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Buckawn Brownie

Buckawns are a reclusive and xenophobic race of brownie.  They are tied to their forest homes.  When their homes are healthy and vibrant, so are the buckawns.  However, if their homes are plagued by overcutting or disease, they sicken and die.  


Buckawns stand only 2 feet tall.  They have elf-like features, and have blonde hair.

Languages: Brownie and Common, but many buckawns also speak (if intelligent enough) Pixie, Sprite, Nymph, and Satyr.

Personality: Buckawns are serious and, at times, dangerous.  They have a hard edge to them that sets them apart from other sylvan species.

Buckawn Traits

· +4 Dex, -2 Str, -2 Con

· Tiny-sized.  +2 bonus to attack rolls and AC, +8 to Hide checks, can only wield tiny weapons one handed or small weapons two handed, carry wieght is half that of a medium-sized creature.

· Speed of 30 feet

· +4 to Hide and Move Silently Skill checks

· +2 to Listen and Spot checks

· Low-light and Darkvision (60 ft)

· Whenever they are near an invisible creature they are allowed a Wisdom check against a DC of 10 + ½ the creature’s HD/Level plus any ability modifiers.

· +3 Initiative bonus while in their natural settings.  This bonus drops to +1 in any other woodland.

· Spell Resistance of 2

· Spell-like abilities: Buckawns can use each of the following spells at will: change self, dancing lights, and invisibility.  At 3rd, 5th, and 7th level they gain one of the following spells in the order they are given (each is usable only once per day): entangle, pass without trace, and summon swarm.

· -2 to hit when dealing with attacks or spells that have an effect on keen senses, such as a light spell or being in the vicinity of a troglodyte’s odor.

· If their homes are threatened, the buckawn becomes ill.  The specific effects are up to the DM, but some symptoms can be lowered ability scores, loss of levels, and loss of magical abilities.  

· Preferred Class: Buckawns make excellent rogues, but rangers and druids are also well represented among their kind.

Average Height and Weight

Height: 20/19 + 2d4, Wieght: 20/18 + 3d4

Age

Starting Age: 100 + 5d6, Maximum Age Range: 200 + 2d100, Average Maximum Age: 300, Middle Age: 100, Old Age: 133, Venerable 200.

Chitine

Chitine are a species of humanoids created by the Drow.  Though they don’t serve the dark elves any longer, they still worship Lolth.  Chitines are a strange mixture of humanoid and spider.  Their arms have an extra point of articulation that allows for a greater range of motion.  They have two multifacted eyes, and their mouths have mandibles jutting out of them.  They stand around 4 feet tall.  Their skin secretes an oil that keeps them from being stuck to their own webs.  Their webbing organs are located on their stomachs, and they use their webbing for everything from armor to homes.

Languages: Chitines can speak Drow and Underdark Common, while some can also speak Svirfneblin, Duergar, or other Underdark tongues.

Personality: Chitines are extraordinary folk.  Very few take up a life of adventuring, but those that do have a variety of reasons ranging from wanting to discover the particulars around the experiment that created them to being outcasts.  Chitines think in three dimensions, and sometimes forget that other species cannot climb as well.

Chitine Traits

· +2 Dex, +2 Con, -4 Cha

· Small-sized.  +1 bonus to attack rolls and AC, +4 bonus to hide checks, ¾ the carrying capacity of medium-sized creatures.

· Speed of 30 feet, web 25 feet

· +20 to Climb checks

· Climb up walls at full speed.

· Chitines automatically pass saving throws that determine if a creature gets stuck when passing through a normal web or a web spell.  If a chitine passes through a web that doesn’t allow a saving throw, they still get a Dex check (DC modified by the level of the creature that created the spell as normal) with a +4 bonus.

· Chitines can spin 1 foot of webbing per hour.  With the proper skill they can use their webbing to create shelter, clothing, or even armor (web armor is +2 AC).  

