AA Title Page (1 page)
[Just the title, in A-HEAD style: “Fantasy Folk: Elves,” “Fantasy Folk: Goblins,” or whatever.]


CC Table of Contents

[Prepared at SJ Games. However, inclusion of all of the sections below is mandatory except where marked ONLY WHERE APPLICABLE. Titles are up to you, except where marked DO NOT RETITLE. Page counts may vary as indicated, but must add up to 16 pages in total.]


BB Racial History (1.5-2 pages)
[Title this to suit your book: “History of the Elves,” “A Brief History of Halflings,” “Dwarven History,” etc. The goal is to discuss where the race came from and what it went through, figuratively and literally. It has to: (1) give the GM seeds for adventures set in the race’s past, and (2) help explain the race’s social and mental traits, which you’ll detail later on.]


C-BOX Secret History

[A short box on secrets in the race’s past: “Halfling Mysteries,” “Secrets of the Elves,” “Elder Gods of the Fish Men,” etc. It can be tongue-in-cheek if the race simply isn’t mysterious, or truly spooky.]


CC The Race on Yrth

[“Elves on Yrth,” “Reptile Men on Yrth,” etc. How the race appeared and evolved in the world of Yrth presented in GURPS Banestorm. This should include a few words on the race’s origin world, if this isn’t Yrth.]


CC The Race Elsewhere

[“Other Elves,” “Alternate Dwarves,” etc. Variant backgrounds for those not using Yrth . . . preferably tied into GURPS Infinite Worlds.]


CC The Race in Human Myth

[ONLY WHERE APPLICABLE: Notes on the possible racial origin in Earth’s folklore, or even human history or prehistory. Need not agree with the fantasy interpretation: “Alvar in Teutonic Myth,” “Yeti as Neanderthal Survivors,” “Are Reptile Men Dinosaurs?”, and so on.]

BB Racial Culture (2-3 pages)

[Give this a better title, if only “Elven Culture” or “Dwarven Culture.” The objective is to explain how members of the race interact, how the race organizes itself, and what daily life is like in a traditional racial community.]


C-BOX Cultural Traits
[DO NOT RETITLE: A box on the game-mechanical traits that define the racial cultural background. Most members of the race have these as a zero-cost feature, assumed but not listed in the racial template. They must buy human cultural traits to function well among men. Other races, and “naturalized” members of the race living among other races, may have to buy these traits.]



D-BOX Cultural Familiarities
[DO NOT RETITLE: As explained on p. B23. Most races have just one: “CF (Elven),” CF (Goblin),” or whatever. Some complex races might have two or more. A few totally integrated races might share a CF.]



D-BOX Languages
[DO NOT RETITLE: As explained on pp. B23-25. Not all races have a racial tongue; if not, say so. Most do, however; many have several.]


CC Social Organization

[How the race organizes itself into communities. All of the DD headings below are ONLY WHERE APPLICABLE, and you’re encouraged to add more where necessary.]



DD Leadership
[If the race has leaders, explain how they’re chosen, replaced, etc. The title can be more descriptive: “Dwarven Kings,” “Orcish Chieftains,” etc.]



DD Tribe, City, Nation
[If the race is really organized, add a few notes on its most important polities, which might be families, tribes, villages, cities, or huge nation-states. Title the section(s) as seems fitting. This isn’t the place for maps, detailed politics, etc. Just note the basic organization.]



DD Military Matters
[How the race organizes for war. Does it prefer individual heroes, war bands, feudal armies, standing armies, mercenaries, or what? For a race with a warrior caste, like Insect Men, this could be quite complex.]


CC Day-to-Day Life
[“Everyday Life of the Elves,” “Living the Ogre Life,” etc. Brief notes on what it’s like to grow up, live, breed, and/or die in a community of the race. All of the DD headings below are ONLY WHERE APPLICABLE, and you’re encouraged to add more where necessary.]



DD Children
[Who cares for the young, what growing up is like, etc.]



DD His and Hers

[Everything to do with sex roles, courting, taking a mate, etc. Innuendo is fine, but don’t bother describing, say, Ogre sex.]



