
Character Races

The  following  document  includes  rules  for  the  HD&D  (Hybrid 
Dungeons  and  Dragons)  versions  of  the  Dwarf,  Elf,  Hobbit  and 
Human. It is by no means a complete list of all the character races 
available  in any of  the published versions  of  D&D itself,  but  this 
should be enough to keep us going for the time being.

The choice of race has a profound effect on the way your HD&D 
character is built. Each race gives you +2 to two ability scores, +2 to 
two skills and +3 to one of your defences. Some of those bonuses 
are prescribed, but you can choose others for yourself. The talents 
and feats listed for each race can be taken instead of the talents and 
feats for your class. 

Try  out  combinations  of  race  and  class  that  play  into  your 
character's  strengths.  For  example,  a  halfling  rogue  with  the 
Underfoot Combat racial talent, the Sneak Attack rogue talent  and 
the  Ankle  Biter feat  can  dance  about  under  a  large  foe's  legs 
enjoying combat advantage to his heart's content.

A High Elf makes for an extremely good wizard, a dwarf makes for a 
good  fighter.  The  human  is  supremely  versatile  and  can  be  as 
proficient in a career as any other race, although he does lack some 
of the more flavourful abilities of the 'demihuman' races.
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Dwarves

Dwarves are a stoic but stern race, ensconced in cities carved from 
the  hearts  of  mountains  and  fiercely  determined  to  repel  the 
depredations of savage races like orcs and goblins. More than any 
other  race,  the dwarves have acquired  a  reputation  as dour  and 
humorless  craftsmen of  the earth.  It  could be said that  dwarven 
history shapes the dark disposition of many dwarves, for they reside 
in  high  mountains  and  dangerous  realms  below  the  earth, 
constantly at war with giants, goblins, and other such horrors.

Average Height: 4'3"–4'9"
Average Weight: 160–220 lbs

Ability Scores: +2  Constitution,  +2  to  one  other  ability 
score of your choice

Size: Medium
Speed: 25 feet
Vision: Low-light

Unarmed Attack: Punch or Kick (Strength)
Unarmed Damage: 1d4 + Strength Modifier (subdual damage)

Languages/Scripts: Any four
Skill Bonuses: +2 Craft, +2 Weapon Group  (Axe) or 

Weapon Group (Hammer)
Defence Bonus: +3 Fortitude

Cast Iron Stomach Dwarf Racial Trait

Your  dwarven  constitution  makes  you  inured  to all  but  the most  
virulent poisons.
Contnuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: You gain a +5 bonus to your Fortitude Defence and Fortitude 
saving throws against poison.

Stone-Footed Stability Dwarf Racial Trait

As long as your feet are planted on solid ground, you are extremely  
difficult to move, trip otherwise overcome.
Continuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: You gain a +5 bonus to your Fortitude Defence against all 
Bull Rush, Over-run and Trip attempts made against you. The bonus 
also applies if you are grappled and the grabber attempts to move 
you:  but  it  doesn't  provide  a  bonus  to  prevent  you  from  being 
grappled in the first place.

Special:  Any  other  attack  against  your  Fortitude  Defence  that  is 
designed to push, pull, hurl  or otherwise move you or knock you 
prone, is also subject to the effects of this trait. This trait only works 
as long as the dwarf is standing on solid ground.



Stonecunning Dwarf Racial Trait

Dwarves  have  a  sixth  sense  about  stonework,  and  an  innate  
understanding of the subterranean realms.
Continuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: You gain a +5 bonus on Perception checks to notice unusual 
stonework, such as sliding walls, stonework traps, new construction 
(even when built  to match the old),  unsafe  stone surfaces,  shaky 
stone  ceilings  and  the  like.  Something  that  isn't  stone  but  is 
disguised as stone also count as unusual stonework.

A  dwarf  who  comes  within  10  feet  of  unusual  stone  work 
automatically makes a Perception check as if he actively searching 
for something. The DC is set by the craftsmanship of the stonework.

You also possess the ability to intuit depth underground as naturally 
as human can tell which way is up.

Dwarf Talents

Goblinbane Dwarf Talent

Years of defending their homes from the attacks of goblinoids have  
given dwarves a healthy dose of homicidal xenophonbia.
Continuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: The dwarf gains a +1 racial bonus to attack rolls, and a +2 
racial bonus to damage rolls, against enemies of the Goblinoid or 
Orc sub-type. These bonuses increase to +2 to hit and +4 damage at 
11th level, and to +3 to hit and +4 damage at 21st level.

Soul of Avarice Dwarf Talent

You  have  fallen  foul  of  a  dwarf's  racial  disposition  for  material  
wealth. Greed and avarice consume you.
Continuous Effect | Supernatural
No Action
Area of Effect: Personal

Effect: The influence of Abbathor is keenly felt by dwarves with this 
talent,  and they have a tendencey to horde wealth,  while at the 
same time being extremely penny-pinching and loathe to open their 
purses.

The dwarf automatically receives a 10% discount on any pruchases 
made due to his superior haggling skills. He also sells any item for 
10% more than the market price. These benefits only apply to the 
dwarf  himself.  A character  with this talent  might pay less for  his 
room at the inn, but he wouldn't dream of negotiating a disount for 
any of his friends.

