting Walls

Human







Can do 1 for 1 trading for ability scores (instead of 2 for 1)








Human







1 for 1 trading with ability scores













Human, Beholder world [DM]


1 for 1 trading with ability scores; 2 eyes (see Psi29), 2 arms, 2 legs, 1 mouth; levitate

Human, Dunadan (Angband)


1 for 1 trading with ability scores













Human, Great





1 for 1 trading with ability scores













Human, Greater





1 for 1 trading with ability scores

Human, Guour





1 for 1 trading with ability scores













Human, Lower Dwellers



1 for 1 trading with ability scores; Infravision; Resist Darkness







Human, Minotaur





1 for 1 trading with ability scores; Immune Maze

Human, PH3              




+1 feat; +3+level non-weapon prof.













Human, Planar (Tiefling)



1 for 1 trading with ability scores;

Human, The Eye





4 eyes (must be one actual eye) (see Psi29), 2 arms, 2 legs, 1 mouth; levitate



Human, The Hand         
























Human, Upper Dwellers



1 for 1 trading with ability scores; Ultravision; Resist Light

Human, Werehuman        



1 for 1 stat trading; Has 2 different forms (w/ diff. ability scores); 3F: Switch forms



Human, Winged (Alorian)



1 for 1 trading with ability scores; Fly












Imp [ZAngband]





Resist Fire & Nether; 1M,level 5: Personal Fireball; 1M,level 15: Fireball





Kender









Kender [Phoenix]





+1P action; +1V action; Resist Water; Vulnerable Mental; Thief abilities of level/4



Kenku [Phoenix]





Farsight; Detect Hidden; Infravision; Flying; Resist Cold; Psionic Regen 1 PSP/r



Ki-rin







MPR 90%; Horns +3/+3 Sharpness; Wiz spells 9 8 7 6 5 4 3 2 1; 1M: Major Creation 

Ki-rin, T'uen-rin





Ki-rin with +6 spells per level; Detect Lie cont.; 1M: Psionic Blast vs. evil 50 mile radius

Klackon [ZAngband]




Resist Conf./Acid; +1V action; 1M,Level 5: Personal Acidball; 1M,level 13: Acidball


Klingon









Kobold







Always attacked last; -1 TH in sunlight












Kobold




























Kobold, Crimson         




Each melee attack does an extra (level) poison dmg (save: 0)







Kobold, Crookshank   




+(5*level)% rogue points















Kobold, Kher Keep       



(5*level)% WR


















Kobold-Lizard Man






Kobold [ZAngband]




Resist Poison; +lvl Poison dmg with melee or missile attacks







Kzinti                  





Claw 2d4


















Lizard King



























Lizard Man






Move in water 12"; Water Breathing; Swimming Proficiency







Lizard Man








Lizard Man, Blackmoor
























Lizard Man, Hurwaet

























[P3.4] Race Table  (continued)
Race







Str
Dex
Con
Int
Wis
Chr
Cml

AC
hp
TH
Div.

System
Size



Lizard Man, Krynn




2
0
1
-1
0
-2
-2

0
0
0
÷1

dual


Lung-Ti







0
-1
0
1
-1
1
0

2
2
0
÷1

multi





Manotaur






6
2
2
-1
-3
-6
-6

6
72
12
÷7

dual






Mind Flayer






-2
1
1
5
4
-4
-5

0
46
7
÷5

dual


Mind Flayer [ZAngband]



-3
0
-2
4
4
-5
-3

0
-1
0
÷1

either
M




Mind Flayer, Ulitharid  



-3
0
0
6
5
-2
-2

0
55
8
÷7

dual

M
12
MCAnn1

Mind Flayer, Yaggol     



-1
2
2
4
3
-5
-6

2
58
9
÷6

multi
M
15
MC4

Minotaur







5
2
3
-3
-2
-5
-6

4
33
5
÷3

dual


Minotaur







2
0
2
0
-2
-2


4
6
1
÷1

dual






Minotaur [Phoenix]




3
-1
2
-1
-2
-1
-2

0
0
0
÷1.5

dual

L




Minotaur, Krynn





2
0
2
0
-2
-2
-3

0
0
0
÷1

dual


Mongrelman






0*
-1
0*
0*
0*
-1


5
0
0
÷1

multi





Nibelung [ZAngband]




