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Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential
cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. Sometimes high elves and mountain dwarves are not enough for your character or campaign. Whether you are making that perfect elf/dwarf hybrid, or something wholly
unique,D&D Beyond's homebrew race creator is the perfect way to add your ideal, homebrewed race to your campaigns. Luckily, it's quite simple, and this guide will give you everything you need to get started. Guidelines for race creationGuidelines for creating your own races and subraces can be found in theDungeon Masters Guide. In addition, the
Customizing Your Originsection in Tasha's Cauldron of Everything is referenced a number of times in this article. It's best to read through both of these sectionsprior to creating a homebrew race. 1. Access the homebrew race creation tool There are three ways to access the homebrew race creator on D&D Beyond. Through the main menu On
desktop, hover over "Collections" and select "Create Race." On mobile,tapthe "Collections" menu and select "Browse & Create Homebrew."From there,tap "Create Homebrew Race." From My Homebrew Creations Alternatively, on desktop, go to "My Homebrew Creations" (accessible from "Collections") and mouseover "Create a" from the dropdown.
Select "Race." From the Races page On desktop, hover over "Game Rules" in the main menu and select "Races." From there, you can select "Create a Race." 2. Select your race creation method Following any of the above steps will bring you to the Create Homebrew Race page, where you'll have three options: Create Race: To create an entirely new
race, select this method. Even if you're planning on creating arace that hasn't been introduced to fifth-edition D&D, I suggestcopying an existing race so that you have a template to use. When you select a race to use as a template, you'll still have complete control over every field to create a wholly unique race. Create Subrace:Select this method if
you want to add a subrace to an existing race. Create Variant: Select this method if you'd like to create a variant of an existing race. 3. Create Race We are going to create a raceof bat humanoids, referred to as batfolk, from scratch. Tocreate your race from scratch, go ahead and hit "Create Race," then click the "Create from Scratch" button. From
there, we are presented with a blank homebrew race creator, here is how we will fill it in! Race name and version Here is where we will enter the race's name and version. It's always a good idea to come up with a version number for reference in the version field, especially if you have to make changes or improvements after publishing. This can help
you track your changes and keep things organized. Size Enter the size of your race, from Tiny to Gargantuan. Most races are Medium, though some are Small. Some newer races, like theowlin and harengon, allow you to choose between Medium or Small. Movement Set your race's walking, burrowing, climbing, flying, and swimming speeds. The
number inputted in this field is in feet. Our batfolk will have the ability to glide but won't receive a flying speed. We'll fill in the walking speed section and leave the gliding ability for the Racial Traits section. Short Description This section allows you to set the blurb of text that shows up at the top of the Confirm Race modal in the character builder.
This field is not required but can be quickly filled out by copying and pasting the intro from your Description field. Race Group This field can be ignored if you're creating an entirely new race. It is only for variants or subraces. Description and Racial Trait Introduction If you would like your race to follow the same standard as races released
afterTasha's Cauldron of Everything, I suggest copying and pasting this section from the batfolk race we created in this tutorial. From there, you can adjust the flavor text and replace the race from the copied content with your own. I like to use the templated text found on other race pages for the Racial Trait Introduction. This can be found on the
batfolk page as well. Subraces and Avatar If your race includes subraces, check the box in this section. When checked, the homebrew race creator will display a section to add subraces below the Racial Traits section. If you want to display an avatar for your race, you can add it here. The Portrait Avatar will be visible on the Choose a Race page of the
character builder, and the Large Avatar will be visible on the Race Details page. Save point! Now that you've filled out all of the essential information for your homebrew creation, hit "Create Race." This will save your progress and give you access to the fields and options to add racial traits, subraces, and variants. Racial traits, subraces, and variants
This is where the mechanical details of your new race will be entered. As batfolk won't have any subraces or variants, we will only be filling in the Racial Traits section. The Subraces and Variants sections are explained further down in the article. If you're creating a race from scratch and want it to be usable in D&D Beyond's digital toolset, it must
have the following racial traits: Ability Score Increases Languages Creature Type Size Speed Some of this information has been noted in previous steps, butinputting these details as racial traitsallows this information to be used inthe character builder. Ability Score Increases Every race is granted ability score increases (ASIs) during character
creation. Since Tasha's Cauldron of Everything, races will no longer have bonuses to specific ability scores. Instead, characters will choose to increase an ability score by 2 and another ability score by 1, or increase three different scores by 1. To add this to our race, hit "Add Racial Trait." On the next page, fill in the fields as follows: Name: Call this
section "Ability Score Increases." Snippet: Input the standard snippet for races using the new rules. Come up with your own if you're not. Description: This field also has a standard snippet if you're following the new rules. Display Order: This will change the order that options appear on the Choose a Race and Race Details pages. Ability Score
Increases comes first, so we will input "1" here. Hide on __ : These checkboxes will hide this text on the indicated sections within D&D Beyond's digital toolset. Because we are following the standard format, we will hide the Ability Score Increases section on the Race Details page because it has already been mentioned in the Race's Description field.
