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INTRODUCTION

n fantasy roleplaying games, race is fundamental. It
both provides a starting point for character creation
and sets the tone for a character as it progresses.

Race in the Pathfinder Roleplaying Game mixes biology
and culture, then translates those concepts into racial traits.
Yet since both biology and culture are mutable—especially
when one considers the powerful forces of magic—racial
traits can be so diverse that two elves can be extremely
different while still manifesting aspects of their shared
heritage and culture. A race’s traits, its history, its relations
with other races, and the culture that all of these things
imply—all of these frame your character.

This is true whether you play to or against the
stereotypes. A savage and bloodthirsty half-orc who
lives only for battle is fun to play, but so is a stern and
conflicted half-orc paladin constantly struggling to
keep her bloodlust in check. Both fit comfortably within
the theme of half-orc, but come off as very different
characters around the game table. The Advanced Race

Guide allows for both typical members of a race and the
interesting outliers that many players love to portray.
In purely mechanical terms, it provides a wealth of new
game material for the Pathfinder RPG’s playable races,
many available only to specific races in order to showcase
those aspects that make the races unique.

But the Advanced Race Guide is more than that. While
the Pathfinder RPG has always featured a variety of races
for players to roleplay, this book alone offers 36 different
playable races, not counting subraces, and this is merely a
starting point. Virtually all worlds and campaign settings
include open environmental and cultural niches that could
be filled by new races and cultures uniquely tailored to
them. Thus, this book also presents the race builder—a
system that enables you to create brand-new races for your
campaign worlds. These new rules allow you to make an
unlimited number of new races, both equivalent in power to
the races already in the game or more powerful if you want
to experiment with dangerously exotic new characters.



You hold in your hands a toolbox—a lexicon of the
various cultures and people who become heroes in the
world of Pathfinder, as well as everything you need
to create your own. Take your game someplace new, or
return to the old classics and see them as you've never
seen them before.

NAVIGATING THIS BOOK

This book is organized a little differently than other
Pathfinder RPG supplements. Typically, a book like
this is divided into separate chapters on classes, feats,
equipment, spells, and magic items. But since the main
theme of this book is race, most chapters instead present
a number of races, with each race’s entry containing new
alternate racial traits, favored class rewards, archetypes,
feats, equipment, magic items, spells, and more. Chapter
4 presents the exciting new race builder rules, and at the
end of the book you'll find a table to aid you in quickly
locating the various spells presented in this book, along
with a standard index that includes feats and magic items.

Chapter 1—Core Races: This chapter reintroduces
the core races of the Pathfinder RPG. Each section of
this chapter presents one of the seven core races—
dwarves, elves, gnomes, half-elves, half-orcs, halflings,
and humans—reprinting and expanding upon the
information about those races found in the Pathfinder
RPG Core Rulebook and the Pathfinder RPG Advanced
Player’s Guide. Here you’ll find all the background
material for each of these races and the standard racial
traits, as well as a number of alternative racial traits and
favored class rewards.

Furthermore, each of the core races takes the idea
of alternate racial traits a step further by presenting
a number of subraces for those races. These subraces
bundle a group of alternate class features together into
thematic categories that provide new takes on the existing
core races. From imperious humans to arctic elves to gear
gnomes, each subrace gives players a chance to play a core
race in a way that’s completely out of the ordinary.

But races are not all about racial traits and favored
class rewards. Each of the core races comes from a vibrant
culture with its own history, norms, and adventuring
outlooks. To represent this, each race’s entry presents a
number of new character options, such as race-specific
archetypes, adventuring equipment, feats, magic items,
and spells.

Chapter 2—Featured Races: Following the detailed
information on the core races, Chapter 2 provides a
selection of 15 featured races. From the celestial aasimar
to the fiendish tiefling, and from the feathery and
mischievous tengu to the shadowy and spiteful drow,
featured races are those peoples just beyond the core
races in their exoticism, who despite their relative rarity

are still likely familiar faces for adventuring groups. As in
Chapter 1, each of these entries presents information on
the race’s culture, society, interactions with other races,
and how the race fits into Pathfinder’s cosmology. Each
section details a number of alternate racial traits, favored
class rewards, archetypes, feats, equipment, magic
items, and spells designed specifically for those players
interested in creating such characters.

Chapter 3—Uncommon Races: Some races are so rare
as to seem strange and monstrous to many of the core
races, yet that doesn’t mean they can’t make for fun and
exciting characters. Many of them, like the gripplis,
rarely leave their isolated homes, while others, like the
kitsune, nagaji, and samsarans, may be more common
in far-off lands, but are rare and wondrous in a baseline
campaign. While the entries for the uncommon races are
shorter than those of either the core or featured races,
they provide a number of new options for those who want
to play a truly exotic race. Each of the 14 uncommon race
entries presented here feature a handful of alternate
racial traits and favored class rewards; a single archetype;
and a mix of feats, equipment, magic items, and spells.

Chapter 4—Race Builder: The last chapter of this
book introduces a new race-creation system that was
extensively playtested by the gaming community at
paizo.com. This race builder allows you to mix and
match new and existing racial traits using a Race Point
system to create new playable races for your campaign.
This system is not merely a matrix of costs and values,
but also an essential tool for crafting your race’s story
and finding its niche within your game world. In this
chapter you'll find the point costs for the racial abilities
and traits of the races described in the other chapters
of the Advanced Race Guide—these examples are there to
provide you with benchmarks for your own race creation.
Use them to make sure your new races are balanced, or
treat them as a foundation from which you can build
more powerful versions of existing races by increasing
the Race Point value and adding new and appropriately
themed racial traits. This is especially useful if you
want to create the possibility of more monstrous
races coexisting with standard races—you can create
supercharged versions of dwarves, elves, halflings, and
other core races, with each variant roughly balanced
against the others, thus providing a high-powered but
roughly even playing field.

Lastly, a few examples of new and monstrous races
are presented throughout the chapter, allowing you to
insert even more racial diversity into your Pathfinder
game without having to build a new race from whole
cloth. Incorporate them as presented, or pick them apart
and rebuild them yourself. You have the tools now—the
possibilities are endless.
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(ORE RACES

Race is an important part of what makes characters who

they are, yet it’s often all too easy to gloss over the details.
After all, most people know the basics: dwarves are
short, elves live a long time, and gnomes are dangerously
curious. Half-orcs are ugly. Humans are—well, human.
To some players, choosing a race is simply a matter of
finding which racial modifiers best fit a character’s class.

Yet there’s so much more to race than that. From their deep
halls beneath craggy mountains, dwarves sing mournful
ballads that teach children of the heroes of 0ld, helping them
dream of the day when they might give their own lives in
the stronghold’s defense. In the spires of their forest cities,
elves find a kinship with nature, as the great trees are some
of the few non-elven friends who won't grow old and wither
before their eyes. By exploring the cultures and traditions of’
a character’s race, we can better understand where she comes
from and what makes her tick, thus immersing ourselves
that much deeper in the campaign world.

This chapter is designed to help you get the most out
of the seven core races presented in the Pathfinder RPG
Core Rulebook, in terms of both mechanics and flavor.
Herein you will find all the racial information presented
in that book and the Advanced Player’s Guide, along with a
number of new rules options such as new alternate racial
traits and favored class rewards, explorations of racial
subtypes, new racial archetypes, and more. The races
covered in this chapter include the following.

Dwarves: These short and stocky defenders of mountain
fortresses are often seen as stern and humorless. Known
for mining the earth’s treasures and crafting magnificent
items from ore and gemstones, they have an unrivaled
affinity for the bounties of the deep earth. Dwarves also
have a tendency toward traditionalism and isolation that
sometimes manifests as xenophobia.

Elves: Tall, noble, and often haughty, elves are long-
lived and subtle masters of the wilderness. Elves excel
in the arcane arts. Often they use their intrinsic link to
nature to forge new spells and create wondrous items that,
like their creators, seem nearly impervious to the ravages
of time. A private and often introverted race, elves can give
the impression they are indifferent to the plights of others.

Gnomes: Expatriates of the strange land of fey, these
small folk have a reputation for flighty and eccentric
behavior. Many gnomes are whimsical artisans and tinkers,
creating strange devices powered by magic, alchemy, and
their quirky imagination. Gnomes have an insatiable need
for new experiences that often gets them in trouble.

Half-Elves: Often caught between the worlds of their
progenitor races, half-elves are a race of both grace and
contradiction. Their dual heritage and natural gifts often

create brilliant diplomats and peacemakers, but half-elves
are often susceptible to an intense and even melancholic
isolation, realizing that they are never truly part of elven
or human society.

Half-Orcs: Often fierce and savage, sometimes
noble and resolute, half-orcs can manifest the best and
worst qualities of their parent races. Many half-orcs
struggle to keep their more bestial natures in check in
order to epitomize the most heroic values of humanity.
Unfortunately, many outsiders see half-orcs as hopeless
abominations devoid of civility, if not monsters unworthy
of pity or parley.

Halflings: Members of this diminutive race find
strength in family, community, and their own innate and
seemingly inexhaustible luck. While their fierce curiosity
is sometimes at odds with their intrinsic common sense,
halflings are eternal optimists and cunning opportunists
with anincredible knack for getting out the worst situations.

Humans: Ambitious, sometimes heroic, and always
confident, humans have an ability to work together toward
common goals that makes them a force to be reckoned
with. Though short-lived compared to other races, their
boundless energy and drive allow them to accomplish
much in their brieflifetimes.

GENERAL DESCRIPTION

Each race’s entry begins with a general description
of the race, followed by specific entries for the race’s
physical description, society, relations with other
races, alignment and religion, and members’ common
motivation for adventuring.

RACIAL TRAITS

Each race’s entry features a sidebar listing the race’s standard
racial traits. This information includes the race’s type, size,
vision, and base speed, as well as a number of other traits
common to most members of the race. With your GM’s
permission, you will also have the option to exchange these
standard racial traits for a number of alternate racial traits,
the rules for which are provided in the section below.

ALTERNATE RACIAL RULES

Alternate racial rules allow you to exchange existing racial
traits for new ones or gain new favored class rewards based
on your character’s race. The general rules for alternate
racial traits and alternate favored class options are
summarized below.

Alternate Racial Traits: This section lists alternate
racial traits for each of the seven core races. Many of them
play on racial themes not reflected in the standard racial
traits, like the elven alternate racial trait fleet-footed,
which grants the Run feat and a bonus on initiative checks
instead of the normal keen senses and weapon familiarity



traits, reflecting the grace and uncanny reflexes of that
race. To take one of these alternate racial traits, you must
exchange one or more of the existing standard racial traits
available to the race. You can exchange one or several of the
standard racial traits, but you cannot exchange the same
racial trait more than once. For example, an elf who takes
the fleet-footed racial trait cannot take the urbanite racial
trait, because the latter trait also replaces keen senses.

Racial Subtypes: This section presents a number of
select racial subtypes for each of the core races. Racial
subtypes give a brief description of what makes the subrace
different and presents a suite of alternate racial traits that
subrace gains instead of the race’s standard racial traits.

Favored Class Options: These rules allow each race to
take alternate rewards when a member of that race gains
a level in her favored class. Each of these replaces the
normal reward for having alevel in a favored class—either
gaining 1 extra hit point or 1 extra skill rank each time
a member of the race takes a level in that class. Unlike
those general rewards, the alternate favored class options
usually speak directly to the features and options of the
class in question. Most of them are plays on the flavor
of the race, such as a gnome’s curiosity about alchemical
devices or a halfling’s innate luck.

When choosing one of these favored class options, the
reward is gained on a level-by-level basis. Unless otherwise
noted, these benefits always stack with themselves. For
example, ahalfling fighter adds +1 to his CMD when resisting
a trip or a grapple each time he gains a level; choosing this
benefit twice increases the bonus to a total of +2, choosing it
10 times increases the bonus to a total of +10, and so on.

In other cases, these rewards may have a fixed numerical
limit, after which selecting such a favored class reward
again has no effect. In these cases you can always select the
standard reward for taking a level in a favored class.

Some of these alternate class rewards only add +1/2, +1/3,
+1/4, or +1/6 on a roll (rather than +1) each time the reward
is selected. When applying this type of result to a die roll,
always round down (minimum o). For example, a half-orc
with gunslinger as her favored class adds a +1/4 bonus on
attack rolls and a +1/2 bonus on damage rolls when using
the pistol whip deed each time she selects that favored
class bonus, though this means the net effect is +o on each
after selecting it once (because both +1/4 and +1/2 rounds
down to o). After 20 levels, this benefit gives the half-orc a
+5 bonus on attack rolls and a +10 bonus on damage rolls
when using the pistol whip deed (in addition to the base
value from being a 2oth-level gunslinger).

RACIAL ARCHETYPES

This section presents two archetypes for each of the
expanded races. Sometimes, an entry in this section
presents a new cavalier order or sorcerer bloodline instead

of an archetype. Typically, only members of the section’s
race can take the listed archetype, bloodline, or order,
though such options rarely interact with the racial traits
or alternate racial traits of that race. An archetype usually
features a thematic link to the race, granting it class
features that complement the abilities and the background
of the race. Because adventurers are often societal outliers,
sometimes these archetypes feature a theme that is the
exception to the norm for racial tendencies. The following
is a list of all the archetypes featured in this chapter,
listed by race. The class for each archetype is listed in
parentheses. If the option is a sorcerer bloodline instead
of'an archetype, this is also called out in parentheses.

Dwarves: Exarch (inquisitor), foehammer (fighter),
forgemaster (cleric), stonelord (paladin).

Elves: Ancient lorekeeper (oracle), spell dancer (magus),
spellbinder (wizard), treesinger (druid).

Gnomes: Experimental gunsmith (gunslinger),
prankster (bard), saboteur (alchemist).

Half-Elves: Bramble brewer (alchemist), bonded witch
(witch), wild caller (summoner), wild shadow (ranger).

Half-Orcs: Blood god disciple (summoner), hateful rager
(barbarian), redeemer (paladin), skulking slayer (rogue).

Halflings: Community guardian (oracle), filcher
(rogue), order of the paw (cavalier), underfoot adept (monk).

Humans: Buccaneer (gunslinger), feral child (druid),
imperious bloodline (sorcerer), wanderer (monk).

NEW RACIAL RULES

The final section of each race entry provides new rules
options for the race other than archetypes. The new racial
rules are split up into four sections, each described below.

Equipment: The equipment section for each race
provides new rules for standard and alchemical
equipment available to the race. Often such equipment is
available on the open market and members of other races
can purchase it, but many times, especially in the case of
alchemical equipment, it has no effect, lesser effects, or
even detrimental effects on members of other races.

Feats: This section provides new racial feats for members
of this race. These feats often play off a particular theme
of the race and in many cases expand or empower racial
traits of that race. All of these feats have the race in their
prerequisites, so members of other races cannot take them.

Magic Items: Magic items provided in this section are
often created and used exclusively by members of the race.
Some have effects that interact with racial traits, but others
have broader uses, and can be used by members of other races.

Spells: The spells in this section are common to
spellcasting members of the race. Sometimes they only
target members of the race, but often they are just the
race’s well guarded secrets; members of other races can
learn to cast them with GM permission.




DWARVES

Dwarves are a stoic but stern race, ensconced in cities carved

from the hearts of mountains and fiercely determined
to repel the depredations of savage races like orcs and
goblins. More than any other race, dwarves have acquired
a reputation as dour and humorless artisans of the earth. It
could be said that their history shapes the dark disposition
of many dwarves, for they reside in high mountains and
dangerous realms below the earth, constantly at war with
giants, goblins, and other such horrors.

Dwarves are lovers of history and tradition, and their
long lifespan leads to far less in the way of generational
shifts in attitudes, styles, fashions, and trends than
shorter-lived races exhibit. If a thing is not broken, they
do not fix it or change it; and if it is broken, they fix it
rather than replace it. Thrifty as a rule, dwarves are loath
to discard anything unless it is truly ruined and unable

DWARF RACIAL TRAITS

to be fixed. At the same time, dwarves’ meticulous,
near-obsessive attention to detail and durability in their
craftsmanship makes that a rare occurrence, as the things
they make are built to last. As a result, buildings, artwork,
tools, housewares, garments, weapons, and virtually
everything else made by dwarves still sees regular use at
an age when such items would be relegated to museum
pieces, dusty antique shelves, or junkyard fodder by other
races. Taken together, these traits create the impression
that dwarves are a race frozen in time.

Nothing could be further from the truth, however, as
dwarves are both thoughtful and imaginative, willing to
experiment, if always keen to refine and perfect a new
technique or product before moving on to the next one.
Dwarves have achieved feats of metallurgy, stonework,
and engineering that have consistently outpaced the
technological advances of other races, though some non-
dwarven races have used magic to supplement and perfect
their own creations to achieve the same ends through

+2 Constitution, +2 Wisdom, —2 Charisma: Dwarves are both tough and wise, but also a bit gruff.

Medium: Dwarves are Medium creatures and receive no bonuses or penalties due to their size.

Slow and Steady: Dwarves have a base speed of 20 feet, but their speed is never modified

by armor or encumbrance.

Darkvision: Dwarves can see in the dark up to 60 feet.

Defensive Training: Dwarves gain a +4 dodge bonus to AC against monsters
of the giant subtype.

Greed: Dwarves gain a +2 racial bonus on Appraise checks made to determine
the price of nonmagical goods that contain precious metals or gemstones.
Hatred: Dwarves gain a +1 racial bonus on attack rolls against humanoid
creatures of the orc and goblinoid subtypes because of their special training

against these hated foes.
Hardy: Dwarves gain a +2 racial bonus on saving throws against
poison, spells, and spell-like abilities.

Stability: Dwarves gain a +4 racial bonus to their Combat
Maneuver Defense when resisting a bull rush or trip
attempt while standing on the ground.
Stonecunning: Dwarves gain a +2 bonus on
Perception checks to notice unusual stonework,
such as traps and hidden doors located in stone
walls or floors. They receive a check to notice
such features whenever they pass within 10 feet
ofthem, whether or not they are actively looking.
Weapon Familiarity: Dwarves are proficient with
battleaxes, heavy picks, and warhammers, and treat
any weapon with the word “dwarven” in its name as a
martial weapon.

Languages: Dwarves begin play speaking Common and
Dwarven. Dwarves with high Intelligence scores can choose from
the following: Giant, Gnome, Goblin, Orc, Terran, and Undercommon.



mystical rather than mundane means. They are also a race
typified by stubborn courage and dedication to seeing
tasks through to completion, whatever the risks. These
traits have led dwarves to explore and settle in extreme
environments that would cause other races to quail and
retreat. From the darkest depths of the underworld to the
highest mountain peaks, from rusting iron citadels along
desolate rocky coasts to squat jungle ziggurats, dwarves
have established their enclaves and redoubts, holding them
against all comers or perishing to the last and leaving only
their enduring monuments to stand as their legacy.

While it is said that dwarves are not venturesome
or inventive, it would be more accurate to say that they
maintain a focus on and dedication to each task they
undertake and every change they adopt, vetting such
changes thoroughly before adopting them wholeheartedly.
When faced with new circumstances and new needs, they
react by applying tried and true tools and techniques
systematically, using existing methods whenever possible
rather than trying to invent novel solutions for every
situation. If necessity requires, however, they throw
themselves with equal vigor into developing the next
perfect procedure for demolishing the obstacles that getin
their way. Once their desired goal is obtained, they focus
on consolidating each new piece of territory or conceptual
advance. Dwarves thus rarely overextend themselves, but
they also may miss opportunities to seize the initiative
and maximize the advantages they create.

Physical Description: Dwarves are a short and stocky
race, and stand about a foot shorter than most humans,
with wide, compact bodies that account for their burly
appearance. Male and female dwarves pride themselves on
the long length of their hair, and men often decorate their
beards with a variety of clasps and intricate braids. Clean-
shavenness on a male dwarf'is a sure sign of madness, or
worse—no one familiar with their race trusts a beardless
dwarven man.

Society: The
mountain citadels account for many of the cultural

great distances between dwarves’
differences that exist within their society. Despite these
schisms, dwarves throughout the world are characterized
by their love of stonework, their passion for stone- and
metal-based craftsmanship and architecture, and their
fierce hatred of giants, orcs, and goblinoids. In some
remote enclaves, such as those areas where these races are
uncommon or unheard of, dwarves’ fixation on security
and safety combined with their rather pugnacious nature
leads them to find enemies or at least rivals wherever
they settle. While they are not precisely militaristic, they
learned long ago that those without axes can be hewn
apart by them, and thus dwarves everywhere are schooled
to be ready to enforce their rights and claims by force of
arms. When their patience with diplomacy is exhausted,

dwarves do not hesitate to adopt what they call “aggressive
negotiations.”

Relations: Dwarves and orcs have long dwelt in
proximity to one another, and share a history of violence
as old as both races. Dwarves generally distrust and shun
half-orcs. They find elves, gnomes, and halflings to be too
frail, flighty, or “pretty” to be worthy of proper respect.
It is with humans that dwarves share the strongest link,
for humans’ industrious nature and hearty appetites come
closest to matching those of the dwarven ideal.

Alignment and Religion: Dwarves are driven by
honor and tradition. While they are often stereotyped as
standoffish, they have a strong sense of friendship and
justice, and those who win their trust understand that
while they work hard, they play even harder—especially
when good ale is involved. Most dwarves are lawful good.

Adventurers: Although dwarven adventurers are rare
compared to humans, they can be found in most regions
of the world. Dwarves often leave the confines of their
redoubts to seek glory for their clans, to find wealth with
which to enrich the fortress-homes of their birth, or to
reclaim fallen dwarven citadels from racial enemies.
Dwarven warfare is often characterized by tunnel fighting
and melee combat, and as such most dwarves tend toward
classes such as fighters and barbarians.

Male Names: Dolgrin, Grunyar, Harsk, Kazmuk,
Morgrym, Rogar.

Female Names: Agna, Bodill, Ingra, Kotri, Rusilka, Yangrit.