1
0
2
-1
2
-4
-1

0
5
0
÷1

multi
S




Ogre







2
0
2
0
-2
-2


5
4
1
÷1

multi


Ogre Mage






3
0
0
0
-2
-1
-4

6
26
4
÷6

multi





Ogre Mage






1
0
0
0
-2
0


6
5
1
÷2

multi





Ogre, High






2
1
-2
1
-1
-1
-1

0
19
2
÷2

multi


Orc








1
0
0
0
0
-2


0
0
0
÷1

multi





Phoenix [Phoenix]




1
4
2
3
0
0
4

4
20
4
÷2.5

multi
H

Pixie







-3
4
-3
1
-1
2
1

5
0
0
÷2

multi


Pixie







-1
1
-1
0
0
1


5
0
0
÷2

multi





Pixie [Phoenix]





-2
2
-2
2
2
-2
2

10
0
0
÷1.5

multi
T

Planetar
 [MM2]





4
4
7
3
6
5


-7
144
18
÷60

single

Pocket Dragon





-6
3
0
4
-4
3
2

2
22
2
÷4

either





Quarterling






-3
3
0
2
-1
-1
2

10
-2
0
÷1

multi


Quickling






-2
6
-2
0
-2
0
-2

4
18
3
÷5

multi


Rakshasa                




1
1
1
2
3
4
1

-4
24
6
÷8

either
M
15
MonM2

Romulan                 




0
0
0
1
3
-2
0

10
0
0
÷1

multi
M
12
StarTrek

Sandwave






-1
-2
1
3
0
-1
0

9
0
0
÷1

multi





Satyr







0
1
1
-1
0
-1


5
0
0
÷1

multi





Satyr [Phoenix]





3
-2
2
1
-4
0
-1

10
0
0
÷1.5

multi
M

Saurial, Bladeback




0
-2
0
0
1
1


4
2
0
÷1

multi





Saurial, Finhead





0
0
0
0
0
0


5
0
0
÷1

multi





Saurial, Flyer






-1
2
-1
0
0
0


6
0
0
÷1

multi


Saurial, Hornhead




1
-2
0
1
0
0


4
3
0
÷1

multi





Scro







1
0
0
-1
0
0
-4

8
12
2
÷2

multi





Sea Elf [Phoenix]





-1
2
-1
1
1
-2
0

10
0
0
÷1.5

multi
M/S

Shedu [MM1]






1
-1
1
1
3
0


4
41
8
÷5

single





Shedu, Greater [MM1]




2
-2
2
2
5
1


2
67
14
÷7

single





Silver Dragon [Phoenix]



4
1
3
2
2
0
1

2
15
3
÷2

multi
G

Skeleton [ZAngband]




0
0
1
-2
-2
-4
-3

7
0
0
÷1

either
M




Solar [MM2]






5
5
9
4
7
7


-9
177
22
÷95

single





Spectre [ZAngband]




-5
2
-3
4
4
-6
-3

10
-3
-1
÷1.5

either
M

Spellweaver             




-6
1
-4
5
3
1
0

10
15
3
÷10

dual

M
18
MCAnn1


Sprite [ZAngband]




-4
3
-2
3
3
2
1

10
-3
0
÷2.5

multi
T




Swanmay






-1
1
-1
0
1
0
3

7
0
0
÷1

dual


Swanmay






0
1
0
0
1
0


7
0
0
÷1

multi


Theiwar [Phoenix]




-1
1
-1
1
-1
1
0

10
0
0
÷1.5

multi
M




Thri-Kreen






0
2
0
-1
1
-2
0

5
33
5
÷4

single


Thrull, Armor           




1
-1
4
-1
-2
-1
-5

2
34
1
÷1.5

single
M/L
12
MTG

Thrull, Mindstab        




-1
0
-2
1
3
-1
-4

10
4
2
÷1.5

single
M/S
15
MTG

Tiegre [Phoenix]





2
2
2
-1
-1
1
0

10
5
5
÷2.5

multi
L

Titan [MM1]






15
-2
5
2
-2
0


-3
84
21
÷22

dual






Titan [Phoenix]





4
-2
4
0
0
-4
0

10
10
2
÷2

dual

G




Troll                   





6
0
6
-3
-3
-3
-6

4
26
5
÷3

multi
L
12
MonM2

Troll, Two-Headed       



10
-3
2
-2
-2
-2
-8

4
36
9
÷4

multi
L
12
MonM2

Valkyrie [Phoenix]




0
1
1
2
2
0
3

3
15
0
÷2

dual

M




Vampire [ZAngband]




