Monsterous Races – Half-Orc, Dragonborn, Teifling

· Introduction

· Reminders

· Focus on basics/mechanics

· Try to avoid lore and racism discussions

· Similarities–medium, common language, 30’ movement

· Monstrous races

· Have traits that are more alien compared to base human –these guys will stand out in a crowd

· Based off of creatures in the Monster Manual

· Dragonborn

· Moderate difficulty

· Appearance – based on dragons - 1st appearance in Dragonlance as Draconians now more universal race

· Humans with draconic heads, scales, claws, and only 4 fingers

· No tail, no wings – bipedal dragons

· Scale coloring based on different dragon types

· Discuss different dragons later

· Medium-size, but usually on the larger size–tall, sometimes hunched over

· Abilities

· Strength +2 and Charisma +1

· Draconic Language

· Breath Weapon and one elemental resistance based on dragon type

· Breath weapon will be either a cone or a line, also varying by type

· Cone - arc in front of character 15’

· Line - thinner line 30’ straight in front of character

· Dragon Types

· Chromatic

· Black - Acid

· White - Cold

· Red - Fire

· Green - Poison

· Blue - Lightning

· Metallic

· Gold - Fire

· Silver - Cold

· Bronze - Lightning

· Copper - Acid

· Brass - Fire

· Role-Playing Tips

· Pride, perfectionism, strive for success, hate to fail

· Loyal, especially to their clan or in some cases to armies or a true dragon they serve

· Value honor – based on clan values

· Half-Orc

· Easy to play

· Appearance

· Based on the orc in Monster Manual, with human heritage

· Human-like appearance, except in face – orcish traits in jaw, prominent teeth, and grayish skin color

· Abilities

· +2 Strength, +1 Constitution

· Darkvision

· Proficient in Intimidation

· 1/day can stay at 1 hp instead of going to 0 (or lower) hp

· Bonus to melee critical attacks – +1 dmg die

· When roll a natural 20 on an attack, roll all damage dice 2x

· Here, roll all damage dice 2x +1 extra dice based on weapon

· Example great axe 1d12, so crit would be 3d12

· Example greatsword 2d6, so crit would be 5d6

· Orc language

· Role-Playing Tips

· Emotionally extreme – both rage and joy

· Action oriented – tend to be more physical than contemplative

· Divided – like half-elves don’t belong, also can be warring against (or embracing) one heritage or other; human - neutral/stable, orc - evil/angry

· Teifling

· Moderate to challenging difficulty

· Appearance

· Based on devils in Monster Manual (note devils and demons similar, both evil, one lawful other chaotic)

· Human-like, but with horns, a tail, canine teeth, solid eyes with no pupil, wide range of skin and hair colors with a tendency toward darker colors

· Abilities

· Charisma +2, Intelligence +1

· Darkvision

· Resistance to Fire

· Spells

· Thaumaturgy to start with

· Hellish Rebuke at 3rd level

· Darkness at 5th level

· Infernal Language

· Role-Playing Tips

· Self-reliant – backgrounds often criminal or street urchin (no clan or live in small isolated communities)

· Suspicious, hard to earn their trust; also mistrusted by others

· Associated with occult – abilities and heritage lend them to be connected with darker magic

· Concluding thoughts

· Monstrous races can be more difficult to role-play especially if your table plays with more realism – they are more likely to face discrimination and mistrust from NPCs 

· Less variability within the race – no subraces

· Have very specific bonuses that direct them to specific classes

· Much more fantasy oriented – less connected to what we are familiar with

· Chance to explore different backgrounds, challenges, and character types

· And Remember….

· Never trust a talking cat
