
Chapter 3:  Races and Personalities 
Race is as vital to a character as Class. A character’s race aids in understanding their 

background, provides roleplaying hooks, and also provides improvement for the character 

throughout his or her career. 

Races are very similar to Classes – they provide bonuses at first level and Improvement Test 

Difficulties for the rest of the character’s career. Some races provide Skills, and some races 

even provide bonuses to Stats (see Error! Reference source not found., page Error! 

Bookmark not defined.) at first level and an Improvement Test for that Stat. In this way, Races 

are actually more complicated than Classes. Finally, some Races provide a Racial Ability, much 

like a Class Ability.  

On the other hand, Races usually provide fewer non-combat opportunities for Ability Checks 

(i.e. non-combat “talents”) than Classes do. Races also provide less background information. 

Sure, a character might be an Elf, which implies certain things… but an Elf Fighter might still 

have spent his or her life in a monastery, fighting in the pits of some dark city, or have been 

trained by a wandering master. 

Some campaign settings may not have non-human options for characters. This is exceedingly 

common in old 8 and 16 Bit console games; for all intents and purposes, every player character 

in most Final Fantasy© and Dragon Quest© games (to cite two examples) is human. There are 

two ways to handle such a situation: either every character uses the Human race described 

below, or a group can allow the selection of a Personality instead.  

A Personality provides essentially the same benefits as a Race, except a Personality never 

carries inherent Skills with it. Even in a game where multiple Races are available, you can opt 

for a Personality instead; If you do, you lose all the abilities of that character’s Race. For 

instance, you might decide to be a Vigilant Dwarf; if you do so, you gain all the bonuses of being 

Vigilant, but you do not receive any of the benefits of being a Dwarf, including their Racial 

Ability.  

Like Classes, all of the Races and Personalities described below were created using a 

predefined “system”. The RPCS is described after the Race and Personality list provided here, 

in the same manner as the CCS was. The following Races and Personalities are described in 

this book: 

1. Cat Person 

2. Curious (Personality) 

3. Dragon Person 

4. Dwarf 

5. Elf 

6. Half Elf 

7. Halfling 

8. Honorable (Personality) 



9. Human 

10. Vigilant (Personality) 

Reading Races and Personalities 
Each Race or Personality is outlined in the following way; for more information concerning 

Improvement Tests, see Chapter #, page ###. 

Flavor text – a short scene description, or a quote, that helps you get in the general vibe of the 

race or personality. 

Description – A generalized description of the race. This should give you an idea of what you’re 

looking at in a general sense, including any “talents” (that is, non-combat Ability Test ideas). 

(Race or Personality Name) Race or Personality Ability: (Name of Ability) 

This optional section provides a description of the Race/Personality’s special ability. Race and 

Personality Abilities are typically abilities that help define the Race or Personality and how it 

interacts with the world. A Race/Personality Ability should be useful throughout the character’s 

adventuring career regardless of what level they attain. 

A second paragraph describes the exact rules mechanics of the Race/Personality ability. You 

may notice that the racial abilities and the personality abilities are different in format and style; 

this is covered in the RPCS section. 

(Race or Personality Name) Skills 

This optional section details the Skills (see Chapter #: Skills, page ###) that the Race gets at 

level 1. Personalities generally skip this section – you don’t naturally develop any “Skills” by the 

16 Bit Heroes definition of the word because you’re “Honorable”. If a Race and Class have a 

Skill in common, the character gains a +1 bonus to ATT Rolls or DEF (in the case of Weapon 

Group and Armor or Shield Skills) when using appropriate weapons or defensive gear. This 

bonus increases to +2 at level 10, +3 at level 20, and so on. If the shared skill is a Magic skill, 

the Technique skill, the tiers of the skill are not added together; instead, the character gains a 

special benefit described in the Skills chapter. If the skill is the Natural Weapon skill, the tiers 

are added together (to a maximum of Tier 3). Other Skill overlaps are ignored. 