DD Jobs and Responsibilities
[Important tasks and roles filled in the community. Not the same as the iconic professions for adventurers described later on. These are things like “shaman” and “council of elders.”]


CC Arts & Entertainment
[Some words on the race’s pastimes and/or artistic sensibility. All of the DD headings below are ONLY WHERE APPLICABLE, and you’re encouraged to add more where necessary.]



DD Pastimes & Hobbies

[Describe what members of the race do on their own or in small groups for fun. A small number of famous examples can go in the title; Halflings might get “Eating & Smoking.”]



DD Popular Entertainment

[What the race as a whole does for group entertainment. This could be anything from story circles to gladiatorial games.]



DD Crafts

[If the race regards finely worked goods as art, as do the Dwarves, give it a mention.]



DD High Art

[Here’s where to discuss music, visual arts, literature, etc.]


CC Religion
[ONLY WHERE APPLICABLE: If members of the race believe in a god or gods, discuss this briefly. Add DD headings for individual deities, cults, major religions, and so on, as necessary. It’s fine if this is a brief paragraph that says, “The race worships whatever gods other races worship in the area where they live” . . . but then “the old gods” become a good racial secret for the box at the start of the Racial History section.]

BB Race Relations (0.5-1 page)
[Title suitably: “Elves and Other Races,” “Friends and Foes of Reptile Kind,” etc. The idea is to explain how members of the race interact with members of other races, including what life is like in racially multicultural settings. At minimum, write some notes about how the race deals with other races in general. ONLY WHERE APPLICABLE: Important cases should get their own CC headings with interesting titles: “CC The Hated Orcs,” “CC The Dwarven Conflict,” “CC Elves Among Men,” etc.]


BB Racial Templates (2-4 pages)
[DO NOT RETITLE: This is the meat of the book for many. It’s crucial that it use the standard GURPS format for racial templates. Ask if you’re unsure.]


CC Core Race
[An introduction summarizing in very brief terms what the race is. This text is mostly a spacer between the section heading and the template, so try not to be verbose. Give it a suitable plural title: “Dwarves,” “Orcs,” etc.]



DD Core Racial Template
[Use a suitable singular name as the title: “Elf,” “Halfling,” etc. Racial point cost goes below the title as an RR heading. This is the racial template of a “basic” member of the race. It must be true to all of the historical and cultural notes made earlier, but don’t build in lots of social assumptions. Most racial traits should be physical or mental.]



DD Physiology
[A discussion of the race’s physical makeup. All of this must agree with the race’s physical traits! Omit the EE headings below for spirits and other totally non-physical races.]




EE Anatomy

[Physical layout, including number of limbs, heads, tails, etc.]




EE Size

[Height and weight.]




EE Appearance

[Details about hair, scales, coloration, etc.]




EE Lifecycle

[How long the race lives, how quickly they mature, etc.]



DD Psychology
[A discussion of the race’s mental framework, consistent with the race’s mental traits. This can be less structured than the Physiology section, but it’s no less important!]


CC Variant Race



DD Variant Racial Template
[ONLY WHERE APPLICABLE: If the race has variants, sub-races, half-breeds, etc., give each a CC heading to introduce it and explain the major differences from the core race, followed by a DD heading and a template. These should have suitable titles: “Half-Ogres” and “Half-Ogre,” “Dark Elves” and “Dark Elf,” etc. Some races are canonically sub-races of others on Yrth, but check with SJ Games before treating them this way here. For races with many castes, such as Insect Men, you can dispense with the CC heading and list caste templates as separate DD headings under the Core Race heading.]

BB Racial Abilities (2-4 pages)
[DO NOT RETITLE: Notes on abilities that members of the race often possess, and on abilities unique to the race (however rare the actual abilities are). Not every race will possess all or even most of these categories! All of the CC headings below are ONLY WHERE APPLICABLE, and you’re encouraged to add more where necessary.]


