Raças GURPS 4a. edição

Por: Artigas, artigasdelara@yahoo.com.br
Dwarfs – (Anões)           (50 pts)
Atributes:
ST+1 (10), HT+1 (10)

Secondary Characteristics:
HP+2 (4), FP+1 (3), Will+1 (5)

Advantages, Perks, TL, Languages 

Languages: Dwarvish, Spoken: native, Written: Native; Common, Spoken: native, Written: Native
Lifting ST+1 (3), SM –1, Extended lifespan 1 (2), Night Vision 5 (5), Resistant: Illnes and Poison [+3 to HT] (5)

Artificer+1 (10): Architeture, Armoury, Carpentry, Engineer, Forgery, Jeweler, Leatherworking, Metallurgy, Smith.
Disadvantages, Quirks:

Stubborness (-5), Basic Move -1 (-5), Vow (never shave beards)

Racial Learned Skills:

Merchant = IQ (2), Survival (caverns) = Per (2)

Notes:
· Most Dwarves have the disadvantage overweight.

· If proper, intolerance (-3 reaction for orcs, -1 elfs, -3 or much for Dragons).

· Better levels of wealth are suitable.

· High TL is proper too.

Elfs - (Elfos)         (70 pts)

Atributes:

ST-1 (-10), DX+1 (20)
Secondary Characteristics:

Per+1 (5)

Advantages, Perks, Tl, Languages

Languages: Elvish, Spoken: native, Written: Native

Unaging (15), Fit (5), Attractive +1 (4), Night Vision 6 (6), Animal Empathy (5), Telescopic Vision 1 (5), Magery 0 (5), Less Sleep [-4 hours] (8)
Animal Friend (5): [+1 these skills, +1 reaction bonus: all animals] Animal Handling, Falconry, Paking, Riding, Teamster, Veterinary

Outdoorsman (10): [+1 these skills, +1 reaction bonus: explorers, nature lovers, and the like] Camouflage, Fishing, Mimicry, Naturalist, Navigation, Survival, Tracking, Stealth, Climbing, Swimming, Hiking

Disadvantages, Quirks:

Sense of Duty [Nature] (-15)

Notes: 

· Most elfs have the advantage “Combat Reflexes”.

· Elfs Ofthen have Musical Hability (5pts per level).

· Most elfs had the advantage “voice”.

· Perfect Balance is suitable.

· Telescopic Vision in higer levels is suitable too.

· If proper,intolerance (-2 reaction for orcs, -1 Dwarfs, +1for   Gnomes).

· High TL is proper too.
Half-Elves - (Meio-Elfos)           (35pts)

Atributes:
DX+1 (20)

Secondary Characteristics:

Acute hearing+1 (2), Acute vision+1 (2)

Advantages, Perks, Tl, Languages

Languages: Elvish or Common, Spoken: native, Written: Native
Longevity (2), Night Vision 3 (3), Less Sleep [-3 hours] (6)

Notes: 

· Half-Elfs Ofthen have other “Elvish traits” as advantages at lower levels.

· If proper, social stigma (-1 or worst reaction penalty between mans and elfs).

· Specific magical itens “only to Elfs” are suitable to half-elfs thanks to the elvish blood.

Halflings     (Pequeninos)     (10 pts)

Atributes: 

ST-3 (-30) , DX+1 (20) 

Secondary Characteristics:

Acute hearing+2 (4), HP+2 (4), Will+1(5)

Advantages, Perks, Tl, Languages

Languages: Common, Spoken: native, Written: Native

Rapid Healing (5), High Manual Dexterity+1 (5), Hard to Kill 1 (2), Longevity (2)

Disadvantages, Quirks:

Basic Move -1 (-5), SM –2, Glutony* (12-) (-5), Overweight (Racial) (-1), Pacifism: Reluctant Killer (-5)

Racial Learned Skills:

Stealth=DX+1 (4), Throwing Art=DX (4), Camouflage=IQ (1)

Notes: 

· Most Halflings have the Disadvantage “Extra Sleep” (-2 pts per extra hour).

· Halflings Ofthen have the disadvantage Curious (-5pts).

· Cowardice is another common disadvantage (-10pts).

· Most Halflings have the disadvantage Laziness (-10 pts).

