Character Races and Classes

Beorning (14 levels)

Beornings are a mysterious tribe of Northern Men.  The most famous of their kind in recent times was named Beorn.  Beornings are also called berserkers by some and skin-changers by others.  They are known for their ability to fight in an uncontrollable rage or trance of fury.  They have a strong connection to nature, and can form deep friendships with animals (Beorn’s particular affinity was with horses and ponies, but he also lived with dogs and others).  Due to this, they do not eat meat (Beorn’s diet consisted of bread, honey and clotted cream).  It is said that in ancient times the Beornings dwelt in the Mountains before being driven out by the Goblins, whom they therefore hate with an especial grudge.  Tales tell that the greatest of their kind possess two forms, their man-shape and their bear-shape (Beorn’s totem was a great Black Bear).

Special abilities:  Beornings have spells which are in general peculiar to them, although some of their spells are similar to those of Wizards or Rangers.  Fire, natural forces, and living things tend to be their forte in this regard.  Once a Beorning becomes an “Initiate” he has the following innate powers: Identify pure water, identify plants, identify animals, and pass through overgrowth (briars, tangles, etc.). Upon reaching the 5th Circle, Beornings then gain the power to skin-change, and when changing from one form to another they lose from 10% to 60% of any damage previously sustained; in addition they are not affected by the charm spells of woodland and water creatures such as nixies and dryads.  Beornings speak their own language and the common tongue.  With each level gained, above the 3rd Circle, a Beorning can learn one of the additional languages: Pixie, Nixie, Dryad, Sindarin, Sylvan, Entish, Hill Giant, Centaur, Manticora or Green Dragon.  They may use club, dagger, dart, hammer, scimitar, sling, spear, and staff.  They may only wear leather armor.

Dwarf (7 levels)

The Dwarves are shorter and stockier than Men, and wear long beards.  They dwell deep in the mountains and in the caverns of the earth.  They delight in lore and crafts, such as magic runes and the forging of swords.  They also have great love for hoarding treasure, and they have an especial hatred towards any with whom they have feuded over their riches, including especially Dragons and Elves.  There are two races of Dwarves: the Longbeards (such as Thorin and company), who are perhaps the nobler and the mightier warriors, and the Naugrim of Nogrod, who are more cunning in crafts but were willing even to ally with goblins if it served their ends.

Special abilities:  Dwarves have a high level of magic resistance, and they thus add four levels when rolling saving throws (a 6th level Dwarf equals a 10th level Man).  They are the only characters able to fully employ the +3 Magic War Hammer.  They note slanting passages, traps, shifting walls and new construction in underground settings Dwarves can speak their own language as well as those of Kobolds, Goblins, and Orcs, and the common tongue.  They have infravision and can see 60 feet in the dark.

Elf (5/9 levels)

Elves are the most ancient race, born beneath the stars whereas Men were born beneath the sun.  They are slender and light on their feet and beardless, and their beauty is otherworldly.  Three races of Elves are known in Middle-earth: the Deep-elves (or Gnomes), masters of language and skill, rebels from the land of the gods; the Grey-elves, masters of the forests of Middle-earth and of music; and the Wood-elves, savage and mistrustful of strangers.

Special abilities:  Elves are skilled both as fighters and as magic-users (experience is split evenly between those classes), and may wear armor while operating as either.  They are able to move silently and hide in shadows like Hobbits.  Due to their keen sight they are more able to note secret and hidden doors than other adventurers.  They get +1 on their “to hit” rolls when using a bow or sword.  They speak the languages of Orcs, Hobgoblins, and Gnolls in addition to their own language (Sindarin) and the common tongue.  They have infravision and can see 60 feet in the dark.

Hobbit (4 levels)

Hobbits are gentle, comfort-loving creatures, smaller even than Dwarves but without beards.  They dwell in holes in the ground.  The soles of their feet are tough leathery—they never wear shoes—and the tops of their feet are furry.  They enjoy smoking pipes and drinking tea, and avoiding anything “queer”.  Certain Hobbits, however, especially the Took-side cousins of the famous Bilbo Baggins, display an alarming tendency to be interested in adventures!

Special abilities:  Hobbits are capable of moving silently and hiding in shadows, like Elves.  They have a high level of magic resistance, like Dwarves (add four levels for saving throw).  They are excellent shots with bow or sling, gaining +3 to such attacks.  Hobbits can not use large weapons, they have no magic of their own, and their advancement is limited to only four levels.  However, they do have a remarkable tendency to find extraordinary magical artifacts.

Ranger (unlimited levels)

The Rangers are the last descendents of the High Men of the West the Númenoreans.  As such, they are the keepers of much lost lore.  For example, they are skilled in the use of Athelas to bind wounds and cure poison.  They revere the gods.  Natural born leaders of Men, even the undead heed their commands.  

Special abilities:  Rangers may use club, flail, hammer, mace, staff, or sword (no arrows!) and may wear any kind of armor.  Rangers of “Strider” level and above have access to “spells”—Ranger-lore rather than magic of a Wizardly or Elvish sort.  Their prime requisite is Wisdom.

Warrior (unlimited levels)

Most adventuring Men fall into this category.  Warriors are masters of martial skill.  They may use any weapon and wear any armor.  They can take the most damage before they are killed.  They are a straight-forward but very powerful class at low levels and high levels alike.

Special abilities:  None.  Their prime requisite is Strength.

Wizard (unlimited levels)

Appearing most often as bearded old men wearing robes of distinctive colors and bearing staffs, most people assume that Wizards are merely sages of Men.  Tales are also told of the beautiful Melian who was a queen among the Elves.  Yet these mysterious beings, it is told, are not Men nor even Elves, but fays as ancient as the world.  They are physically the weakest, relying on the protection of Warriors to survive adventurous activities.  But those Wizards who survive to higher levels become undoubtedly the most prized for their lore and magic powers.

Special abilities:  Wizards may use any magic item (excepting most arms and armor) and have the most spells at their disposal.  However, they may not wear armor at all and take the fewest hits before being slain.  Their staff is their only weapon, though they may also use certain enchanted swords.  Their prime requisite is Intelligence.
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	Level
	Experience
Points
	Hit Dice
	Spells

	1
	Veteran
	0
	1-10 sided
	0

	2
	Warrior
	2000
	2-10 sided
	0

	3
	Swordsman
	4000
	3-10 sided
	0

	
	
	
	
	

	WIZARDS AND ELVES

	1
	Medium
	0
	1-4 sided
	1 first level spell

	2
	Seer
	2500
	2-4 sided
	2 first level spells

	3
	Conjurer
	5000
	3-4 sided
	2 first lvl, 1 second lvl

	
	
	
	
	

	RANGERS

	1
	Runner
	0
	1-8 sided
	0

	2
	Strider
	1500
	2-8 sided
	1 first level spell

	3
	Scout
	3000
	3-8 sided
	2 first level spells

	
	
	
	
	

	BEORNINGS

	1
	Woodman
	0
	1-8 sided
	1 first level

	2
	Ovate
	2000
	2-8 sided
	2 first lvl, 1 second lvl

	3
	Initiate of the
  1st Circle
	4000
	3-8 sided
	3 first lvl, 1 second lvl
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