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Bearman 
 
Bearmen resemble a powerful cross between a bear and a human. They are 
colored gold, white, brown, or black. 
 
Armor costs +1/2 and must be custom fitted for their larger frames. 
 
Extra Starting Gear: None.  
Hit Points: Start with 8. Get 8 per level (or a skill.) Combat Bonus: Your level. 
Languages: Common, Fey. Additional Notes: No starting skill. 
 
• Powerful. Roll on a die 1 size smaller for tests requiring strength. Count 

2,000 coin equivalent as a load for encumbrance. 
• Primal Assault. For an all-out attack unarmed, roll 2d6 and add the 

results together (do not add 1d4). 
• Rage. A bearman can spend 1 rest (when rests are gone, 1d4 hit points) 

to fly into a rage as a free action, gaining 1 temporary hit point per level. 
While enraged, the bearman can use doubled combat bonus at every 
opportunity in the round (except to dodge ranged attacks). This lasts until 
the end of the battle, then the extra hit points are lost; if the bearman 
drops to 0 hit points, roll for death as usual. Raging bearmen can only 
fight all-out or balanced. 

• Tough. Bearmen are immune to normal poisons. They also count as 
having 1 layer of warm clothing, and they count as lightly dressed for 
heat exhaustion. Bearmen get a base 4 rest capacity. 

 
Lifestyle and Specialty (1d6 and 1d4) 
 

1-2: Tribal 

1. Hunter 
2. Metalworker 
3. Storyteller  
4. Tanner 

3-4: Criminal 

1. Assassin 
2. Bandit 
3. Bounty Hunter 
4. Thug 

5-6: Slave 

1. Entertainer 
2. Galley Rower 
3. Gladiator 
4. Miner 

 
 



  



Corby 
 
Corbies are fey-touched avian humanoids. Their feathers are dark blue or 
black. They have vestigial wings that do not help them to glide or fly. 
 
Armor costs +1/2 and must be custom fitted for their smaller frames. 
 
Extra Starting Gear: Thief tools.  
Hit Points: Start with 4. Get 4 per level (or a skill.) Combat Bonus: Your level. 
Languages: Common, Fey. Additional Notes: Starting skills are “Combat 
Expertise” and “Infiltration.”  
 
• Alert. Corbies gain a racial +1 to all Notice rolls. 
• Infravision. They can see 60’ in the dark, able to make out shapes of 

rooms even with the same temperature (as a magical ability.) 
• Peck. Corbies can peck with their beaks and inflict 1d4 hit points of 

damage. This is not in addition to other attacks. However, the peck can 
serve as a second weapon. 

 
Lifestyle and Specialty (1d6 and 1d4) 
 

1-2: Tribal 

1. Hunter Gatherer 
2. Judge  
3. Skirmish Scout 
4. Storier 

3-4: Criminal 

1. Fence 
2. Informer 
3. Pickpocket 
4. Spy 

5-6: Urbanite 

1. Bureaucrat 
2. Entertainer 
3. Gemcutter 
4. Reporter 

 
 



 
  



Tabaxi 
 
These feline humanoid warrior-thieves come in many colors, sizes, and 
shapes. They live to hunt. 
 
Armor costs +1/2 and must be custom fitted for their different frames. 
 
Extra Starting Gear: None.  
Hit Points: Start with 6. Get 6 per level (or a skill.) Combat Bonus: Your level. 
Languages: Common, Fey. Additional Notes: No starting skill. None of their 
traits work while wearing metal armor. 
 
• Movement Mastery. Roll on a die 1 size smaller for tests requiring 

coordination or ability to move. 
• Pounce. They can choose to leap into battle and attack all-out, gaining +2 

on the first round.  
• Sharp Ears, Soft Feet. Tabaxi gain a racial +1 on Notice tests. They cannot 

be surprised. 
• Snatch. Upon hitting in combat, instead of doing damage, steal an item 

from the target. It must be accessible. If it is secured or held, the DM may 
allow the target a saving throw to keep it, usually d8. 

 
Lifestyle and Specialty (1d6 and 1d4) 
 

1-2: Tribal 

1. Hunter 
2. Runner Scout 
3. Shrine Guardian 
4. Shaman 

3-4: Criminal 

1. Assassin 
2. Gladiator 
3. Pickpocket 
4. Spy 

5-6: Urbanite 

1. Athlete 
2. Dancer 
3. Exotic Pet 
4. Secret Police 

 
 





Dakon 

 
Scientist gorillas. A wire/nanite implant colony is bound to their nervous 
system to provide intuitive interface with technology of all kinds. 
 