Lizard Folk       (Reptantes)    (47 pts)
Atributes:

ST+3 (30), IQ-1 (-20) , HT+1 (10)
Secondary Characteristics:

Per+2 (10), Acute taste/Smell+1 (2)

Advantages, Perks, Tl, Languages

Languages: Reptilian, Spoken: native, Written: No

Sharp Claws (cutt damage) (5), Sharp Teeth (thr-1 cutt) (1), Damage Resistance [2] (10), Social Regard: Feared, [+1 reaction] (5), Crushing Striker(tail): (reach1, cannot parry, -1 to hit, only straight behind, Double Knockback) Thr+1 per die (2), Terrain Adaptation- choose one between: sand, snow, mud or another one related to native land. (5), Temperature Tolerance [2] (2), Perispheral Vision (15), Penetrating Voice [+1 to intimidation if roaring,+3 to be heard over noise] (1), Fur (1), Nictiating Membrane[1] (1)

Disadvantages, Quirks:

Disturbing voice, (pg 132) [-2 to reaction when in a conversation, -2 to diplomacy, Fast-Talk, Performance, Public Speaking, Sex appeal and Singing] (-10), Stress Atavism, mild (12-) (-10), Cold-Blooded (-5), Frightens Animals[-4 reaction from animals,-1 from those who have animal emphaty] (-10), Odious Racial Habits (-3 reaction, eat other sentients)(-15)
Racial Learned Skills:

Swimming(ht e)=HT (1), Running(ht a)=HT (2), Stealth(dx a)=DX (2), Brawling(dx e) =DX+1 (2), Tracking(per a)=Per (2), Surviving(native land)(per a)=Per (2), Camouflage(iq e)=IQ (1)
Notes: 

· There are many breeds, Lizardmen statistics can vary greatly. These are statistics for the average carnivore dinossaur-like lizards. But Lizardmen could be smallest, amphibious or even plant-eater.

· They could seem like a iguana to a T-Rex or a Snake. Use your imagination.

· Snake-like could have poisonous bite too.

· Some Lizardmen have the advantages Amphibious (pg 40) and/or doesn’t breathe (pg 49).

· Lizardmen can never learn non-lizard languages better than accented level.

· Most Lizardmen have the Perk “Camoufled skin”, that gives a +2 bonus in the camouflage skill in the natural environment of the creature. That worths 1 point.

· The weight of a Lizardmen must be calculated as if the creature is overweight. That’s because of the tail and the scales.

· Out of their own societ Lizardmen could have the following disadvantages: Low TL [ofthen 2 levels below],(-10). Poverty: usually poor.
Orcs           (-65 pts)

Atributes:

IQ-1 (-20)
Secondary Characteristics:

Per+1 (5), Acute taste/Smell+1 (2), FP+1 (3), Will-1(-5)

Advantages, Perks, Tl, Languages

Languages: Orc, Spoken: native, Written: No, Night Vision 7 (7), Sharp Claws (cutt damage) (5), Sharp Teeth (thr-1 cutt) (1)

Disadvantages, Quirks:

Short Lifespan 1 (-10), Bad Temper* (12-) (-10), Frightens Animals [-4 reaction from animals,-1 from those who have animal emphaty] (-10), Weakness (sun, 1D each 30 minutes, fatigue damage) (-10), Sadism* (12-)(-15), Odious Racial Habits (-3 reaction, eat other sentients, bad smell, etc)(-15)
Racial Learned Skills:

Brawl=DX (1), Tracking=Per (2)

Notes: 

· Most orcs have the advantage “Combat Reflexes”.

· Orcs Ofthen have the disadvantage Appearance: hideous, to the eyes of another Races (-16pts).

· Out of their own societ Orcs could have the following disadvantage: Disturbing voice, (pg 132) [-2 to reaction when in a converstation,-2 to diplomacy, Fast-Talk, Performance, Public Speaking, Sex appeal and Singing] (-10)
· Most Orcs have the disadvantage Bad Reputation (vary).

Half-Orcs    (Meio-Orcs)          (-20 pts)

Atributes:
IQ-1 (-20)
Secondary Characteristics:

Acute Hearing+1 (2) and taste/Smell+2 (4), FP+1 (3), HP+1 (2)

Advantages, Perks, Tl, Languages

Languages: Orc, Spoken: native, Written: No, or Common: Spoken: native, Written: No

Night Vision 3 (3), Sharp Teeth (thr-1 cutt) (1)

Disadvantages, Quirks:

Bad Temper* (12-) (-10), Appearance: ugly, -2 reaction (-8)

Notes: 

· Half-Orcs Ofthen have other “Orc traits” at lower levels.

· If proper,social stigma (-1 or worst reaction penalty between mans, dwarves and elfs).