(Race or Personality Name) Improvement Tests 

This table tells you how quickly you can expect your character’s abilities to improve based on 

Race or Personality. The first column lists the Abilities or Stats that gain a bonus or can be 

improved directly through experience. The second column lists the bonuses the character 

receives to those Abilities or Stats at 1st level. The third column indicates the ID used for that 



ability on Improvement Tests (see page ###). For now, just know that the lower the ID, the 

faster you can expect the ability score to improve: 

Ability 1st Level Bonus Improvement Difficulty 

Strength +1 36 

Agility +2 32 

Vitality +1 36 

Intelligence +2 32 

Will +2 32 

DEF +2 32 

Unlike Classes, hardly any Races have an entry for every ability score. You may notice that this 

example table is similar to the one provided for the Classes chapter; that’s because the tables 

are essentially the same, except a Race or Personality table may have entries for a Stat. 

That rounds out the how-to of reading a Race or Personality description. Keep in mind that 

these are all out there for testing; the final 16 Bit heroes book may have more or fewer of these 

Races and Personalities, none of these at all, completely re-designed versions of these, or the 

exact list you’re about to read; it all depends on feedback.  



“I’ve come to help! Nya… purrrrrrr” 

Cat Person represents the typical part-cat, part human that appears in many 8, 16, and 32 Bit 

RPGs, and is a staple of Anime. Cat people may be cute or sensual, but are usually wiry and 

quick, with cat’s ears, and sometimes paws or whiskers. Cat people tend to be loyal to a single 

individual (rather than to a group as a whole), or to be loners. Cat People may have 

characteristics akin to tigers, lions, leopards, house cats, or any other sort of cat you like. Cat 

People tend toward Classes that allow them to bring their mobility, Agility, and Luck into play. 

Cat Person Skills 

Cat People have the Agile Attack, Quick, and Natural Weapon (Tier 2) skills 

Cat Person Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Agility +5 20 

Luck +3 28 

MDEF +2 32 

 

  



“Oooo! What’s this big red button do?” 

Curious characters tend to find things. They are often willing to explore dangerous areas, pry 

open potentially trapped chests, and sneak into the goblin camp, all just to satisfy their curiosity. 

Other rewards for these actions may or may not have much value to the Curious character – it’s 

their thirst to find out what’s going on and how things work that drives them. That said, Curious 

characters have a tendency to get themselves, and sometimes their fellow adventurers, into 

trouble. They really can’t resist the urge to peak around that next corner, push that button, or 

open that door. 

Curious Personality Ability: Seeker 

Curious characters are good at finding things. They can find information, treasure, extra gold – 

whatever. They actually can’t help it – their eyes are wide open, their ears are to the ground, 

and they just keep looking into every nook they see… and nothing will slow them down. 

At the end of every Battle, a Curious Character makes a LU check against a Random Difficulty 

(Average; see Chapter #, Page ###). If successful, they find 1d10 Gold worth of actual coins, 

gems, and other sorts of valuables scattered around the battlefield. This increases by 1d10 for 

every 10 levels the character possesses (to 2d10 at level 10, 3d10 at level 20, 4d10 at level 30, 

and so on) to a maximum of 11d10 at level 100. If the LU check is a Critical Success, the 

Curious Character finds a Magic Item1 worth 10x the value of the gold they would have found 

instead.  

Curious characters are immune to the Slow Status Effect. 

Curious Personality Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Intelligence +3 28 

Agility +2 32 

 

  

                                                
1
 Chosen by the GM; GMs should try to keep it as close to the indicated value as possible; the actual 

usefulness of the Item (regardless of value) shouldn’t be taken into consideration. Multiple potions or 
similar expendable items can be used instead of a single magic item. 



“My people have walked this world since long before the others, and will walk it long after the 

upstarts are all gone. You will perish in my flames as readily as any other.” 

Humanoid Dragons are another fantasy game staple, much like the Cat Person. Typically very 

large and tough, Dragon People are most often portrayed as loyal, honorable, and a bit 

arrogant. Dragon People may vary in how “dragony” they are, and may be of any color 

imaginable. Most have wings of some kind, but hardly any can fly. 

Dragon Person Race Ability: Elemental Breath 

Dragon People can breathe a Burst (see Chapter #, Page ###) of Elemental force, and are 

resistant to that same force. 