Add Profession (Assessor) to your list of class skills, as if you had 
taken the Skill Training feat. If you are already trained in this skill, 
then select another skill from your class's favoured skills to become 
a class skill.

In addition, you gain a +5 racial bonus to all Profession (Assessor) 
checks and you can make a check to assess the value of any one 
item as a standard action. Usually assessing the value of items can 
take anything from a few minutes to days or weeks.

Stoneshaped Whispers Dwarf Talent

The dwarves are creatures of stone. That was how Moradin made  
them. There are some that know the incredible truth: all stone is a  
dwarf that is waiting to be awoken.
At-Will | Supernatural
Standard Action
Prerequisite: Dwarf, Stonecunning racial trait
Area of Effect: Mêlée (touch)
Target: Area of worked or unworked stone

Effect: A  dwarf  with  this  talent  is  granted  a  little  of  Moradin's 
supernatural  power.  He  can  reach  out  and  sense  the  embryonic 
spirit  of  dwarf  that  can  be  found  within  worked  and  unworked 
stone.

A dwarf with this feat who touches stone, can briefly awake it. The 
stone  and  the  dwarf  can  communicate  empathically.  The  dwarf 
cannot ask specific questions, but can get general impressions about 
the area where the stone resides, or the craftsmen that created it. 

If the dwarf makes a successful Diplomacy check, the stone can be 
persuaded  to  animate.  It  will  not  fight  for  the  dwarf  nor  can  it 
change its form, but the stone will grant the dwarf a small favour.  A 
boulder may roll down a hill toward the dwarf's enemies, a stone 
door may open, a secret passageway may reveal itself.

Unflinching Fatalism Dwarf Talent

Lo, It is written that the gods of the dwarves will be betrayed by the  
bitter and spiteful Laduguer, whose duplicity will usher in the End  
Time. Great Clangeddin will die in single combat with Venthrir an  
ebon  giant,  who  will  wield  a  sword  made  from  the  bones  of  
Clangeddin's sons. Moradin himself will be consumed by the blind  
Vathek serpent, that will awaken from its slumber and hunt down  
the All-Father. Dwarf and god will perish on the day the world burns  
in  fire.  Dwarves  do  not  fear  this  future  for  they  know  there  is  
nothing  they can  do to change  it.  However,  it  does  give  them a  
unique perspective that inures them to more mundane challenges.
Continuous Effect | Mundane
No Action
Prerequisite: Dwarf
Area of Effect: Personal

Effect: You're  going  to  die.  If  not  today  then  tomorrow.  If  not 
tomorrow then soon. And it's not just you. All you friends will die, 
your family, strangers,  enemies. Even the mountains will  crumble 
and the seas will turn to dust. The Moradinsaman won't survive, so 
there's no sense hoping that you will.

The  dwarves  are  infamous  for  their  fatalism  and  dour  sense  of 
humour. This belief protects them against a number of magical and 
mundane effects that prey on the minds of other races:



A dwarf with this talent cannot be cursed. The spells Bestow Curse, 
Greater Bestow Curse and any of the various  Evil  Eye  powers  (of 
cyclops or vistani) simply fail to function on a dwarf.  At the GM's 
discretion,  the  dwarf  has  immunity  to  other  similar  powers  and 
abilities.

Additionally, the dwarf gains a +5 racial bonus to his Will defence 
against effects with the Enchantment or Fear descriptor.

Dwarf Feats

Battlefield Accountant Dwarf Feat

Even when under fire, you never miss the opportunity for a quick  
profit.
At-Will | Supernatural
Free Action
Prerequisite: Dwarf, Soul of Avarice talent
Area of Effect: Personal

Effect: A dwarf with this feat can make an accurate guess as to the 
number  of  coins  and  gems in  a  contained area,  as  well  as  their 
market  value.  For  example, in the heat of  battle a dwarve could 
glance in to an open treasure chest and know the chest contained 
123 cp, 1569 sp, 369 gp and a large sapphire with a market price of 
1000 gp.

Dodge Giants Dwarf Feat

A history of enmity with the giantish races has given you the happy  
knack of avoiding the attacks of larger foes.
Continuous Effect | Mundane
No Action
Prerequisite: Dwarf
Area of Effect: Personal

Effect: You  gain a  +2  racial  bonus  to  Reflex  Defence against  the 
attacks of Large or larger foes.

Dwarven Durability Dwarf Feat

You are able to shrug off damage more quickly than other races.
Continuous Effect | Mundane
No Action
Prerequisite: Dwarf
Area of Effect: Personal

Effect: You  can  use  Second  Wind  as  a  free  action  instead  of  a 
standard action.

Xenophobic Fervour Dwarf Feat

Your hatred for orcs and goblins reach heights unheard of even in  
dwarves… and the goblins know it.
At-Will | Mundane
Immediate Reaction
Trigger: You reduce an orc or goblinoid to 0 hit points or less
Prerequisite: Dwarf, Goblinbane talent
Duration: 1 round/level
Area of Effect: Close Burst 20 ft radius
Target: All orcs or goblinoids within  in area of effect
Attack: Intimidate vs. Will

Effect: When you kill an orc or a goblin, you unleash a mighty cry of 
hate-fuelled rage. This is bed-wettingly effective at scaring the rest 
of your enemies. Each enemy that you successfully strike is Shaken.