Then, hit "Save." If you scroll down below the "Save" button, you'll see a bunch of toggles have appeared that allow us to add details that will be used in the D&D Beyond digital toolset. For the ASIs,open theOptions toggle and add two options if you're using the new rules. One to increase three scores and another to increase two scores: To do this,
click the "Add an Option" button. On the next page, input the name of the ASI, the description, and then hit "Save." After you hit "Save," you'll be able to add the necessary modifiers. Open the Modifiers toggle and hit "Add a Modifier." On this page, fill in the fields as follows: Modifier Type: Bonus Modifier Subtype: Choose an Ability Score to increase
by 1 Fixed Value: 1 Then, hit "Save" and repeat twice more until you have three bonuses like the above screenshot. Hit "Save" one last time. Repeat the last two steps to create the +2/+1 ASI option, modifying where necessary. Then, you're good to move on to the next section! Languages Under the new rules, each race can learn Common and one
other language.To add this to our race, hit "Add Racial Trait." On the next page, fill in the fields as follows: Name: Call this section "Languages." Snippet: Input the standard snippet for races using the new rules. Come up with your own if you're not. Description: This field also has a standard snippet if you're following the new rules. Display Order:
Languages come second, so we will input "2" here. Hide on __ : These checkboxes will hide this text on the indicated sections within D&D Beyond's digital toolset. Because we are following the standard format, we will hide the Languages section on the Race Details page because it has already been mentioned in the Race's Description field. Then, hit
"Save." If you scroll down below the "Save" button, you'll see a Modifiers toggle. If you're using the new rules, open this and add two options. One for Common and one for a language of the player's choice: To do this, click the "Add a Modifier" button. On the next page, fill in the fields as follows: Modifier Type: Language Modifier Subtype: Choose a
Language Then, hit "Save" and repeat to add the Common language option. Now you're good to move on to the next section! Creature Type Most D&D races are Humanoids, although some, like satyrs, are Fey. This section is easier than the previous two to complete. To add this to our race, hit "Add Racial Trait." On the next page, fill in the fields as
follows: Name: Call this section "Creature Type." Snippet: Input "You are a ." Your race's creature type fills in the blank. Description: Copy and paste the info from the Snippet field here. Display Order: Creature Type comes third, so we will input "3" here. Then, hit "Save." Size To add the creature'ssize to our race, hit "Add Racial Trait." On the
next page, fill in the fields as follows: Name: Call this section "Size." Snippet: Input "You are ." Your race's size fills in the blank. Description: Copy and paste the info from the Snippet field here. Display Order:Size comes fourth, so we will input "4" here. Then, hit "Save." If you scroll down below the "Save" button, you'll see a Modifiers toggle.
Open this and add your Size option: To do this, click the "Add a Modifier" button. On the next page, fill in the fields as follows: Modifier Type: Size Modifier Subtype: Medium Then, hit "Save." Now you're good to move on to the next section! Speed Todetermine how far our race can move and what methods of movement are available, we need to add a
racial trait that encompasses these details. Hit "Add Racial Trait." On thenextpage, fill in the fields as follows: Name: Call this section "Speed." Snippet: Input "Your walking speed is 30 ft." Adjust where necessary to accommodate different walking speeds or different movement types for your race. Description:Size comes fifth, so we will input "5"
here. If your race gets access to other movement types, they will be added to other racial traits. So now that we've got our walking speed entered, hit "Save"and move on to the next section! Echolocation Now that we're done with therequired racial traits, let's get into the fun stuffcustom racial traits! Our batfolk will have an Echolocation racial trait
that gives them blindsight out to a range of 30 feet. To add this to our race, hit "Add Racial Trait." On the next page, fill in the fields as follows: Name: Give your custom racial trait a fun name that describes its purpose. We're going with "Echolocation" here. Snippet: Describe your racial trait's functions. This should describe precisely how the
mechanics of the racial trait work. Description: Copy and paste the info from the Snippet field here. Display Order: Custom racial traits start after the five standard traits. This is our first custom racial trait, so we will input "6" here. Is Called Out?: This section will add the trait's name into the Race Confirmation modal on the character cuilder.