CC Advantages
[DO NOT RETITLE: Discuss and interpret advantages from the GURPS Basic Set as they apply to the race, especially if they work differently! Each gets a DD heading. If there are perks, put them under DD Perks.]



D-BOX Common Advantages
[DO NOT RETITLE: A box that simply lists advantages that are more common among members of the race than among humans, but which don’t work any differently.]


CC Disadvantages
[DO NOT RETITLE: Discuss and interpret disadvantages from the GURPS Basic Set as they apply to the race, especially if they work differently! Each gets a DD heading. If there are quirks, put them under DD Quirks.]



D-BOX Common Disadvantages
[DO NOT RETITLE: A box that simply lists disadvantages that are more common among members of the race than among humans, but which don’t work any differently.]


CC Skills

[DO NOT RETITLE: Discuss and interpret skills from the GURPS Basic Set as they apply to the race, especially if the race has new specialties! Each gets a DD heading.]


CC Martial Arts
[DO NOT RETITLE: Racial martial arts, if any. This requires access to GURPS Martial Arts. Each style gets its own DD heading, and should use the format in GURPS Martial Arts.]


CC Powers
[DO NOT RETITLE: Racial powers, if any. This requires access to GURPS Powers. Each power gets its own DD heading, and should use the format in GURPS Powers.]


CC Spells
[DO NOT RETITLE: Spells unique to the race, if any. Each spell gets its own DD heading, and should use the format in GURPS Magic.]


BB Iconic Professions (1-2 pages)
[DO NOT RETITLE: The goal here is to describe important jobs for adventurers who belong to the race. Even more than usual for character templates, the descriptions are as important as the statistics!]


CC Profession



DD Character Template
[Give each profession a CC heading to introduce the racial behavior that spurs members of the race to choose a given profession, the organization that recruits exclusively from the race’s ranks, etc., followed by a DD heading and a template. Both need suitable titles. For instance, Goblins might get “Goblins and Magic” followed by “Magic Merchant” and “Goblin Wizard,” while Reptile Men might have “True Dragon Legion” followed by “Dragon Legionary.”]


BB Signature Items (2-3 pages)
[Choose a better title: “Equipping Elves,” “Dwarves and Technology,” etc. The objective is to describe items that are unique to the race and that help define it, but that aren’t intrinsic to members of the race in the way that abilities in the previous section are. All of the CC headings below are ONLY WHERE APPLICABLE, and you’re encouraged to add more where necessary.]


C-BOX Customizing Gear
[DO NOT RETITLE, ONLY WHERE APPLICABLE: Quick-and-dirty math on how to adapt armor and weapons in the GURPS Basic Set to huge, small, or weirdly built races.]


CC Technology

[If the race has a well-known technological aptitude, as Dwarves seem to possess, then a few general notes on their gadgetry are in order, especially if there are TL differences or a split TL (e.g., for steam-tech).]


CC Clothing & Armor
[Unique and special garments and personal protection. Each item gets its own DD heading.]


CC Weapons
[Racial signature weapons, such as “Warbow” for Elves or “Three-Handed Sword” for Insect Men. Each item gets its own DD heading.]


CC War Machines

[The special items of some races aren’t carried by individuals but brought to battles. If so, describe a few. This tends to go hand-in-hand with a general Technology section for races like Dwarves, but might describe some decidedly low-tech items, like giant battering rams used by Orcs.]



C-BOX Strategy

[ONLY WHERE APPLICABLE: Any race that has a CC War Machines entry, and perhaps other races, should have a box on military strategy. This isn’t strictly a signature item, but it is a prime use of technology. More to the point, it’s where PCs often want to use racial technology! This box can move to an earlier section if it seems more in tune with the race’s history, psyche, or skills than with its hardware.]



CC Mounts
[If the race rides something unusual (such as dolphins, tame dinosaurs, a whole race of winged horses, or gryphons), give beast stats for the mount, along with any special equipment used for riding or mounted combat, prices for trained animals, etc.]


CC Pets
[If the race has distinctive guard animals, familiars, and the like, give beast stats along with dollar or point costs for pets as regular Allies or as familiars.]