3
-1
1
3
-1
2
0

10
5
2
÷3

either
M




Wemic







1
-1
0
0
0
0
0

6
32
4
÷3

dual


Wemic







1
-1
0
0
0
0


6
5
0
÷1

multi





Wraith [Phoenix]





0
4
1
2
0
-4
-3

10
10
-1
÷2

either
M




Wyvern, Pyro-           




3
2
2
0
1
2
-3

2
22
4
÷2.5

dual

H
24
DM

Wyvern, Shadow





2
2
1
1
2
-5


1
33
5
÷2.5

dual






[P3.4] Race Table  (continued)
Race







Abilities


















Lizard Man, Krynn






Lung-Ti




























Manotaur



























Mind Flayer









Mind Flayer [ZAngband]



Sustain Int & Wis; +1M action; Detect Invis; Telepathy; Mind Blast






Mind Flayer, Ulitharid




+2 M; Flying; +1 to # Psi freq.; MR 90%; 4 Tentacles 1d3; -6 saves vs. your effects


Mind Flayer, Yaggol




+1 P; PR 50%; 5 Tentacles 1d4; +1 weapon to hit











Minotaur







Tracking; Immune to Maze

Minotaur




























Minotaur [Phoenix]




Farsight; Immune Poison; Vulnerable Bashing; +1 dmg with 1 weapon type /level



Minotaur, Krynn







Mongrelman






Add +1 to any 0* stat; Mimic Voices; Pick Pockets (50+level*5)%; Camouflage



Nibelung [ZAngband]




Immune Darkness; Resist Disenchantment; Detect shifting walls/rooms





Ogre







Priests automatically get Combat,Divination,Healing,Protection,Sun

Ogre Mage






Gaseous Form; Fly; Invisibility; Charm Person; Regen 1 hp/r; Cone of Cold (8d8) 1/d


Ogre Mage



























Ogre, High








Orc








Detect New and Unusual Construction, Sloping Passages; -1 TH in sunlight




Phoenix [Phoenix]




Fly; Detect Inv/Hid; Reg 2 hp/r; Imm Fire/Charm; Res Disease/Poison; Vuln Cold/Holy

Pixie







Improved Invis; Poly Self; Illusion; Confusion; Dispel Magic; Dancing Lights; ESP; Fly

Pixie




























Pixie [Phoenix]





Flying; Detect Magic; Infravision; Resist Charm & Mental; Vulnerable Iron

Planetar  [MM2]

Pocket Dragon


























Quarterling








Quickling






+1P; move rate 96"








Rakshasa                




+2 wpn to hit; Wiz spell prog. 4 3 2 1 (CL=7); Immune spells SL<8; Allergy blessed bolt

Romulan                 




+4 Wis checks

Sandwave



























Satyr







Hoof 2d4; Charm or Sleep or Cause Fear 60'r by musical instrument 1/r





Satyr [Phoenix]





Detect Hidden/Evil/Good; Immune Fire; Resist Negative; Vulnerable Holy & Light

Saurial, Bladeback




Claw/Claw/Tail 1d4/1d4/1d6; +2 saves vs. sound; -2 saves vs. gas






Saurial, Finhead





Claw/Claw/Tail 1d3/1d3/1d2; +2 saves vs. sound; -2 saves vs. gas






Saurial, Flyer






Claw/Claw/Bite 1d2/1d2/1d2; +2 saves vs. sound; -2 saves vs. gas; Fly 24"

Saurial, Hornhead




Claw/Claw/Horn/Tail 1d4/1d4/2d6/2d4; +2 saves vs.sound; -2 saves vs.gas




Scro




























Sea Elf [Phoenix]





Det Hidden; Underwater Action; Resist Water/Cold; Vuln Iron/Fire; +1 CL with Illusion

Shedu




























Shedu, Greater


























Silver Dragon [Phoenix]



Infravision; Flying; Dark Vision; Immune Cold; Resist Charm & Magic & Disease

Skeleton [ZAngband]




Imm Poison/Neg.; True Sight; Res Pierce/Slash/Cold; 2V to drink potions




Solar [MM2]



























Spectre [ZAngband]




Pass Wall; Mouth's V: Fear; Hold Life; Det Invis; Res Poison/Cold/Nether; Telepathy

Spellweaver             




Each SL on spell progressions is treated as spell level (10-SL)








Sprite [ZAngband]




Flying; Res Light; +1V; +1 specialty school; 1P,Lvl 6: Sleep; 1P,Lvl 15: Sleep Monster