ALTERNATE RACIAL RULES

While most think of dwarves as a relatively homogenous
race, many clans have adapted over the years to better
survive in harsh and varied environments. The following
options represent some of that customization, and can be
taken by any dwarf character.

Alternate Racial Traits
The following racial traits may be selected instead of
the standard dwarf racial traits. Consult your GM before
selecting any of these new options.

Ancient Enmity: Dwarves have long been in conflict
with elves, especially the hated drow. Dwarves with this
racial trait receive a +1 racial bonus on attack rolls against
humanoid creatures of the elf subtype. This racial trait
replaces hatred.

Craftsman: Dwarves are known for their superior
craftsmanship when it comes to metallurgy and stonework.
Dwarves with this racial trait receive a +2 racial bonus on
all Craft or Profession checks related to metal or stone.
This racial trait replaces greed.

Deep Warrior: Dwarves with this racial trait grew up
facing the abominations that live deep beneath the surface.
They receive a +2 dodge bonus to AC against monsters of the




aberration type and a +2 racial bonus on combat maneuver
checks made to grapple such creatures (or to continue a
grapple). This racial trait replaces defensive training.

Giant Hunter: Dwarves with this racial trait gain a +1
bonus on attack rolls against humanoids with the giant
subtype. Furthermore, they gain a +2 bonus on Survival
checks to find and follow tracks made by humanoids with
the giant subtype. This racial trait replaces the hatred
racial trait.

Lorekeeper: Dwarves keep extensive records about
their history and the world around them. Dwarves with
this racial trait receive a +2 racial bonus on Knowledge
(history) checks that pertain to dwarves or their enemies.
They can make such skill checks untrained. This racial
trait replaces greed.

Magic Resistant: Some of the older dwarven clans are
particularly resistant to magic. Dwarves with this racial
trait gain spell resistance equal to 5 + their character level.
This resistance can be lowered for 1 round as a standard
action. Dwarves with this racial trait take a —2 penalty on
all concentration checks made in relation to arcane spells.
This racial trait replaces hardy.

Minesight: Dwarves with this racial trait increase the
range of their darkvision to 9o feet; however, they are
automatically dazzled in bright light and take a —2 penalty
on saving throws against effects with the light descriptor.
This racial trait replaces darkvision.

Mountaineer: Mountain dwarves are skilled at climbing
and navigating narrow ledges. Dwarves with this racial
trait are immune to altitude sickness and do not lose their
Dexterity bonus to AC when making Climb or Acrobatics
checks to cross narrow or slippery surfaces. This racial
trait replaces stability.

Relentless: Dwarves are skilled at pushing their way
through a battlefield, tossing aside lesser foes with ease.
Dwarves with this racial trait receive a +2 bonus on
combat maneuver checks made to bull rush or overrun an
opponent. This bonus only applies while both the dwarf
and his opponent are standing on the ground. This racial
trait replaces stability.

Rock Stepper: Dwarves with this racial trait can
skillfully negotiate rocky terrain. They can ignore
difficult terrain created by rubble, broken ground, or
steep stairs when they take a 5-foot step. This racial trait
replaces stonecunning.

Saltbeard: Dwarves occasionally found iron cities along
rugged seacoasts, and natives of such cities gain a +2 bonus
on Profession (sailor) and Survival checks while at sea.
They gain a +1 racial bonus on attack rolls and a +2 dodge
bonus to AC against creatures with the aquatic or water
subtype. Their greed racial trait applies only to treasure
found in or under the water, but applies to all such
treasure regardless of whether or not it contains metal or

gemstones. This racial trait replaces defensive training,
hatred, and stonecunning.

Sky Sentinel: As creatures with a deep affinity for the
ground, dwarves are wary of attacks from above. Enemies
on higher ground gain no attack roll bonus against dwarves
with this racial trait, and they gain a +1 racial bonus on
attack rolls, a +2 dodge bonus to AC, and a +2 bonus on
Perception checks against flying creatures. This racial trait
replaces defensive training, hatred, and stonecunning.

Stonesinger: Some dwarves’' affinity for the earth
grants them greater powers. Dwarves with this racial
trait are treated as one level higher when casting spells
with the earth descriptor or using granted powers of the
Earth domain, the bloodline powers of the deep earth
bloodline or earth elemental bloodline, and revelations
of the oracle’s stone mystery. This ability does not give
them early access to level-based powers; it only affects the
powers they could use without this ability. This racial
trait replaces stonecunning.

Stubborn: Dwarves are renowned for their stubbornness.
Dwarves with this racial trait receive a +2 racial bonus on
Will saves to resist spells and spell-like abilities of the
enchantment (charm) and enchantment (compulsion)
schools. In addition, if they fail such a save, they receive
another save 1 round later to prematurely end the effect
(assuming it has a duration greater than 1 round). This
second save is made at the same DC as the first. If the dwarf
has a similar ability from another source (such as arogue’s
slippery mind), he can only use one of these abilities per
round, but he can try the other on the second round if the
first reroll ability fails. This racial trait replaces hardy.

Surface Survivalist: Some dwarves have dwelt so long
aboveground they have lost their ability to see at night.
However, their adaptation to extreme environments
allows them to treat wind conditions (when determining
whether or not they are checked or blown away) and either
hot or cold climates (choose one) as one step less severe.
This racial trait replaces darkvision.

Xenophobic: Isolationist dwarves despise non-dwarven
humanoids. They speak only Dwarven and do not gain
any bonus languages from possessing a high Intelligence
score. In addition, theylearn only one language per 2 ranks
of Linguistics they possess. However, their untrusting
nature gives them a +1 bonus against mind-affecting
effects, except for fear affects. This racial trait replaces a
dwarf’s normal languages.

Wyrmscourged: Dwarves with this racial trait gain a
+1 bonus on attack rolls and a +2 dodge bonus to AC and on
saving throws against the exceptional, supernatural, and
spell-like abilities of dragons. They also gain a +2 racial
bonus on Knowledge (arcana) checks to identify dragons
and can make such checks untrained. This racial trait
replaces defensive training, hatred, and stonecunning.



Racial Subtypes
You can combine various alternate racial traits to create
dwarven subraces or variant races, such as the following.

Deep Delver: Dwarves living far below the earth
have the minesight and deep warrior racial traits. Deep
delver spellcasters may exchange stonecunning for the
stonesinger trait.

Elder Dwarf: Traditionalist dwarves of ancient lineage
have the ancient enmity, lorekeeper, and either the magic
resistant or stubborn racial traits.

Exiled Dwarf: Dwarves who have lost their homelands
usually have the relentless and stubborn racial traits, and
often have wyrmscourged as well.

Mountain Dwarf: Dwarves living atop high peaks have
the mountaineer racial trait and often surface survivalist
as well. Mountain dwarves are also trained to defend their
homes, and may take the sky sentinel and xenophobic
traits instead.

Favored Class Options

Instead of receiving an additional skill rank or hit point
whenever they gain a level in a favored class, dwarves
have the option of choosing from a number of other
bonuses, depending upon the character’s favored class.
The following options are available to all dwarves who
have the listed favored class, and unless otherwise stated,
the bonus applies each time you select the listed favored
class reward.

Alchemist: Add +1/4 to the alchemist’s natural armor
bonus when using his mutagen.

Barbarian: Add +1 to the barbarian’s total number of
rage rounds per day.

Bard: Reduce arcane spell failure chance for casting
bard spells when wearing medium armor by +1%. Once the
total reaches 10%, the bard also receives Medium Armor
Proficiency, if he does not already possess it.

Cavalier: Add +1/2 to the cavalier’s bonus to damage
against targets of his challenge.

Cleric: Select one domain power granted at ist level
that is normally usable a number of times per day equal to
3 + the cleric’s Wisdom modifier. The cleric adds +1/2 to
the number of uses per day of that domain power.

Druid: Select one domain power granted at 1st level
that is normally usable a number of times per day equal to
3 + the druid’s Wisdom modifier. The druid adds +1/2 to
the number of uses per day of that domain power.

Fighter: Add +1 to the fighter’s CMD when resisting a
bull rush or trip.

Gunslinger: Reduce the misfire chance for one type of
firearm by 1/4. You cannot reduce the misfire chance of a
firearm below 1.

Inquisitor: Add +1/2 to the inquisitor’s level for the
purpose of determining the effects of one type ofjudgment.

Magus: Select one known magus arcana usable only once
per day. The magus adds +1/6 to the number of times it can
be used per day. Once that magus arcana is usable twice per
day, the magus must select a different magus arcana.

Monk: Reduce the Hardness of any object made of clay,
stone, or metal by 1 whenever the object is struck by the
monk’s unarmed strike (minimum of o).

Oracle: Reduce the penalty for not being proficient
with one weapon by 1. When the nonproficiency penalty
for a weapon becomes o because of this ability, the oracle
is treated as having the appropriate Martial or Exotic
Weapon Proficiency feat with that weapon.

Paladin: Add a +1 bonus on concentration checks when
casting paladin spells.

Ranger: Add a +1/2 bonus on wild empathy checks to
influence animals and magical beasts that live underground.

Rogue: Add a +1/2 bonus on Disable Device checks
regarding stone traps and a +1/2 bonus to trap sense
regarding stone traps.

Sorcerer: Add +1/2 to acid and earth spell or spell-like
ability damage.

Summoner: Add a +1/4 natural armor bonus to the AC of
the summoner’s eidolon.

Witch: Add +1/4 natural armor bonus to the AC of the
witch’s familiar.

Wizard: Select one item creation feat known by the
wizard. Whenever he crafts an item using that feat, the
amount of progress he makes in an 8-hour period increases
by 200 gp (50 gp if crafting while adventuring). This does
not reduce the cost of the item; it just increases the rate at
which the item is crafted.

RACIAL ARCHETYPES

The following racial archetypes are available to dwarves.

Exarch (Inquisitor)
The gruff traditionalism of most dwarves finds its apex
in those who adhere to a strict orthodoxy rooted in
ancient principles and practices and who are not amenable
whatsoever to change or innovation.

Spells: Exarchs cannot cast spells with the chaotic
descriptor.

Inflexible Will (Ex): At 1st level, an exarch gains a
+2 bonus on saving throws against confusion and insanity
effects and effects with the chaotic descriptor. This ability
replaces monster lore.

Detect Chaos (Sp): At will, an exarch can use detect chaos.
This ability replaces detect alignment.

Fearsome Jurist (Su): At 5th level, an exarch can imbue
one of her weapons with the jurist or menacing weapon
special ability as a swift action, and may switch between
these properties as a swift action. When using either
special ability, her weapon’s critical threat range doubles




against chaotic creatures. This does not stack with keen
edge, Improved Critical, or similar effects. This ability
otherwise functions as and replaces bane.

Aura of Repetition (Su): At 8th level, once per day
while using her judgment, an exarch can project an aura
of repetition, as the Toil subdomain power (Advanced
Player’s Guide 97). If the exarch takes Artifice (Toil) as
her domain, the save DC of her aura increases by 2 but
its duration does not increase. This ability replaces her
second judgment.

Double Jeopardy (Su): At 12th level, whenever an exarch
uses her fearsome jurist ability, she may choose to affect
two weapons, with one gaining the jurist weapon special
ability and the other the menacing special ability as above.
Both special abilities may be combined in a single weapon,
whose critical threat range doubles. This does not stack
with keen edge, Improved Critical, or similar effects. This
ability replaces greater bane.

Aura of Reversion (Su): At 16th level, while using
her judgment, an exarch can project a 3o-foot-radius
emanation for a number of rounds per day equal to her
inquisitor level. Any creature other than the exarch that
is using a transmutation effect within this aura at the

beginning of'its turn becomes sickened, or sickened and
nauseated if using a polymorph effect, including the
change shape ability (Fortitude negates; DC 10 + 1/2 the
exarch’slevel + her Wisdom modifier). Continuous effects
from permanent magical items do not cause this effect.
Within the aura, dispel checks against transmutation
effects gain a +4 bonus. This ability cannot be used
simultaneously with aura of repetition. This ability
replaces her third judgment.

Foehammer (Fighter)

While the axe is the most famous dwarven weapon, the
hammer is at the heart of dwarves’ heritage as forgemasters
and warriors alike.

Sledgehammer (Ex): At 3rd level, a foehammer wielding
a hammer gains a +2 circumstance bonus on combat
maneuver checks made to bull rush, overrun, sunder, or
trip. This ability replaces armor training 1.

Weapon Training (Ex): At 5th level, a foehammer must
select hammers and does not gain weapon training with
other groups, though his weapon training bonus improves
by +1 every four levels after 5th.

Hammer to the Ground (Ex): At 7th level, when a
foehammer succeeds at a bull rush combat maneuver, he
can make a trip combat maneuver at the end of the bull
rush. If he does not move with the target, the force of his
blow may still trip his foe, but he takes a —5 penalty on the
combat maneuver check to trip.




At 1sth level, any creature a foehammer successfully bull
rushes is automatically knocked prone at the end of the
bull rush. This ability replaces armor training 2 and 4.

Rhythmic Blows (Ex): At gth level, each time that a
foehammer hits a target, he gains a +1 bonus on attack rolls
against that target. This bonus stacks with each hit against
that target, but lasts only until the end of the foehammer’s
turn. This ability replaces weapon training 2.

Piledriver (Ex): At 11th level, as a standard action, a
foehammer may make a single melee attack with a weapon
from the hammer weapon training group. If the attack
hits, he may make a bull rush or trip combat maneuver
against the target of his attack as a free action that does
not provoke an attack of opportunity. This ability replaces
armor training 3.

Ground Breaker (Ex): At 13th level, as a full-round action,
a foehammer may strike the ground with his hammer. If
the attack deals more damage than the floor’s hardness,
the space he occupies and all adjacent squares become
difficult terrain. Creatures in those squares, except for
the foechammer, are knocked prone (DC 15 Reflex negates).
This ability replaces weapon training 3.

Hammer Master (Ex): At 17th level, any combat feats
a foehammer has learned with any weapon from the
hammer weapon training group (e.g., Improved Critical,
Weapon Focus) apply to all weapons from that group. This
ability replaces weapon training 4.

Devastating Blow (Ex): At 19th level, as a standard
action, a foehammer may make a single melee attack with
a weapon from the hammer weapon training group at a
—5 penalty. If the attack hits, it is treated as a critical threat.
Weapon special abilities that only activate on a critical hit
do not activate if this critical hit is confirmed. This ability
replaces armor mastery.

Weapon Mastery (Ex): A foehammer must choose a
weapon from the hammer group.

Forgemaster (Cleric)

Forgemasters are priestly dwarves who are ritual casters
and expert enchanters, able to produce their rune-graven
armaments with astonishing speed.

Artificer: A forgemaster gains only one domain, which
must be the Artifice domain (not including subdomains).
If she worships a deity, it must grant the Artifice domain.

Steel Spells: A forgemaster adds the following spells to
her spell list (spells marked with an asterisk [*] are found
in the Advanced Player’s Guide): 1st—crafter’s curse, crafter’s
fortune*, lead blades*; 2nd—chill metal, heat metal, shatter;
3rd—keen edge, versatile weapon*; 8th—iron body, repel metal
or stone.

Divine Smith (Su): Whenever a forgemaster casts a spell
that targets a weapon, shield, or armor, the spell takes effect
at +1 caster level. If the spell has one or more metamagic

feats applied, she reduces the total level adjustment to the
spell by 1 (minimum o).

Runeforger (Su): A forgemaster may inscribe mystical
runes upon a suit of armor, shield, or weapon as full-round
action, using this ability a number of times per day equal
to 3 + her Intelligence modifier. These runes last 1 round
per cleric level, but inscribing the same rune twice on an
item increases this duration to 1 minute per level, three
times to 10 minutes per level, and four times to 1 hour per
level. Erase affects runes as magical writing. A forgemaster
learns forgemaster’s blessing at 1st level and may learn one
additional rune at 2nd level and every 2 levels thereafter.
Only one type of rune marked with an asterisk (*) may be
placed on an item at any given time. This ability replaces
channel energy.

Ancient Splendor: The inscribed weapon, armor, or
shield grants a +2 circumstance bonus on Diplomacy and
Intimidate checks (+4 when interacting with dwarves).

Bloodthirst*: The inscribed piercing or slashing weapon
functions as if it had the wounding special ability, even if
nonmagical. The forgemaster must be at least 4th level
before learning this rune.

Deathstrike: The inscribed weapon stores a death knell
spell that triggers immediately if a blow from the weapon
reduces a target to negative hit points. This expends all
deathstrike runes on the weapon. The forgemaster must
be at least 4th level before learning this rune.

Durability: The inscribed item’s hardness increases by
an amount equal to the forgemaster’s Wisdom modifier,
and its hit points increase by an amount equal to twice
her level.

Featherlight: The inscribed item’s weight is halved; a
metal item’s weight is reduced to 1/4 normal. If inscribed
on a suit of armor, its armor check penalty for Acrobatics,
Climb, and Jump checks is halved.

Forgemaster’s Blessing: The inscribed nonmagical item
functions as a masterwork item.

Ghostglyph*: The inscribed weapon, shield, or armor
gains the ghost touch special ability. The forgemaster must
be at least 4th level before learning this rune.

Glowglyph: The inscribed item sheds light as a torch. As
a standard action, the bearer can command the rune to
erupt in a burst of light as a shield with the blinding special
ability with a burst radius of 5 feet per glowglyph rune
inscribed on the item. This expends all glowglyph runes
on the item.

Invulnerability*: The inscribed armor grants its wearer
DR/magic equal to 1/2 her cleric level. The forgemaster
must be at least 8th level before learning this rune.

Powerstrike*: The inscribed weapon’s critical threat
range doubles. This does not stack with keen edge, Improved
Critical, or similar effects. The forgemaster must be at
least 6th level before learning this rune.




Return*: The inscribed weapon gains the returning
weapon special ability. The forgemaster must be at least
4th level before learning this rune.

Spellguard: The inscribed item gains spell resistance
equal to 11 + her cleric level. This applies only to effects
targeting the item itself.

Spellglyph*: The inscribed weapon gains the spell storing
special ability. The forgemaster must be at least 4th level
before learning this rune.

Thief-Curse: The forgemaster designates one creature
as the rightful owner of an item. Any other creature that
intentionally grasps the item is cursed (as bestow curse) for
the duration of the rune. The forgemaster must be at least
Gth level before learning this rune.

Tracer: For as long as the rune lasts, the cleric may sense its
location at will as a standard action, as if using locate object.

Craft Magic Arms and Armor: The forgemaster gains
this as a bonus feat at 3rd level.

Master Smith (Ex): At 5th level, a forgemaster can craft
mundane metal items quickly, using halftheir gp value to
determine progress, and can craft magical metal items in
halfthe normal amount of time.

Stonelord (Paladin)

A stonelord is a devoted sentinel of dwarven enclaves,
drawing the power of the earth and ancient stone to
protect her people.

Stonestrike (Su): Once per day per paladin level, a
stonelord can draw upon the power of the living rock. As a
swift action, she treats her melee attacks until the beginning
of her next turn (whether armed or unarmed) as magical and
adamantine, including ignoring hardness up to twice her
paladin level, with a +1 bonus on attack and damage rolls, as
well as on combat maneuver checks. This bonus also applies
to her CMD if she or her target is touching the ground or a
stone structure. This bonus increases by +1 at 5th level and
every 5 levels thereafter. This ability replaces smite evil.

Heartstone (Ex): At 2nd level, a stonelord’s flesh becomes
progressively rockier. She gains a +1 natural armor bonus
to AC and DR/adamantine equal to 1/2 her paladin level.
The natural armor bonus increases by +1 at 6th level, and
every four levels thereafter, to a maximum of +5 at 18th level.
These benefits are halved when not touching the ground or
a stone structure. This ability replaces divine grace.

Stoneblood (Ex): At 3rd level, a stonelord’s vitals begin to
calcify and her blood transforms into liquid stone. She
adds her paladin level on checks to stabilize at negative

hit points and gains a 25% chance to ignore a critical

hit or precision damage. This does not stack with
fortification armor or similar effects. At gth level, this
chance increases to 50% and she becomes immune to
petrification. At 15th level, this chance increases to 75%
and she becomes immune to bleed and blood drain effects.
This ability replaces divine health and her mercies gained
at 3rd, gth, and 15th level.

Defensive Stance (Ex): At 4th level, a stonelord
gains the defensive stance ability, as a stalwart

defender (Advanced Player’s Guide 277), and may
select one defensive power at 8th level and every
four levels thereafter. Levels of stalwart defender
stack with her paladin levels when determining
the total number of rounds that she can maintain
her defensive stance per day. A stonelord does not gain
any spells or spellcasting abilities, does not have a caster
level, and cannot use spell trigger or spell completion
magic items.

Earth Channel (Su): At 4th level, a stonelord gains
Elemental Channel (earth) as a bonus feat, which she
may activate by spending two uses of her lay on hands
ability, using her paladin level as her effective cleric
level. This ability replaces channel positive energy.



TABLE I-1: DWARVEN WEAPONS

Exotic Weapons Cost Dmg(S) Dmg(M)  Critical Range Weight Type Special
Light Melee Weapons

Helmet, dwarven boulder 20 gp 1d3 1d4 X2 — 10 Ibs. B see text
One-Handed Melee Weapons

Waraxe, dwarven double 60 gp 1d8 1dio X3 — 12 |bs. S see text
Two-Handed Melee Weapons

Longaxe, dwarven 50 gp 1d1o 1d12 X3 — 14 Ibs. S reach

Longhammer, dwarven 70 gp 1d1o 2d6 X3 — 20 |bs. B reach

Stone Servant (Su): At 5th level, a stonelord may call a
Small earth elemental to her side, as a paladin calls her
mount. This earth elemental is Lawful Good in alignment
and possesses the celestial template, and it increases in size
as the stonelord gains levels, becoming Medium at 8th level,
Large at 11th level, Huge at 14th level, Greater at 17th level,
and Elder at 20th level. This ability replaces divine bond.

Stonebane (Su): At 11th level, when using stonestrike,
a stonelord’s attack gains the bane weapon special ability
against creatures with the earth subtype and constructs
or objects made of earth or stone. This ability replaces
aura of justice.

