Racial Modifier Cable
Preview

he giantic table in this document has two
I uses: first and foremost it’s an aid for the
Game Master (GM) when designing Non-
Player Characters (NPC), because all the vital statis-
tics for the main (and not so main) creatures are right
here on these pages. Second, it can help players on
the lookout for different player races - but make sure
to check with your GM if she allows player charac-
ters of such a species.

Notes

We had to compromise sometimes between
what to display, and to what detail.

Races are listed in alphabetic order. In case of
sub-races the addition is listed after the name of the
main race (for instance: Halfling, Deep; Elf: Drow).

Skills listed after the number of skill points a
creature receives are its racial class skills.

LA = Level Adjustment (don’t forget to add in
racial hit dice (if any) for Effective Character
Level).

H preview?

Yes. The finished version of this table will appear as
an appendix in all related TOGC PDF products at
RPG Now. This table is a work in progress - it isn’t
finished by far.

That doesn’t mean it’s worthless, mind you. All
we’ve done for this document was: taking all the
information from the System Reference Document
(SRD) after the headings “... as Characters”. What
we’ll do next is generating similar entries for many
more creatures.

The first product featuring the full version of
this table will be On Nation Building, coming soon
to RPG Now.

Open Game Content

All the text on page 2 to 6 of this document (named
Racial Modifier Table (Preview) 1 to 5) is con-
sidered Open Game Content. Everything else is
considered Close Content.

http://www.theothergamecompany.com

Hbout COGC

The Other Game Company (TOGC) was founded in
Aachen, Germany, by Stefan Pietraszak. Being a
somewhat innovative guy, Stefan uses 70GC to
publish anything he comes up with: board and table-
top games, RPG stuff and Comics, but for the mean-
time D20 is everything.

Check out 7TOGC'’s site for latest news, tons of
free d20 stuff, and more!
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SysLetr System License version 5.0. The Other Game Company, TOGC, the TOGC logo, On Nation Building and Racial Modifier Table are trademarks of The Other Game Company. All rights reserved.


http://www.theothergamecompany.com/
http://www.theothergamecompany.com/
http://www.theothergamecompany.com/
http://www.theothergamecompany.com/projects/nation.htm
http://www.rpgnow.com/default.php?manufacturers_id=463
http://www.rpgnow.com/default.php?manufacturers_id=463

Size
Name Ability Mod. (Space/Reach)  Base Speed Racial Hit Dice Racial Skills Racial Feats Special Attacks ~ Special Qualities Favored Class

+4 Strength, +2 Dex-  Medium 30 feet 3d8 Hit Dice, BAB +2, 6 x (2 + Int modifier); two feats
terity, +2 Constitution, Fort +1, Ref +3, Will +1 Climb, Hide, Listen, Move
-2 Charisma Silently, Search, Spot

+3 natural armor bonus, +4 racial bonus
on Move Silently checks
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Doppel- +2 Strength, +2, Dex- Medium 30 feet 4d8 Hit Dice, BAB +4, 7 x (2 + Int modifier); two feats Detect thoughts Darkvision 60 feet, +4 natural armor bonus, Rogue
ganger terity, +2 Constitution, Fort +1, Ref +4, Will +4 Bluff, Diplomacy, Dis- +4 racial bonus on Bluff and Disguise

+2 Intelligence, +4 Wis- guise, Intimidate, Listen, checks (when using change shape ability:

dom, +2 Charisma Sense Motive, Spot additional +10 circumstance bonus on

Disguise checks), Change shape, immunity
to sleep and charm effects
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Dwarf, +2 Constitution, Medium - +2 racial bonus on Appraise Weapon Darkvision 90 feet, Stonecunning, Stability, ~ Fighter
Deep -2 Charisma checks that are related to Familiarity +3 racial bonus on saving throws against

stone or metal items, poison, +3 racial bonus on saving throws

+2 racial bonus on Craft against spells and spell-like effects, +1 racial

checks that are related to bonus on attack rolls against orcs and goblinoids,

stone or metal +4 dodge bonus to Armor Class against creatures

of the giant type, Light Sensitivity

o

Elf +2 Dexterity, Medium +2 racial bonus on Listen, Weapon Immunity to sleep spells and effects,
-2 Constitution Search, and Spot checks ~ Proficiency +2 racial saving throw bonus against
(longsword, enchantment spells or effects,
rapier, long- Low-light vision
bow, composite
longbow;, shortbow,
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Ability Mod. (Space/Reach)  Base Speed Racial Hit Dice Racial Skills Racial Feats Special Attacks — Special Qualities Favored Class
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3 Medium 30 feet +2 racial bonus on Listen, Weapon +2
Search, and Spot checks Proficiency
(hand crossbow,

