Generic Talislanta is a pet project, wherein I take the Talislanta 4th edition system, and glue a bunch of 'Generic' Fantasy elements onto it.  Bear in mind, most of the 'Generic' elements are converted from the DnD 3rd edition books; like Elves, Dwarves, Humans, and etc.

Human

Basic

All attributes +0; HP 15; Special Abilities: None; Skills: dependent upon culture and background

Urban

STR -1, DEX +0, CON +0, SPD +0, INT +1, WIL +0, CHA +1, PER +0, CR -1, MR +1: HP: 10; Special Abilities: None; Skills: Trade Skill +2; Scholarly Skill +1 

Rural 

STR +1, DEX +0, CON +1, SPD +0, INT +0, WIL +0, CHA +0, PER +0, CR +1, MR +0; HP: 20; Special Abilities: None; Trade Skill +2, Wilderness Skill +1

Dwarf

Hill

STR +1, DEX +0, CON +1, SPD -1, INT +0, WIL +1, CHA -1, PER +1, CR +1, MR +0; HP: 25; Special Abilities: Darkvision, Stonecunning; Skills: Weapon Waraxe +2, Shortbow +1, Appraise +2, Artificer (Metalworking) +2, Dwarven (native), Trade Common (fluent) 

Mountain

STR +2, DEX +0, CON +1, SPD -1, INT +0, WIL +1, CHA -1, PER +1, CR +1, MR +0; HP: 25; Special Abilities: Darkvision, Stonecunning; Skills: Waraxe +2, Crossbow +1, Appraise +2, Artificer (Metalworking) +2, Dwarven (native), Undercommon (fluent)

Elf

High

STR +0, DEX +1, CON -1, SPD +0, INT +0, WIL +0, CHA +0, PER +1, CR +1, MR +1; HP: 15; Special Abilities: Immune to Sleep spells, Low-Light Vision; Skills: Longsword +1, Longbow +2, Stealth +1 

Grey

STR -1, DEX +1, CON -2, SPD +0, INT +1, WIL +0, CHA -1, PER +1, CR +1, MR +2; HP: 15; Special Abilities: Immune to Sleep spells, Low-Light Vision; Skills: Longsword +1, Longbow +1, Stealth +1, Wizardry +2 

Drow

STR +0, DEX +1, CON -1, SPD +0, INT +2, WIL +0, CHA -2, PER +2, CR +2, MR +2; HP: 15; Special Abilities: Darkvision, Light Blindness; Skills: Invocation (Females) or Wizardry (Males) +1, Shortsword or Dueling Sword +1, Hand Crossbow +1

Wild

STR +1, DEX +2, CON -1, SPD +1, INT -2, WIL -2, CHA -2, PER +2, CR +2, MR -1; HP: 15; Special Abilities: Immune to Sleep spells, Low-Light Vision; Skills: Shortsword +1, Shortbow +2, Stealth +2

Wood

STR +0, DEX +2, CON -1, SPD +1, INT +0, WIL +0, CHA -1, PER +2, CR +1, MR +1; HP: 15; Special Abilities: Immune to Sleep spells, Low-Light Vision; Skills: Natural Magic +2, Longsword +1, Shortbow +1, Stealth +1, Tracking +2

Gnome

Rock 

STR -1, DEX +0, CON +1, SPD +0, INT +0, WIL +0, CHA +0, PER +1, CR +0, MR +1; HP: 10; Special Abilities: Speak with Animals, Low-Light Vision, Keen Sense of Smell (+2 to PER rolls relating to smell); Skills: Weapon Shortsword +1, Lt Crossbow +1, Wizardry (Illusion Mode only) +2, Alchemy +1

Halfling

Lightfoot

STR -1, DEX +1, CON +0, SPD +2, INT +0, WIL +0, CHA +0, PER +0, CR +0, MR +0; HP: 8; Special Abilities: Fearless (Partial Success on WIL roll negates), Keen Hearing (+2 bonus to PER rolls relating to hearing); Skills: Climb +2, Stealth +2, Shortsword) +1, Lt Crossbow +1

Part II explores a conversion of standard character classes, complete with gear and money.

CLASSES

I included Barbarian in here as a class just for completeness for the DnD conversion. In my games, Barbarians are a sub-race of Human.