Phase Strike (Su): At 12th level, a stonelord’s stonestrike
may pass through stone and metal as if they weren’t
there. By spending 2 uses of her stonestrike ability, she
may ignore any cover less than total cover provided by
stone or metal, and she ignores any AC bonus from stone
or metal armor or shields as if wielding a brilliant energy
weapon. A phase strike cannot damage constructs, objects,
or creatures with the earth subtype, but unlike a brilliant
energy weapon, it can harm undead. This ability replaces
her 12th-level mercy.

Mobile Defense (Ex): At 18th level, a stonelord can make
one 5-foot step per round while maintaining her defensive
stance. This ability replaces her 18th-level mercy.

Stone Body (Ex): At 2oth level, a stonelord’s body
transforms into living stone. She no longer needs to eat,
drink, breathe, or sleep, and she becomes immune to
paralysis, poison, and stunning. She is also no longer
subject to critical hits or precision-based damage. This
ability replaces holy champion.

NEW RACIAL RULES

The following options are available to dwarves. At the
GM’s discretion, other appropriate races may also make
use of some of these.

Dwarven Equipment
Dwarves have access to the following equipment.

Helmet, Dwarven Boulder: This heavy, reinforced
helmet can be used to make melee attacks. The wearer may
also use the helmet when attempting bull rush maneuvers,
granting a +2 circumstance bonus on the check, but after
completing the maneuver (whether successful or not),
the wearer is staggered until the end of his next turn. In
addition, the helmet grants a +2 circumstance bonus to
the wearer’s AC against critical hit confirmation rolls. A
dwarven boulder helmet adds 20% to the wearer’s arcane
spell failure chance. It occupies the head slot and is made
of metal, not stone, meaning that it can be crafted from
unusual materials as a metal weapon. A dwarven boulder
helmet can be enchanted as a weapon (not as armor, despite
providing some protection).

Longaxe, Dwarven (Axes Group): These ornate and
heavy blades are mounted atop a long, steel-shod haft
for greater reach. They are rare among cave-dwelling
dwarves but common in mountain dwarf clans that
commonly feud with giants.

Longhammer, Dwarven (Hammers Group): These
heavy-headed bludgeons are often carved or cast with
monstrous faces or drilled with tiny holes to create a
menacing whistling as they are swung through the air.

Waraxe, Dwarven Double (Axes Group): This hefty waraxe
is similar to the common dwarven waraxe, but its recurved
blade spans forward and back from its head like a deadly
butterfly. A dwarven double waraxe grants a +1 bonus on all
attack rolls after the first when using Cleave or Great Cleave.

Dwarven Feats
Over their long history, dwarves have faced many enemies
from both above and below. As aresult, they have developed
anumber of tricks and abilities to help them survive in the
face of such threats.

Brewmaster

You can concoct potent brews.
Prerequisites: Craft (alchemy) 1 rank, Profession (brewer)

1 rank, dwarf.




Benefit: You gain a +2 bonus on Craft (alchemy) and
Profession (brewer) checks, and you add +1 to the DC of any
ingested poison you create.

Cleave Through (Combat)
You can step forward to hew enemies farther away from you.

Prerequisites: Str 13, Cleave, Power Attack, base attack
bonus +11, dwarf.

Benefit: When using Cleave or Great Cleave, if your
initial attack hits, you may take a single 5-foot step as a
free action before making your additional attacks. If doing
so places a creature within your threatened area, that
creature becomes a legal target for your additional Cleave
attack(s) as long as it meets all the other prerequisites.

Normal: You may only make additional attacks with
Cleave against creatures you threaten when you make your
initial attack.

Cloven Helm (Combat)
Your helm turns aside lethal blows.

Prerequisites: Dented Helm, Hard-Headed, base attack
bonus +11, dwarf.

Benefit: When wearing a helmet, you add +1 to your AC
against critical hit confirmation rolls; this benefit stacks
with Dented Helm. When you use Dented Helm to deflect
a critical hit, you may apply all damage from the critical
hit to your helmet before applying any damage to yourself.
If you take no damage, any additional effects, such as
critical feats or poison, are negated.

Dented Helm (Combat)
Your helm protects you from hard hits.

Prerequisites: Hard-Headed, base attack bonus +6, dwarf.

Benefit: When wearing a helmet, you add +1 to your AC
against critical hit confirmation rolls. When a critical hit
is confirmed against you, as an immediate action, you can
apply half of the damage from the attack to your helmet
rather than yourself, applying hardness as normal. If
the damage destroys your helmet, any leftover damage
is applied to you. After using this feat, you are staggered
until the end of your next turn. You may not use this feat if
your helmet has the broken condition or the attack ignores
armor bonuses to AC.

Giant Killer (Combat)
Your cleaving strokes menace giants and larger foes.
Prerequisites: Str 13, Cleave, Goblin Cleaver, Orc Hewer,
Power Attack, Strike Back, base attack bonus +11, dwarf.
Benefit: This functions as Goblin Cleaver, but your
additional attacks can be made against creatures one
size category larger than you or smaller. In addition,
any such attacks made against humanoids (giant) gain a
+2 circumstance bonus on attack rolls.

Goblin Cleaver (Combat)

You are ferocious at hewing smaller opponents.
Prerequisites: Str 13, Cleave, Power Attack, dwarf.
Benefit: When using Cleave or Great Cleave, if your

initial attack hits, you may take your additional attacks

against any creature smaller than you that you threaten;
your targets need not be adjacent to one another. Additional

attacks you make against humanoids (goblinoid) gain a

+2 circumstance bonus on attack rolls.

Hard-Headed (Combat)
Your thick skull is almost a weapon unto itself.

Prerequisites: Base attack bonus +1, dwarf.

Benefit: You gain a +1 bonus on attack rolls and combat
maneuver checks made using a helmet. You receive a +2
bonus on saves against spells and special abilities that
cause you to become staggered or stunned.

Ledge Walker
You negotiate tiny ledges like a mountain goat.

Prerequisites: Dex 13, dwarf, mountaineer or stability
racial trait.

Benefit: You can move at full speed while using
Acrobatics to balance on narrow surfaces, and you gain
a +4 bonus on Climb checks to catch yourself or another
creature while falling. You also gain a +4 bonus on saving
throws against effects that would cause you to fall prone
(such as earthquakes). This bonus does not apply to your
CMD against bull rush or trip attacks.

Orc Hewer (Combat)
You are ferocious at hewing your enemies, especially orcs.

Prerequisites: Str 13, Cleave, Goblin Cleaver, Power
Attack, dwarf.

Benefit: This feat functions as Goblin Cleaver, but your
additional attacks can be made against creatures your size
or smaller. In addition, any such attacks that you make
against humanoids (orc) gain a +2 circumstance bonus on
attack rolls.

Shatterspell (Combat)
Your mighty blows shatter your enemy’s magic.

Prerequisites: Disruptive, Spellbreaker, dwarf, 1oth-
level fighter.

Benefit: As a standard action, you can attempt to sunder
an ongoing spell effect as if you had the spell sunder rage
power (Ultimate Combat 28). You may use this feat once per
day, plus one additional time per day for every 5 points by
which your base attack bonus exceeds +10.

Toxic Recovery
Your system recuperates from the effects of poisons with
astonishing speed.



Prerequisites: Dwarf, hardy racial trait.

Benefit: Whenever you succeed at a saving throw against
poison, you heal 1 point of ability damage of the type dealt
by the poison. Whenever you heal ability damage naturally
or magically, you heal 1 additional point of ability damage.
This feat has no effect on penalties to ability scores or
ability drain.

Dwarven Magic ltems

Dwarven magic often involves earth and stone, and is
tailored to overcome the challenges they face in everyday
life. It should therefore come as no surprise that dwarves’
magic items often deal with these as well. The following
magic items were invented by dwarven crafters, and are

rare outside their communities.

ELIXIR OF DARKSIGHT

Aura moderate transmutation; CL 6th
Slot none; Price 1,200 gp; Weight —
DESCRIPTION

This dark, syrupy draught doubles the range of the drinker’s
darkvision and also enables her to see through deeper darkness
when using darkvision. The effects last for 1 hour.
CONSTRUCTION

Requirements Craft Wondrous Item, darkvision, deeper
darkness; Cost 600 gp

ROD OF DWARVEN MIGHT

Aura strong transmutation; CL 1gth
Slot none; Price 80,000 gp; Weight 10 Ibs.
DESCRIPTION

This dwarven version of the more famous rod of lordly might

has no spell-like powers; however, when wielded by a dwarf,

it increases all AC, attack roll, CMD, CMB, and saving throw

bonuses from a dwarf’s racial traits by +1. The rod shares

the mundane powers of a rod of lordly might, but its magical

weapon forms are tailored to dwarven preferences.

« Inits normal form, the rod can be used as a +1 returning
light hammer.

« When button 1 is pushed, the rod becomes a +3 dwarven
longhammer.

« When button 2 is pushed, the rod becomes a +4 dwarven
waraxe.

« When button 3 is pushed, the rod becomes a +2 light
crossbow or +2 heavy crossbow.

CONSTRUCTION

Requirements Craft Magic Arms and Armor, Craft Rod, bull’s
strength, telekinesis, creator must be a dwarf; Cost 40,000 gp

Dwarven Spells

Dwarven spellcasters are renowned for shaping the ground
beneath them, molding metal, and using magic to aid
their craft. These spells are just a sample of such magics.

GROUNDSWELL

School transmutation [earth]; Level cleric 2, druid 2, magus 2,
ranger 2

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration 1 minute/level

Saving Throw Fortitude negates (harmless); Spell Resistance
yes (harmless)

This spell allows the target to cause the ground to rise up

beneath him. As a swift action, the target can cause the ground

to rise 5 feet, while all adjacent squares are treated as steep

slopes (Core Rulebook 428). The groundswell precludes flanking

from creatures standing at lower elevations than the target.

If the target moves after creating a groundswell, the ground

returns to its normal elevation at the end of his turn; otherwise,

it remains in place until the target moves or uses a swift action

to return the ground to normal. A groundswell cannot increase

elevation of the ground beyond 5 feet.

IRONBEARD

School transmutation; Level antipaladin 1, cleric 1, magus 1,
paladin 1, ranger1

Casting Time 1 standard action

Components V, S

Range touch

Target willing creature touched

Duration 1 minute/level

Saving Throw Fortitude negates (harmless); Spell Resistance
yes (harmless)

A brushy beard of stiff iron erupts from the subject’s face. The

ironbeard grants a +1 armor bonus to AC, which stacks with any

armor worn by the creature. The ironbeard can also be used as

a weapon equivalent to cold iron armor spikes. The ironbeard

makes it difficult to speak, so any spellcasting with a verbal

component has a 20% spell failure chance.

TOILSOME CHANT

School enchantment (compulsion) [mind-affecting]; Level bard 1

Casting Time see text

Components V, S

Range close (25 ft. + 5 ft./2 levels)

Target one living creature

Duration see text

Saving Throw Will negates (harmless); Spell Resistance yes
(harmless)

You can cast this spell as part of the action to begin an inspire

competence bardic performance. The benefit of inspire

competence persists for as long as is necessary to complete

the target’s next skill check using the chosen skill (up to a

maximum of 1 hour per caster level), even if you cease your

bardic performance.




BIVES

The long-lived elves are children of the natural world,

similar in many superficial ways to fey creatures, though
with key differences. While fey are truly linked to the flora
and fauna of their homes, existing as the nearly immortal
voices and guardians of the wilderness, elves are instead
mortals who are in tune with the natural world around
them. Elves seek to live in balance with the wild and
understand it better than most other mortals. Some of'this
understanding is mystical, but an equal part comes from
the elves’ long lifespans, which in turn gives them long-
ranging outlooks. Elves can expect to remain active in the

ELF RACIAL TRAITS

but their form is frail.

their size.

same locale for centuries. By necessity, they must learn
to maintain sustainable lifestyles, and this is most easily
done when they work with nature, rather than attempting
to bend it to their will.

However, their links to nature are not entirely driven
by pragmatism. Elves’ bodies slowly change over time,
taking on a physical representation of their mental and
spiritual states, and those who dwell in a region for a
long period of time find themselves physically adapting
to match their surroundings, most noticeably taking on
coloration that reflects the local environment.

Elves value their privacy and traditions, and while they
are often slow to make friends at both the personal and
national levels, once an outsider is accepted as a comrade,
the resulting alliances can last for generations. Elves
take great joy in forging alliances with races that share
or exceed their long lifetimes, and often work to befriend
dragons, outsiders, and fey. Those elves who spend their
lives among the short-lived races, on the other hand,
often develop a skewed perception of mortality and
become morose, the result of watching wave after wave of’
companions age and die before their eyes.

Physical Description: Generally taller than humans,
elves possess a graceful, slender physique that is accentuated
by their long, pointed ears. It is a mistake, however, to
consider them weak or feeble, as the thin limbs of an elf can
contain surprising power. Their eyes are wide and almond-
shaped, and filled with large, vibrantly colored pupils. The
coloration of elves as a whole varies wildly, and is much
more diverse than that of human populations. However, as
their coloration often matches their surroundings, the elves

+2 Dexterity, +2 Intelligence, —2 Constitution: Elves are nimble, both in body and mind,
Medium: Elves are Medium creatures and receive no bonuses or penalties due to

Normal Speed: Elves have a base speed of 30 feet.
Low-Light Vision: Elves can see twice as far as humans in conditions of dim light.
Elven Immunities: Elves are immune to magic sleep effects and gain a +2 racial saving
throw bonus against enchantment spells and effects.
Elven Magic: Elves receive a +2 racial bonus on caster level checks made to overcome
spell resistance. In addition, elves receive a +2 racial bonus on Spellcraft skill checks made
to identify the properties of magic items.

Keen Senses: Elves receive a +2 racial bonus on Perception checks.

Weapon Familiarity: Elves are proficient with longbows (including composite longbows),
longswords, rapiers, and shortbows (including composite shortbows), and treat any
weapon with the word “elven” in its name as a martial weapon.

Languages: Elves begin play speaking Common and Elven. Elves with high Intelligence

scores can choose from the following: Celestial, Draconic, Gnoll, Gnome, Goblin, Orc,
and Sylvan.



of a single community may appear quite similar. Forest-
dwelling elves often have variations of green, brown, and
tan in their hair, eye, and even skin tones.

While elven clothing often plays off the beauty of
the natural world, those elves who live in cities tend to
bedeck themselves in the latest fashions. Where city-
dwelling elves encounter other urbanites, the elves are
often fashion trendsetters.

Society: Many elves feel a bond with nature and strive to
live in harmony with the natural world. Although, like most,
elves prefer bountiful lands where resources are plentiful,
when driven to live in harsher climates, they work hard to
protect and shepherd the region’s bounty, and learn how to
maximize the benefit they receive from what little can be
harvested. When they can carve out a sustainable, reliable
life in deserts and wastelands, they take pride as a society in
the accomplishment. While this can make them excellent
guides to outsiders they befriend who must travel through
such lands, their disdain of those who have not learned to
live off the scant land as they have makes such friends rare.

Elves have an innate gift for craftsmanship and artistry,
especially when working in wood, bone, ivory, or leather.
Most, however, find manipulating earth and stone to be
distasteful, and prefer to avoid forging, stonework, and
pottery. When such work must be done within a community,
a few elves may find themselves drawn to it, but regardless
of their craftsmanship, such “dirt-wrights” are generally
seen by other elves as being a bit off. In the most insular of
elven societies, they may even be treated as lower class.

Elves also have an appreciation for the written word,
magic, and painstaking research. Their naturally keen
minds and senses, combined with their inborn patience,
make them particularly suited to wizardry. Arcane
research and accomplishment are seen as both practical
goals, in line with being a soldier or architect, and artistic
endeavors as great as poetry or sculpture. Within elven
society, wizards are held in extremely high regard as
masters of an art both powerful and aesthetically valued.
Other spellcasters are not disdained, but do not gain the
praise lavished upon elven wizards.

Relations: Elves are prone to dismissing other races,
writing them offas rash and impulsive, yet on an individual
level, they are excellent judges of character. In many cases
an elf will come to value a specific member of another
race, seeing that individual as deserving and respectable,
while still dismissing the race as a whole. If called on this
behavior, the elf often doesn’t understand why his “special
friend” is upset the elf has noticed the friend is “so much
better than the rest of his kind.” Even elves who see such
prejudice for what it is must constantly watch themselves
to prevent such views from coloring their thinking.

Elves are not foolish enough, however, to dismiss all
aspects of other races and cultures. An elf might not want

a dwarf neighbor, but would be the first to acknowledge
dwarves’ skill at smithing and their tenacity in facing orc
threats. Elves regard gnomes as strange (and sometimes
dangerous) curiosities, but regard their magical talent
as being worthy of praise and respect. Halflings are
often viewed with a measure of pity, for these small
folk seem to the elves to be adrift, without a traditional
home. Elves are fascinated with humans, who seem to
live in a few short years as full a life as an elf manages
in centuries. In fact, many elves become infatuated with
humans, as evidenced by the number of half-elves in the
world. Elves have difficulty accepting crossbreeds of any
sort, however, and usually disown such offspring. They
similarly regard half-orcs with distrust and suspicion,
assuming they possess the worst aspects of orc and
human personalities.

Alignment and Religion: Elves are emotional and
capricious, yet value kindness and beauty. Most elves
are chaotic good, wishing all creatures to be safe and
happy, but unwilling to sacrifice personal freedom or
choice to accomplish such goals. They prefer deities who
share their love of the mystic qualities of the world—
Desna and Nethys are particular favorites, the former
for her wonder and love of the wild places, and the latter
for his mastery of magic. Calistria is perhaps the most
notorious of elven deities, for she represents elven ideals
taken to an extreme. Elves accept in Calistria (and her
priests) behavior they would denounce in others, because
Calistria is clearly (to elves’ perceptions) serving as an
example of personal artistry and freedom of expressions,
rather than seeking some base physical gratification.

Adventurers: Many elves embark on adventures out
of a desire to explore the world, leaving their secluded
realms to reclaim forgotten elven magic or search
out lost kingdoms established millennia ago by their
ancestors. This need to see a wider world is accepted
by their societies as a natural part of becoming mature
and experienced individuals. Such elves are expected to
return in some few decades and take up lives in their
homelands once more, enriched both in treasure and
in worldview. For those elves raised among humans,
however, life within their homes—watching friends and
family swiftly age and die—is often stifling, and the
ephemeral and unfettered life of an adventurer holds a
natural appeal.

Elves generally eschew melee because of their relative
frailty, preferring instead to engage enemies at range.
Most see combat as unpleasant even when needful, and
prefer it be done as quickly as possible, preferably without
getting close enough to smell their foes. This preference
for making war at a distance, coupled with their natural
accuracy and grasp of the arcane, encourages elves to
pursue classes such as wizards and rangers.




Male Names: Caladrel, Heldalel, Lanliss, Meirdrarel,
Seldlon, Talathel, Variel, Zordlon.

Female Names: Amrunelara, Dardlara, Faunra, Jathal,
Merisiel, Oparal, Soumral, Tessara, Yalandlara.

ALTERNATE RACIAL RULES

Elves, by their very nature, are a race with a wide variety
of traits and features, many of which are drawn from
the environment in which they live. The following rules
represent some of those varied aspects, and while many
are themed to one environment or another, they can be
taken by any elf character.

Alternate Racial Traits

The following racial traits may be selected instead of
the standard elf racial traits. Consult your GM before
selecting any of these new options.

Arcane Focus: Some elven families have such long
traditions of producing wizards (and other arcane
spellcasters) that they raise their children with the
assumption each is destined to be a powerful magic-
user, with little need for mundane concerns such as skill
with weapons. Elves with this racial trait gain a +2 racial
bonus on concentration checks made to cast arcane spells
defensively. This racial trait replaces weapon familiarity.

Darkvision: Though uncommon, some groups of elves
are born with darkvision, rather than low-light vision. In
many cases this is taken as a sign of a drow in the elf’s
ancestry, and can lead to persecution within the elf’s home
community. Elves with this racial trait gain darkvision
with a range of 6o feet, but also gain sensitivity to light and
are dazzled in areas of bright light or within the radius of
a daylight spell. This racial trait replaces low-light vision.

Desert Runner: Some elves thrive in the deepest deserts,
forever roaming across burned and parched lands.
Elves with this racial trait receive a +4 racial bonus on
Constitution checks and Fortitude saves to avoid fatigue,
exhaustion, or ill effects from running, forced marches,
starvation, thirst, or hot or cold environments. This
racial trait replaces elven magic.

Dreamspeaker: A few elves have the ability to tap into
the power of sleep, dreams, and prescient reverie. Elves
with this racial trait add +1 to the saving throw DCs of
spells of the divination school and sleep effects they cast.
In addition, elves with Charisma scores of 15 or higher
may use dream once per day as a spell-like ability (caster
level is equal to the elf’s character level). This racial trait
replaces elven immunities.

Elemental Resistance: Elves who dwell in the most
extreme environments, from arctic wastelands to volcanic
plains, develop natural resistance to the dangers of their
homelands over the course of a few generations. Elves
with this racial trait gain elemental resistance 5 to acid,

cold, electricity, or fire. This choice is made at character
creation, and once made it cannot be changed. This racial
trait replaces elven immunities.

Envoy: Elves often have trouble relating to neighbors of
other races, especially those with much shorter lifespans.
As a result, some are trained in minor magics that are
particularly useful when dealing with non-elves. Elves
with this racial trait and an Intelligence score of 11 or
higher gain the following spell-like abilities once per
day: comprehend languages, detect magic, detect poison, and
read magic. The caster level for these effects is equal to the
elf’s level. This racial trait replaces elven magic.

Eternal Grudge: Some elves grow up in secluded,
isolationist communities where generations-old slights
and quarrels linger as eternal blood feuds. Elves with
this racial trait receive a +1 bonus on attack rolls against
humanoids of the dwarf and orc subtypes because of
special training against these hated foes. This racial trait
replaces elven magic.