rapier, short

Darkvision 120 feet, Spell resistance Wizard (male)
11 + class levels, +2 racial bonus on Will  or cleric

saves against spells and spell-like abilities, (female)
Spell-Like Abilities: 1/day dancing lights,

darkness, faerie fire (caster level: drow's

class level), Light Blindness

+2 Charisma
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Elf, Wild ~ +2 Dexterity, Medium - Immunity to sleep spells and effects,
-2 Intelligence Search, and Spot checks Proficiency +2 racial saving throw bonus against
(longsword, enchantment spells or effects,
rapier, longbow, Low-light vision

composite long-
bow, shortbow,
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+4 Strength, +4 Dext- Medium 40 feet, 4d8 Hit Dice, BAB +4, 7 x (2 + Int modifier); two feats Darkvision 60 feet, +4 natural armor
erity, +8 Constitution, fly 60 feet Fort +1, Ref +4, Will +4  Hide, Listen, Spot; bonus, Damage reduction 10/magic,
4 Intelligence, 4 Charisma (average) +8 bonus on Hide freeze

checks (concealed against

a background of stone)
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+14 Strength, -2 Dex-  Large (10/10) 40 feet 12d8 Hit Dice, 15 x (2 + Int modifier); five feats, Weapon Rock throwing Low-light vision, Rock catching
terity, +8 Constitution, BAB +8, Fort +8, Climb, Jump, Listen, and Armor Prof.:
-4 Intelligence, -4 Charisma Ref +4, Will +4 (simple weapons,
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armor, shields)
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Size
Name Ability Mod. (Space/Reach)  Base Speed Racial Hit Dice Racial Skills Racial Feats Special Attacks — Special Qualities Favored Class

-

Gnome +2 Constitution, Small 20 feet +2 racial bonus on Listen ~ Weapon
-2 Strength

Low-light vision, +2 racial bonus on saving ~ Bard
throws against illusions, +1 to the Difficulty
Class for all saving throws against illusion
spells cast by gnomes, +1 racial bonus on
attack rolls against kobolds and goblinoids,
+4 dodge bonus to Armor Class against creatures
of the giant type, Spell-Like Abilities: 1/day-
speak with animals (burrowing mammal only,
duration 1 minute), 1/day (min. Cha 10)
-dancing lights, ghost sound, prestidigitation.
(Caster level 1st; save DC 10 + gnome's Cha
modifier + spell level)

and Craft (alchemy) checks  Familiarity

Gnome, +2 Constitution, Small +2 racial bonus on Weapon Low-light vision, +2 racial bonus on saving ~ Bard
Forest -2 Strength Listen and Craft (alchemy) Familiarity throws against illusions, +1 to the Difficulty

checks, +4 racial bonus Class for all saving throws against illusion

on Hide checks (+8 in spells cast by gnomes, +1 racial bonus on

a wooded area) attack rolls against kobolds, goblinoids, orcs,

and reptilian humanoids, +4 dodge bonus to
Armor Class against creatures of the giant
type, Spell-Like Abilities: 1/day-speak witt
animals (burrowing mammal only, duration
1 minute), 1/day (min. Cha 10) -dancing lights,
ghost sound, prestidigitation. (Caster level 1st:
save DC 10 + gnome's Cha modifier + spell
level), Pass without Trace (Su)

Grimlock  +4 Strength, 30 feet 2d8 Hit Dice, BAB +2, 5 x (2 + Int modifier, one feat, +4 natural armor bonus, Blindsight 40 ft.,  Barbarian
terity, +2 Constitution, Fort +0, Ref +3, Will +3  minimum 1); Climb, Weapon immunities, scent
-2 Wisdom, -4 Charisma Hide, Listen, Spot; Proficiency
+10 racial bonus on (battleaxe)

Hide checks in mountain
or underground settings
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Size
Name Ability Mod. (Space/Reach)  Base Speed Racial Hit Dice Racial Skills Racial Feats Special Attacks — Special Qualities Favored Class

Halfling,  +2 Dexterity, +2 racial bonus on +1 racial bonus on all saving throws,

Deep -2 Strength Listen checks, +2 racial +2 morale bonus on saving throws against
bonus on Appraise fear, +1 racial bonus on attack rolls with
and Craft checks thrown weapons and slings, Stonecunning,

(stone and metal) Darkvision 60 feet

Lizardfolk +2 Strength, +2 Con- i 30 feet 2d8 Hit Dice, BAB +1, 5x (2 + Int modifier, ~Weapon and Natural +5 natural armor bonus
stitution, -2 Intelligence Fort +0, Ref +3, Will +0  minimum 1); Balance, =~ Armor Profi- ‘Weapons:

