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WÄRF (DWARF-WOLF) CX1: CHARACTER CLASS CODEX

Wärf (Dwarf-wolf)
Please Note: This is preview/beta content only, and is NOT designated as Open Gaming Content. This content will be declared as Open Gaming 

Content ONLY upon the of cial publication of New Big Dragon’s Old School AdventuresTM Accessory CX1: Character Class Codex.

Though they are often mistaken for lycanthropes, wärves (alter-
nately called wendigos in certain regions) are race of half-breeds 
who trace their ancestry to dwarves and winter wolves (though 
they are accepted by neither). Wärves were not the product of 
cross-breeding. Instead, it is rumored the first wärves were actu-
ally dwarves lost so long in the wilderness that one of the winter 
wolf gods took pity on them, and caused them to evolve into a 
form that would provide them the abilities needed to survive in 
the harsh climate and desolate wilderness. 

The prime requisite of a wärf is Strength. A wärf with  Strength 
score of 13 or greater receives a bonus on earned experience 
points. Wärves attack as normal dwarves, but have their own 
saving throw table. Additionally, the following adjustments 
should be made to the attribute scores of the wärf:

 Str Int Wis Dex Cha Con 
 +2* –1 ±0 ±0 –1 ±0

* The maximum score for a wärf’s Strength is 19.

RESTRICTIONS: Wärves use ten-sided dice (d10) to determine 
their hit points. They may wear any type of armor and may 
use shields. They may use any type of weapon except bows 
(and other weapons that might be inhibited by the wärf’s claws). 
Wärves do not possess the detection abilities of a dwarf related 
to construction (e.g., detect secret doors, detect sloping passag-
es, etc.). A wärf must have a minimum score of 9 in Strength 
and a minimum score of 13 in Constitution. Wärves may not 
progress beyond the 12th level of experience.

SPECIAL ABILITIES: Wärves possess the following abilities:

Infravision. Wärves possess infravision to 60'.

Breath Weapon. Wärves are able to breathe a cone of 
cold that is 15' long and 5' wide at its terminus. The 
damage caused by the attack and the number of times 
per day the ability may be used is determined by the 
wärf’s level; otherwise, the ability can only be used once 
every 6 rounds. Victims are permitted a save vs. breath 
for half damage. 

Cold Resistance. Wärves are immune to cold, but take 
double damage from fire and heat effects.

Scent. By sense of smell, wärves are able to detect the 
presence of enemies within a 30' range (this is reduced 
to 15' if the wärf is upwind, and extended to 60' if the 
wärf is downwind). They are also able to track by sense of 
smell with a base chance of success of 35% plus 5%/per 
level  (e.g., a 3rd level wärf has a 50% chance of tracking 
successfully, while a 12th level wärf has a 90% chance).

Survival. A wärf is skilled in surviving the harsh  environ-
ments of the wilderness, from finding adequate shelter 
in extreme weather to finding edible food and drinkable 
water. The base chance of success for a wärf to provide 
for themself is 35% plus 5%/per level This is reduced by 
5% for each additional party member with the wärf.

Languages. In addition to common and their alignment 
language, wärves are able to speak dwarvish, as well as 
communicate with winter wolves and worgs.

Wärf Class Table
   Exp. Hit Breath 
Level Title                           Points Dice Weapon
 1 Wärf Veteran 0 1d10 1d6/1×
 2 Wärf Warrior 3,000 2d10 1d6/1×
 3 Wärf Weaponmaster 6,000 3d10 2d6/1×
 4 Wärf Hero 12,000 4d10 2d6/2×
 5 Wärf Swashbuckler 25,000 5d10 3d6/2×
 6 Wärf Myrmidon 50,000 6d10 3d6/2×
 7 Wärf Champion 100,000 7d10 4d6/2×
 8 Wärf Superhero 200,000 8d10 4d6/3×
 9 Wärf Lord (Lady) 350,000 9d10 5d6/3×
 10 10th Lvl. Wärf Lord (Lady) 500,000 9d10+3* 5d6/3×
 11 11th Lvl. Wärf Lord (Lady) 650,000 9d10+6* 6d6/3×
 12 12th Lvl. Wärf Lord (Lady) 800,000 9d10+9* 6d6/3×

  * Constitution adjustments no longer apply.

Wärf Saving Throws
  Poison/ Petrify/ Breath Magic Rods/ 
  Level Death Paralyze Attacks Wands Spells
 1-3 10 12 14 11 14
 4-6 8 10 12 9 12
 7-9 6 8 9 7 10
 11-12 4 6 6 5 8
 13-14 2 4 3 3 6