Fleet-Footed: While all elves are naturally lithe and
agile, some also are naturally speedy and have a strong
desire to rush into situations rather than worrying about
looking ahead. Elves with this racial trait receive Run as a
bonus feat and a +2 racial bonus on initiative checks. This
racial trait replaces keen senses and weapon familiarity.

Lightbringer: Many elves revere the sun, moon, and
stars, but some are literally infused with the radiant power
of the heavens. Elves with this racial trait are immune to
light-based blindness and dazzle effects, and are treated
as one level higher when determining the effects of any
light-based spell or effect they cast (including spell-like
and supernatural abilities). Elves with Intelligence scores
of 10 or higher may use light at will as a spell-like ability.
This racial trait replaces the elven immunities and elven
magic racial traits.

Silent Hunter: Elves are renowned for their subtlety
and skill. Elves with this racial trait reduce the penalty
for using Stealth while moving by 5 and can make Stealth
checks while running at a —20 penalty (this number
includes the penalty reduction from this racial trait).
This racial trait replaces elven magic.

Spirit of the Waters: Some elves have adapted to life
in tune with the sea or along the reedy depths of wild
rivers and lakes. They gain a +4 racial bonus on Swim
checks, can always take 10 while swimming, and may
choose Aquan as a bonus language. They are proficient
with longspear, trident, and net. This racial trait replaces
elven magic and weapon familiarity.

Urbanite: Elves who live in cities for more than a century
can grow to know the ebb and flow of social situations
just as their forest-dwelling cousins know the rules of the
wild. Elves with this racial trait gain a +2 racial bonus
on Diplomacy checks made to gather information and



Sense Motive checks made to get a hunch about a social
situation. This racial trait replaces keen senses.
Woodcraft: Elves know the deep secrets of the wild like
no others, especially secrets of the forests. Elves with this
racial trait gain a +1 racial bonus on Knowledge (nature)
and Survival checks. In forest terrain, these bonuses
improve to +2. This racial trait replaces elven magic.

Racial Subtypes
You can combine various alternate racial traits to create
elven subraces or variant races, such as the following.

Arctic ElIf: These elves were born and raised in the
frozen lands of the far north or south, and have dealt
with freezing deserts, nights that last for weeks, and
the horrors that roam the cold terrain. These elves have
the darkvision, desert runner, and elemental resistance
alternate racial traits.

Dusk EIf: Rather than being tied to the terrain around
them, some elves are linked to the night itself. Though
not tied to demon worship and evil as drow are, these
elves are similarly attuned to the magical concepts of
darkness and shadow. These elves have the arcane focus,
darkvision, dreamspeaker, and silent hunter alternate
racial traits.

Savage Elf: In lands where every day is a constant
struggle to survive and the niceties of civilization are
rare, elves adapt to depend on swift strikes and lifelong
vigilance to keep their families alive. These elves have the
eternal grudge and fleet-footed alternate racial traits.

Tower EIf: Some elven institutions of magical learning
date back centuries, and entire clans of elves have lived
for generations as caretakers, students, and instructors
of these self-sufficient schools of wizardry. These elves
have the arcane focus and urbanite alternate racial traits.

Favored Class Options

The following options are available to all elves who have
the listed favored class, and unless otherwise stated, the
bonus applies each time you select the class reward.

Alchemist: Add one extract formula from the
alchemist’s list to his formula book. This formula must
be at least one level lower than the highest-level formula
the alchemist can create.

Barbarian: Add +1 to the barbarian’s base speed. In
combat this option has no effect unless the barbarian has
selected it five times (or another increment of five). This
bonus stacks with the barbarian’s fast movement feature
and applies under the same conditions as that feature.

Bard: Add +1 to the bard’s CMD when resisting a
disarm or sunder attempt.

Cavalier: Add +1 hit point to the cavalier’s mount. If the
cavalier ever replaces his mount, the new mount gains
these bonus hit points.

Cleric: Select one domain power granted at st level
that is normally usable a number of times per day equal
to 3 + the cleric’s Wisdom modifier. The cleric adds +1/2
to the number of uses per day of that domain power.

Druid: Add +1/3 to the druid’s natural armor bonus
when using wild shape.

Fighter: Add +1 to the fighter’s CMD when resisting a
disarm or sunder attempt.

Gunslinger: Add +1/3 on critical hit confirmation rolls
made with firearms (maximum bonus of +5). This bonus
does not stack with Critical Focus.

Inquisitor: Add one spell known from the inquisitor’s
spell list. This spell must be at least one level below the
highest-level spell the inquisitor can cast.

Magus: The magus gains 1/6 of a new magus arcana.

Monk: Add +1 to the monk’s base speed. In combat this
option has no effect unless the monk has selected it five
times (or another increment of five). This bonus stacks
with the monk’s fast movement class feature and applies
under the same conditions as that feature.

Oracle: Add +1/6 to the oracle’s level for the purpose of
determining the effects of one revelation.

Paladin: Add +1/2 hit point to the paladin’s lay on hands
ability (whether using it to heal or harm).

Ranger: Choose a weapon from the following list:
longbow, longsword, rapier, shortbow, short sword, or
any weapon with “elven” in its name. Add +1/2 on critical
hit confirmation rolls made while using that weapon
(maximum bonus of +4). This bonus does not stack with
Critical Focus.

Rogue: Add +1 to the number of times per day the
rogue can cast a cantrip or 1st-level spell gained from the
minor magic or major magic talent. The number of times
this bonus is selected for the major magic talent cannot
exceed the number of times it is selected for the minor
magic talent. The rogue must possess the associated
rogue talent to select these options.

Sorcerer: Select one bloodline power at 1st level that is
normally usable a number of times per day equal to 3 +
the sorcerer’s Charisma modifier. The sorcerer adds +1/2
to the number of uses per day of that bloodline power.

Summoner: The amount of time the summoner must
spend to summon his eidolon is reduced by 1 round, to a
minimum of 1 round.

Witch: Add one spell from the witch spell list to the
witch’s familiar. This spell must be at least one level
lower than the highest-level spell she can cast. If the
witch ever replaces her familiar, the new familiar knows
these bonus spells.

Wizard: Select one arcane school power at 1st level that
is normally usable a number of times per day equal to 3 +
the wizard’s Intelligence modifier. The wizard adds +1/2
to the number of uses per day of that arcane school power.




RACIAL ARCHETYPES

The following racial archetypes are available to elves.

Ancient Lorekeeper (Oracled
The ancient lorekeeper is a repository for all the beliefs
and vast knowledge of an elven people. She shows a strong
interest in and understanding of histories and creation
legends at a young age, and as she matures her calling
to serve as the memory of her long-lived people becomes
clear to all who know her. An ancient lorekeeper has the
following class features.

Class Skills: An ancient lorekeeper adds Knowledge
(arcane) and Knowledge (local) to her list of class skills.
Whenever she makes a Knowledge check of any kind
about a question regarding elves (creatures of the elf
subtype), the ancient lorekeeper adds half her class level
on her check. This replaces the bonus skills the
ancient lorekeeper gains from her mystery.

Elven Arcana (Ex): At 2nd level, an ancient lorekeeper’s
mastery of elven legends and philosophy has allowed her
to master one spell used by elven wizards. She selects one
spell from the sorcerer/wizard spell list that is at least one
level lower than the highest-level oracle spell she can cast.
The ancient lorekeeper gains this as a bonus spell known.
The spell is treated as one level higher than its true level
for all purposes. The ancient lorekeeper may choose an
additional spell at 4th, 6th, 8th, 10th, 12th, 14th, 16th, and
18th levels. This ability replaces the bonus spells she would
normally gain at these levels from her chosen mystery.

Mysteries: The following oracle mysteries complement
the ancient lorekeeper archetype: Lore, Nature, Waves,
Wind (Advanced Player’s Guide); Ancestor, Time, Wood
(Ultimate Magic).

Spell Dancer (Magus)

The strong emphasis on wizards within elven
culture influences how even non-wizard elves
see themselves. Many elven magi do not consider
themselves masters of a blend of martial and

magical talents, but rather a sub-category of
wizards who study the effect of physical movement

.4 and techniques upon spellcasting ability. They

' believe their ability to cast spells while fighting is
an outgrowth of the concept of the “spell dance,”
 which itself is just another kind of wizardry.

A spell dancer has the following class features.

Class Skills: A spell dancer adds Acrobatics and

N Perform (dance) to his list of class skills and removes
. Intimidate and Ride from his list of class skills.

Spell Dance (Su): At 1st level, a spell dancer gains

the ability to expend 1 point from his arcane pool as

a swift action to gain a +10 enhancement bonus to his

movement rate and a +2 dodge bonus to Armor Class

against attacks of opportunity provoked by moving
through threatened spaces for 1 minute. For every
four levels beyond 1st, the spell dancer gains another
+10 enhancement bonus to movement and +2 to AC
against attacks of opportunity provoked from movement.

At sth level, once per spell dance as a swift action, the

spell dancer may use one of the following on himself as

a swift action: blur, fly, or haste. These abilities last for

1 round. At gth level, the spell dancer may instead take

a swift action to use dimension door as a spell-like ability

once during a spelldance. At 13th level, the spell dancer

may instead choose to take a swift action to gain freedom
of movement for 1d4 rounds.

This ability replaces the magus’s ability to expend

points from his arcane pool as a swift action to grant any

weapon he is holding magic bonuses for 1 minute.

Arcane Movement (Su): At sth level, whenever a spell

dancer casts a magus spell, he gains a competence bonus on



Acrobatics, Climb, Escape Artist, and Stealth checks equal
to the spell’s level until the beginning of his next turn. This
ability replaces the bonus feat a magus receives at 5th level.

Dance of Avoidance (Su): At 7th level, while wearing
light armor or no armor, a spell dancer gains a +2 insight
bonus to Armor Class. This ability replaces the medium
armor class feature.

Greater Dance of Avoidance (Su): At 13th level, while
wearing light armor or no armor, a spell dancer’s insight
bonus to Armor Class increases to +4. This ability replaces
the heavy armor class feature.

Magus Arcana: The following magus arcana complement
the spell dancer archetype: arcane cloak, prescient defense
(Ultimate Combat); close range, concentrate, hasted assault,
spell shield (Ultimate Magic).

Spellbinder (Wizard)

Aspellbinder is an elven wizard who forges an arcane bond
between himself and one or more wizard spells. These
spells become so well understood by the spellbinder that
he can prepare them in spell slots that already have other
spells prepared in them.

Spell Bond (Su): At 1st level, a spellbinder selects any
one spell in his spellbook as a bonded spell. As a full-
round action, the spellbinder may replace a spell of the
same or higher level as his bonded spell with his bonded
spell. For example, a spellbinder who selects magic missile
as his bonded spell could spend a full-round action
to exchange any ist-level or higher spell that he has
prepared with magic missile. At 3rd level, and every two
levels thereafter, a spellbinder may select another spell
in his spellbook and add it to his list of bonded spells, to
a maximum of nine bonded spells at 17th level.

Upon reaching 4th level, and every two levels thereafter, a
spellbinder can choose to select a new spell as a bonded spell
in place of one with which he is already bonded. In effect,
the spellbinder loses the bond with the old spell (though it
remains in his spellbook) in exchange for forging a spell
bond with a new spell. The new spell’s level must be the
same as that of the spell being exchanged. A spellbinder can
swap only one spell bond at any given level, and must choose
whether or not to swap the spell bond at the same time that
he gains two new spells in his spellbook for the level.

This ability replaces arcane bond.

Discoveries: The following discoveries complement the
spellbinder archetype: Fast Study, Split Slot (Ultimate Magic).

Treesinger (Druid)

Elves live far longer than other common races, and a
single elf may see whole empires rise and fall. Given the
impermanence of the cultures around them, it’s small
wonder that some elves turn to the timeless growth of
nature for solace, finding allies among the great trees

themselves, and even leading the forest’s plants into
combat. A treesinger has the following class features.

Plant Bond (Ex): At 1st level, a treesinger forms a mystic
bond with plant life. This bond can take one of two forms.
The first grants the treesinger one of the following
domains: Plant (Core Rulebook); Growth (Advanced Player’s
Guide); Jungle, Swamp (Ultimate Magic). When determining
the powers and bonus spells granted by this domain, the
treesinger’s effective cleric level is equal to her druid
level. A treesinger who selects this option also receives
additional domain spell slots, just like a cleric. She must
prepare the spell from her domain in this slot, and this
spell cannot be used to cast a spell spontaneously.

The second option is to form a close bond with a
plant companion. A treesinger may begin play with any
of the plants listed in Plant Companions (see page 26).
This plant is a loyal companion that accompanies the
treesinger on her adventures. Except for the companion
being a creature of the plant type, drawn from the list of’
plant companions, this ability otherwise works like the
standard druid’s animal companion ability.

Plant bond replaces the druid’s nature bond ability.

Green Empathy (Ex): At ist level, a treesinger can
improve the attitude of a plant creature. This ability
functions just like a Diplomacy check made to improve the
attitude of a person. The treesinger rolls 1d2o and adds her
druid level and her Charisma modifier to determine the
wild empathy check result. The typical wild plant creature
has a starting attitude of indifferent.

To use green empathy, the treesinger and the plant
creature must be within 30 feet of one another under
normal conditions. Generally, influencing a plant creature
in this way takes 1 minute but, as with influencing people,
it might take more or less time.

A treesinger can also use this ability to influence an
animal, but she takes a —4 penalty on the check. This
ability replaces the wild empathy class feature.

Wild Shape (Su): At 4th level, a treesinger gains the
ability to wild shape. This ability functions at her actual
druid level. A treesinger cannot use wild shape to adopt
an animal or elemental form. Instead, when she gains
this ability at 4th level, she can assume the form of a
Small or Medium plant. This functions as plant shape
I, except the treesinger does not yet gain access to the
constrict or poison abilities of the plant form assumed.
At 8th level, the treesinger’s wild shape gains the full
range of abilities available from plant shape I. At 10th level,
atreesinger can assume the form of'a Large or Tiny plant.
Her wild shape ability now functions like plant shape II.
At 12th level, a treesinger can assume the form of'a Huge
plant. Her wild shape ability now functions like plant
shape III. This ability replaces, and otherwise functions
like, the normal druid wild shape ability.




Plant Companions
Each plant companion has different starting sizes, speed,
attacks, ability scores, and special qualities. All plant
attacks are made using the creature’s full base attack
bonus unless otherwise noted. Plant attacks add the
plant’s Strength modifier on the damage roll, unless it
has only one attack, in which case it adds 1-1/2 times its
Strength modifier. Some plant companions have special
abilities, such as scent. Plant companions cannot gain
armor or weapon proficiency feats, even as they advance
in hit dice, and cannot use manufactured weapons at all
unless their description says otherwise.

As you gain levels, your plant companion grows in power
as well. It gains the same bonuses that are gained by animal

companions, noted on Table 3-8: Animal Companion
Base Statistics on page 52 of the Core Rulebook. Each plant
companion gains an additional bonus, usually at 4th or
7thlevel, as listed with each plant choice. Instead of taking
the listed benefit at 4th level, you can instead choose to
increase the companion’s Strength and Constitution by 2.

Carnivorous Flower
Starting Statistics: Size Small; Speed 30 ft., climb 10 ft;
AC +2 natural armor; Attack bite (1d6); Ability Scores Str
10, Dex 17, Con 15, Int 2, Wis 12, Cha 10; Special Qualities
low-light vision, scent.

4th-Level Advancement: Size Medium; Attack bite (2d6);
Ability Scores Str +4, Dex —2, Con +2; Special Attacks rage
(1/day, as the barbarian class feature for 6 rounds).

Crawling Vine

) Starting Statistics: Size Medium,;
Speed 20 ft., climb 20 ft.; AC +2 natural
armor; Attack slam (1d4); Ability Scores
Str 13, Dex 17, Con 13, Int 1, Wis 12, Cha 2; Special

Attacks grab; Special Qualities low-light vision, scent.
4th-Level Advancement: Size Large; AC +1 natural
armor; Attack slam (1d6); Ability Scores Str +8, Dex —2,

Con +4; Special Attacks constrict 1d6.

Puffball (Floating Fungus)
Starting Statistics: Size Small; Speed 20 ft., fly 6o ft.
(average); AC +1 natural armor; Attack thorn (1d4 plus
poison); Ability Scores Str 10, Dex 15, Con 12, Int 2, Wis
14, Cha 6; Special Attacks poison (Frequency 1 round [6],
Effect 1 Con damage, Cure 1 save, Con-based DC); Special
Qualities low-light vision.

4th-Level Advancement: Ability Scores Str +2, Con +2.

Sapling Treant

Starting Statistics: Size Medium; Speed 30 ft., climb 30 ft,;

AC +1 natural armor; Attack 2 slams (1d6); Ability Scores

Stris, Dex 10, Con 12, Int 2, Wis 12, Cha 7; Special Qualities

double damage against objects, low-light vision.
4th-Level Advancement: Size Large; AC +2 natural armor;

Attack 2 slams (1d8); Ability Scores Str +8, Dex —2, Con +4.

NEW RACIAL RULES

The following options are available to elves. At the GM’s
discretion, other appropriate races may also make use of
some of these.

Elven Equipment
Elves have access to the following equipment.

Arcane Family Workbook: The elven predilection for
becoming wizards and the social benefits that elven wizards
enjoy often encourages families to dedicate themselves



to wizardly studies for multiple generations. Older elven
wizards take note of their own insights into the secrets of
arcane magic and compile these thoughts with the ideas of
earlier generations to form family workbooks. When used
as a reference (an action that typically takes 1d4 full rounds
of searching the text), an arcane family workbook grants a
+2 circumstance bonus on a Spellcraft checks. This bonus
increases to +4 if 1d4 hours are spent referencing the book.

Artificer’s Lab, Portable: The portable artificer’s
lab contains everything needed to create magic items,
though many of the tools and implements are of only the
most basic type. This lab allows the artificer to spend
4 hours crafting each night while out adventuring, and
net 3 hours’ worth of work (instead of 2). However, because
the tools are all designed to fulfill multiple functions and
the portable lab lacks the space and quiet that provide
ideal circumstances for creating magic items, the skill
check to complete a magic item that had any of its work
done using a portable lab takes a —5 penalty.

Bag, Bear: These sacks each include a 20-foot-long rope,
from which they may be easily suspended from a tree limb
or similar anchor point. Placing foodstuffs or fragile
materials in hanging sacks is often considered a basic
precaution when camping in the wild, to prevent bears and
other predators from rooting through the sack’s contents.

Spellbook, Compact: The need to be able to record
and travel with dozens or even hundreds of spells often
forces elven wizards to seek lighter spellbooks. Compact
spellbooks hold only 70 pages of spells, but they weigh
significantly less than an ordinary spellbook.

Tent, Hanging: A hanging tent is a small tent (able
to comfortably house a single Medium creature) with a
teardrop shape, which hangs from a sturdy anchor rope.
The rope can be tied to a tree limb, grappling hook, or even
a piton hammered into a cliff side. Hanging tents are used
primarily in mountainous terrain (where no flat surface
may be available for camping) and swamps (where no dry
ground may be available). Climbing in or out of a hanging
tent is a full-round action that requires a DC 10 Climb
check. Failure indicates another attempt must be made,
while failure by 5 or more indicates the camper has fallen
from the tent.

Elven Equipment

ltem Cost Weight
Arcane family workbook 300 gp 3 Ibs.
Artificer’s lab, portable 300 gp 40 lbs.
Bag, bear 2.gp 3 Ibs.*
Spellbook, compact (blank) 50 gp 1lb.
Tent, hanging 20 gp 15 Ibs.*

* These items weigh 1/4 this amount when made for Small
characters. Containers for Small characters also carry 1/4
the normal amount.

Elven Special Materials
Given their strong ties to nature and inclination for arcane
arts, it’s not surprising that elves have developed a few
special materials well suited to their needs and homelands.

Darkleaf Cloth: Darkleaf cloth is a special form of
flexible material made by weaving together leaves and
thin strips of bark from darkwood trees, then treating
the resulting fabric with special alchemical processes.
The resulting material is tough as cured hide but much
lighter, making it an excellent material from which to
create armor. Spell failure chances for armors made from
darkleaf cloth decrease by 10% (to a minimum of 5%),
maximum Dexterity bonuses increase by 2, and armor
check penalties decrease by 3 (to a minimum of o).

An item made from darkleaf cloth weighs half'as much
as the same item made from normal cured leather, furs,
or hides. Items not primarily constructed of leather, fur,
or hide are not meaningfully affected by being partially
made of darkleaf cloth. As such padded, leather, studded
leather, and hide armor can be made out of darkleaf
cloth (although other types of armor made of leather or
hide might be possible). Because darkleaf cloth remains
flexible, it cannot be used to construct rigid items such as
shields or metal armors. Armors fashioned from darkleaf
cloth are always masterwork items as well; the masterwork
cost is included in the prices given below.

Darkleaf cloth has 20 hit points per inch of thickness
and hardness 10.

Wyroot: The root of the wyrwood tree has a peculiar
quality. When a weapon constructed of wyroot confirms a
critical hit, it absorbs some of the life force of the creature
hit. The creature hit is unharmed and the wyroot weapon
gains 1 life point. As a swift action, a wielder with a ki
pool or an arcane pool can absorb 1 life point from the
wyrwood weapon and convert it into either 1 ki point
or 1 arcane pool point. A wyroot weapon can gain at most 1
life point per day and hold up to 1 life point at a time. More
powerful wyroot weapons can gain up to 3 life points per
day and hold up to 3 life points at a time. Any unspent life
points dissipate at dusk. A creature can convert life points
from only one wyroot weapon per day.

Wyroot can be used to construct any melee weapon made
entirely of wood or with a wooden haft. Constructing a
weapon that can hold 1 life point increases the cost by
1,000 gp, constructing one that can hold up to 2 life points
increases the cost by 2,000 gp, and constructing one that
can hold up to 3 life points increases the cost by 4,000 gp.

Type of Darkleaf Cloth Item Cost Modifier

Clothing +500 gp
Light armor +750 gp
Medium armor +1,500 gp
Other items +375 gp/Ib.