A shaken character is nervous, jumpy or suffering from shock. He 
takes a -2 morale penalty on all defences, saving throws, skill checks 
and ability checks.

An orc or goblinoid that successfully resists the effects of this feat , 
is  immune to the dwarf's  xenophobic  fervour  for  the  rest  of  the 
encounter.



Elves
The elves of Iourn are secretive and magical people. Proud of their 
fey heritage, and gripped with an innate feeling of superiority over 
their lesser kin, elves were once common across Urova. After the 
hard-fought victory over Karatath at the end of the last great war, 
the elves grew weary of the mortal world. They created a magical 
plane called the Greymere, and then departed Iourn forever. Elves 
are immortal, but after several hundred seasons they normally pass 
to the Land of Arvandor, however the Greymere was so comfortable 
that few elves do this any more. They have become an increasingly 
aged and complacent people. Travel to Iourn is forbidden, and elves 
have become mythical beings across the land. Those that do return 
to the world of Men are exiles, or descendents of those few elves 
who had the foresight not to leave Iourn in the first place.

As befits  such an ancient  and complex people,  there  are several 
different  types  of  elves.  The  Araedhel  (or  high  elf)  is  the  most 
common in the Greymere. These are elves that dedicate themselves 
to the pursuit of magic. Many are Sonorists, but some still puruse 
the arcane teachings laid down by Lolth. The Tauredhel (or Sylvan 
elf) is an elf of the wilds, more at home in forests than in towns. 
Most  elves  that  still  live  on  Iourn  are  of  this  type.  Finally,  the 
Magoledhel (or sword elf) is a elf of the Greymere that puts steel 
and martial prowess ahead of magic. They are also predominently 
found on the Greymere. Your character must belong to one of the 
sub-species  of  elf,  so  choose  one  that  most  fits  with  your 
background and choice of character class.
.

Araedhel (High Elf)

Average Height: 5'4"–6'1"
Average Weight: 130–180 lbs

Ability Scores: +2  Intelligence,  +2  to  one  other  ability 
score of your choice

Size: Medium
Speed: 30 feet
Vision: Low-light

Unarmed Attack: Punch or Kick (Strength)
Unarmed Damage: 1d4 + Strength Modifier (subdual damage)

Languages/Scripts: Any four
Skill Bonuses: +2 Knowledge (Arcana), +2 Spellcraft  

(Arcane) or Spellcraft (Song)
Defence Bonus: +3 Will



Tauredhel (Sylvan Elf)

Average Height: 5'4"–6'1"
Average Weight: 130–170 lbs

Ability Scores: +2 Dexterity, +2 to one other ability score 
of your choice

Size: Medium
Speed: 35 feet
Vision: Low-light

Unarmed Attack: Punch or Kick (Strength)
Unarmed Damage: 1d4 + Strength Modifier (subdual damage)

Languages/Scripts: Any four
Skill Bonuses: +2 Perception, +2 Weapon Group  (Bows)
Defence Bonus: +3 Reflex

Araedhel (Sword Elf)

Average Height: 4'3"–4'9"
Average Weight: 160–220 lbs

Ability Scores: +2 Strength, +2 to one other ability score 
of your choice

Size: Medium
Speed: 25 feet
Vision: Low-light

Unarmed Attack: Punch or Kick (Strength)
Unarmed Damage: 1d4 + Strength Modifier (subdual damage)

Languages/Scripts: Any four
Skill Bonuses: +2 Insight, +2 Weapon Group  (Heavy 

Blades)
Defence Bonus: +3 Fortitude

Closed Mind Elf Racial Trait

The mind of an elf is a complex and alien landscape compared to the  
prosaic and simple brains of other races. This mental architecture  
makes them more difficult to affect with mindaffecting magic.
Contnuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: The  elf  is  immune  to  all  magical  spells  and  supernatural 
effects  that  put  him to sleep (such as  the sleep spell).  Mundane 
effects,  such  as  alchemical  knock-out  gas,  still  work  against  him. 
Additionally,  the  elf  receives  a  +2  racial  bonus  to  Will  defence 
against any talents,  feats,  powers or items with the Enchantment 
descriptor.

Elven Reverie Elf Racial Trait

Rather than sleep you enter a meditative state, during which you  
remain fully alert but gain the benefits of a full rest.
Contnuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: If  you  spend  four  hours  in  a  reverie,  you  gain  the  same 
benefit that other races gain from taking eight hours of extended 
rest. While in a reverie you are full aware of your surroundings and 
notice approaching enemies and other events as normal.

Elvish Eyes Elf Racial Trait

There is little that escapes the keen-eyed gaze of an elf.
Contnuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: Gain  a  +2  racial  bonus  to  Perception  checks.  This  bonus 
stacks  with  the  Tauredhel's  bonus  for  a  total  racial  bonus  to 
Perception of +4.

Wild Step Elf Racial Trait

Regardless of your origin, all elves have a profound respect for the  
natural world, and are at home in the Wild.
Contnuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: Gain  a  +2  racial  bonus  to  either  Knowledge  (Nature)  or 
Survival. Once you have made this decision it cannot be changed. In 
addition you are unfettered by any sort  of  undergrowth (such as 
natural thorns, briars, overgrown areas, and similar terrain). You can 
move through these obstacles at your normal  speed and without 
taking damage or suffering any other impairment. However, thorns, 
briars, and overgrown areas that have been magically enchanted to 
impede movement still affect you.