Swanmay






+1 or better weapon to hit; 2*(# of HD)% MR; Fly 19"(D); Shapechange to swan

Swanmay








Theiwar [Phoenix]




Resist Charm & Cold & Negative; Vuln Iron & Light & Holy; Sneak abilities of level/4


Thri-Kreen








Thrull, Armor           




1M, 1/d: Stoneskin (30); 1M, 1/d: Armor (+40); 1M, 1/d: Shield (+7 AC, +3 area saves)

Thrull, Mindstab        




1M, 1/d: Psi1 Psionic Blast; 1M, 1/d: Mind Blast (stun 5r); 1M, 1/d: Power Word Stun


Tiegre [Phoenix]





Infravision; Det Hidden; Regen 1 hp/r; Imm Charm; Res Poison/Disease/Light; +1 #Att

Titan [MM1]



























Titan [Phoenix]





Det Invis; Berserk (+lvl/+lvl TH/dmg, -lvl/-lvl AC/saves); Imm Charm; Resist Weapon


Troll                   





Claw 1d4; Bite 1d6; Regen 3 hp/r














Troll, Two-Headed       



2 heads; Claw 1d4; Bite 1d12; Regen 1 hp/r

Valkyrie [Phoenix]




Infravision; Fly; Regen 1 hp/r; Resist Charm/Holy/Light; Vuln Magic/Negative




Vampire [ZAngband]




Vulnerable Light; Immune Darkness; Hold Life; Resist Nether & Cold & Poison; Feed


Wemic









Wemic







Claw/Claw 1d4/1d4, can still use arms; Leap 30'










Wraith [Phoenix]





Pass Wall; Flying; Resist Weapon & Cold & Acid; Vulnerable Holy & Light & Magic


Wyvern, Pyro-           




Flying; Immune Fire; Resist Poison; Mouth's P: Breathe fire; Poisonous tail

Wyvern, Shadow





Flying; Immune Negative; Resist Poison; Mouth's P: Breathe poison






[P3.4] Race Table  (continued)
Race







Str
Dex
Con
Int
Wis
Chr
Cml

AC
hp
TH
Div.

System
Size



Yeek [ZAngband]





-2
1
-2
1
1
-7
-4

10
-3
0
÷1

either
M/S

Yuan-Ti                 




1
2
1
1
3
2
-6

0
26
6
÷5

dual

M
9
MonM2

Zombie [ZAngband]




2
1
4
-6
-6
-5
-4

10
15
3
÷1

either
M




[P3.4] Race Table  (continued)
Race







Abilities


















Yeek [ZAngband]





Mouth's P: Fear; Resist Acid; Level 9: Immune Acid

Yuan-Ti                 




Immune Poison; Bite 1d10+poison; MR 20%; Cause Fear; Snake Charm; Suggestion


Zombie [ZAngband]




Resist Nether; 1M: Restoration; Resist Cold & Poison









[P3.9] Custom Races

Stat adjustments are as you like, with minimum -4 and maximum +4, except you can have one stat out to (6.

Sum: 
-26 to -24 
-23 to -18
-17 to -12
-11 to -6

-5 to +2

over +2

XPdiv:
(0.6


(0.7


(0.8


(0.9


(1.0


(1 +.1 per point over +2

You can also take the special abilities of other races, but you must add it's divisor - 0.8 to your divisor for each one.

[P3.5]  Racial Adjectives Table

You may apply one or more “Racial Adjectives” to your base race.  These modify your racial adjustments, as seen below.

An “&” in front of a value means it is cumulative with your base race.  

If there is no “&”, it completely replaces the adjustment from your base race.  

Thus, if you have a +3 and a &+2 to Str, your total adjustment to Str is +5.  

“na” means no adjustment.

“&x2” means to double the racial modifier from your base race. 

 “&rev” means to reverse the racial modifier from your base race.

The XP divisor adjustment simply adds to your normal XP divisor.  XP divisors due to Racial Adjectives are not lowered above level 9 for Birth Status, Lycanthrope Status, and Undead/Unlive status.  The other categories are lowered as per normal.

You may have more than one racial adjective, however, no more than one in each category can be used (so you cannot be both a Werebear and a Wererat, for instance).  You may not be an Unlive and an Undead at the same time.  If you have a replacement modifier somewhere, treat it as your normal racial modifier for other adjectives (a Lich Chosen One has a total of +6x2+8 = +20 to Int).  If two different racial adjectives replace the same stat, you would take the average (round up).