Elven Feats
Elves have access to the following feats.

Attuned to the Wild
You share a strong mystic connection with one type of
wilderness terrain.

Prerequisite: EIf.

Benefit: Select one type of terrain from the ranger
class’s favored terrain class feature (except urban). While
you are in your selected terrain type, your natural healing
rate (the amount of hit points and ability damage you
heal from a full night’s rest) doubles.

Special: You can take this feat multiple times. Its
effects do not stack. Each time you take it, it applies to a
different terrain type.

Elven Battle Training (Combat)
You have been specially trained to wield a variety of
traditional elven weapons.

Prerequisites: Base attack bonus +1, elf.

Benefit: You have received special training with
traditional elven weapons (longbows, composite
longbows, longswords, rapiers, shortbows, composite
shortbows, and any weapon with the word “elven” in
its name). You receive a +2 bonus to your CMD against
disarm and sunder maneuvers directed at one of these
weapons you are wielding. In addition, if you are wielding
one of these melee weapons, you may make an additional
attack of opportunity each round (this bonus stacks with

Combat Reflexes).

Guardian of the Wild
Your mystic connection with the wilderness enhances
your ability to react to threats.

Prerequisites: Attuned to the Wild, elf.

Benefit: When you are in a terrain type you have
selected the Attuned to the Wild feat for, you gain a +2
dodge bonus to Armor Class. If you are in an area that
qualifies as more than one kind of terrain, these bonuses
do not stack; you receive the bonus for only one of the
terrain types.

Mage of the Wild
Your mystic connection with the wilderness enhances
your spellcasting.

Prerequisites: Attuned to the Wild, elf.

Benefit: When you are in a terrain type you have
selected the Attuned to the Wild feat for, you gain a
+2 bonus on caster level checks, concentration checks,
and, Knowledge (arcana) and Spellcraft checks. If you
are in an area that qualifies as more than one kind of
terrain, these bonuses do not stack; you receive the bonus
for only one of the terrain types.

Spirit of the Wild
Your mystic connection with one type of wilderness has
grown even stronger.

Prerequisites: Attuned to the Wild, Guardian of the
Wild, elf.

Benefit: When you are in a terrain type you have
selected the Attuned to the Wild feat for, you gain a
+4bonus on Perception checks made toactinthe surprise
round of combat. If you act in the surprise round, you
gain blindsense out to a range of 30 feet during the
surprise round. If you are in an area that qualifies as
more than one kind of terrain, these bonuses do not
stack; you receive the bonus for only one terrain type.

Elven Magic Items

Elves are renowned for their skill at crafting beautiful
and deadly magic items. The following examples are
made by many elven crafters.

BRACERS OF SWORN VENGEANCE

Aura strong evocation; CL 15th
Slot wrists; Price 25,000 gp; Weight 1 |b.
DESCRIPTION

These white leather bracers have delicate elven runes

etched upon them, one reading “swift defeat” and the other
“vengeance.” Once per day, as an immediate action when
the wearer takes hit point damage from a target, she may cry
out, “Death to those who wrong me!”, swearing vengeance
against the attacker. The wearer gains a +1 competence
bonus on weapon attack rolls made against the target of

his sworn vengeance, and deals an additional 2d6 points of
damage on successful weapon attack rolls.

For the duration of the effect, the wearer takes a —2 penalty
on attack rolls against any target other than his sworn enemy.
These bonuses and penalties last for 24 hours or until the
sworn enemy is slain or destroyed by the wearer of the
bracers, whichever comes first. If the wearer fails to slay the
target of his oath, these bracers cannot be used again until 7
days have passed.

CONSTRUCTION

Requirements Craft Wondrous Item, shout, creator must be
an elf; Cost 12,500 gp

GAUNTLETS OF SKILL AT ARMS

Aura moderate transmutation; CL 8th
Slot hands; Price 30,302 gp; Weight 1 |b.
DESCRIPTION

These finely crafted leather gauntlets have plates of silvered
steel covering the back, and silver buckles at the wrist and
forearm. The gloves enable the wearer to use any traditional
elven weapon (longbows, composite longbows, longswords,
rapiers, shortbows, composite shortbows, and any weapon
with the word “elven” in its name) as if he were proficient in its



use. If he uses such a weapon and is already proficient with it,
he gains a +1 competence bonus on attack and damage rolls.
Both gauntlets must be worn for the magic to be effective.
CONSTRUCTION

Requirements Craft Magic Arms and Armor, creator must be
an elf; Cost 15,302 gp

GLOVES OF ELVENKIND

Aura moderate transmutation; CL 8th
Slot hands; Price 7,500 gp; Weight —
DESCRIPTION

These plain gray leather gloves grant a +5 competence bonus
on Spellcraft checks and concentration checks made to cast a
spell defensively. Both gloves must be worn for the magic to
be effective.

CONSTRUCTION

Requirements Combat Casting, Craft Wondrous Item, creator
must be an elf; Cost 3,500 gp

Elven Spells

Most know of elven magic for its power, but those who
delve deeper discover its elegance and ties to the natural
world. The following spells are just a few that the elves are
known for.

BLEND

School illusion (glamer); Level alchemist 1, druid 1, magus 1,
ranger 1, sorcerer/wizard 1, witch 1

Casting Time 1 standard action

Components S

Range personal

Target you

Duration 10 minutes/level

You draw upon your elven link to the wilderness to change

the coloration of yourself and your equipment to match that

of your surroundings. This grants you a +4 circumstance

bonus on Stealth checks and allows you to make Stealth

checks without cover or concealment, but only while you

move no more than half your base speed or less. If you move

more than half your base speed on your turn, you gain no

benefit from this spell until the start of your next turn. If you

make an attack, this spell ends (as invisibility).

WARD OF THE SEASON

School abjuration; Level cleric 4, druid 3, ranger 3, witch 3
Casting Time 1 standard action

Components V, S

Range touch

Target one creature

Duration 1 hour/level

Saving Throw Will negates (harmless); Spell Resistance no
This spell harnesses the power of the seasons to protect the
target and grant a number of bonuses. This spell has one of

four different effects. The caster of the spell can select any
one of the following four effects, but can change the effect as
a standard action that reduces the total remaining duration
by 1 hour.

Spring: The target is wrapped in light vines, culminating in
a crown of bright, beautiful flowers. While the spell remains
in effect, the target is immune to bleed effects and regains 1
hit point per round whenever below o hit points, as long as
the target is still alive. This stabilizes the target. For each hit

point restored in this way, the spell’s total remaining duration

is reduced by 1 hour.

Summer: The target is surrounded by tiny motes of light.
While the spell remains in effect, the target’s base speed
increases 10 feet. The target may instead increase its base
speed by 30 feet for 1 round by reducing the spell’s total

remaining duration by 1 hour.

Fall: A cloak of autumn leaves appears on the target. While
the spell remains in effect, the target gains a +2 morale
bonus on Fortitude saves. The target can decide to roll twice
on any saving throw against disease or poison and take the
higher result by reducing the spell’s total remaining duration

by 1 hour.

Winter: A flutter of snow and crisp air surrounds the target.
While this spell remains in effect, the target automatically
succeeds at Acrobatics skill checks made to avoid falling while
moving across slick or narrow surfaces. The target can move
freely through difficult terrain for 1 round by reducing the

spell’s remaining duration by 1 hour. Difficult terrain created
by magic affects the target normally.

WHISPERING LORE

School divination; Level cleric 2, druid 1, ranger 1, witch 1

Casting Time 1 full-round action
Components V, S, M/DF (an owl’s beak)
Range personal

Target you

Duration 10 minutes/level (D)

Upon casting this spell, you are able to gain knowledge from
the land itself. As you walk through the terrain, it whispers
information in a language you understand, though the

whispering is so rambling it is hard to distinguish useful
information. This whispering grants you a +4 insight bonus

on a single Knowledge skill type appropriate to the type of
terrain you are in. If you are within a cold, desert, forest,
jungle, mountain, plains, swamp, or water environment,
you gain the bonus on Knowledge (nature) checks. If you are
within an underground environment, you gain the bonus
on Knowledge (dungeoneering) checks. If you are within

an urban environment, you gain the bonus on Knowledge
(local) checks. If you are on a plane other than the Material
Plane, you gain the bonus on Knowledge (planes) checks. If
you enter a new terrain, you lose the previous terrain’s skill
bonus and gain the new bonus.



GNOMES

Gnomes are distant relatives of the fey, and their history

tells of a time when they lived in the fey’s mysterious realm,
a place where colors are brighter, the wildlands wilder, and
emotions more primal. Unknown forces drove the ancient
gnomes from that realm long ago, forcing them to seek
refuge in this world; despite this, the gnomes have never
completely abandoned their fey roots or adapted to mortal
culture. Though gnomes are no longer truly fey, their fey
heritage can be seen in their innate magic powers, their oft-
capricious natures, and their outlooks on life and the world.

Gnomes can have the same concerns and motivations as
members of other races, but just as often they are driven
by passions and desires that non-gnomes see as eccentric
at best, and nonsensical at worst. A gnome may risk his

dim light.

life to taste the food at a giant’s table, to reach the bottom
of a pit just because it would be the lowest place he’s ever
been, or to tell jokes to a dragon—and to the gnome those
goals are as worthy as researching a new spell, gaining
vast wealth, or putting down a powerful evil force. While
such apparently fickle and impulsive acts are not universal
among gnomes, they are common enough for the race as a
whole to have earned a reputation for being impetuous and
at least a little mad.

Combined with their diminutive sizes, vibrant
coloration, and lack of concern for the opinions of others,
these attitudes have caused gnomes to be widely regarded
by the other races as alien and strange. Gnomes, in turn,
are often amazed how alike other common, civilized races
are. It seems stranger to a gnome that humans and elves
share so many similarities than that the gnomes do not.
Indeed, gnomes often confound their allies by treating

GNOME RACIAL TRAITS

+2 Constitution, +2 Charisma, —2 Strength: Gnomes are physically weak but

surprisingly hardy, and their attitude makes them naturally agreeable.
Small: Gnomes are Small creatures and gain a +1 size bonus to their AC, a
+1 size bonus on attack rolls, a —1 penalty to their Combat Maneuver Bonus

and Combat Maneuver Defense, and a +4 size bonus on Stealth checks.
Slow Speed: Gnomes have a base speed of 20 feet.

Low-Light Vision: Gnomes can see twice as far as humans in conditions of

Defensive Training: Gnomes gain a +4 dodge bonus to AC against
monsters of the giant subtype.

Gnome Magic: Gnomes add +1 to the DC of any saving
throws against illusion spells that they cast. Gnomes
with Charisma scores of 11 or higher also gain the
following spell-like abilities: 1/day—dancing lights,
ghost sound, prestidigitation, and speak with
animals. The caster level for these effects is equal
to the gnome’s level. The DC for these spells is equal to

10 + the spell’s level + the gnome’s Charisma modifier.
Hatred: Gnomes receive a +1 bonus on attack rolls against humanoid
creatures of the reptilian and goblinoid subtypes because of their

special training against these hated foes.

lllusion Resistance: Gnomes gain a +2 racial saving throw bonus against

illusion spells and effects.

Keen Senses: Gnomes receive a +2 racial bonus on Perception
checks.
Obsessive: Gnomes receive a +2 racial bonus on a Craft or
Profession skill of their choice.
Weapon Familiarity: Gnomes treat any weapon with the word
“gnome” in its name as a martial weapon.
Languages: Gnomes begin play speaking Common, Gnome, and
Sylvan. Gnomes with high Intelligence scores can choose from
M the following: Draconic, Dwarven, Elven, Giant, Goblin, and Orc.




everyone who is not a gnome as part of a single, vast non-
gnome collective race.

Physical Description: Gnomes are one of the smallest
of the common races, generally standing just over 3 feet
in height. Despite their small frames, however, gnomes
are extremely resilient, and not as weak as many of their
foes assume. Though their diminutive stature reduces
their ability to move quickly, gnomes often train to take
advantage of their size, especially when fighting foes
much larger than themselves.

The coloration of gnomes varies so wildly that many
outsiders assume gnomes commonly use dyes and illusions
to change their skin and hair tones. While gnomes are
certainly not above cosmetic enhancement (and may wish
to change their appearance just to see how outlandish they
can look), their natural hues truly range over a rainbow
of coloration. Their hair tends toward vibrant colors such
as the fiery orange of autumn leaves, the verdant green
of forests at springtime, or the deep reds and purples of
wildflowers in bloom. Similarly, their flesh tones range
from earthy browns to floral pinks, and gnomes with
black, pastel blue, or even green skin are not unknown.
Gnomes’ coloration has little regard for heredity, with
the color of a gnome’s parents and other kin having no
apparent bearing on the gnome’s appearance.

Gnomes possess highly mutable facial characteristics,
and their proportions often don’t match the norm of other
humanoid races. Many have overly large mouths and eyes, an
effect which can be both disturbing and stunning, depending
on the individual. Others may have extremely small features
spread over an otherwise blank expanse of face, or may
mix shockingly large eyes with a tiny, pursed mouth and a
pert button of a nose. Gnomes rarely take pride in or show
embarrassment about their features, but members of other
races often fixate on a gnome’s most prominent feature and
attempt to use it as the focus of insults or endearments.

Society: Unlike most races, gnomes do not generally
organize themselves within classic societal structures.
Gnome cities are unusual and gnome kingdoms almost
unknown. Further, gnomes have no particular tendency to
gather in specific neighborhoods even when a large number
of them live among other races. While specific laws meant
to contain the potential impact of gnomes on a society may
require a “gnome quarter,” and societal pressure sometimes
causes all non-gnomes to move away from areas with high
gnome populations, left to their own devices, gnomes tend
to spread evenly throughout communities that allow them.

However, even when gnomes are common within a
community as a group, individual gnomes tend to be
always on the move. Whimsical creatures at heart, they
typically travel alone or with temporary companions,
ever seeking new and more exciting experiences. They
rarely form enduring relationships among themselves

or with members of other races, instead pursuing crafts,
professions, or collections with a passion that borders on
zealotry. If a gnome does settle in an area or stay with a
group for a longer period, it is almost always the result of
some benefit that area gives to a vocation or obsession to
which the gnome had dedicated himself.
Despite their extremely varied backgrounds and lack of
a unifying homeland, gnomes do possess some common
cultural traits. Male gnomes have a strange fondness
for unusual hats and headgear, often wearing the most
expensive and ostentatious head-covering they can afford
(and that their chosen careers will allow them to wear
without causing problems). Females rarely cover their
heads, but proudly wear elaborate and eccentric hairstyles
that often include intricate jeweled combs and headpieces.
Relations: Gnomes have difficulty interacting with the
other races, on both emotional and physical levels. In many
ways the very fact other races see gnomes as odd is itself
the thing gnomes find most odd about other races, and
this leads to a strong lack of common ground upon which
understanding and relationships can be built. When two
gnomes encounter one another, they generally assume
some mutually beneficial arrangement can be reached,
no matter how different their beliefs and traditions may
be. Even if this turns out not to be the case, the gnomes
continue to look for commonalities in their dealings with
each other. The inability or unwillingness of members
of other races to make the same effort when dealing with
gnomes is both frustrating and confusing to most gnomes.
In many ways, it is gnomes’ strong connection to a
wide range of apparently unconnected ideas that makes
it difficult for other races to build relationships with
them. Gnome humor, for example, is often focused on
physical pranks, nonsensical rhyming nicknames, and
efforts to convince others of outrageous lies that strain
all credibility. Gnomes find such efforts hysterically
funny, but their pranks often come across as malicious
or senseless to other races, while gnomes in turn tend to
think of the taller races as dull and lumbering giants.
Gnomes get along reasonably well with halflings and
humans, who at least have some traditions of bizarre,
gnomelike humor. Gnomes generally feel dwarves and half-
orcs need to lighten up, and attempt to bring levity into
their lives with tricks, jokes, and outrageous tales the more
dour races simply cannot see the sense of. Gnomes respect
elves, but often grow frustrated with the slow pace at which
members of the long-lived race make decisions. To gnomes,
action is always better than inaction, and many gnomes
carry several highly involved projects with them at all times
to keep themselves entertained during rest periods.
Alignment and Religion: Although gnomes are
impulsive tricksters, with sometimes inscrutable motives
and equally confusing methods, their hearts are generally




in the right place. What may seem a malicious act to a
non-gnome is more likely an effort to introduce new
acquaintances to new experiences, however unpleasant the
experiences may be. Gnomes are prone to powerful fits of
emotion, and find themselves most at peace within the
natural world. They are usually neutral good, and prefer to
worship deities who value individuality and nature, such
as Cayden Cailean, Desna, Gozreh, and Shelyn.

Adventurers: Gnomes’ propensity for wanderlust, deep
curiosity, and desire to master odd or esoteric skills and
languages make them natural adventurers. They often
become wanderers to experience new aspects of life,
for nothing is as novel as the uncounted dangers facing
adventurers. Many gnomes see adventuring as the only
worthwhile purpose in life, and seek out adventures for
no other motive than to experience them. Other gnomes
desire to find some lost lore or material that has ties to
their chosen vocation and believe only dragon hoards and
ancient ruins can contain the lore they need, which can
result in gnomes who think of themselves as bakers or
weavers being just as accomplished adventurers as those
who declare themselves to be mages or scouts.

Gnomes are physically weak compared to many races,
and see this as a simple fact of life to be planned for
accordingly. Most adventuring gnomes make up for their
weakness with a proclivity for sorcery or bardic music,
while others turn to alchemy or exotic weapons to grant
them an edge in conflicts.

Male Names: Abroshtor, Bastargre, Halungalom,
Krolmnite, Poshment, Zarzuket, Zatqualmie.

Female Names: Besh, Fijit, Lini, Majet, Neji, Pai,
Queck, Trig.

ALTERNATE RACIAL RULES

Gnomes are a wildly varied and independent race. As
a result, there are many variations in their abilities,
outlooks, and styles. The following rules are just some of
the different traits that manifest in gnomes, frequently
without regard for heritage or training.

Alternate Racial Traits

The following racial traits may be selected instead of
standard gnome racial traits. Consult your GM before
selecting any of these new options.

Academician: Some gnomes are more academically
inclined than their kin. Gnomes with this racial trait gain
a +2 bonus on any single Knowledge skill. This racial trait
replaces the obsessive racial trait.

Bond to the Land: Some gnomes have strong ties to
specific kinds of terrain, as a holdover from their fey
origins. These gnomes gain a +2 dodge bonus to AC when
in a specific terrain type selected from the ranger list of
favored terrains. This choice is made at character creation,

and cannot be changed. This racial trait replaces defensive
training and hatred.

Darkvision: Some gnome strains have lived in the
underground depths for so long they have given up on light
entirely and gained darkvision with a range of 6o feet. This
racial trait replaces low-light vision and keen senses.

Eternal Hope: Gnomes rarely lose hope and are always
confident that even hopeless situations will work out.
Gnomes with this racial trait receive a +2 racial bonus on
saving throws against fear and despair effects. Once per day,
after rolling a 1 on a d2o, the gnome may reroll and use the
second result. This racial trait replaces defensive training
and hatred.

Explorer: Many gnomes are obsessed with seeing as much
of the world as possible, rather than perfecting some specific
talent or vocation. These gnomes gain a +2 racial bonus on
Climb checks and checks for one Knowledge skill of their
choice. This racial trait replaces hatred and obsessive.

Fell Magic: Gnomes add +1 to the DC of any saving
throws against necromancy spells that they cast. Gnomes
with Wisdom scores of 11 or higher also gain the following
spell-like abilities: 1/day—bleed, chill touch, detect poison,
and touch of fatigue. The caster level for these effects is
equal to the gnome’s level. The DC for these spells is equal
to 10 + the spell’s level + the gnome’s Wisdom modifier.
This racial trait replaces gnome magic.

Gift of Tongues: Gnomes love languages and learning
about those they meet. Gnomes with this racial trait gain
a +1 bonus on Bluff and Diplomacy checks, and they learn
one additional language every time they put a rank in
the Linguistics skill. This racial trait replaces defensive
training and hatred.

Knack with Poison: Some gnomes have an instinctive
understanding of poisons and their uses. Gnomes gain
a +2 racial bonus on Fortitude saves against poison and
a +2 bonus on Craft (alchemy) checks to make poison.
The bonus on Fortitude saving throws against poisons
increases to +4 if the gnome accidentally poisons himself
when applying or readying the substance. This racial trait
replaces illusion resistance and obsessive.

Magical Linguist: Gnomes study languages in both
their mundane and supernatural manifestations. Gnomes
with this racial trait add +1 to the DC of spells they cast
with the language-dependent descriptor or those that
create glyphs, symbols, or other magical writings. They
gain a +2 racial bonus on saving throws against such
spells. Gnomes with Charisma scores of 11 or higher also
gain the following spell-like abilities: 1/day—arcane mark,
comprehend languages, message, read magic. The caster level
for these effects is equal to the gnome’s level. This racial
trait replaces gnome magic and illusion resistance.

Master Tinker: Gnomes experiment with all manner of
mechanical devices. Gnomes with this racial trait gain a



+1 bonus on Disable Device and Knowledge (engineering)
checks. They are treated as proficient with any weapon
they have personally crafted. This racial trait replaces
defensive training and hatred.

Pyromaniac: Gnomes with this racial trait are treated
as one level higher when casting spells with the fire
descriptor, using granted powers of the Fire domain, using
the bloodline powers of the fire elemental bloodline or the
revelations of the oracle’s flame mystery, and determining
the damage of alchemist bombs that deal fire damage (this
ability does not give gnomes early access to level-based
powers; it only affects the powers they could use without
this ability). Gnomes with Charisma scores of 11 or higher
also gain the following spell-like abilities: 1/day—dancing
lights, flare, prestidigitation, produce flame. The caster level
for these effects is equal to the gnome’s level; the DCs are
Charisma-based. This racial trait replaces gnome magic
and illusion resistance.