Elf Talents

Communion Elf Talent

Many elves are able to enter into a telepathic bond with their kin,  
intimately  sharing  their  most  secret  thoughts  and  desires.  The  
degree of familiarity gained from a Communion has unlikely martial  
benefits.
At-Will | Supernatural
Varies – usually at least one hour
Prerequisite: Elf
Duration: 1/day per level
Area of Effect: Close burst 5 ft. radius + 2 ft./level
Target: 1 elf/2 levels within the area of effect

Effect: All the elves involved Communion must have this talent. The 
variable  qualities  of  the  ability  (its  duration,  area  of  effect  and 
target) are calculated based on the participating elf of the lowest 
level. So if three 12th level elves and a 4th level elf commune, then 
the effect would last for only four days.

Communion  requires  all  elves  involved  to  be  in  a  state  of  total 
relaxation. They must be in a place of peace, preferably where the 
world is not likely to intrude with its troubles and its cares; natural 
surrounding work best for this operation.

Communion  requires  the participating  elves  to  be totally  serene, 



thinking  only  of  the  others  in  this  most  intimate  bond.  Thus, 
communion is not an effective method of relaying messages of any 
urgency.  All  the  elves  must  free  themselves  of  judgments  and 
prejudices about  the others,  which may take some time.  Indeed, 
some communions have been known to take a fortnight  or more 
merely in preparation for the bonding. At a minimum, Communion 
takes one hour.

When the participants have sufficiently calmed and retreated from 
the rigors of the world, they lightly touch palm to palm, finger to 
finger. They open their minds to the others, freely and completely 
joining together; if even a tiny reservation remains, the bond fails. 
During communion, the elves explore all the facets of the others' 
personality  — the loves,  hatreds,  hopes,  and fears.  While  in  the 
trance, the elves grant combat advantage to their enemies.

Elves  engaged  in  communion  are  defended  against  being  spied 
upon, either mentally or physically; this defense takes the form of 
an invisible barrier surrounding the communing elves. No scrying or 
similar  divination magic can look upon a Communion,  and no elf 
engaged in a Communion can be mentally  probed by  magical  or 
supernatural means.

The benefit  of  communion  is  not  only  that  elves  learn  the most 
secret facets of others.  Because of the sharing, they also become 
intimately acquainted with others' habits, fighting styles, and ways 
of thinking. Following communion and for a number of days equal 
to the level of the lowest level participating elf, the bonded elves 
can  fight  in  perfect  harmony,  one's  weapon  following  through 
where another left an opening.

Bonded elves that remain within 30 feet of one another gain  +1 to 
attack rolls, +2 to damage rolls and +1 to their Reflex defence per elf 
participating in the bonding. If not all the bonded elves are present, 
then  the bonuses  diminish  proportionately.  For  example,  if  eight 
elves joined in Communion but only two are currently involved in 
combat then those two would gain +2 to attacks, +4 to damage and 
+2 to their Reflex Defence.

Bonded  elves  need to  remain  without  30  feet  of  each  other  to 
maintain  the  benefit  of  the  Communion  effect.  An  elf  stepping 
outside this range loses the benefit, but regains it again when he re-
enters the area of effect.

Elven Accuracy Elf Talent

With an instant focus, you take careful aim at your foe and strike  
with the legendary accuracy of the elves!
Recharge | Mundane
No Action
Prerequisite: Elf, Cha 15
Area of Effect: Personal

Effect: When  you  miss  with  an  attack  roll,  you  may  re-roll  that 
attack roll. You must use the second roll even if it's lower.

From 11th level, you may use this talent twice before it has to be 
recharged.  From  21st  level,  you  may  use  this  talent  three  times 
before it has to be recharged. 

Elven Presence Elf Talent

Elves can take advantage of their link to the natural world to seem  
more imposing and impressive than they actually are.
Recharge | Mundane
Move Action
Prerequisite: Elf
Duration: 1 minute/level
Area of Effect: Close burst 30 ft. radius
Target: All creatures in area of effect

Effect: When elves wish, they have an imposing presence. Suddenly, 
they can seem far larger, more  there, than their actual height and 
weight would indicate. They use this ability to good effect against 
impressionable humans; it keeps the credulous ones at a distance 
and occasionally attracts necessary attention to the elf.

This manifestation ability is purely a result of the elven connection 
with  the  land;  the  only  trick  involved  is  in  demonstrating  this 
connection.  It  only functions on Iourn,  the Greymere and on the 
Feywild -  and even then,  only in natural  and relatively unspoiled 
environments. An elf couldn't use this power to talk his way out of 
the castle dungeons, but it would work on a jousting field under an 
open sky.

When the elf draws on this power, he gains a +2 racial bonus to all 
Intimidate and Diplomacy checks for one minute per level. During 
that  time,  the  gaze  and  attention  of  all  individuals  is  directed 
toward  the  elf.  Other  party  members  can  use  the  elf's  newly 
heightened  Diplomacy  or  Intimidate  score  in  place  of  their  own 
Sleight of Hand or Stealth checks. In battle, all enemies take a -2 
penalty to hit with attacks that do not include the elf as a target.