Jump, and Swim; +4 ciency (simple 2 claws (1d4)

racial bonus on Balance, weapons and and bite (1d4)

Jump, and Swim checks shields)

gre +10 Strength, -2 Dex-  Large (10/10) 40 feet 4d8 Hit Dice, BAB +3, 7 x (2 + Int modifier,  two feats, Darkvision 60 feet, +5 natural armor
terity, +4 Constitution, Fort +4, Ref +1, Will +1  minimum 1); Climb, ‘Weapon and Ar- bonus
-4 Intelligence, Listen, Spot mor Proficiency
-4 Charisma (simple weapons,
martial weapons,
light and medium

armor, shields)
S armor, shields)

Ogre Mage +10 Strength, +6 Con- Large (10/10) 40 feet,  5d8 Hit Dice, BAB +3, 8 x (2 + Int modifier two feats

stitution, +4 Intelli- fly 40 feet Fort +4, Ref+1, Will +1  [minimum 1]); Concen- spell resistance 19
gence, +4 Wisdom, (good) tration, Listen, Spellcraft,
+6 Charisma Spot

Orc, Half  +2 Strength, -2 Intelli- Medium

gence, -2 Charisma
+1

Planetouched +2 Dexterity, +2 Intelli- Medium +2 racial bonus on Darkness Darkvision 60 feet, Resistance to cold 5, Rogue
Tiefling  gence, -2 Charisma Bluff and Hide checks electricity 5, and fire 5
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Size
Name Ability Mod. (Space/Reach)  Base Speed Racial Hit Dice Racial Skills Racial Feats Special Attacks — Special Qualities Favored Class

ST

Satyr +2 Dexterity, +2 Con- Medium 40 feet 5d8 Hit Dice, BAB +2, 8 x (6 + Int modifier); two feats, Natural Low-light vision, +4 natural armor bonus, Bard
stitution, +2 Intelligence, Fort +1, Ref +4, Will +4 Bluff, Hide, Knowledge Alertness ‘Weapons: Damage reduction 5/cold iron

+2 Wisdom, +2 Charisma (nature), Listen, Move (bonus feat) Head butt (1d6),

Silently, Perform, Spot; i
+4 racial bonus on Hide,
Listen, Move Silently,
Perform, and Spot checks
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-2 Dexterity, +4 Con- ~ Medium 30 feet 2d8 Hit Dice, BAB +1, 5 x (2 + Int modifier, one feat, Natural Darkvision 90 feet, +6 natural armor
stitution, -2 Intelligence Fort +3, Ref +0, Will +0  minimum 1); Hide, Listen; Multiattack ‘Weapons: bonus

+4 racial bonus on Hide (bonus feat) 2 claws (1d4)

checks (+8 in rocky or and bite (1d4),

underground surroundings) Stench

+12 Strength, +4 Dex- Large (10/10) 20 feet, ~ 6d8 Hit Dice, BAB +4, 9 x (2 + Int modifier,  three feats Natural Weapons: Darkvision out to 60 feet and Fighter
Scrag terity, +12 Constitution, swim Fort +5, Ref +2, Will +2  minimum 1); Listen, Claw (1d6) and low-light vision, Regeneration 5 (only

-4 Intelligence (mini- 40 feet Spot bite (1d6), Rend if immersed in water), scent

mum 3), -2 Wisdom, (damage 2d6 +

-4 Charisma 1-1/2 times Strmod.)
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or
adapted; (c) "Distribute" means to reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit or otherwise distribute;
(d)"Open Game Content" means the game mechanic and includes
the methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes
Product Identity. (¢) "Product Identity" means product and pro-
duct line names, logos and identifying marks including trade
dress; artifacts; creatures characters; stories, storylines, plots, the-
matic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio representa-
tions; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game Content; (f)
"Trademark" means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or
the associated products contributed to the Open Game License by
the Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and otherwise cre-
ate Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix

such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as descri-
bed by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contribu-
ting original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact text
of the COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying or distributing, and You must add the title,
the copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and
to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distribut-
ing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10 Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmen-
tal regulation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc.

System Reference Document Copyright 2000-2003, Wizards of
the Coast, Inc.; Authors: Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David Noonan, Rich
Redman, Bruce R. Cordell, based on original material by E. Gary
Gygax and Dave Arneson.

Racial Modifiers Table Preview Copyright 2003, The Other Game
Company (TOGC); Author: Stefan Pietraszak.