Armor costs +1/2 and must be custom fitted for their different frames. 
 
Extra Starting Gear: Implant Device.  
Hit Points: Start with 6. Get 6 per level (or a skill.) Combat Bonus: Your level. 
Languages: Common, Technese. Additional Notes: At generation, start with 
an implant device instead of a starting skill. 
 
• Powerful. Roll on a die 1 size smaller for tests requiring strength. Count 

2,000 coin equivalent as a load for encumbrance. 
• Medscan. If they take a full round to scan a living thing within 10 feet, 

they can test skill on 1d8. If successful, they determine its percentage of 
hit points, any diseases that affect it, and other biological indicators. A 
week of study can add a species to the database; it starts with dakon, 
human, and any other races indigenous to the character’s starting area. 

• Techspeaker. The implant allows the dakron to instinctively understand 
machines. Most machines are understood with a round of inspection, 
more complex machines may take a turn or an hour of inspection. The 
dakron can make a skilled test to know what a machine’s purpose is, and 
how to make it function. The implant may even be able to manufacture 
some key elements to repair or refuel the device. 

• Hydrophobia. Dakon are penalized by 2 when in water. They are 
penalized by 1 when they are within 10 feet of a body of water big 
enough to immerse them. 

 

Lifestyle and Specialty (1d6 and 1d4) 
 

1-2: Tribal 

1. Hunter Gatherer 
2. Harem Worker 
3. Shrine Guardian 
4. Tech Interpreter 

3-4: Expert Tech 

1. Served Human Patron 
2. Served Gray Market 
3. Served Machine Cult 
4. Served Academia 

5-6: Urbanite 

1. Bureaucrat 
2. Doctor 
3. Entertainer 
4. Repair Shop 

 



Implant Devices. A dakron can return to a center of dakon science and receive 
another implant instead of more hit points upon leveling. Implants can be 
mounted on a forearm, a shoulder pad, a skull plate, or a chest plate. The 
devices are self-repairing, and will be functional again in 1d4 hours even if 
they are broken. They can fix themselves to the dakon’s flesh so they cannot 
be removed any more easily than a limb. Only dakon with implants can use 
the device. (At generation choose one or randomize with 1d8.) 

Implant Devices cost 1 hit point to activate. 
 
• Detect Energies. Waves of pollen-like mist puff out. Each round there is 

enough to cover 10’ square. One activation generates 12 uses, to a range 
of up to 120 feet, used within 2 turns. Enchanted objects, or anything 
with supernatural energy, glows; the dakron can choose whether the 
glow is visible to all, or only to one with implants. Glow spectrum 
indicates the energy type where possible (usually cosmic, demonic, 
magical, or mystic-biological.)  

• Environmental Protection. Provides the equivalent of warm clothing, or 
coolant equivalent of light clothing, easing the effect of cold or heat with 
a layer of protective skin dust. Use on self, or other in touch range. Lasts 
6 turns. 

• Forcefield. Self only. Reduces incoming range attacks by 2d6 hit points, 
and incoming hand to hand attacks by 1d6. Provides +4 levels to saves 
against magic or other relevant saving throws. Only protects the bearer. 
Lasts for 1 turn per level. Shuts off if it rolls a 1 on any die, after providing 
protection on that roll. 

• Lightmaker. Phosphorescent particles coat an object and it glows like a 
torch for 12 turns. 

• Nanite Healing Stream. Injects nanites into a target within 10 feet 
automatically, rebuilding 1d6+3 hit points worth of biological function in 
1 round then going inactive. This uses up a “rest” for the healing 
character. If the character does not have a rest, instead regain 1d6-2 hit 
points, possibly taking 1. 

• Negative Energy Repolarizer. Flash with an effective range of about 15 
feet. Undead caught within the flash must pass a saving throw on 1d8 or 
be destroyed. Those who pass lose 1 hit point per hit die. Applied to 
level-drained victims less than 1 turn after they lose levels or gain 
diseases, it counters those undead effects. 



• Purification. A spray coats rations and water, enough to feed about a 
dozen people; it reverses rot, cleanses, and purifies. 

• Ultravision. Self only. See 10’ in the dark per level. This can see body 
heat, or it can see great detail in black and white. Lasts for 10 minutes 
per level per activation. 