In order for this talent to work, the elf must present himself openly. 
He  cannot  be  hiding,  invisible  or  otherwise  concealed.  Stealth 
checks made by the elf automatically end the use of this ability.

Grey Step Elf Talent

Time  seems  to  freeze,  and  all  the  colour  fades  from  your  
surroundings leaving them grey and indistinct. You melt away from 
the world and appear in the parallel plane of the Greymere. You are  
then able to move a short distance in the Greymere before returning  
to the real world.
Recharge (Special) | Supernatural
Free Action
Prerequisite: Elf; granted this power by the White Council
Area of Effect: Personal

Effect: As a free action, you vanish from your current location on 
Iourn, and reappear at the corresponding point in the Greymere (or 
vice versa). Once on the Greymere you must use this power again to 
return to Iourn.

The  Greymere  is  a  parallel  plane  to  Iourn  that  enjoys  the  same 
topology  and  general  terrain.  Buildings,  settlements  and  artifical 
structures that exist on Iourn probably do not have an analogue on 
the Greymere. It would be possible to use this power to traverse the 
Greymere and avoid obstacles only found on Iourn: such as castle 
walls,  guards  or  magical  barriers.  You  probably  couldn't  use  the 
power  to  avoid  mountains  or  rivers  as  they  would  exist  in  both 
planes.



Elves with this talent are gifted with something called Grey Sight 
that allows them to briefly see overlaying images of Iourn and the 
Greymere.  This  allows  them  to  successfully  judge  the  points  at 
which the enter and exit the respective planes, and avoid appearing 
inside a solid object.

Grey Step can be used once per tier + additional number of times 
equal to an elf's Wisdom modifier before the elf to take a short rest.

Special:  The ability to pass freely between Iourn and the Greymere 
is granted by  the White Council of Shallambor. The appellant must 
partake of a secret ritual to gain the ability,  and the Council  can 
rescind it at any time. Only elves in good standing with the council 
will have access to Grey Step, although it is sometimes for a limited 
time, and for specific missions.

A player character that acquires Grey Step from the council, should 
"pay off" the cost of the talent with his next available slot.  If the 
power is ever recalled by the council, then the PC should be allowed 
to choose a replacement talent instead.

Non-elves and elves that are not native to the Greymere will never 
have the Grey Step talent.

Light Step Elf Talent

"You just have to run really fast."
Continuous Effect | Mundane
No Action
Prerequisite: Elf
Area of Effect: Personal

Effect: Gain  a  +2  racial  bonus  to  Stealth  checks.  In  addition, 
whenever you take the Run action, you can move across surfaces 
that ordinarily would not support your weight such as water or deep 
snow.

Elf Feats

Elven Precision Elf Feat

Your skill  and precision is reminiscent of the revered grace of the  
Seldarine itself.
At-Will | Mundane
No Action
Prerequisite: Elf, elven accuracy racial talent
Area of Effect: Personal

Effect: When you use the Elven Accuracy raical talent, you gain a +2 
bonus to the new attack roll.

Heightened Accuracy Elf Feat

You are able to make you shots count more often than your kin.
At-Will | Mundane
No Action
Prerequisite: Elf, elven accuracy racial talent
Area of Effect: Personal

Effect: You may use the  Elven Accuracy  talent once more before 
taking a short rest. You may take this feat multiple times. Each time 
you take it, you can use Elven Accuracy once more before taking a 
short rest.

Inaudible Tead Elf Feat

You are exceptionally skilled at moving silently extremely quickly.
At-Will | Mundane
No Action
Prerequisite: Elf, light step racial talent
Area of Effect: Personal

Effect: Speed is your ally, caution is for other races. When you take 
the Run action,  you do not take the listed -10 penalty to Stealth 
checks. However, if you move greater than one half your Speed (but 
not  more  than  your  actual  Speed)  in  feet,  you  still  take  the  -5 
penalty to Stealth checks. 

Invisible Tead Elf Feat

You  are  so  light  on  your  feet  that  you  leave  no  trace  of  your  
presence.
At-Will | Mundane
No Action
Prerequisite: Elf, light step racial talent
Area of Effect: Personal

Effect: As  long  as  you  are  not  encumbered,  you  do  not  leave 
footprints  or  other  impressions  in  even  the  softest  of  material, 
unless you choose to do so 



Hobbits
Optimistic  and  cheerful  by  nature,  blessed  with  uncanny  luck 
hobbits are a study in contrasts. While the majority of the hobbit 
race  are  homebodies  obsessed  with  brewing,  smoking  and 
genealogy  a  significant  minority  are  quite  the  opposite.  These 
hobbits are driven by a powerful wanderlust: individuals who make 
up  for  their  short  stature  with  an  abundance  of  bravado  and 
curiosity. At once excitable and easy-going, hobbits like to keep an 
even temper and a steady eye on opportunity, and are not as prone 
as  some  of  the  more  volatile  races  to  violent  or  emotional 
outbursts. Even in the jaws of catastrophe, a hobbit almost never 
loses his sense of humour.

Hobbits  are  inveterate  opportunists.  Unable  to  physically  defend 
themselves from the rigors of the world, they know when to bend 
with the wind and when to hide away. Yet a hobbit’s curiosity often 
overwhelms his good sense, leading to poor decisions and narrow 
escapes. Though their curiosity drives them to travel and seek new 
places and experiences, even these "elvish" hobbits possess a strong 
sense of  house and home,  often  spending above their means to 
enhance the comforts of home life.