· Chitines can wield weapons in 3 of their 4 arms without penalty (though they don’t gain extra attacks until they normally acquire them through raising levels).  They can also wield a shield in the fourth hand.  However, if they weild a weapon in each hand, they suffer a –1 penalty to each attack roll.

· -1 to attack, damage, and skill rolls while in bright light.

· Preferred Class: Chitines make excellent rogues, though many become fighters as well.

Average Height and Weight

Height: 41 + 2d6, Weight: 65 + 5d4

Age

Starting Age: 20 + 3d4, Maximum Age Range: 100 + 1d100, Average Maximum Age: 150, Middle Age: 50, Old Age: 67, Venerable 100

Ravenkin

Ravenkin appear to be large ravens with a 5-foot wingspan.  They ornament themselves with jewelry.  Ravenkin can manipulate items with their claws and even wield weapons.

Languages: Ravenkin speak their own tongue (called simply Ravenkin) as well as Common, they can also speak with crows and ravens.

Personality: They are a species devoted to furthering the cause of good.  While not all ravenkin are good aligned, most are.  They make excellent friends that will gladly give up their own life for those of others.

Ravenkin Traits

· +4 Int, -2 Str, -2 Con

· Small-sized. +1 bonus to attack rolls and AC, +4 bonus to hide checks, ¾ the carrying capacity of medium-sized creatures.

· Speed of 15 feet, fly 55 feet (average)

· Ravenkin cannot wear armor due to their forms, but they can don magic items like necklaces, rings, and bracers to increase their AC.

· Beaks do 1d3 points of damage.  Critical hits with a beak occur on a 19 or 20 and hit one of the victim’s eyes.  No extra damage is done, but the victim suffers a –2 penalty to his attack rolls until the eye is healed by a heal or regeneration.  If the victim’s other eye is hit, the victim is blinded.  Strength bonuses to attack and damage do not affect beak attacks.  

· Ravenkin can wield a small weapon in one claw or a medium-size weapon in both, but they suffer a –2 penalty to attack rolls when weilding medium-sized weapons.

· +4 to Listen and Spot checks.

· Ravenkin cannot use large weapons or weapons that normally require two hands (like bows and crossbows), also they cannot use thrown weapons.

· Preferred Class: Most ravenkin are rogues, though fighters, clerics, and sorcerers are all well represented.

Average Height and Weight

Height: 44/42 + 1d6, Weight: 45/40 + 2d6

Age

Starting Age: 20 + 1d4, Maximum Age Range: 125 + 3d20, Average Maximum Age: 157, Middle Age: 62, Old Age: 83, Venerable: 125.

Tasloi

Tasloi are a aspecies of small jungle-dwelling humanoids that resemble timy apes.  Thay have sharply sloped foreheads, and their arms reach to the ground as they walk.  They have gleaming green skin, with sparse black hair all over their bodies.  Tasloi have large, cat-like eyes.

Languages: Tasloi, monkeys and apes, some Common.

Personality: They believe in the right of the individual to do whatever he pleases, and they feel the best way to do as they please is to be in a group of like-minded folk.  Even tasloi who aren’t really evil, still see their companions as protection above all else.

Tasloi Traits

· +4 Dex, -2 Str, -2 Int

· Small-sized. +1 bonus to attack rolls and AC, +4 bonus to hide checks, and ¾ the carrying capacity of medium-sized creatures.

· Speed of 25 feet, climb 35 feet

· +1 natural AC bonus

· Tasloi can attack twice with their claws (1d3 damage) when not using a weapon without penalty.  

· +4 to Hide and Move Silently checks.  However, since they are clumsy on the ground, tasloi don’t gain the bonus to their Move Silently checks.

· Low-light and Darkvision (60 ft)

· -1 to attack and skill rolls attempted in bright light.

· Preferred Class: Tasloi tend to be rogues, but fighters are common among them as well.

Average Height and Weight

Height: 24 + 1d12, Weight 30 + 4d4

Age

Starting Age: 15 + 1d4, Maximum Age Range: 75 + 2d20, Average Maximum Age: 95, Middle Age: 37, Old Age: 50, Venerable: 75