Warden of Nature: Gnomes must often protect their
homes against unnatural or pestilential infestations.
Gnomes with this racial trait gain a +2 dodge bonus to AC
against aberrations, oozes, and vermin, and a +1 bonus on
attack rolls against them because of their special training.
This racial trait replaces defensive training and hatred.

Racial Subtypes
You can combine various alternate racial traits to create
gnome subraces or variant races, such as the following.

Dread Gnomes: Moodier, less forgiving, and often
crueler than other gnomes, dread gnomes trace their
heritage to the darker, more bloodthirsty lines of fey.
Though not all dread gnomes are evil, they all find humor
in watching others suffer, and have little use for the bright
colors and joyful pursuits of their more cheerful cousins.
Dread gnomes have the fell magic and knack for poison
alternate racial traits.

Gear Gnomes: Sometimes rather than a single gnome
becoming obsessed with a project, whole families of gnomes
undertake a project so massive it requires generations of
artisans to complete. Such projects often involve complex
clockwork devices (or entire clockwork buildings), and
those born into families dedicated to lifetimes of work on
them are known as gear gnomes. Gear gnomes have the
academician and master tinker alternate racial traits.

Lava Gnomes: Fascinated by the power of magma
and living in vast caverns beneath active volcanoes, lava
gnomes are considered hot-tempered and dangerously
unstable even by other gnomes. Lava gnomes have the
darkvision and pyromaniac alternate racial traits.

Traveler Gnomes: These gnomes were born on the move,
their families living on a ship orin a caravan wagon. These
gnomes have the magical linguist and either the explorer
or the gift of tongues alternate racial traits.

Favored Class Options
The following options are available to all gnomes who have
the listed favored class, and unless otherwise stated, the
bonus applies each time you select the class reward.

Alchemist: Add +1/2 to the number of bombs per day the
alchemist can create.

Barbarian: Add a +1/2 bonus to the barbarian’s trap sense.

Bard: Add +1 to the bard’s total number of bardic
performance rounds per day.

Cavalier: Add +1 to the cavalier’s mounted base speed. In
combat this has no effect unless the cavalier has selected
this reward five times (or another increment of five). If the
cavalier ever replaces his mount, the new mount gains this
bonus to its speed.

Cleric: Add +1/2 to the cleric’s channeled energy total
when healing creatures of the animal, fey, and plant types.

Druid: The druid gains energy resistance 1 against
acid, cold, electricity, or fire. Each time the druid selects
this reward, increase her resistance to one of these energy
types by +1 (maximum 10 for any one type).

Fighter: Add +1 to the fighter’s CMD when resisting a
dirty trick or steal attempt.

Gunslinger: The gunslinger reduces the amount of time
needed to restore a broken firearm using the Gunsmithing
feat by 5 minutes (maximum reduction of 50 minutes).

Inquisitor: Add a +1 bonus on concentration checks
when casting inquisitor spells.

Magus: Add one of the following weapon special abilities
to the list of weapon special abilities the magus may add
to his weapon using his arcane pool: defending, ghost touch,
merciful, mighty cleaving, vicious (Core Rulebook); allying,
conductive, corrosive, corrosive burst, menacing (Advanced
Player’s Guide). Once an ability has been selected with this
reward, it cannot be changed.

Monk: Add +1 to the monk’s Acrobatics check bonus
gained by spending a point from his ki pool. A monk must
be at least 5th level to select this benefit.

Oracle: Add +1/2 to the oracle’s level for the purpose of
determining the effects of the oracle’s curse ability.

Paladin: Add +1/2 hit point to the paladin’s lay on hands
ability (whether using it to heal or harm).

Ranger: Add DR 1/magic to the ranger’s animal
companion. Each additional time the ranger selects this
benefit, the DR/magic increases by +1/2 (maximum DR 10/
magic). If the ranger ever replaces his animal companion,
the new companion gains this DR.

Rogue: The rogue gains a +1/2 bonus on Disable Device
and Use Magic Device checks related to glyphs, symbols,
scrolls, and other magical writings.

Sorcerer: Select one bloodline power at 1st level that is
normally usable a number of times per day equal to 3 + the
sorcerer’s Charisma modifier. The sorcerer adds +1/2 to
the number of uses per day of that bloodline power.




Summoner: Add +1 hit point to the summoner’s eidolon.
Witch: The witch gains 1/6 of a new witch hex.
Wizard: Select one arcane school power at 1st level that
is normally usable a number of times per day equal to 3 +
the wizard’s Intelligence modifier. The wizard adds +1/2
to the number of uses per day of that arcane school power.

RACIAL ARCHETYPES

The following racial archetypes are available to gnomes.

Experimental Gunsmith (Gunslinger)

The experimental gunsmith is obsessed with creating the
ultimate firearm, and is willing to take risks to work the
kinks out of her design. An experimental gunsmith has
the following class features.

Experimental Firearm (Ex): At 1st level, an experimental
gunsmith begins play with an experimental firearm.
This acts as the gunslinger’s gunsmith ability, but the
firearm the experimental gunsmith begins with has
one innovation (see below). Further, the experimental
gunsmith is treated as having the Gunsmithing feat,
but only in regard to his beginning firearm (or the
construction of areplacement firearm of the same design,
if the original is lost). This ability otherwise works like
the standard gunslinger’s gunsmith and Gunsmithing
abilities and replaces those abilities.

Innovations (Ex): An experimental gunsmith starts
play with one innovation she can make to her experimental
firearms, selected from the list below. This innovation is
a radical change to the typical design of a firearm, and
comes with both additional benefits and noteworthy
drawbacks. The experimental gunsmith can maintain
only one experimental firearm modified with one or
more innovations, as it requires constant adjustments
and much of her time is spent maintaining the weapon. If
the experimental gunsmith takes the Gunsmithing feat,
she can create other firearms using a single innovation
she knows (or add one innovation to an existing firearm),
though such weapons become unreliable over time. The
misfire value of such weapons increases by 1 for each week
after its creation, although the experimental gunsmith
can return the misfire rate to normal by spending 1
day maintaining the weapon and spending 50 gp in raw
materials. For the purposes of crafting such firearms,
each innovation is treated as the masterwork weapon
quality (with a value of 300 gp).

At sth level, and every four levels after that (g9th, 13th,
and 1yth level), the experimental gunsmith learns one
additional innovation from the list below. These represent
constant and increasingly skilled tinkering with a single
firearm in her possession, and when the experimental
gunsmith gains an innovation, she may immediately apply
it to her experimental firearm. Once an innovation has

been selected, it cannot be changed. This ability replaces
gun training.

Expanded Capacity: The experimental gunsmith increases
her firearm'’s capacity by one (generally by adding another
barrel, depending on the weapon’s design). She also
increases its weight by 50%. Because of the complexity of
increasing its capacity, her weapon is more prone to misfire,
and its misfire value increases by 1 (this is in addition
to any misfire increase if the weapon is made with the
Gunsmithing feat).

Expanded Chamber: The experimental gunsmith’s
firearm has a much larger than normal chamber for
black powder, allowing her to use 2 doses of powder
with each shot. The weapon grants a +1 circumstance
bonus on damage rolls. However, when the weapon
misfires, it causes a flashburn. This is the same as the
weapon exploding (dealing damage from a corner of the
experimental gunsmith’s square), except the weapon is
not automatically destroyed. If a broken weapon misfires,
it is destroyed as normal.

Grapple Launcher: The experimental gunsmith’s firearm
includes a special set of rails that allows her to slide a
grappling hook over the barrel and fire it as a full-round
action. The grappling hook anchors into anything she
successfully hits with an attack roll, and the DC of the
Strength check required to pull the grappling hook loose is
equal to her attack roll to lodge it in place. A Disable Device
check can remove it with a +5 bonus on the check, and a
creature struck by the hook can escape it with a combat
maneuver check or Escape Artist check with a +5 bonus on
the check. The firearm is powerful enough to fire a hook
trailing up to 100 feet of rope, but throws off the balance
of the experimental gunsmith’s firearm, reducing its range
increment by 50%.

Recoilless: The experimental gunsmith’s firearm includes
a series of gears, springs, and pistons designed to reduce
its recoil and thus improve accuracy. The range increment
of the weapon increases by 10 feet. However, the system is
fragile, and easily damaged. Anytime the weapon misfires,
this system becomes broken and does not function until the
experimental gunsmith spends 1 hour repairing it.

Vial Launcher: The experimental gunsmith adds a special
tube onto her firearm that can hold 1 vial of alchemical
material, such as alchemist’s fire, a tanglefoot bag, or a
thunderstone. A special trigger allows her to channel the
force of black powder into this tube to launch the vial as
a ranged attack with half the range increment of her
firearm. The experimental gunsmith can take this action
in place of any single ranged attack, and may use the
same attack bonus that she can apply to the firearm. If the
alchemical substance has a save DC, it becomes 10 + 1/2
her experimental gunsmith level + her Wisdom modifier
when she launches the vial from her firearm. This increase



only applies to the initial saving throw. If additional saving
throws are called for, they are resolved as normal. Reloading
the tube is a time-consuming process and requires two full-
round actions. If the weapon misfires while loaded with an
alchemical substance, it detonates with the experimental
gunsmith (and the firearm) as the target.

Prankster (Bard)

The prankster sees humor as the highest form or art, and
pranks as the highest form of humor. In addition to setting
friends up for light-hearted pranks, the prankster can use
his quick wit and cruel sense of humor to enrage foes
before incapacitating them with a clever turn of phrase.

Bardic Performance: A prankster’s bardic performance
functions like a bard’s, but some of its

B

performances are exchanged for those
listed below.

Mock (Su): At 1st level, the prankster can
use his performance to cause one or
more creatures to become furious
with him. Each creature to be
mocked must be within go feet,
able to see, hear, and understand
the prankster, and capable of
paying attention to him. The
prankster must also be able to see
the creatures affected. For every
three levels the prankster has attained beyond 1st,
he can target one additional creature with this ability.

Each creature within range receives a Will save
(DC 10 + 1/2 the prankster’s level + the prankster’s
Charisma modifier) to negate the effect. If a
creature’s saving throw succeeds, the prankster
cannot successfully mock that creature for 24 hours.
If its saving throw fails, the creature is angered by
the performance and seeks to harm the prankster. While
the prankster maintains the mocking, the target takes
a —2 penalty on all attack rolls and skill checks until it
has successfully attacked the prankster with a melee or
ranged attack, or has harmed the creature with a spell
that deals damage.

Mock is an enchantment (compulsion) mind-affecting
ability. Mock relies on audible and visual components in
order to function. This ability replaces fascinate.

Punchline (Sp): At 6th level, the prankster can use his
performance to tell a punchline to amuse a creature he
has already mocked (see above), goading it into hideous
laughter (as the spell). Using this ability does not disrupt
the mock effect, but it does require a standard action to
activate (in addition to the free action to continue the
mock effect). A prankster can use this ability more
than once against an individual creature during an
individual performance.

Telling a punchline does not count against a
prankster’s daily use of bardic performance. A
Will saving throw (DC 10 + 1/2 the bard’s level + the
bard’s Charisma modifier) negates the effect. This
ability affects only a single creature. Punchline is an
enchantment (compulsion), mind affecting, language-
dependent ability and relies on audible components.
This ability replaces the suggestion ability.

Mass Punchline (Sp): This ability functions just like
punchline, but allows a prankster of 18th level or higher
to use hideous laughter simultaneously against any number
of creatures that he has mocked. This ability replaces the
mass suggestion ability.

Swap (Ex): A prankster can steal an object from a
creature and replace it with another object of the same
size or smaller that the prankster has in his hand. This
functions as the steal combat maneuver (Advanced Player’s
Guide 322), but the prankster does not provoke an attack
of opportunity, and may use his Sleight of Hand check



in place of his combat maneuver check. If the prankster’s
check exceeds the target’'s CMD by 10 or more, the target
is unaware the swap has been made until it tries to use
the swapped object or the end of its next turn (whichever
happens first). This ability replaces lore master.

Saboteur CAlchemist)

The saboteur is an alchemist who specializes in
destroying the plans, materials, and allies of his enemies.
A saboteur has focused his alchemical research toward
new ways to conceal his presence, sow confusion, and
blow up large structures.

Class Skills: A saboteur adds Knowledge (engineering)
to his list of class skills and removes Knowledge (nature)
from his list of class skills.

Chameleon Mutagen (Su): At 1st level, a saboteur
discovers how to create a special elixir that he can imbibe
in order to heighten his ability to move undetected and
his mobility at the cost of his physical might. When
consumed, the elixir causes the saboteur’s skin to
change color to match the background and causes his
hands and feet to secrete a sticky residue. This grants
him a circumstance bonus on Stealth checks equal
to half his alchemist level (minimum +1), as well as
granting him a climb speed equal to half'his base speed,
for 10 minutes per saboteur level. In addition, while the
chameleon extract is in effect, the saboteur takes a —2
penalty to his Strength.

This ability replaces mutagen. A saboteur who drinks
an alchemist’s mutagen is treated as a non-alchemist. All
limitations to mutagens apply to chameleon mutagen
as if it were the same ability. The infuse mutagen
discovery and persistent mutagen class ability apply to
the chameleon mutagen.

Saboteur Discoveries: The following new options may
be taken as discoveries by a saboteur.

Bore Bomb*: When the saboteur creates a bomb, he
may choose to make it a bore bomb. If a bore bomb
strikes a wall, gate, siege engine, or similar large,
solid, inanimate structure, it ignores half the target’s
hardness and deals 1 point of damage per saboteur level.
If a bore bomb reduces an inanimate target to half its
hit points or fewer, it blows a hole 5 feet wide and 5 feet
deep in the target.

Complex Bomb: When the saboteur creates a bomb,
he can choose to have it modified by two different
discoveries that modify a bomb’s damage (those
discoveries marked with an asterisk). Each discovery
modifies half the bomb’s damage dice, rounding down.
For example, a concussive/frost bomb from a gth-level
saboteur deals 2d4 points of sonic damage + 2d6 points
of frost damage. Creating a complex bomb counts as 2
daily uses of the bomb ability.

Grand Chameleon Mutagen: The saboteur’s chameleon
mutagen now grants him a circumstance bonus on
Stealth checks equal to his alchemist level, as well
as granting him a climb speed equal to his normal
movement speed. The saboteur must possess the greater
chameleon mutagen discovery and be at least 16th level to
select this discovery.

Greater Chameleon Mutagen: The saboteur’s chameleon
mutagen now also grants the saboteur the hide in plain
sight ability, as the ranger ability of the same name, but
it functions in any terrain. The saboteur must be at least
12th level to select this discovery.

Grand Discoveries: A saboteur may select the following
grand discovery.

True Chameleon Mutagen: The saboteur’s chameleon
mutagen now acts as if he was under the effects of the
greater invisibility and spider climb spells, using his alchemist
level as the caster level, for the duration of the mutagen.
The saboteur must possess the grand chameleon mutagen
discovery to select this grand discovery.

Discoveries: The following discoveries complement
the saboteur archetype: acid bomb, concussive bomb,
delayed bomb, explosive bomb, fast bombs, inferno
bomb, madness bomb, precise bombs, smoke bomb,
stink bomb (Advanced Player’s Guide); explosive missile,
immolation bomb, siege bomb (Ultimate Combat);
blinding bomb, cognatogen, confusion bomb, tanglefoot
bomb (Ultimate Magic).

NEW RACIAL RULES

The following options are available to gnomes. At the GM’s
discretion, other appropriate races may also make use of
some of these.

Gnome Equipment
Gnomes have access to the following equipment.

Dilettante’s Outfit: These clothes are favored by gnome
inventors and wanderers, and consist of sturdy boots, a
pair of stout linen pants or skirt, a cloth shirt, leather
gloves, a hat and cloak, and numerous belts, straps, and
accessories (such as scarves, a vest, bits of rope or twine,
and bandoleers). These items are generally mismatched,
each having been selected as “superior” from some other
set of clothing, and are rife with pockets and small
hidey-holes. It the wearer a +2 circumstance bonus on
Sleight of Hand checks made to conceal a small object
on her body.

Hound’s Blood: If you apply the thick, red paste known
as hound’s blood to your nostrils or upper lip, it greatly
enhances your sense of smell. For most creatures, this
grants a +2 alchemical bonus on Perception checks for 1
hour. For gnomes, it briefly grants a super-heightened
sense of smell, granting the scent ability for 5 minutes,



before the potency is reduced to a +2 alchemical bonus
on Perception checks for an additional 1 hour.

Moonrod: This 1-foot-long, silver-tipped tin rod glows
dimly when struck as a standard action. It sheds dim
light in a 30-foot radius. However, the light given off by
a moonrod is particularly easily to perceive for creatures
with low-light vision. For such creatures, a moonrod
increases the light level by one step (to a maximum of
normal) for a 60-foot radius. It glows for 6 hours, after
which the silver tip is burned out and worthless.

Obsession Log: Gnomes use these small books to
record information about their obsessions. When a
gnome consults her obsession log (taking 1 minute),
she gains a +2 circumstance bonus on the next Craft or
Profession check she makes, as long as that skill was the
one chosen for her obsessive racial trait.

Scentbane Incense: Scentbane incense is a form of
smokestick that also blocks most scents. As long as the
smoke lasts, creatures with the scent special ability
must make Perception checks, opposed by the Stealth
checks of any creatures within the smoke, to use scent to
locate creatures within the smoke. If a creature remains
in scentbane incense for 5 rounds or more, the smoke
clings to it for 1 round after it leaves, making it similarly
difficult to find by scent during that time.

Sheriff’s Whistle: Used most often by gnome sheriffs
and rangers, a sheriff’s whistle gives off a piercing shriek
that can easily be heard up to 1,000 feet away under
ordinary circumstances. However, the frequency of the
shriek is such that it can only be heard by badgers, dogs,

and gnomes.

Gnome Equipment

ltem Cost Weight  Craft DC
Dilettante’s outfit 20 gp 8 Ibs.* —
Hound’s blood (vial) 110 gp — 20
Moonrod 10 gp 11b. 25
Obsession log 25 gp 1lb. —
Scentbane incense 8o gp — 20

Sheriff’s whistle 1gp — _

* This items weighs 1/4 of this amount when made for
Small characters.

Gnome Feats
Gnomes have access to the following feats.

Casual lllusionist

You can use your innate magic to create minor illusions

that augment your efforts at trickery and deceit.
Prerequisites: Gnome, gnome magic racial trait.
Benefit: As long as you have at least one spell-like

ability unused from your gnome magic racial trait, you

gain a +2 racial bonus on all Bluff, Disguise, and Sleight

of Hand checks you make. At 10th level, these bonuses
increase to +4.

Special: This feat counts as the Deceitful feat for the
purposes of all prerequisites.

Expanded Resistance
You have expanded your natural resistance to magic to
encompass different kinds of magic.
Prerequisites: Gnome, illusion resistance racial trait.
Benefit: Select one school of magic other than illusion.

You gain a +2 racial bonus on saving throws against spells
or effects from the selected school.

Special: You may select this feat more than once. Its
effects do not stack. Each time you select it, it applies to a
different school of magic.

Gnome Weapon Focus (Combat)
Your extensive training with traditional gnome weapons
gives you an advantage.

Prerequisites: Base attack bonus +1, gnome, proficient
with all martial weapons.

Benefit: You gain a +1 bonus on attack rolls with gnome

weapons (weapons with “gnome” in the title).

Great Hatred (Combat)
Your rage burns with vast intensity.
Prerequisites: Gnome, hatred racial trait.

Benefit: You gain an additional +1 bonus on melee and
thrown weapon attacks against targets of your hatred
racial trait.

Vast Hatred (Combat)
Your rage stretches beyond normal bounds.

Prerequisites: Gnome, hatred racial trait.

Benefit: Select two creature types (and subtypes where
appropriate) from the list of potential favored enemies
from the ranger class ability. Your attack bonus from

the hatred racial trait applies to creatures of the selected
types (and subtypes).
Special: You may take this feat more than once. Its

benefits do not stack. Each time you select this feat, you
select two additional creature types to which your hatred

racial trait applies.

Gnome Magic ltems

Magic items crafted by gnomes are often useful tools to
assist them in their labors or items that take advantage of
their innate magical abilities and amplify them through
the item.

AMAZING TOOLS OF MANUFACTURE

Aura faint transmutation; CL 3rd

Slot none; Price 12,000 gp; Weight 1 Ib.



DESCRIPTION

Tools of this type always appear to be of the highest
quality and wrought of the finest materials, most often
mithral, darkwood, and adamantine. In the hands of a
casual wielder, these items simply appear to be magically
enhanced masterwork tools for a specific Craft skill
(determined randomly), granting a +4 circumstance bonus
on such skill checks.

However, in the hands of a craftsman with 6 or more ranks in
the Craft skill the tools’ bonus applies to, the greater power of
the amazing tools of manufacture becomes apparent. The wielder
may use the tools to create items using the Craft skill much
more surely and quickly. The wielder may take raw materials

with a value equal to half the price of an object to
be crafted, and produce a finished object in as little @

as 1 hour for an item with a final cost of 2,000 gp or less. For
objects with a final cost of more than 2,000 gp, the wielder can
perform 2,000 gp worth of work in a single hour, but only once
each day. Only a single skill check is required to successfully
complete the item, made on the last day of crafting and gaining
the +4 circumstance bonus granted by the tools.