Checking this box is usually the practice with custom racial traits. Hit "Save." If you scroll down below the "Save" button, you'll see a Modifiers toggle. Open this and add the necessary Modifier to grant the trait's abilities: To do this, click the "Add a Modifier" button. On the next page, fill in the fields as follows: Modifier Type: Set Base Modifier
Subtype: Blindsight Fixed Value: 30 represents the number that applies to the trait in question. In this case, this will meanbatfolk get blindsight out to a distance of 30 feet. Then, hit "Save." Now you're good to move on to the next section! Glide Even though batfolk's wings aren't strong enough to grant them proper flight, they can use them to glide
from appropriate heights. To add this for our race, hit "Add Racial Trait." On the next page, fill in the fields as follows: Name: Give your custom racial trait a fun name that describes its purpose. We're going with "Glide" here. Snippet: Describe your racial trait's functions. This should describe precisely how the mechanics of the racial trait work. We're
going to steal this from the draconian infiltrator, who already has a glide ability that we like the look of. Description: Copy and paste the info from the Snippet field here. Display Order: Custom racial traits start after the five standard traits. This is our second custom racial trait, sowe will input "7" here. Is Called Out?: This section will add the trait's
name into the Race Confirmation modal on the character builder. Checking this box is usually the practice with custom racial traits. This section won't need any further additions because this trait doesn't interact with the digital toolset. Go ahead and hit "Save." Keen Hearing Like the giant bats they descended from, batfolk have very sensitive ears.
To represent this, we will add the Keen Hearing trait from the giant bat stat block to our race. To do this, hit "Add Racial Trait." On the next page, fill in the fields as follows: Name: Give your custom racial trait a fun name that describes its purpose. We're going with "Keen Hearing" here. Snippet: Describe your racial trait's functions. This should
describe precisely how the mechanics of the racial trait work. We can copy the Keen Hearing trait from the giant bat's stat block and adjust it to fit the standard race nomenclature. Description: Copy and paste the info from the Snippet field here. Display Order: Custom racial traits start after the five standard traits. This is our third custom racial
trait, sowe will input "8" here. Is Called Out?: This section will add the trait's name into the Race Confirmation modal on the character builder. Checking this box is usually the practice with custom racial traits. Hit "Save." If you scroll down below the "Save" button, you'll see a Modifiers toggle. Open this and add the necessary Modifier togrant the
trait's abilities: To do this, click the "Add a Modifier" button. On the next page, fill in the fields as follows: Modifier Type:Advantage Modifier Subtype:Perception Details:Add "on checks that rely on hearing." This will clarify which Perception checks players get advantage on in their digital character sheet. Then, hit "Save." Once we're done here, hit
"Save Changes" on the main homebrew race creator page to ensure all of our changes are saved. Now, we're good to go! We have successfully created our race from scratch using the homebrew race creator. You can do near-infinite things with this tool to create custom races with interesting racial features. When looking for ways to correctly make
custom features in D&D Beyond's homebrew race creator, I like to copy existing races to a new template to see how their racial traits have been implemented. For example, if you're looking to create a race that grantsnew spells based on the character's level, copy thetiefling race to a new template and take a look at how it implements these features.
You can also optionally add subraces or variants to your race. We'll be covering how to do this in the sections below. If you're ready to use your race in your game, skip to the Creating characters with a homebrew race section. 4. Adding subraces Now that we'vecoveredusing the homebrew race creator to create a race from scratch, let's look at
creating a subrace using a template. We'll be creating a subrace of elves called jungle elvesusing the wood elf subrace as a template for this section. Go ahead and hit "Create Subrace," then select "Elf" from the dropdown under "Select a race to create a new Subrace for." This will populate the dropdown under "Select an existing Subrace as a
template" with the elf's subraces.Select "Wood ElIf" and then hit the "Create" button. This takes us to a homebrew race creator prepopulated with the wood elf's information. We're going to adjust some of this to fit our new subrace: Name:Remove the pregenerated name and throw in our own. We'll go with Jungle EIf here. Version:Always a good idea
to set a version precedent if you want to update in the future. We're adding "1" here. Description:Here is where you get to describe your subrace.Subraces usually get 2-3 sentences of flavor text, though some have more. Race Group:We want to select "EIf" here so that the race is added to the "ElIf" dropdown on the Choose a Race page of the
character builder. Is Variant?:This will be a subrace, not a variant. For more info on variants, check out the next section. Large/Portrait Avatar: If you want to display an avatar for your subrace, you can add it here. The Portrait Avatar will be visible on the Choose a Race page of the character builder, and the Large Avatar will be visible on the Race
Details page. Once these fields are filled out, scroll down and hit the "Save Changes" button. Once the page refreshes, scroll to the Racial Traits section under the "Save Changes" button and open it up. Here we're going to edit the wood elf's traits to fit our new jungle elf better. Jungle Elf Weapon Training First, we will adjust EIf Weapon Training to