Average Height: 2'8"–3'2"
Average Weight: 25–30 lbs

Ability Scores: +2 Dexterity, +2 to one other ability score 
of your choice

Size: Small
Speed: 25 feet
Vision: Low-light

Unarmed Attack: Punch or Kick (Strength)
Unarmed Damage: 1d3 + Strength Modifier (subdual damage)

Languages/Scripts: Any four
Skill Bonuses: +2 Acrobatics, +2 Stealth
Defence Bonus: +3 Reflex

Fortune Favours the Bold Hobbit Racial Trait

The  courage  of  a  hobbit  belies  their  small  stature.  Whether  this  
courage  comes  from  true  bravery,  or  a  singlular  inabilitiy  to  
appreciate the gravity of the situations they find themselves in is  
unclear. 
Contnuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: You gain a +5 bonus to your Will  Defence and Will  saving 
throws against any effects with the Fear keyword.



Second Chance Hobbit Racial Trait

Luck and small size combine to work in your favor as you dodge your  
enemy’s attack.
Recharge | Mundane
Immediate Interrupt
Trigger: You are hit by an enemy's attack
Prerequiste: Hobbit
Area of Effect: Personal

Effect: When an attack hits you, force an enemy to roll the attack 
again. The enemy uses the second roll, even if it’s lower. At 11th 
level you may use this talent twice before it needs to be recharged. 
This increases to three times at 21st level.

Hobbit Talents

Blather Hobbit Talent

Despite their many endearing qualities, hobbits have the capacity  
for  being  the  most  annoying  and  infuriating  of  travelling  
companions. Of course, they use this to their advantage.
At-Will | Mundane
Standard Action
Prerequisite: Hobbit
Duration: Concentration
Area of Effect: Close burst 25 ft. radius + 5 ft./2 levels
Target: One creature every two levels
Attack: Bluff vs. Will

Effect: The hobbit picks a target within range and begins to talk at 
him.  He  doesn't  talk  with  him,  he  quite  definitely  talks  at him, 
regaling the unfortunate victim with all  manner of irritating trivia 
and pointless observations.

As  long  as  hobbit  isn't  doing anything overtly  threatening  to the 
target,  he  regards  the  halfling  with  the  sort  of  morbid  curiosity 
usually  only  reserved  for  road  accidents.  The  target  becomes 
Fascinated, and remains that way as long as the halfling continues 
to spend a Standard Action every round maintain to this effect  - 
and when it comes to talking, hobbits can go on for hours.

Fascinated  creatures  take  a  -5  penalty  on  skill  checks  made  as 
reactions, such as Perception or Insight checks. Any potential threat, 
such  as  a  hostile  creature  approaching,  allows  the  fascinated 
creature  a  Will  saving  throw  against  the  fascinating  effect  (DC = 
hobbit's passive Bluff).

Any obvious threat, such as someone drawing a weapon, casting a 
spell,  or  aiming  a  ranged  weapon  at  the  fascinated  creature, 
automatically  breaks  the  effect.  A  fascinated  creature's  ally  may 
shake his friend free of the spell as a standard action. Also anything 
that stops the hobbit from talking will also end the effect.

Underfoot Combat Hobbit Talent

Your small  size allows you to duck,  dodge and weave around the  
feet of larger foes – putting them at a great disadvantage.
At-Will | Mundane
No Action
Prerequisite: Hobbit, trained in Acrobatics
Area of Effect: Personal

Effect: When fighting foes that are of Large size or larger, you have 
found that  the  place to stand is  directly  underneath them. From 
that vantage point it is not only devilishly difficult for your Large foe 
to strike you, but any other enemies have a hard time hitting you as 
well.

When you are  fighting  a Large creature  you gain the benefits  of 
Cover (+4 to your Reflex defence) against the Large creature and 
any other enemies engaged in the same combat. The bonuns does 
not apply against characters with the Improved Precise Shot feat.

You also have the ability to enter the underfoot cover of Large foes 
with impunity. You do not provoke attacks of opportunity from any 
movement into or out of this area. This protection extends to the 
natural  Reach of large creatures,  and Withdraw attempts.  If  your 
foe  has  the  Combat  Superiority  talent,  he  may  still  make 
opportunity attacks upon you normally.

Hobbit Feats

Ankle Biter Hobbit Feat

Large foes  are  unable  to  protect  themselves  from your  deadliest  
attacks.
At-Will | Mundane
No Action
Prerequisite: Hobbit,  Underfoot  Combat talent,  trained  in 
Acrobatics, 11th level
Area of Effect: Personal

Effect: If you employ your Underfoot Fighting talent to move into a 
position beneath a Large or larger foe, then you also gain combat 
advantage against that foe. The combat advantage persists for as 
long as you can remain in this tactically advantageous position.

Lost in the Crowd Hobbit Feat

You can  take advantage  of  even the smallest  gatherings  to  hide  
yourself.
At Will | Mundane
No Action
Prerequisite: Hobbit
Area of Effect: Personal

Effect: Whenever you are standing adjacent to two creatures that 
are  larger  than  you  are,  you  can  make  a  Stealth  check  to  hide 
yourself.  A  successful  check  does not  conceal  you from  adjacent 
creatures, but has the chance of hiding you against any one else.