At level 1, all Dragon People characters must choose an Element: ACID, ELEC, FIRE, or ICE. A 

Dragon Person may take an Attack to create (“breathe”) a Blast of that sort of Elemental 

Damage at a cost of 4 MP, dealing 1d10 + the Dragon Person’s VIT Ability damage to all 

targets. If you are playing with a Battle Map, the Range/Area of the Blast is 0/1. The Area 

increases by 1 for every 10 Levels the Dragon Person gains (to 2 at level 10, to 3 at level 20, 

and so on). Without a Battle Map, the Blast can target one opponent at levels 1 through 25, a 

single Group at levels 25 through 50, and all enemies on the Battlefield at level 51 and higher. 

In addition, the Element selected determines which Elemental Affinity the Dragon Person gains 

resistance to (see Dragon Person Improvement Tests, below). 

Dragon Person Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +4 24 

Vitality +2 32 

Chosen Elemental Affinity +8r 24 

 

  



“Don’t even think about tossing me. My axe can split your head as fast as it can a goblin’s”. 

Averaging about five feet in height and weighing almost 1.5x what your average human does, 

the Dwarf is yet another fantasy staple. Dwarves are renown for their endurance and magic 

resistance... and for their stubbornness, hatred of goblins and kobolds, and general dislike for 

Elves, Dragon People, and Cat People. Dwarves are tough, make no mistake, and skilled with 

an axe like few other races. 

Dwarf Skills 

A Dwarf has the Axe Weapon Group, Technique (Tier 1), Tough, and Poison Resistance Skills. 

Dwarf Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +1 36 

Vitality +6 16 

Will +1 36 

MDEF +2 32 

 

  



“We are ageless, beautiful, and talented; why shouldn’t we spend our time with the ancient 

oaks, singing songs and dancing?” 

Slender, graceful, and beautiful, Elves have a love of all things beautiful and intricate. Elves 

have a connection with nature, and are talented in both magic and combat. Elves are often aloof 

and sometimes downright hostile towards other races, and other races sometimes find their 

attitudes to be flighty, arrogant, or both. 

Elf Skills 

Elves have the Bow Weapon Group, Kenning, Herbalism, and Quick Skills. 

Elf Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Agility +5 20 

DEF +2 32 

MP +6 28 

 

  



“My father was an Elf Mage, my mother was a Human Bard with a silver tongue and lots of 

whiskey at hand. Go ahead, make your jokes – I’ve heard them all.” 

The result of a union between an Elf and a Human, Half-Elves often have tragic, romantic, or 

even comical origins. They share traits of both parents – they have some of their human side’s 

versatility, and from their elven side they usually gain a talent with weapons and magic, beauty, 

and long life. 

Half Elf Race Ability: Versatile 

A Half Elf shares some of the versatility of their human parentage, allowing them to increase in 

power more rapidly with the things he or she needs the most. 

When a Half Elf character is made, choose one from the following: Agility, Vitality, Intelligence, 

Luck, HP, MP, DEF, MDEF. At level 5 and every 5 levels thereafter (levels 10, 15, 20, and so 

on), make an Improvement Test for that Ability or Stat with a Difficulty of 36. Treat the result as 

though it were any other Ability or Stat improvement. This bonus stacks with (is made in addition 

to) any other Class or Race Improvement Test made at that level. 

Half-Elf Skills 

Half Elves have the Bow Weapon Group and Kenning Skills. 

Half-Elf Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +2 32 

Agility +2 32 

Will +2 32 

Luck +2 32 

HP +2 36 

MP +2 36 

 

  



“My people specialize in fitting in – get it?” 

Ranging between 3 and 4 feet in height, Halflings have the appearance of miniature humans. 

They have slightly elongated ears and tend to have very curly hair, but other than that, they’re 

like little humans, with all the variation in appearance that implies. Nomadic by nature, while 

Halflings lack the elven connection to nature, they usually possess a fair amount of homespun 

folklore to fall back on instead. Halflings are also fabulous cooks. 

Halfling Racial Power 

Halflings are incredibly adept at thrown weapons, and have greater skill with them than any 

other race; they are better able to nail chinks in armor and vulnerable spots. 