fit the jungle elf's setting better. Hit "Edit" in the "EIf Weapon Training" row. On the next page,fill in the fields as follows: Name:Give this a title that describes the trait. For example, we'll add "Jungle Elf Weapon Training" here. Snippet:Describe what the trait does. Description: Copy and paste the snippet here. Display Order: This affects where the
trait will appear on the race page.We'll keep this the same, soour jungle elf subrace has the same flow as the wood elf subrace. Is Called Out?: This section will add the trait's name into the Race Confirmation modal of the character builder. Checking this box is usually the practice with custom racial traits. Hit the "Save" button. Now it will be time to
contend with the proficiencies this trait grants. Scroll down to the Modifiers section, and you'll see four rows with different weapon proficiencies granted by the original wood elf's trait. We don't need to mess with the shortbow or longbow proficiencies, but we'll click "Edit" next to the shortsword proficiency. Trade out the "Shortsword" for "Spear" in
the Modifier Subtype dropdown on the subsequent page. Then, hit "Save." Once you're back on theJungle EIf Weapon Training page, scroll down to Modifiers and hit "Delete" next to the Longsword proficiency. Your result should look like this: Seeing as we've already gone into depth on creatingracial traits in this tutorial,we will skip over showing
how to update the other three wood elf features to fit our new subrace better. Here is a look at the final result for our jungle elf subrace: 5. Adding variants Variantsare different from subraces in the sense that they replace a race's traits rather than adding to a race's traits as a subrace does.Variants aremainly used whenthe primary race wasn't built
with subraces in mind. For example, the half-elf race was created to be played without a subrace, so it has enough racial traits to accomplish this. If you're looking to switch up your half-elf's ancestry or playstyle, you can choose to pick up one of the many variants of the half-elf race. Most of these variants replace the half-elf's Skill Versatility trait
with another racial trait, and some rework the entire half-elf race. Let's take a shot at creating our half-elf variant race! We'll make a half-dwarf half-elfvariant of the half-elf race for this tutorial. We'll be using a template of the wood half-elf to make things a bit easier. To do this, go ahead and hit "Create Variant," then select "Half-Elf" from the
dropdown under "Select a race to create a new Subrace for." This will populate the dropdown under "Select an existing Subrace as a template" with the half-elf's subraces.Select "Wood Half-Elf" and then hit the "Create" button. This takes us to a homebrew race creator prepopulated with the wood half-elf's information. We're going to adjust some of
this to fit our new variant: Name:Remove the pregenerated name and throw in our own. We'll go with Half-Dwarf Half-Elf here. Version:Always a good idea to set a version precedent if you want to update in the future. We're adding "1" here. Description:Half-elf variants have astandard piece of text here.We're going to change this up because we feel
that the half-dwarf half-elf deserves it. Race Group:We want to select "Half-EIf" here to add the race to the "Half-EIf" dropdown on the Choose a Race page of the character builder. Is Variant?: Make sure to check this box. This allows you to use the Replace Base Racial Trait field in the next step. Large/Portrait Avatar:If you want to display an avatar
for your variant, you can add it here. The Portrait Avatar will be visible on the Choose a Race page of the character builder, and the Large Avatar will be visible on the Race Details page. Once these fields are filled out, scroll down and hit the "Save Changes" button. Once the page refreshes, scroll to the Racial Traits section under the "Save Changes"
button and open it up. Here we're going to edit the racial traits granted by the wood half-elf to fit our new half-dwarf half-elf better. Dwarf Descent The Wood Elf Descent option contains several optional racial traits that we'll have to edit to fit the half-dwarf half-elf's ancestry better. Hit "Edit" in the "Wood EIf Descent" row. On the next page,change
the name and description to fitthe half-dwarf half-elf's features. Then, scroll downand hit the "Save" button. Once the page reloads, scroll down below the "Save" button and open the Options toggle.We'll need to replace these with the dwarven racial traits listed above: Dwarven Resilience, Dwarven Combat Training, or Stonecunning. Startby hitting
"Edit" in the EIf Weapon Training row.On the next page, we'll change the info pertaining to EIf Weapon Training to Dwarven Combat Training. When we're done, it will look like this: Hit the "Save" buttonand repeat these steps to turnFleet of Foot and Mask of the Wild intoDwarven Resilience andStonecunning, respectively. Seeing as we've already
gone into depth on creating/editing racial traits in this tutorial,we will skip over showing how to update the other two wood half-elf features to fit our new variant better.Once we're done, you'll be able to choose the Half-Dwarf Half-Elf in the Choose a Race screen of the character builder and see its correlating racial traits: 6. Creating a character with
a homebrew race Once you've got your race completed, it's time to create a character! To do this, hover over "Collections" in the top left of the screen and click on "My Characters." From there, click the "Create a Character" button. Choose your preferred character creation method, give your character a name, make sure Homebrew Contentis
switched "On,"and then hit the right-pointing arrow to go to the Choose a Race page. On this page, you should see your homebrew race option. Go ahead and select it and hit the "Choose Race" button. From there, you can complete the rest of the character creation process and begin playing with your new homebrew race! Remember, your private