CONSTRUCTION

Requirements Craft Wondrous Item, Master Craftsman;
Cost 6,000 gp

BOOTS OF ESCAPE

Aura faint conjuration; CL sth
Slot feet; Price 8,000 gp; Weight 1 |b.
DESCRIPTION

These sturdy, leather-soled cloth boots have straps at the
ankles and calves to ensure a snug fit. Once per day, when
the wearer of the boots is grappled, pinned, or entangled, he
may transfer himself to any spot within 30 feet. This acts as if
the wearer had used a dimension door spell. A gnome wearing
these boots may instead transfer himself up to 400 feet.
CONSTRUCTION

Requirements Craft Wondrous Item, dimension door, creator
must be a gnome or a wizard specialized in the school of
conjuration; Cost 4,000 gp

PHANTASMAL GEM

Aura faint illusion; CL 3rd

Slot none; Price 4,000 gp; Weight 1 |b.
DESCRIPTION

This small cut crystal appears to be filled with hazy, indistinct
images that constantly shift and vary. If a spellcaster holding
the phantasmal gem casts an illusion spell with a duration

of concentration (or concentration + a number of rounds),
the illusion lasts up to an additional 10 rounds after the
spellcaster ceases concentrating on it. The spellcaster may
end the illusion early as a swift action. The phantasmal gem
can be used multiple times in a day, but cannot grant more
than a total of 10 additional rounds of illusion spells per

day. A gnome using a phantasmal gem can recharge it by
expending uses of spell-like abilities gained through the
gnome magic racial trait. Each spell-like ability expended

as a standard action recharges 1 round of duration to the
phantasmal gem (up to a maximum of 10 rounds).
CONSTRUCTION

Requirements Craft Wondrous Item, creator must be a
gnome or a wizard specialized in the school of illusion;
Cost 2,000 gp

RING OF CRAFT MAGIC

Aura faint transmutation; CL 3rd
Slot ring; Price 12,000 gp; Weight 1 Ib.
DESCRIPTION

A ring of craft magic always bears some sort of tool-like



design in its craftsmanship. The wearer of the ring sees
spells as similar to crafts, and vice versa. The wearer of this
ring may make a Craft check in place of a Spellcraft check to
identify an item that could be created with the Craft skill. The
wearer may also expend a spell slot or prepared spell to gain
an enhancement bonus equal to the level of the expended
spell on a single Craft or Profession check (regardless of the
amount of time needed to make the check).

CONSTRUCTION

Requirements Forge Ring, creator must have the obsession
racial trait; Cost 6,000 gp

Gnome Spells

Gnomes have access to the following spells.

DEATH FROM BELOW

School abjuration; Level bard 3, sorcerer/wizard 2

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration 1 round/level

Save Fortitude negates (harmless); Spell Resistance yes
(harmless)

You grant the target a dodge bonus to its Armor Class against

attacks from larger creatures. The bonus is equal to +1 for

every size category the attacker is larger than the target of

the spell, to a maximum of +1 per 3 caster levels. If the spell’s

target is a gnome, the maximum bonus is equal to +1 per 2

caster levels.

ITTERBUGS

School illusion (figment) [mind-affecting]; Level bard 1,
sorcerer/wizard 2

Casting Time 1 standard action

Components V, S

Range short (25 ft. +5 ft. 2/levels)

Target one creature

Duration 1 round/level

Save Will negates; Spell Resistance yes

You cause the target to perceive itself as being covered in

creeping, crawling, stinging bugs. This causes the target to

become jittery and unable to stay still, forcing it to constantly

move and twitch. The target takes a —4 penalty on all Dexterity

checks and Dexterity-based skill checks, and cannot take the

delay, ready, or total defense actions.

MAJOR PHANTOM OBJECT

School illusion (shadow) [shadow]; Level sorcerer/wizard 5
Casting Time 10 minutes
Range close (25 ft. + 5 ft./2 levels)
Effect illusory, unattended, nonmagical object, up to
1 cu. ft./level

Duration 10 minutes/level (D)

Save Will negates; Spell Resistance yes
This spell functions as the major creation spell, except as
noted above and the object created is a semi-real illusion.
Any creature that interacts with the object may make a Will
save, with success causing the object to cease to exist. A
gnome casting this spell may make a Spellcraft check in place
of any Craft check required to make a complex item.

MINOR DREAM

School illusion (shadow) [shadow]; Level alchemist 2, bard 3,
sorcerer/wizard 3, witch 2

Casting Time 1 minute

Components V, S

Range unlimited

Target you or one gnome touched

Duration see text

Save none; Spell Resistance yes

This spell functions as the dream spell, except as follows.

The messenger must be yourself or a gnome touched. The

message can be no longer than 20 words. If the recipient of

the message is not asleep when the spell is cast, the spell

automatically fails.

MINOR PHANTOM OBJECT

School illusion (figment) [mind-affecting]; Level sorcerer/
wizard 4

Casting Time 1 minute

Components V, S

Range o ft.

Effect illusory, unattended, nonmagical object of nonliving
plant matter, up to 1 cu. ft./level

Duration 10 minutes/level (D)

Save Will negates; Spell Resistance yes

This spell functions as the minor creation spell, except the

object created is a semi-real illusion. Any creature that

interacts with the object may make a Will save, with success

causing the object to cease to exist. A gnome casting this

spell may make a Spellcraft check in place of any Craft check

required to make a complex item.

RECHARGE INNATE MAGIC

School transmutation; Level alchemist 1, bard 1, cleric 1,
druid 1, inquisitor 1, magus 1, sorcerer/wizard 1, witch 1

Casting Time 1 standard action

Components V, S

Range personal

Target you

Duration instantaneous

You channel magic energy into your own aura, recharging

your innate magic abilities. You regain one use of all o-level

and 1st-level spell-like abilities you can use as a result of a

racial trait.




HALF-ELVES

Elves have long drawn the covetous gazes of other races.

Their generous lifespans, magical affinity, and inherent
grace each contribute to the admiration or bitter envy
of their neighbors. Of all their traits, however, none so
entrance their human associates as their beauty. Since the
two races first came into contact with each other, humans
have held up elves as models of physical perfection,
seeing in these fair folk idealized versions of themselves.
For their part, many elves find humans attractive despite
their comparatively barbaric ways, and are drawn to the
passion and impetuosity with which members of the
younger race play out their brieflives.

Sometimes this mutual infatuation leads to romantic
relationships. Though usually short-lived, even by human
standards, such trysts may lead to the birth of half-
elves, a race descended from two cultures yet inheritor of
neither. Half-elves can breed with one another, but even
these “pureblood” half-elves tend to be viewed as bastards
by humans and elves alike. Caught between destiny and
derision, half-elves often view themselves as the middle
children of the world.

Physical Description: Half-elves stand taller than
humans but shorter than elves. They inherit the lean
build and comely features of their elven lineage, but
their skin color is normally dictated by their human side.
While half-elves retain the pointed ears of elves, theirs
are more rounded and less pronounced. Their eyes tend
to be humanlike in shape, but feature an exotic range of
colors from amber or violet to emerald green and deep
blue. This pattern changes for half-elves of drow descent,
however. Such elves are almost unfailingly marked with
the white or silver hair of the drow parent, and more often
than not have dusky gray skin that takes on a purplish
or bluish tinge in the right light, while their eye color
usually favors that of the human parent.

Society: Their lack of a unified homeland and culture
forces half-elves to remain versatile, able to conform
to nearly any environment. While often considered
attractive to both races for the same reasons as their
parents, half-elves rarely fit in with either humans or
elves, as both races see too much evidence of the other
in them. This lack of acceptance weighs heavily on many

. HALF-ELF RACIAL TRAITS

y) +2 to One Ability Score: Half-elf characters gain a +2 bonus to one

dim light.

to race.

ability score of their choice at creation to represent their varied nature.
Medium: Half-elves are Medium creatures and have no bonuses or
penalties due to their size.
Normal Speed: Half-elves have a base speed of 30 feet.
Low-Light Vision: Half-elves can see twice as far as humans in conditions of

Adaptability: Half-elves receive Skill Focus as a bonus feat at 1st level.
Elf Blood: Half-elves count as both elves and humans for any effect related

Elven Immunities: Half-elves are immune to magic sleep effects and
gain a +2 racial saving throw bonus against enchantment spells and effects.
Keen Senses: Half-elves receive a +2 racial bonus on Perception checks.

Multitalented: Half-elves choose two favored classes at first level and
gain +1 hit point or +1 skill point whenever they take a level in either one

of those classes.

Languages: Half-elves begin play speaking Common and Elven.

Half-elves with high Intelligence scores can choose any languages

they want (except secret languages, such as Druidic).



half-elves, yet others are bolstered by their unique status,
seeing in their lack of a formalized culture the ultimate
freedom. As a result, half-elves are incredibly adaptable,
capable of adjusting their mind-sets and talents to whatever
societies they find themselves in.

Even half-elves welcomed by one side of their heritage
often find themselves caught between cultures, as they
are encouraged, cajoled, or even forced into taking on
diplomatic responsibilities between human and elven kind.
Many half-elves rise to the occasion of such service, seeing
it as a chance to prove their worth to both races. Others,
however, come to resent the pressures and presumptions
foisted upon them by both races and turn any opportunity
to broker power, make peace, or advance trade between
humans and elves into an exercise in personal profit.

Relations: Half-elves understand loneliness, and know
that character is often less a product of race than of life
experience. As such, they are often open to friendships
and alliances with other races, and less likely than most
to rely on first impressions when forming opinions of
new acquaintances.

While many races join together to produce mixed
offspring of notable power, such as half-orcs, half-
dragons, and half-fiends, half-elves seem to have a unique
position in the eyes of their progenitors and the rest of
the world. Those humans who admire elvenkind see half-
elves as a living link or bridge between the two races. But
this attitude often foists unfair expectations and elevated
standards upon half-elves, and quickly turns to derision
when they do not live up to the grand destinies that
others set for them. Additionally, those half-elves raised
by or in the company of elves often have the human half
of their parentage dubbed a mere obstacle, something to
be overcome with proper immersion and schooling in
the elven ways, and even the most well-meaning elven
mentors often push their half-elven charges to reject a
full half of themselves in order to “better” themselves.
The exception is those few half-elves born of humans
and drow. Not unlike most half-orcs, such unions are
commonly born out of violence and savagery that leaves
the child unwanted by its mother if not killed outright.
Moreover, as the physical features of half-drow clearly
mark their parentage, crafting a reputation founded
on deeds and character instead of heritage is more
challenging for them. Even the most empathetic of other
half-elves balk at the sight of a half-drow.

Among other races, half-elves form unique and often
unexpected bonds. Dwarves, despite their traditional
mistrust of elves, see a half-elf’s human parentage as
something hopeful, and treat them as half-humans rather
than half-elves. Additionally, while dwarves are long-lived,
the lifespan of the stout folk is closer to a half-elf’s own
than that of either of her parents. As a result, half-elves

and dwarves often form lasting bonds, be they ones of
friendship, business, or even competitive rivalry.

Gnomes and halflings often see half-elves as a curiosity.
Those half-elves who have seen themselves pushed to the
edges of society, truly without a home, typically find gnomes
and halflings frivolous and worthy of disdain, but secretly
envy their seemingly carefree ways. Clever and enterprising
gnomes and halflings sometimes partner with a half-elf
for adventures or even business ventures, using the half-
elf’s participation to lend their own endeavors an air of
legitimacy that they cannot acquire on their own.

Perhaps the most peculiar and dichotomous relations
exist between half-elves and half-orcs. Those half-orcs
and half-elves who were raised among their non-human
kin normally see one another as hated and ancient foes.
However, half-elves who have been marginalized by society
feel a deep, almost instant kinship with half-orcs, knowing
their burdens are often that much harder because of their
appearance and somewhat brutish nature. Not all half-orcs
are inclined or able to understand such empathy, but those
who do often find themselves with a dedicated diplomat,
liaison, and apologist. For their own part, half-orcs usually
return the favor by acting as bodyguards or intimidators, and
take on other roles uniquely suited to their brawny forms.

Alignment and Religion: Half-elves’ isolation strongly
influences their characters and philosophies. Cruelty
does not come naturally to them, nor does blending in
or bending to societal convention—as a result, most
half-elves are chaotic good. Half-elves’ lack of a unified
culture makes them less likely to turn to religion, but
those who do generally follow the common faiths of their
homeland. Others come to religion and worship later in
their lives, especially if they have been made to feel part of
a community through faith or the work of clerical figures.

Some half-elves feel the pull of the divine but live beyond
the formal religious instruction of society. Such individuals
often worship ideas and concepts like freedom, harmony,
or balance, or the primal forces of the world. Still others
gravitate toward long-forgotten gods, finding comfort and
kinship in the idea that even deities can be overlooked.

Adventurers: Half-elves tend to be itinerants, wandering
the lands in search of a place they might finally call home.
The desire to prove themselves to the community and
establish a personal identity—or even a legacy—drives
many half-elf adventurers to lives of bravery. Some half-
elves claim that despite their longevity, they perceive the
passage of time more like humans than elves, and are
driven to amass wealth, power, or fame early on in life so
they may spend the rest of their years enjoying it.

Males Names: Calathes, Encinal, Iradli, Kyras, Narciso,
Quinray, Seltyiel, Zirul.

Female Names: Cathran, Elsbeth, Iandoli, Kieyanna,
Lialda, Maddela, Reda, Tamarie.




ALTERNATE RACIAL RULES

Due to their mixed heritage, half-elves exhibit great
flexibility in their abilities.

Alternate Racial Traits

The following racial traits may be selected instead of
existing half-elf racial traits. Consult your GM before
selecting any of these new options.

Ancestral Arms: Some half-elves receive training
in an unusual weapon. Half-elves with this racial trait
receive Exotic Weapon Proficiency or Martial Weapon
Proficiency with one weapon as a bonus feat at 1st level.
This racial trait replaces the adaptability racial trait.

Arcane Training: Half-elves occasionally seek tutoring to
help them master the magic in their blood. Half-elves with
this racial trait have only one favored class, and it must be an
arcane spellcasting class. They can use spell trigger and spell
completion items for their favored class as if one level higher
(or as a 1st-level character if they have no levels in that class).
This racial trait replaces the multitalented racial trait.

Drow-Blooded: Some half-elves born of drow parents
exhibit more drow traits than others—particularly many
of the physical features of the drow—and have darkvision
60 feet and light blindness (Bestiary 301). This racial trait
replaces the low-light vision racial trait.

Drow Magic: A few half-elves with drow ancestry exhibit
the innate magic of that race. Half-elves with this trait
have drow blood somewhere in their background, and can
cast dancing lights, darkness, and faerie fire each once per
day, using the half-elf’s character level as the caster level
for these spell-like abilities. This racial trait replaces the
adaptability and multitalented racial traits.

Dual Minded: The mixed ancestry of some half-elves
makes them resistant to mental attacks. Half-elves with
this racial trait gain a +2 bonus on all Will saving throws.
This racial trait replaces the adaptability racial trait.

Integrated: Many half-elves are skilled in the art of
ingratiating themselves into a community as if they were
natives. Half-elves with this racial trait gain a +1 bonus
on Bluff, Disguise, and Knowledge (local) checks. This
racial trait replaces the adaptability racial trait.

Sociable: Half-elves are skilled at charming others and
recovering from faux pas. If half-elves with this racial trait
attempt to change a creature’s attitude with a Diplomacy
check and fail by 5 or more, they can try to influence the
creature a second time even if 24 hours have not passed.
This racial trait replaces the adaptability racial trait.

Wary: Many half-elves have spent their long lives
moving from place to place, often driven out by the
hostility of others. Such experiences have made them wary
of others’ motivations. Half-elves with this trait gain a +1
racial bonus on Sense Motive and Bluff checks. This racial
trait replaces the keen senses racial trait.

Water Child: Some half-elves are born of elves
adapted to life on or near the water. These half-elves
gain a +4 racial bonus on Swim checks, can always take
10 while swimming, and may choose Aquan as a bonus
language. This racial trait replaces the adaptability and
multitalented racial traits.

Racial Subtypes

You can combine various alternate racial traits to create

half-elven subraces or variant races, such as the following.
Drow-Descended: These half-elves

the features of their dark elf parents, branding them

clearly bear

immediately as a potential threat in the eyes of others no
matter what their intent or character. These half-elves have
the drow-blooded and drow magic alternate racial traits.

Elf-Raised: These half-elves represent those embraced
by their elven relatives, and raised with all of the
traditional cultural training and education typical
of most full-blooded elves. These half-elves have the
ancestral arms and arcane training alternate racial traits.

Human-Raised: These half-elves were born and raised
into accepting human communities, often raised by
generations of a single family, or through the charity
of churches and temples. These half-elves have the
integrated and wary racial traits.

Favored Class Options

The following favored options are available to all half-
elves who have the listed favored class, and unless
otherwise stated, the bonus applies each time you select
the class reward.

Alchemist: Add +1 foot to the range increment of
the alchemist’s thrown splash weapons (including the
alchemist’s bombs). This option has no effect unless the
alchemist has selected it 5 times (or another increment of
5); a range increment of 24 feet is effectively the same as a
range increment of 20 feet, for example.

Barbarian: Add +1/4 to the bonus on Reflex saves and
dodge bonus to AC against attacks made by traps granted
by trap sense.

Bard: Add +1 to the bard’s total number of bardic
performance rounds per day.

Cavalier: Add +1 foot to the cavalier’s mount’s base
speed. This option has no effect unless the cavalier has
selected it 5 times (or another increment of 5); a speed
of 54 feet is effectively a speed of 50 feet, for example. If
the cavalier ever replaces his mount, the new companion
gains this base speed bonus.

Cleric: Add +1/3 to the amount of damage dealt or
damage healed when the cleric uses channel energy.

Druid: Select one cleric domain power at 1st level that
is normally usable a number of times per day equal to 3 +
the druid’s Wisdom modifier. The druid adds +1/2 to the



number of uses per day of that domain power. For druids
whose nature bond gives them an animal companion,
add +1 skill rank to the animal companion. If the druid
ever replaces her animal companion, the new companion
gains these bonus skill ranks.

Fighter: Add +1 to the fighter’s CMD when resisting a
disarm or overrun combat maneuver.

Gunslinger: Add +1/4 to the number of grit points in
the gunslinger’s grit pool.

Inquisitor: Add +1/4 to the number of times per day the
inquisitor can change her most recent teamwork feat.

Magus: Add +1/4 to the magus’s arcane pool.

Monk: Add +1/2 on Escape Artist checks and on
Acrobatics checks to cross narrow surfaces.

Oracle: Add one spell known from the oracle spell list.
This spell must be at least one level below the highest
spell level the oracle can cast.

Paladin: Add +1 foot to the size of all the paladin’s
aura class features. This option has no effect unless the
paladin has selected it 5 times (or another increment of'5);
an aura of 14 feet is effectively the same as a 10-foot aura,
for example.

Ranger: Add +1 skill rank to the ranger’s animal
companion. If the ranger ever replaces his companion,
the new companion gains these bonus skill ranks.

Rogue: Add a +1/2 bonus on Bluff checks to feint and
Diplomacy checks to gather information.

Sorcerer: Select one bloodline power at 1st level that is
normally usable a number of times per day equal to 3 +
the sorcerer’s Charisma modifier. The sorcerer adds +1/2
to the number of uses per day of that bloodline power.

Summoner: Add +1/4 to the eidolon’s evolution pool.

Witch: Add one spell from the witch spell list to the
witch’s familiar. This spell must be at least one level
below the highest spell level she can cast. If the witch
ever replaces her familiar, the new familiar knows these
bonus spells.

Wizard: When casting wizard enchantment spells, add
+1/3 to the effective caster level of the spell, but only to
determine the spell’s duration.

RACIAL ARCHETYPES

The following racial archetypes are available to half-elves.

Bonded Witch (Witch)

While all witches commune with the unknown, the blend
of human ingenuity and adept learning mixed with elven
blood gives some half-elves a unique conduit to channel
the powers of the arcane. Bonded witches forsake familiars
as vessels of power in favor of a specific object that grants
them powers above and beyond those of their patron alone,
as they tap into the powerful magic of the item itself. A
bonded witch has the following class features.

Bonded Item (Sp): At 1st level, a bonded witch gains
a bonded item instead of a familiar. This bonded item
is similar to a wizard’s arcane bond bonded item (Core
Rulebook 78), and follows all the rules of such an item with
the following exceptions.

A bonded witch’s bonded item serves as a vessel for her
spells and a conduit for communication with her patron.
A bonded witch must commune with her bonded item
each day to prepare her spells. The bonded item stores
all of the spells that the bonded witch knows, and the
bonded witch cannot prepare spells that are not stored
within it. A bonded witch starts with the same number of
spells and gains new spells the same way as a witch, and
can even add spells by learning them from scrolls in the
same way (Advanced Player’s Guide 68), but a bonded witch
cannot learn spells from another bonded item.

Since a bonded witch does not have a spellbook,
starting at 2nd level, a bonded witch’s bonded item can
be used once per day to cast a spell dependent on the type
of bonded object chosen by the bonded witch. The spell
is treated like any other spell cast by the bonded witch,
including its casting time, duration, and other effects
dependent of the bonded witch’s level. This spell cannot
be further modified by metamagic feats or any other
ability. As the bonded witch gains levels, the bonded item
gains new spells that the bonded witch can cast in this
way. She can cast any one of these spells once per day
using her bonded object, but gains greater flexibility in
what spells she can cast, and gains more powerful spells
as she gains new levels. The bonded item spells associated
with each item type are as follows.

Amulet: 2nd—stonefist (Advanced Player’s Guide 247); 4th—
bear’s endurance; 6th—burst of speed (Ultimate Combat 225);
8th—mnemonic enhancer; 10th—stoneskin; 12th—monstrous
physique IV (Ultimate Magic 229); 14th—firebrand (Advanced
Player’s Guide 222); 16th—iron body; 18th—overwhelming
presence (Ultimate Magic 230).

Ring: 2nd—shield; 4th—ablative barrier (Ultimate Combat
221); 6th—protection from enerqy; 8th—nondetection; 10th—
life bubble (Advanced Player’s Guide 230); 12th—resinous
skin (Ultimate Combat 242); 14th—antimagic field; 16th—
deflection (Advanced Player’s Guide 215); 18th—spell immunity.

Staff: 2nd—shillelagh; 4th—warp wood; 6th—plant growth;
8th—arboreal hammer (Ultimate Magic 206); 10th—passwall;
12th—move earth; 14th—change staff; 16th—control plants;
18th—wooden phalanx (Ultimate Magic 249).

Wand: 2nd—magic missile; 4th—knock; 6th—fireball;
8th—restoration; 1oth—maximized scorching ray; 12th—
bull’s strength (mass); 14th—greater restoration; 16th—
empowered and maximized fireball; 18th—empowered and
maximized fire shield.