Racial Adjective

Str

Dex

Con

Int

Wis

Chr

Cml

AC

hp

TH

Div

Size

Birth status

Chosen One

&x2-2
&x2

&x2-1
&x2+8
&x2+2
&x2+3
&x2

na

na

&+3

&(2

na


Greater


&x2+1
&x2

&x2

&x2

&x2

&x2+1
&+2

na

&+4

&+1

&(1

&+1/3

   
Lesser *


&(2-1
&(2+1
&(2

&(2

&(2

&(2-1
&-2

na

&-4

&-1

&(-0.5
&-1/3
Nilbogism

&rev
&rev
&rev
&rev
&rev
&rev
&rev
na

na

na

&(1

na

Lycanthrope status


Werebear

&+4

&-2

na

&-2

&-1

&+1

&+1

&+2

&+18
&+3

&(1

&+1/3


Wererat


na

&+3

na

&+1

&-1

&-3

&-1

na

na

&+1

&(0.5
&-1/3


Werewolf

&+2

&+1

na

&-1

&-1

&-1

na

&+1

&+6

&+2

&(1

na

Size of local race


Gargantuan

&+6

&-6

&+2

&-1

&-1

na

na

&+2

&+16
&+3

&(2

&+2


Giant


&+3

&-2

&+1

&-1

&-1

na

na

&+1

&+4

&+1

&(1

&+1


Miniature

&-2

&+3

na

na

na

&-1

na

na

&-1

na

na

&-1

Terrain-specific


Cloud


&-4

+3

&-3

&+2

&+2

na

&+1

&-1

&-2

na

&(0.5
&-1


High / Elite

&-3

&-1

&-2

&+3

&+2

&+1

&+2

&-1

&-1

na

na

&-1/3


Low / Primitive
&+4

na

&+2

&-3

&-1

&-2

&-2

&+1

&+2

&+1

na

&+1/3


Sea



&+2

&+1

&-1

na

na

&-2

na

na

na

na

na

na

Underdark

na

na

&+1

&+1

&+1

&-3

&-2

na

&+6

&+1

&(1

na

Undead status


Lich



&-6

&-6

&-6

+6

&+6

&+6

&-13
&+10
&+33
&+5

&(5

na


Shadow


-4

&+2

&-1

na

&+3

na

-6

3

&+6

&+4

&(1

na



Spectre


-3

&+1

&-1

&+1

&+2

na

-3

0

&+20
&+3

&(2

na


Vampire


&+3

na

&+1

na

&+3

&+2

&+2

&+1

&+24
&+4

&(3

na


Wight


&+1

&+1

na

&-1

&-1

na

&-4

&+1

&+12
&+2

&(1

na


Wraith


-2

&+1

na

na

&+1

na

-2

1

&+16
&+3

&(1.5
na

Unlive status


Anti-Lich


&+6

&+6

&+6

-6

&-6

&-6

&+13
&+10
&+33
&+5

&(6

na


Anti-Wight

+2

&-1

na

na

&-1

na

+2

&+1

&+12
&+2

&(2

na

World-specific


Alternate Univ.


Athasian


&+1

na

&+2

&-1

&-1

&-1

&-1

&+1

&+2

&+1

na

na


Beholder World
&-1

na

na

&+1

na

na

na

na

na

na

&(0.5
na


Itascan


&x3+1
&x3+2
&x3+3
&x3+4
&x3+5
&x3+6
&-3

na

na

na

&(3

na


Maldev


&+6

&-4

&+3

&-1

&-4

na

&-1

&+4

&+22
&+4

&(2

&+2/3


Mirror Universe
&+2

&+1

na

&x2

&-1

&-2

&x2

na

na

&rev
na

na


Space


&-3

&+1

na

&+2

&-1

&+1

&+1

na

na

&+2

na

na

The following “racial adjective” concepts are not listed here, as they can be simulated by other means:

Astral (Shadowrun magic), Temporal (Chronomancy magic), Punny (Punomancy magic), Demonic/Holy/Planar (Psi6/12), Godly (Psi7), Cybernetic/Golem/Animated (Psi8/16), Mutant (Psi9), Elemental (Psi15).  

It is possible I may move the concept of Lycanthropes to a “Moon psionics frequency” at some point in the future.

* 
Round resultant ability score modifier towards zero (+3 becomes +1; -5 becomes -2).

Original Divisor:

below 1.1

1.1 to 1.25
1.5


1.75 to 2

above 2

 
New Divisor:


subtract 0.1

1


1.25


1.5


subtract 0.5