homebrew in your homebrew collection is automatically shared with users in your campaigns. Therefore, you do not need to share it with the entire community for your campaigns to have access. 7. Editing your race If you spot a typo or need to rebalance your race, worry not! It's easy to edit a race, even if it's already used in your game. Go to
"Collections" in the top left of the screen, select "My Homebrew Creations," expand the race you want to edit, and hit "Edit." Make sure to remove the racefrom any characters currently usingit and refresh the page to make sure the race's changes are reflected. Editing a race that has been published is still possible but takes a couple more steps. First,
go to "Collections" in the top left of the screen, select "My Homebrew Creations," expand the race you want to edit, and hit "Create New Version." Once the page reloads, find the new race in your "My Homebrew Creations" list and hit "Edit." Next, make your necessary changes and hit "Save Changes." Then, head back to your "My Homebrew
Creations" page, find the updated race, and hit "Share With Community." The updated race will replace the published version we cloned in the first step. 8. Publishing your race Assuming your creation follows the Homebrew Rules & Guidelines, you can publish it for the community to enjoy by clicking "Share With Community." This is optional,
however! There's no need to select "Share With Community" if you just want the race to be used in your campaigns. If you plan to publish your race to the D&D Beyond community, make sure you've done the following: Proofread your work because once it's published, it's harder to edit. Playtested it to ensure all of the modifiers work. Checked the
homebrew against the Homebrew Rules & Guidelines to ensure it doesn't violate any of the rules. If you've done all that and you're positive your homebrew is suitable to be published, click that "Submit" button. I've done just that with the races I've made in this article, and you can find them here: Batfolk Jungle Elf Half-Dwarf Half-Elf The world is
your oyster(folk?)! You've done the hard part, congrats! Now you get to reap the rewards of your creativity and create a character using your new race! D&D Beyond's homebrew race creator has unlimited possibilities to expand your character options. As always, make sure to consult with your DM before adding homebrew to your game. Now, go
create some characters! Mike Bernier (@arcane_eye) is the founder ofArcane Eye, a site focused on providing useful tips and tricks to all those involved in the world of D&D. Outside of writing for Arcane Eye, Mike spends most of his time playing games, hiking with his girlfriend, and tending the veritable jungle of houseplants that have invaded his
house. Yes, it is possible to create mixed-race characters in D&D. The Players Handbook already includes two mixed-race races: half-elves and half-orcs. However, if you want to play a character with a different combination, such as a human with one halfling parent or a half-elf with a non-elven parent who is a dwarf, youll have to get creative.Can any
race be any class in Dungeons and Dragons?Everything is fine as long as the Dungeon Master allows it. According to the official rules, any race from the Players Handbook and Volos Guide can be any class from the Players Handbook, although some races from the Sword Coast Adventurers Guide may have restrictions. For example, it is possible to
play a half-orc Bard, which is a combination that brings unique possibilities to the game.Can Dragonborn mate with other races?No, Dragonborn cannot breed with humans or other races to create half-dragons. Dragonborn biology has diverged so far from human biology that they are no longer biologically compatible. Half-dragons, on the other hand,
are the half-breed children of true dragons and are much stronger than Dragonborn.What is the rarest race in D&D?According to some sources, the rarest races in D&D include: Half Eladrin (Very Rare) Goliath (Rare) Dragonborn (Rare) Half-Orc (Rare) Tiefling (Rare) Aasimar (Rare) Aarakocra (Very Rare) Genasi (Very Rare)How to create mixed-race
D&D charactersCreating mixed-race characters in D&D requires creativity. While the Players Handbook offers options like half-elves and half-orcs, players can mix different races by working with their Dungeon Master to come up with unique backgrounds, abilities, and appearances for their characters.What is the most op race in D&D?Some of the
most powerful races in D&D in terms of physical abilities and attributes include: Dwarf Goliath Lizardfolk Centaur Leonin Half-Orc Loxodon OrcWhat is the easiest race to play in D&D?For beginners, the following races are considered easier to play in D&D: Half-Orc Loxodon Revenant Centaur Satyr Dwarf Human Half-EIfWho would the Dragonborn
marry?In the world of Skyrim, if the Dragonborns heart beats for a mage, a good choice would be Brelyna Maryon. She is a descendant of the Telvanni household and shows great promise as a mage. However, the choice of romantic partner for the Dragonborn is ultimately up to the player.Was there a female Dragonborn?Yes, there is a canonical
female Dragonborn. However, she is not the main character in the game. The Dragonborn in the game can be of any gender depending on the players choice.What is the Dragonborn religion?Dragonborn religion is an elaborate form of ancestor worship or animism. They reject the concept of a single god and instead worship idols and other gods,
particularly their ancestors.What are the silliest races in D&D?In the world of D&D, there are various races that can be considered silly or quirky. Some examples include glitchlings, fey pixies, centaurs, bipedal elephants, and other creatively inspired races that players can choose to play as.What race cant talk in D&D?In D&D, there is a race called