Barbarian

STR +3, DEX +1, CON +3, SPD +2, INT -1, WIL -2, CHA -2, PER +2 CR +3, MR -3; HP +15; Skills: Weapon +4, Weapon +4, Brawling +3, Shield +2, Climb +3, Wilderness Lore +2, Swim +1, Ride +1, Intimidate +2

Gear: Hide Clothing (Boots, Cloak, Tunic), Two Weapons of Choice, Wooden Shield, Hide or Leather Armour

Wealth: 80 Gold

Bard

STR +0, DEX +2, CON +0, SPD +2, INT +1, WIL +1, CHA +2, PER +1 CR +2, MR +1; HP +0; Skills: Weapon +2, Weapon +1, Spellsong (3 modes of choice) +2, 2 Performing Skills +3, Diplomacy +1, Investigation +2, Stealth +2, Arcane Lore +3

Gear: 2 Weapons of Choice, Instrument, Leather Armour, Flashy clothing, Belt Pouch

Wealth: 80 Gold

Cleric

STR +1, DEX +0, CON +1, SPD +0, INT +0, WIL +3, CHA +2, PER +0, CR +2, MR +3; HP: +5; Skills: Invocation (4 modes of choice) +3, Weapon +3, Shield +2, Doctrines (religion) +4, Diplomacy +3, Investigation +3

Gear: Chainmail Armour, Choice of Weapon, Holy Symbol, Shield, Clerical Robes

Wealth: 100 Gold

Druid

STR +1, DEX +0, CON +2, SPD +1, INT +0, WIL +2, CHA +1, PER +1, CR +2, MR +2; HP +5; Skills: Weapon +2, Agriculture +2, Natural Magic (5 modes of choice) +4, Naturalism +4, Tracking +2, Healing +2

Gear: Choice of Weapon, Hide Clothing (Cloak, Breeches, Tunic, Boots), Backpack/Satchel

Wealth: 40 Gold

Fighter

STR +2, DEX +1, CON +2, SPD +1, INT +0, WIL +0, CHA +0, PER +1, CR +4, MR -1; HP: +10; Skills Weapon of Choice +4, Weapon of Choice +3, Weapon of Choice +2, Weapon of Choice +1, Brawling +3, Shield +3, Tactics +2

Gear: Chainmail Armour, 4 Weapons of Choice, Shield, Clothing (appropriate to background)

Wealth: 120 Gold

Monk

STR +0, DEX +3, CON +1, SPD +3, INT +0, WIL +2, CHA +0, PER +3, CR +3, MR +0; HP: +5; Skills: Meditation +3, Martial Arts +4, Weapon +2, Weapon (choice) +2, Evade +3, Stealth +3, Acrobatics +3

Gear: Weapon of Choice, clothing

Wealth: 10 Gold

Paladin

STR +2, DEX +0, CON +1, SPD +0, INT +1, WIL +2, CHA +3, PER +0, CR +3, MR +1; HP +10; Skills: Invocation (Heal only) +2, Weapon +4, Weapon +2, Shield +2, Doctrines +2, Oratory +2

Gear: Chainmail, Two weapons of choice, Shield, Holy Symbol, clothing

Wealth: 120 Gold

Ranger

STR +1, DEX +2, CON +2, SPD +1, INT +0, WIL +0, CHA -1, PER +3, CR +3, MR +1; HP +10; Skills: Weapon +3, Weapon +3, Animal Handler +2, Guide +3, Tracking +3, Stealth +2, Survival +2, Scout +3

Gear: Two weapons of choice, Studded leather armour, clothing, tinderbox

Wealth: 120 Gold

Rogue

STR +0, DEX +3, CON +0, SPD +2, INT +1, WIL -2, CHA +0, PER +2, CR +3, MR +0; HP +5; Skills: Weapon +2, Stealth +4, Legerdemain +4, Streetwise +2, Locks +2, Underworld +2, Evade +1

Gear: Weapon of choice, Lockpicks, Leather Armour, Clothing, Belt Pouch

Wealth: 100 Gold

Sorcerer

STR -2, DEX +0, CON -1, SPD +0, INT +2, WIL +2, CHA +0, PER +0, CR +0, MR +3; HP +0; Skills: Weapon +2, Sorcery (4 modes of choice) +3, Arcane Lore +3, Deception +2, Artisan +2, Survival +2, Alchemy +1, Language (Ancient ? Fluent)

Gear: Clothing, Weapon of Choice, Belt Pouch, Tinderbox

Wealth: 60 Gold

Wizard

STR -3, DEX +0, CON -2, SPD +0, INT +3, WIL +0, CHA +0, PER +0, CR -2, MR +4; HP -5; Skills: Wizardry (4 modes of choice) +4, Arcane Lore +3, Alchemy +3, Artificer +2, Astrology +2, Cultures +2, Diplomacy +2, Language (Ancient ? Fluent)

Gear: Spell book, Clothing, Staff, Belt Pouch, Spell component pouch

Wealth: 60 Gold

The gear was fudged a bit; add anything that seems really appropriate.

I thought about giving the Paladin Plate armour and a horse, but thought better of it...