Whenever a Halfling is making an attack with a weapon from the Thrown Weapon Group, he or 

she gains a +1 bonus to his or her CM (remember that a character’s maximum CM, including all 

modifiers and bonuses, is 10).  

Halfling Skills 

Halflings have the Thrown Weapon Group and Agile Attack Skills. 

Halfling Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Agility +5 20 

Luck +5 20 

 

  



“It is a far, far better thing that I do than I have ever done…” 

The Honorable personality follows a code. The actual code varies in its complexity and content, 

but a few things are common to all Honorable personalities: a belief in honesty and loyalty, a 

respect for just law, and the belief that their word is their bond. 

Honorable Personality Ability: Strength of Character2 

Honorable characters can use their sense of self and honor to overcome adversity. An 

Honorable character’s honor precludes them from being forced into inaction. 

An Honorable character may substitute a WI check for a LU check when attempting to end a 

Status Effect. In addition, an Honorable character gains a bonus equal to ¼ his or her level 

(round down) whenever making a WI or LU check to end a Status Effect. 

When an Honorable character would gain the Paralysis Status Effect, he or she gains the 

Slowed Status Effect instead. Starting at level 25, an Honorable character is immune to the 

Paralysis Status Effect instead.  

Honorable Personality Improvement Tests  

Ability 1st Level Bonus Improvement Difficulty 

Strength +1 36 

Will +4 24 

 

  

                                                
2
 Anyone who can come up with a better Honorable ability is welcome to send it in to me. My mind has 

been blank on this one from the get go, and I may even delete the Honorable personality from the book 
because of that. 



“For Gods and the Saints! For My King! For country!” 

Humans are by far the most common race in classic 8 and 16 bit RPGs3. It would be pointless to 

describe Humans; they’re exactly what you think they are; cultural ideas are best left to the 

individual Game Group’s collective imagination. Within the context of the game, Humans are 

known for their versatility. 

Human Race Ability: Great Versatility 

Humans are, if nothing else, adaptable. Humans can focus their improvement in whichever 

direction they choose. 

When a Human character is made, choose one from the following: Strength, Agility, Vitality, 

Intelligence, Will, Luck, HP, MP, DEF, MDEF. At level 3 and every 3 levels thereafter (levels 6, 

9, 12, and so on), make an Improvement Test for that Ability or Stat with a Difficulty of 36. Treat 

the result as though it were any other Ability or Stat Improvement Test. This bonus stacks with 

(is made in addition to) any other Class or Race Improvement Test made at that level. At level 

6, and every 6 levels thereafter (levels 12, 18, 24, and so on), the Human can change the 

selection. 

Human Improvement Tests 

Ability 1st Level Bonus Improvement Difficulty 

Strength +2 32 

Agility +2 32 

Vitality +2 32 

Intelligence +2 32 

Will +2 32 

 

  

                                                
3
The Final Fantasy and Dragon Quest series (the two most popular Japanese RPG series) have had no 

non-human Player Characters for most of their respective histories. 



“I’ll keep watch.” 

Vigilant characters feel the weight of obligation, and draw strength from it. A Vigilant character 

feels responsible for the safety of those around them. Vigilant characters are watchful; always 

on the lookout for trouble or danger. Vigilant characters are obsessed with not being taken by 

surprise. This desire to keep themselves and others safe can sometimes come off as paranoid. 

Vigilant Personality Ability: Always On Guard 

Vigilant characters are light sleepers who need little sleep to get the rest they need to stay alert. 

Consequentially, having a Vigilant character in the party is not unlike having a constant guard 

on duty. 

When a party stops for the night to rest, a Vigilant character allows his party to get a Full Rest 

when they would normally only get an Incomplete Rest. A party with a Vigilant character can 

never be taken by surprise, and any Ambush attempt automatically fails.  

Vigilant characters are immune to the Sleep Status Effect; this doesn’t mean that they don’t 

need to sleep, just that they can’t be forced into it.  

Vigilant Personality Improvement Tests  

Ability 1st Level Bonus Improvement Difficulty 

Agility +1 36 

Vitality +1 36 

Intelligence +1 36 

DEF +1 36 

MDEF +1 36 
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