Kenku who, as a punishment, had their wings, creativity, and voices taken away. Skip to contentIn the Tashas Cauldron of Everything supplement for Dungeons and Dragons (5th Edition), there are optional rules for mixing races in creating characters. These rules are meant to offer greater flexibility and customization in character creation.Here are
the basic guidelines for using these rules for mixing races:Choose a primary race: Your character must choose a primary race, which will determine their starting abilities, proficiencies, and other characteristics.Pick a secondary race: Your character may choose a secondary race, which will provide them with a set of traits and abilities associated with
that race.Determine ability score modifiers: Your character will receive ability score increases based on their primary race, as normal. If your character has a secondary race, they may also receive additional ability score increases or decreases based on that race.Select racial traits: Your character will gain the racial traits associated with their
primary race. If your character has a secondary race, they may also gain additional racial traits associated with that race.Choose a hybrid trait: Your character may choose a hybrid trait that combines features from their primary and secondary races. This trait is unique to characters with mixed racial backgrounds.Determine any other features: Some
races have additional features or abilities that are gained at specific levels. Your character will gain these features based on their primary race.Note that these rules are optional and are meant to provide greater customization and flexibility in character creation. It is up to the Dungeon Master to decide whether to allow them in their game. The DM
may choose to limit or prohibit the use of custom races or modified racial traits if they feel it would negatively impact the game. Additionally, these rules only apply to player characters and not to non-player characters or monsters.Level up your DND experience by purchasing Cardkingpro dice bags! No longer will you have to search for hours
through a pile of dice! Our bag has seven specifically stitched compartments, so each individual dice can have its own space. D&D Beyond Desktop View In the Tashas Cauldron of Everything supplement for Dungeons and Dragons (5th Edition), there are optional rules for mixing races in creating characters. These rules are meant to offer greater
flexibility and customization in character creation.Choose a primary race: Your character must choose a primary race, which will determine their starting abilities, proficiencies, and other characteristics.Pick a secondary race: Your character may choose a secondary race, which will provide them with a set of traits and abilities associated with that
race.Determine ability score modifiers: Your character will receive ability score increases based on their primary race, as normal. If your character has a secondary race, they may also receive additional ability score increases or decreases based on that race.Select racial traits: Your character will gain the racial traits associated with their primary
race. If your character has a secondary race, they may also gain additional racial traits associated with that race.Choose a hybrid trait: Your character may choose a hybrid trait that combines features from their primary and secondary races. This trait is unique to characters with mixed racial backgrounds.Determine any other features: Some races
have additional features or abilities that are gained at specific levels. Your character will gain these features based on their primary race.Note that these rules are optional and are meant to provide greater customization and flexibility in character creation. It is up to the Dungeon Master to decide whether to allow them in their game. The DM may
choose to limit or prohibit the use of custom races or modified racial traits if they feel it would negatively impact the game. Additionally, these rules only apply to player characters and not to non-player characters or monsters.Level up your DND experience by purchasing Cardkingpro dice bags! No longer will you have to search for hours through a
pile of dice! Our bag has seven specifically stitched compartments, so each individual dice can have its own space. D&D Beyond Desktop View As a person of mixed race, when I play a mixed-race character, I generally want one of two options: I want it to either not matter at all, so I can momentarily live in a fantasy world where things I have no
control over have no bearing on the quality and quantity of interactions I have with other characters. Or I want it to be handled with care, the nuance of being part of multiple races and cultures a part of the worldbuilding, not just an awkward obstacle for my character to deal with. Racial Traits and D&D What is race in D&D? In the real world, race is
a construct, made up of physical characteristics we attribute to groups of people, with no one race having a monopoly on any one trait. Genetics have a say in peoples appearances, health, and mobility but it is the construct of culture which says what is beautiful, acceptable, and useful. Humans who look vastly different from each other can still for the
most part make another human together. Culture might dictate people from different backgrounds avoid each other or even look down on one another but it cant physically keep two cells from smushing into each other, forming one cell which divides into more cells which all hold the instructions for making a person. In Dungeons and Dragons, the
idea of race is a bit more fantastical. There are many sentient races, and their biologies are so divergent some of them can see in the dark! Or control the elements! Or have tails! Yet some of the racial stats could be attributed more to culture than to race, and theres no delineation between these cultural racial traits and the fantastical ones. An elf