You can use Lost in the Crowd to hide even if you are being directly 
observed, however you cannot use it if you are currently engaged in 
mêlée combat.



Overwhelming Distraction Hobbit Feat

When the hobbit is talking, everyone else might as well be invisible.
Continuous Effect | Mundane
No Action
Prerequisite: Hobbit, Blather talent
Area of Effect: Personal

Effect: The hobbit can use his blather talent to distract his victims 
from the activities of his companions. The hobbit nominates one of 
his allies. As long as the hobbit continues to maintain his Blather, 
that ally is considered invisible to all targets who are effected by the 
hobbit's blather.

The ally isn't really invisible, of course. The targets of the Blather 
just treat the ally as if he was invisible, so rapt is their attention in 
the antics and speech of the hobbit.

The "invisible" ally can move around through those affected by the 
blather without being noticed, and perform all manner of activities 
that they wouldn't otherwise being to get away with (such as raiding 
a cash register, picking a pocket or opening a locked door).

If the ally does anything that would normally break the effects of an 
invisibility spell, he automatically ends the effects of this feat and 
the Blather talent for every target that the hobbit has affected. 

From level  6,  and  at  every  five  levels  thereafter,  the  hobbit  can 
affect one additional ally with this feat. For example, a 21st level 
hobbit could render five allies "invisible" with this feat.

Rapacious Waffler Hobbit Feat

The hobbit's gift of the gab becomes even more formidable.
Continuous Effect | Mundane
No Action
Prerequisite: Hobbit, Blather talent
Area of Effect: Personal

Effect: The  hobbit  may use  and maintain  his  Blather talent  as  a 
Move action instead of a Standard action.

The Bigger They Are Hobbit Feat

Your confounding presence around the feet of larger creatures has  
the tendency to make them fall flat on their face.
At-Will | Mundane
No Action
Prerequisite: Hobbit,  Underfoot  Combat talent,  trained  in 
Acrobatics
Area of Effect: Personal

Effect: If you employ your Underfoot Fighting talent to move into a 
position  beneath  a  Large  or  larger  foe,  you  gain  a  surprising 
advantage in your attempts to trip them.

In such circumstances you can make trip attempt as a Move action 
instead of  a Standard action.  In addition,  you may make the trip 
attempt with an Acrobatics vs. Reflex and Fortitude attack, insread 
of relying on your Athletics or Unarmed Combat skills.

Third Chance Hobbit Feat

Your  continued  reliance  on  luck  pays  statistically  unlikely  
divendends.
Contnuous Effect | Mundane
No Action
Prerequisite: Hobbit, Second Chance racial trait
Area of Effect: Personal

Effect: You may make use of the  Second Chance talent once more 
before  it needs to be recharged.  You may take this feat multiple 
times. Each time, you gain one extra use out of the Second Chance 
talent.



Men
The most common, widespread and (sadly) fertile of all the sentient 
races, Men can be found on every continent in the Northern and the 
Southern  worlds.  Supremely  adaptable,  humans  can  survive  and 
even thrive in  the most  inhospitable  of  climates and locales.  For 
men do not change themselves to suit the conditions,  but rather 
they change the conditions to suit themselves. 

Despite claims to the contrary the race of Men is an ancient one. 
However, because men are also the shortest-lived of all the sentient 
races their sense of history is wanting. They have no comprehension 
of their origins or the impact they have had on the world. Relatively 
few human cultures put a great store on writing things down, and 
therefore anything that happened more than about ten generations 
ago is utterly lost to them.

The truth - that is the truth perceived by other races - is that men 
were  created  by  the  god  Azygous  in  the  millennia  following  the 
formation of the world. Azygous had a secret purpose and it took 
him many attempts to create the 'perfect'  Elessenians (a race of 
men long since dead). The failed attempts were discarded which is 
why different sub-races of men can be found all around the world. 
These  men  carved  out  their  own  niches,  prospered  and  began 
spreading over Iourn with all the speed of nettle rash and half the 
charm.

When different races of men of different colour and ethnicity met 
there was always conflict. After the conflict there was always sex. 
The races blended together until we reach a point many thousands 
of  years  hence  where  there  are  very  few  pureblood  humans 
remaining. The pale-skinned and blond-haired men who dwelt on 
the  continent  of  Urova  were  conquered  and  enslaved  by  the 
swarthy and dark Hadradans. After a thousand seasons under the 
Hadradans  (quite  literally  in  many  cases)  it  became  increasingly 
difficult to tell the races apart.

Pure lines from pre-Hadradan times are hard to come by, but you 
can count that some bizarre cult is making ready to cull  all those 
who are not of pure extraction. The impurity of their heritage makes 
humans pitiable in the eyes of halflings who consider them to be a 
bit of a genetic freak show - but a very nice genetic freak show that 
knows how to grow good tobacco.

Humans have no racial identity. They are selfish beings who identify 
themselves  through  where  they  live,  their  country  or  their  king 
rather than their race. They consider themselves able to master any 
skill and to conquer any foe, and for the most part they are correct. 
But  they  are  always fighting  among themselves  for  one  thing or 
another. If it's not land then it's money, if it's not money then it's 
power, if it's not power then it's…. well, they'll think of something.

The other races (with the exception of hobbits) look upon men very 
warily. They are unpredictable creatures - as warlike as the orcs, as 
arrogant as the elves and as greedy as the dwarves. It is almost as 
though they are distillation of all the worse qualities of every other 
race.  However,  men are incredibly diverse.  Despite their  obvious 
faults they have an amazing capacity for  sacrifice.  For  every dark 
and corrupted man there is one that shines with the light of purity.



The greatest thing that can be said of Men is that they are a race 
with a destiny. It is not the dwarves, the hobbits, the elves or even 
the dragons that will decide the fate of Iourn. It is men. The greatest 
chapter in the history of Azygous's people is yet to be written.

Average Height: 5'6"–6'2"
Average Weight: 135–220 lbs

Ability Scores: +2 to two ability scores of your choice
Size: Medium
Speed: 30 feet
Vision: Normal

Unarmed Attack: Punch or Kick (Strength)
Unarmed Damage: 1d4 + Strength Modifier (subdual damage)

Languages/Scripts: Any four
Skill Bonuses: +2 to two skills of your choice
Defence Bonus: +3 to one defence of your choice

Human Endeavour Human Racial Trait

You display a wider breadth of knowledge than many of your fellow  
races.
Contnuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: You gain three additional skill points at  first level. Each level 
after first, you gain one additional skill point. You do not gain any 
additional class skills, and the maximum ranks you may have in any 
one skill is unchanged.

Human Perspicacity Human Racial Trait

You display aptitude for an eclectic range of skills and abilities.
Contnuous Effect | Mundane
No Action
Area of Effect: Personal

Effect: You gain one additional feat. You must still meet the feat's 
prerequisites.

Human Talents

Fearless Destiny Human Talent

You believe that you have been chosen for greatness, and as such an  
inappropriate death is nothing short of an offence to Fate herself.  
Whether  you  are  special,  or  simply  deluded,  is  open  to  debate.  
However, the results speak for themselves.
Recharge | Mundane
No Action
Trigger: You suffer damage sufficient to kill you outright
Prerequisite: Human; you must have one unspent action point
Area of Effect: Personal

Effect: The power of Fate has gripped your character, rendering you 
less likely to die an inglorious death. As long as you have an action 

point remaining, any effect that inflicts enough damage to kill you 
outright,  instead reduces you to zero hit points.  You must take a 
short rest before you can use this talent again.

Heroic Destiny Human Talent

You are convinced that you have a destiny to fulfil, and no pesky foe,  
language barrier, tightrope, mountain range or raging river is going  
to stand in your way.
Recharge | Mundane
No Action
Trigger: You make a skill check
Prerequisite: Human; you must have one unspent action point
Area of Effect: Personal

Effect: The power of Fate makes you more likely to succeed at skill 
checks. As long as you have an action point remaining, you may add 
1d6 to the result of one skill check. You choose whether or not to 
roll the 1d6 after you have rolled the skill check, and you know if the 
roll was otherwise successful. You must take a short rest before you 
can use this talent again.

Protected Destiny Human Talent

In battle you rely on your luck rather than your judgment, confident  
that your destiny makes you immune to the whims of misfortune.  
Enemies find it more difficult to land a convincing strike against you.
Recharge | Mundane
No Action
Trigger: You are struck with a critical hit
Prerequisite: Human; you must have one unspent action point
Area of Effect: Personal

Effect: As  long  as  you  have  an  action  point  remaining,  you  can 
ignore a single critical hit. If a foe scores a critical hit against you, 
you may choose to treat it as a regular hit instead. You must take a 
short rest before you can use this talent again.

Human Feats

Action Surge Human Feat

When things are desperate, you can dig deep into your reserves for  
one last tremendous effort.
At-Will | Mundane
No action
Trigger: You spend an action point.
Prerequisite: Human
Area of Effect: Personal

Effect: You gain a +3 bonus to skill checks (including attack rolls) you 
make during any action you gained by spending an action point.



Accurate Heroism Human Feat

When you use the power of fate to guide your hand, you are even  
more accurate than before.
At-Will | Mundane
No action
Prerequisite: Human, Heroic Destiny racial talent

Effect: When you use your Heroic Destiny racial talent, you may add 
1d8 to your skill check instead of 1d6.

Improved Fearless Destiny Human Feat

You  are  able  to  use  the  influence  of  Fate  to  save  yourself  from  
immediate death by hit point damage.
At-Will | Mundane
No action
Prerequisite: Human, Fearless Destiny talent

Effect: You may use the Fearless Destiny racial talent twice before it 
needs to be recharged.

Improved Heroic Destiny Human Feat

You are able to use the influence of Fate to increase your chance of  
success with a skill check.
At-Will | Mundane
No action
Prerequisite: Human, Heroic Destiny talent

Effect: You may use the Heroic Destiny racial talent twice before it 
needs to be recharged.

Improved Protected Destiny Human Feat

You are able to use the influence of Fate to avoid the deadly blows  
and attacks against you.
At-Will | Mundane
No action
Prerequisite: Human, Protected Destiny talent

Effect: You may use the Protected Destiny racial talent twice before 
it needs to be recharged.
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