gaining a bonus to their Dexterity score could be innate to their supernaturally lithe build, or the result of physical training in a culture that values physical dexterity. This is left to the player or the DMs discretion. On the other hand, the Elven Weapon Training trait is almost certainly something cultivated, promoted by adults and other culture
keepers. Languages are learned, not inherited and circumstances may have characters able to understand languages but unable to speak them. Just like in real life, a mixed-race character might physically favor one parents traits over the other, as genetics are not like mixing paint but more like mixing a set of marvelous pigments, where some colors
just mix, some disappear altogether and some create colors nobody would have put money on. Semblances of ancestors past suddenly surface, as dominant and recessive genes flip on and off. A childs ears might be pointier than expected, their face less hairy than expected. When deciding the appearance of your character, consider what traits might
express themselves. If you have siblings from the same parents, they may look just like you or so different that people dont believe you are related! In a just world, nobody would care what race anyone is. But its not like that in the real world. Likewise, in the many worlds of D&D, every race has an opinion on every other race. When facing a character
of more than one race, the players actions may fall under scrutiny as others try to figure out which side the character takes after or where their loyalties lie. Mixed-race characters may also be subject to other people trying to decipher their appearance and thinking theyre something theyre not. Inquiries into their background might result in surprise,
curiosity, disbelief and even flat-out rejection. Not fitting someones expectations can be jarring for people and many people, regardless of race, do not like to be wrong. Mixed-Race Characters in Your Game A character might be mixed-race, but could be a member of any number of cultures and subcultures. An elf raised from birth by humans in a
human-majority settlement will still have an elfs Darkvision and Fey Ancestry traits, but may not have the martial traditions or hold the beliefs of their elven ancestors. That elfs player could work with their DM to replace their Elven Weapon Training feature with a Human Weapon Training feature to give them proficiency with a different set of
weapons like pikes and glaives instead of longswords. Likewise, a half-orc raised around orcs might refuse to speak Common, in order to form a stronger bond with their orc caretakers. D&D has two mixed-race races in the Players Handbook already: half-elves and half-orcs. If you want to play another mixed-race character, like a human with one
halfling parent, or a half-elf whose non-elven parent was a dwarf rather than a human, youll have to get creative. An easy way is to just choose one race as a mechanical base, and leave your physical appearance and cultural background as flavor, not represented by mechanics. While creating your characters background and personality, however, be
aware that characters made up of two or more races could face challenges and obstacles others may not have toif racial discrimination is alive and well in your fantasy world. Your characters parents or guardians and their views of their races and cultures are very likely to influence your character. How your parents regarded themselves in relation to
their communities influence what they pass on. Parents might shun their culture, disagreeing with some part of it. Or they may cling to it, teaching it as a source of comfort in a hostile environment. In addition, there may be gaps in your knowledge if the only people like you are your parents. Living outside of ancestral homelands might mean your
character has never tasted a certain dish, not the way your parents remember it. But food may be the thing that they share from home, avoiding topics that are uncomfortable but eager to pile your plate high with your favorite dessert. Race and Inherent Evil in D&D Playing a D&D game with mixed-race characters invites examination of D&Ds
simplified and fantastical view of race. If you want to explore the nature of race in your D&D game, dismantling the idea that entire races are evil could be of benefit. This isnt to say that evil doesnt exist! Murder, subjugation, cannibalism, destruction, and oppression are all terrible things to be thwarted in a campaign. And while the descriptions and
depictions of many of D&Ds evil races make them all look like monsters, the idea that every single individual within a given population with certain biological features is evil, with perhaps a few exceptions? When you say it out loud, it sounds bad! Organizations, which are based on values can be nefarious and there are cultural practices which are
reprehensible. But the language around race and alignment, if those around the table are interested in making the gaming table a more welcoming place to people of all backgrounds, should address the value systems of the characters, the players and the world they are playing in. D&D is, in many ways, subconsciously rooted in Western and
imperialistic ideology. Gary Gygax and Dave Arneson were fans of wargaming which clashed imperial armies against one another, and of stories in which individualistic heroes battled foreign hordes and took their treasure. To no great surprise, the language used since D&Ds early days to describe its evil races has been used to describe many real
oppressed groups in modern history. The idea of humans being a race which conquers and that being presented as one of their more respectable traits, when paired with the prevalence of evil races, should come under scrutiny by those wanting to create a gaming space that is welcoming and fun. Giving your orcs and drow villains (and so forth) real
reasons to do evil things makes them characters, not caricatures. The drow culture of Menzoberranzan, for example, is evil not because drow are inherently evil, but because their leaders have created a culture of fear and mistrust. Standing up to people from a culture that encourages evil, imperialistic acts is something most people can relate to, and
it can deepen the story of your game. It takes more effort to deepen your worldbuilding like this, but can create a more impactful result when the players defeat the villains and restore balance to the realm. A culture which encourages its people to be cruel came from somewhere, some idea, and that idea should be challengedif youre playing a heroic
campaign, that is. Listen to Jeremy Crawford talk about drow society in the video above. Or, listen to Mike Mearls talk of the role of orcs in this interview with Todd Kenreck. Playing a Mixed-Race Character If youre interested in playing mixed-race characters or games where culture is a bigger part of the world, here are tips for Dungeon Masters and
players to consider when creating characters and building scenarios. For Dungeons Masters to Consider: What types of mixed races exist in your world? Consider allowing players to homebrew other possibilities by taking Racial Traits from both races. Maybe a halfling-orc could look like a Halfling with the Stout subrace; keep the +1 to Constitution
and choose either the +2 to Strength or Dexterity, and take the halflings base speed of 25 feet, thanks to your short legs. Pick four of the Racial Traits from between the Halfling entry and the Orc entry and take Common and up to two Languages their character may know. The player may choose according to their characters backstory. Try to make
sure that your player doesnt cherry-pick the best traits from each race, though; youre the ultimate arbiter of your games balance. Consider allowing players to play characters raised in cultures different than their race. An elf raised by a family of kindly stone giants or a goliath tribe might gain Giant as a language, andthegoliath races Mountain Born
trait while losing Elven as a language and their Elven Weapon Training trait. What is the dominant race and culture of the world and what kind of power/advantages do they have over outsiders, if any? Who passes down the culture and traditions of the people in your world? Is it solely left to parents? Extended family? Religious leaders? Where can
characters interested in their heritage go to find information about where theyre from and is this information readily available? What is the attitude of player races towards people who shirk their culture or never grew up around it? Do they pity them, scorn them or try to teach? Which groups of people are most likely to come into contact with each
other? How and where does this happen? How much does race matter in the society the characters live in? Is prejudice rampant and codified in the laws, embedded in the culture in a non-codified way or frowned upon? How will different NPCs react to people who do not fit their expectations? If one of your players is playing a mixed-race character of
an evil raceand you havent already considered ways to make your orcs and drow and so forth not inherently eviltalk about their expectations in dealing with NPCs, if the character plans on exploring their alignment or if they just want the stats and the cool trappings. Any of it is fine and can be fun, if players and Dungeons Masters communicate. For
Players to Consider: What interests you in playing a mixed-race character? What ideas do you want to explore? What things in the world do you need to exist to support your characters backstory? If race relations are heated between your parents races in this setting, how did your parents meet? Or has your family been made up of mixed-race people
for generations? Did your character grow up raised around both races or cultures that your parents belong to? Was one more dominant than the other, or preferred over the other? Did they grow up in a monolingual or multilingual home? Is one of the races your character comes from a dominant or minority group? What are the relations between the
groups currently? What history is there? Were your parents/caregivers good adherents of their cultures? Or are they rebels, out to do new things? Do you have siblings or friends who shared similar experiences to you? Is there a community or place you can go to be around people who know you? Do you feel pressure to be a good example of one of
your races? Or do you staunchly insist you are your own individual who should live free of judgement from those who have just met you? Do you wish you fit in to a community? How do you react if people ask you where are you from in reference to your race? Are there parts of your cultures you try to honor or uphold? Is there an aspect of your culture
you arent proud of? Perhaps you love the influence music has had on the world at large but dislike how children are treated. The oral tradition is what you miss every night but the food is too rich and the insistence that people clean their plates is annoying. How do you identify? How do people of other races classify you, as opposed to how you self-
identify? Playing games conscious of race and culture can be satisfying and interesting to everyone. What adventures and alliances await for the player who dont blindly attack orcs wandering the plains, or who meet surface-dwelling drow with an extended hand rather than a drawn blade? Youll have to play to find out! What interesting stories
involving fantasy races have you created with characters or NPCs at your table? Let us know in the comments! Tristan J. Tarwater is a writer of novels, comics and RPG bits. Their RPG credits include Reality Makes the Best Fantasy, V20: Dark Ages, 7th Sea: Lands of Ice and Fire and Rolled and Told: Pull Your Weight! Residing in Portland, Oregon,
they occasionally run games for their spouse, kid, and friends but never for their two cats. You can find them on Twitter at @backthatelfup.
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