Weapon: 2nd—warding weapon (Ultimate Combat 248);
gth—versatile weapon (Advanced Player’s Guide 254);




NEW ALCHEMIST DISCOVERY

The following discovery is favored by bramble brewers.

Defoliant Bomb*: These poisonous bombs clear away
foliage, dealing extra damage to plant creatures.

When the alchemist creates a bomb, he can choose to
have it deal extra damage against plant creatures but less
damage against other creatures. Against creatures with the
plant type, a defoliant bomb deals 1d8 points of damage,
plus 1d8 points of damage for every odd-numbered
level the alchemist possesses, instead of 1d6. Against all
other creatures, the defoliant bomb only deals 1d4 points
of damage, plus 1d4 points of damage for every odd-
numbered level, instead of 1d6. This is a poison effect. A
defoliant bomb kills all normal vegetation in the target’s
square and its splash area; any plant-based difficult terrain
in the affected area becomes normal terrain.

6th—greater magic weapon; 8th—telekinetic charge (Ultimate
Combat 247); 10th—energy siege shot (Ultimate Combat 228);
12th—blade barrier; 14th—arcane cannon (Ultimate Combat
223); 16th—earthquake; 18th—ride the lightning (Ultimate
Magic 235).

This ability replaces the witch’s familiar class feature.

Bramble Brewer (Alchemist)

Some half-elven alchemists merge human curiosity
with their elven link to nature. Such alchemists can
manipulate the forces of alchemy to create bombs that
reshape terrain and defoliate swaths of vegetation or to
create mutagens that bestow the resilience of oak or the
tenacity of bamboo. A bramble brewer has the following
class features.

Briar Bombs (Su): At 2nd level, a bramble brewer gains
the tanglefoot bomb discovery (Ultimate Magic 17), but the
entanglement’s duration persists for a number of rounds
equal to the bramble brewer’s Intelligence modifier
(minimum 1 round). Additionally, when a bramble brewer
throws a tanglefoot bomb, it transforms all squares in
its splash radius into difficult terrain that persists for
as long as the bomb’s entangling effect. Although these
bombs deal no damage, for every 1d6 points of damage
the bramble brewer’s regular bombs deal, the briar bomb’s
splash radius increases by 5 feet. This ability replaces the
2nd-level discovery class feature.

Dendrite Mutagen (Su): At 1st level, a bramble brewer’s
mutagen still contains transformative power, but grants
a treelike sturdiness rather than the feral power of
standard mutagens. When imbibed, dendrite mutagen
grants a +4 natural armor bonus, a +2 alchemical bonus
to one physical ability score, and a -2 penalty to the
corresponding mental ability score (as per the normal

mutagen class feature; Advanced Player’s Guide 28). In
addition, the alchemist gains fast healing 1 as long as he
is in an area of bright light (such as sunlight or inside
the area of a daylight spell). This otherwise works like the
standard mutagen class feature and replaces that ability.

A bramble brewer who selects the greater mutagen
discovery can create a dendrite mutagen that still grants
a+4 natural armor bonus, and also grants a +4 alchemical
bonus to one physical ability score and a +2 bonus to a
second physical ability score. The bramble brewer takes a
—2 penalty to both associated mental ability scores as long
as the mutagen persists, but his fast healing increases to
3aslongas heisin an area of bright light. This otherwise
works like the greater mutagen discovery and replaces
that ability.

A bramble brewer who selects the grand mutagen
discovery can brew a dendrite mutagen that now grants
a +6 natural armor bonus, a +6 alchemical bonus to one
physical ability score, a +4 alchemical bonus to a second
physical ability score, and a +2 alchemical bonus to a
third physical ability score. The bramble brewer takes
a -2 penalty to his Intelligence, Wisdom, and Charisma
scores as long as the mutagen persists. The bramble
brewer’s fast healing increases to 5 as long as he is
within an area of bright light. This otherwise works like
the grand mutagen discovery and replaces that ability.

Grand Discovery (Su): At 2oth level, a bramble brewer
who selects the true mutagen grand discovery can create
a dendrite mutagen that grants a +8 natural armor bonus
and a +6 alchemical bonus to Strength, Dexterity, and
Constitution. The bramble brewer takes a —2 penalty to
his Intelligence, Wisdom, and Charisma scores as long
as the mutagen persists. The bramble brewer’s gains fast
healing 10, but instead of only gaining fast healing in
bright light, this fast healing persists in areas of bright
or normal light. A bramble brewer must possess the
grand mutagen discovery before selecting this discovery.

Discoveries: The following discoveries complement the
bramble brewer archetype: precise bombs (Advanced Player’s
Guide); defoliant bomb (Advanced Race Guide); lingering
spirit, strafe bomb, sunlight bomb (Ultimate Magic).

Wild Caller (Summoner)

Often a half-elf’s ties to nature and elven heritage are
so strong that they can dramatically affect the nature
of his summonings. The wild caller calls eidolons that
take more natural and savage forms and summons from
nature rather than the Great Beyond. A wild caller has the
following class features.

Spells: A wild caller does not have access to summon
monster spells. Instead, he swaps out those spells on his
spell list with summon nature’s ally spells of the same level.
This ability alters the normal spell list of the summoner.



Eidolon: The eidolon of'a wild caller tends to take more
natural and more savage forms than other summoners’
eidolons. A wild caller gains 1/4 his class level as bonus
evolution points in his eidolon’s evolution pool, but his
eidolon cannot take the following evolutions:

Advanced Player’s Guide—1-point evolutions: magic attacks,
skilled (while the eidolon can select this evolution, it can
only do so with the following skills: Acrobatics, Climb,
Escape Artist, Fly, Intimidate, Perception, Survival,
and Swim); 2-point evolutions: energy attacks, immunity,
weapon training; 3-point evolutions: damage reduction,
frightful presence; 4-point evolutions: breath weapon, spell
resistance.

Ultimate Magic—1-point evolutions: basic magic, unnatural
aura; 2-point evolutions: channel resistance, head, minor
magic, undead appearance; 3-point evolutions: major magic;
4-point evolutions: dimension door, incorporeal form,
lifesense, no breath, ultimate magic.

This ability alters the normal summoner’s eidolon
class feature, but is otherwise identical to that
class feature.

Summon Nature’s Ally I (Sp): Starting .
at 1st level, a wild caller can cast summon
nature’s ally a number of times per day
equal to 3 + his Charisma modifier. At 3rd
level and every 2 levels thereafter, the power of
this ability increases by one spell level, allowing him

to summon more powerful creatures (to a maximum of

summon nature’s ally IX at 17th level). Furthermore, at
19th level, the wild caller cannot use gate as a spell-like
ability, but can use either summon elder worm or summon
froghemoth (Ultimate Magic 240) instead. This ability
otherwise functions like the standard summoner’s
summon monster I ability and replaces that ability.

Wild Shadow (Ranger)

The isolation that some half-elves feel leads them to
live a life of isolation amid the wild places of the world.
Such rangers stalk the wild like shadows, creating
close bonds with the wild itself instead of seeking the
solace and aid of companions. While ill at ease within
cities and other urban areas, they are adept at using
the terrain to tactical advantage; they dart through
brambles and rough terrain with uncommon grace and
use the land itself to lock down enemies. A wild shadow
has the following class features.

Wild at Heart (Ex): At 1st level, a wild shadow adds only
1/2 his class level when making wild empathy checks while
in urban areas, and adds only 1/4 his class level to follow
or identify tracks in such areas. In non-urban settings,
he is considered two levels higher when determining the
bonuses for such checks. This ability alters the track and
wild empathy class features.

Favored Terrain (Ex): At 3rd level, when a wild shadow
chooses a favored terrain, he cannot choose urban as the
terrain type. Furthermore, at 8th level and every five
levels thereafter, when he chooses a new favorite terrain
type, he cannot choose the urban terrain type. This
ability alters the favored terrain class feature.

Woodland Stride (Ex): This ability functions as the yth-
level ranger class feature of the same name, but the wild
shadow gains it at 4th level instead. This ability replaces
the hunter’s bond class feature.

Unfettered Step (Ex): At yth level, a wild shadow’s
woodland stride class feature functions in any difficult
terrain within any of his favored terrains, even in areas
that are enchanted or magically manipulated to impede




motion. This ability replaces the ranger’s woodland
stride class feature gained at 7th level.

Harrying Attack (Ex): At 11th level, a wild shadow can
use his knowledge of terrain to make shrewd attacks in
combat. Such attacks can make foes fumble or cause them
to become entangled within areas of the wild shadow’s
favored terrain. As a standard action, the wild shadow
denotes one target within line of sight and within one
of his favored terrains as his harried prey. Once the foe
is so designated, every time the wild shadow hits this
harried prey with a melee or ranged weapon attack (either
manufactured or natural), that creature is entangled for1
round. A wild shadow can have no more than one harried
prey at a time and that creature must correspond to one
of his favored enemy types. He can dismiss this effect
at any time as a free action, be he cannot select a new
harried prey for 24 hours. If the wild shadow sees proof
that his harried prey is dead, he can select a new harried
prey after waiting 1 hour. This ability replaces the quarry
class feature.

Wild Stalker (Ex): At 14th level, a wild shadow learns
to better use natural surroundings to obscure his
position in combat. Whenever a wild shadow is within
one of his favored terrains and a feature of that terrain
grants him cover, the bonuses to AC and Reflex saves for
that cover improve by 1. Additionally, while he is within
one of his favored terrains, if he gains concealment or
total concealment, the miss chance of either type of
concealment improves by 10%. Furthermore, at 16th level
and 1g9th level, the bonuses granted by cover increase by 1
and the miss chance increases by another 10% (maximum
+3 and +30% respectively at 2oth level). This ability
replaces the camouflage class feature.

Master of Terrain (Ex): At 19th level, a wild shadow
can use his harrying attack against creatures other than
his favored enemy or he can spend a standard action to
designate up to two of his favored enemies as his harried
prey instead. This ability replaces the improved quarry
class feature.

NEW RACIAL RULES

The following options are available to half-elves. At the
GM’s discretion, other appropriate races may make use
of some of these.

Half-Elven Equipment
Half-elves have access to the following equipment.
Golden Maple Leaves: These potent additives can only
be culled from a rare maple tree known to grow exclusively
in urban areas. These small, elaborately twisting trees
are extremely slow to grow and mature—the leaves reach
maturity only once every 3 years—and they are almost
always grown and cultivated by half-elves. Additionally,

half-elves are keenly aware of the effort put into the leaves’
growth and normally only sell the products of their labors
to others of their kind. When the golden maple’s delicate,
five-pointed leaves finally take on their namesake’s color,
they can be cut, dried, and then ground into a fine powder,
a process that requires a DC 15 Knowledge (nature) or
Profession (herbalist) check. When used in conjunction
with the Craft (alchemy) skill to create special substances
and items like alchemical grease or tanglefoot bags, golden
maple leaves reduce the Craft DC by 5 and add +1 to the DC
of any save required by the alchemical item. A single dose
of golden maple leaf powder is sufficient to augment the
crafting of three alchemical items.

Star Charts: Many half-elves live in large cities or
communities where they find it difficult to commune with
nature. While some go on long sojourns to the wilderness,
others spend their evenings on high, lonely rooftops,
gazing at the stars. These lonely souls use star charts to
track the movement of the stars and other celestial bodies.
Anyone referencing one of these charts on a clear night can
attempt a DC 20 Knowledge (geography) check to determine
her approximate location and the month. In addition, these
charts grant a +2 circumstance bonus on Survival checks
made to avoid getting lost at night with a clear sky.

Half-Elven Equipment

Item Cost Weight
Golden maple leaves 50 gp 1/2 Ib.
Star charts 200 gp 1/2 Ib.

Half-Elven Feats

Half-elves have access to the following feats.

Discerning Eye

You are not easily fooled by illusions and forgeries.
Prerequisites: E1f or half-elf, keen senses racial trait.
Benefit: You receive a +2 racial bonus on saving throws

against illusion spells and effects and a +2 bonus on

Linguistic checks to detect forgeries. You can use the

Linguistic skill to detect forgeries untrained.

Elven Spirit

Although you are of mixed heritage, you are closer to your
elven relatives and the magic in their blood flows freely in
your veins.

Prerequisite: Half-elf.

Benefit: You possess the elven magic racial trait of
the elves, granting you a +2 racial bonus on caster level
checks made to overcome spell resistance. In addition,
you receive a +2 racial bonus on Spellcraft checks made
to identify the properties of magic items. Alternatively,
you can instead gain any one racial trait that elves can
exchange for the elven magic racial trait.



Special: You can only take this feat at 1st level. If you
take this feat, you cannot take the Human Spirit feat.

Exile’s Path
A lifetime spent shunned by others and eschewing your
heritage makes you resistant to efforts to pry inside of
your mind.

Prerequisite: Half-elf.

Benefit: Once per day, when you fail a Will save against
an enchantment spell or effect, you may reroll that saving
throw, but must take the reroll result even if'it’s worse.

Half-Drow Paragon
Your drow blood is particularly strong.

Prerequisites: Drow-blooded and drow magic racial
traits, half-elf.

Benefit: You count as a drow for any effects that relate
to race. Furthermore, the spell-like abilities granted to
you by your drow magic racial trait count as drow spell-
like abilities for the purposes of any feat prerequisites.

Human Spirit

Your blood burns with the passion and unyielding quest
for self-improvement displayed so prominently by your
human relatives.

Prerequisite: Half-elf.

Benefit: You receive 1 bonus skill rank. Whenever
you gain another Hit Die, you gain an additional skill
rank. You cannot gain more than four skill ranks in
this way.

Special: You can only take this feat at 1st level. If you
take this feat, you cannot take the Elven Spirit feat.

Muiltitalented Mastery
You are adept at numerous disciplines.

Prerequisites: Characterlevel sth, half-elf, multitalented
racial trait.

Benefit: All of your classes are considered favored
classes. You gain either +1 hit point or +1 skill point (or
a racial favored class option) whenever you take a level in
any class. Apply these bonuses retroactively for all class
levels that have not yet gained one of these bonuses.

Normal: Half-elves with the multitalented racial trait
have two favored classes.

Neither EIf nor Human
You have removed yourself from your heritage so
thoroughly that even magic does not recognize you.
Prerequisites: Exile’s Path, Seen and Unseen, character
level 11th, half-elf.
Benefit: You are not considered elven or human for the
purpose of harmful spells or effects based on your type, like
a bane weapon or a ranger’s favored enemy class feature.

Seen and Unseen
Your anonymity makes you difficult to find through

magical or mundane means, and you have learned how to
combat both of your progenitor races.
Prerequisites: Exile’s Path, character level 5th, half-elf.
Benefit: You gain a +2 bonus on all saving throws
against scrying or divination effects. Additionally, you
gain a +2 bonus on all Stealth checks, and elves, half-
elves, and humans take a —4 penalty on all efforts to track

you through the Survival skill.

Shared Manipulation
You can subtly bolster allies’ ability to misdirect and
infuriate their enemies.

Prerequisites: Cha 13, half-elf.

Benefit: As a move action, you can grant all friendly
creatures within 30 feet who can see or hear you a +2 bonus
on Bluff or Intimidate checks (choose which skill to affect
each time you use this ability) for a number of rounds equal
to your Charisma modifier (minimum 1 round).

Half-Elven Magic Items

Half-elves have access to the following magic items.

ANCESTRAL CLASP

Aura faint transmutation; CL 5th

Slot none; Price 10,000 gp; Weight 1/2 Ib.
DESCRIPTION

Favored by half-elves seeking to distill their heritage into a
combat edge, an ancestral clasp resembles a metal tube, open on
both sides and covered in delicate elven calligraphy. Whenever
a half-elf fits an ancestral clasp to the pommel, grip, or haft of a

longbow, longsword, rapier, or shortbow, the character is treated
as though she were proficient with that weapon. In addition,
when an ancestral clasp is fitted to any weapon with the word
“elven” in the title, the character treats the weapon as if it were

a martial weapon, mirroring the Weapon Familiarity elven racial
trait. A half-elf who already is proficient with one of the above
weapons adorned with an ancestral clasp receives a +1 insight
bonus on attack rolls with that weapon. Although this ability

stems from the item’s magic, the affected weapon is treated as
nonmagical for the purpose of overcoming damage reduction.

Affixing and removing an ancestral clasp is a standard action.
CONSTRUCTION

Requirements Craft Wondrous Item, paragon surge, creator
must be a half-elf; Cost 5,000 gp

BROOCH OF BLENDING

Aura faint transmutation; CL 3rd
Slot neck; Price 2,000 gp; Weight —
DESCRIPTION

Occasionally, half-elves find it socially advantageous to blend
in fully with either elves or humans. As a standard action, the



wearer of this brooch can transform his features to appear
either entirely elven or entirely human. The magic of this brooch
actually changes the wearer’s features physically, granting him

a +20 circumstance bonus on Disguise checks to appear as a
member of the selected race. The transformation does not
otherwise alter the wearer’s features, and those who know him
recognize him without a Perception check. This change remains
until the brooch is used again or removed. This change does not
radiate magic and cannot be seen with detect magic, although
true seeing does reveal the alteration. This item only functions for
half-elves, but there are versions that exist for half-orcs as well.
CONSTRUCTION

Requirements Craft Wondrous Item, alter self, creator must
be a half-elf; Cost 1,000 gp

CLOAK OF THE DIPLOMAT

Aura moderate enchantment; CL 7th
Slot shoulders; Price 20,000 gp; Weight 1 |b.
DESCRIPTION

Half-elves are often called upon to mediate disputes when
elves and humans come into conflict. This is due in part to
their blood, but also to their natural skills as facilitators and
diplomats. The cloak of the diplomat greatly aids them in this
task. The cloak grants a +5 competence bonus on Diplomacy
and Sense Motive checks. In addition, once per day, before
making a Diplomacy or Sense Motive check, the wearer can
decide to call upon the powers of the cloak to roll twice and
take the better result. Finally, the wearer of this cloak can adjust
a creature’s attitude up to three steps when using Diplomacy,
instead of the normal limit of two steps. However, the cloak’s
power does have one drawback. Should the wearer ever fail a
Diplomacy check to adjust a creature’s attitude by 5 or more,
the creature’s attitude is reduced by two steps instead of one.
CONSTRUCTION

Requirements Craft Wondrous Item, charm person, creator must
have 5 ranks in Diplomacy and Sense Motive; Cost 10,000 gp

PURIFYING PEARL

Aura moderate conjuration and transmutation; CL 10th
Slot none; Price 19,000 gp; Weight —
DESCRIPTION

A favored tool of diplomats and those tasked with protecting
the lives of regents and other important people, this small
luminescent white pearl purifies putridity and poison in

two ways. First, up to 10 cubic feet of food or drink that it
touches per day is affected as if a purify food and drink spell
had been cast upon the food or drink. Second, once per day,
if placed in the mouth of a creature (as a standard action that
provokes attacks of opportunity), the pearl acts as a neutralize
poison spell cast on that creature (caster level 10th).
CONSTRUCTION

Requirements Craft Wondrous Item, neutralize poison, purify
food and water; Cost 8,000 gp

Aura moderate transmutation and divination; CL 8th
Slot ring; Price 11,000 gp; Weight —
DESCRIPTION

A favorite ring of urban half-elves, humans, and halflings,

this small and plain silver band is set with a single radiant-cut
sapphire and decorated with a mazelike pattern engraved

into the ring’s metal. Often worn on the little finger, the ring
grants its wearer a +4 competence bonus on Sense Motive and
Knowledge (local) checks. Also, once per day on command, the
wearer can use the ring to cast either locate creature or locate
object (the wearer’s choice). Furthermore, on command and at
will, the wearer can instantly know the direction from her to
the nearest tavern, pub, or similar watering hole as long as that
establishment is in a settlement whose population is equivalent
to that of a village or greater (GameMastery Guide 203) and
which is within 20 miles of the wearer.

CONSTRUCTION

Requirements Forge Ring, know direction, locate creature,
locate object, creator must have at least 4 ranks in both
Sense Motive and Knowledge (local); Cost 5,500 gp

Half-Elven Spells

Half-elves have access to the following spells.

FORGETFUL SLUMBER

School enchantment (compulsion) [mind-affecting]; Level bard 4,
sorcerer/wizard 4, witch 4

Casting Time 1 round

Components V, S, M (a few drops of river water)

Range close (25 ft. + 5 ft./2 levels)

Target one living creature

Duration 1 minute/level

Saving Throw Will negates; Spell Resistance yes

This spell acts as the deeper slumber spell, but affects only one

creature of 10 Hit Dice or fewer. In addition, a creature affected

by this spell awakens with no knowledge of the events that led

to the spell’s casting. The target loses all memory from the 5

minutes prior to falling asleep. No effect short of a miracle or

wish can restore memories lost by this spell.

PARAGON SURGE

School transmutation (polymorph); Level alchemist 3, cleric 3,
magus 4, paladin 4, sorcerer/wizard 3, witch 3

Casting Time 1 standard action

Components V, S

Range personal (half-elf only)

Target you

Duration 1 minute/level

You surge with ancestral power, temporarily embodying all the

strengths of both elvenkind and humankind simultaneously,

and transforming into a paragon of both races, something

greater than elf or human alone. Unlike with most polymorph



effects, your basic form does not change, so you keep all
extraordinary and supernatural abilities of your half-elven form
as well as all of your gear.

For the duration of the spell, you receive a +2 enhancement
bonus to Dexterity and Intelligence and are treated as if you
possessed any one feat for which you meet the prerequisites,
chosen when you cast this spell. The first time each day that
you cast this spell, you must select a feat and make all the
associated choices that come with it. Once that choice is made,
it is set for the day and additional castings must make the exact
same decisions.

RESILIENT RESERVOIR

School transmutation; Level magus 3, paladin 3, sorcerer/

wizard 4, witch 4
Casting Time 1 standard action
Components V, S
Range personal
Area special, see text
Duration 1 round/ level
Saving Throw none (see below); Spell

Resistance yes
This spell creates a magical well of retribution
that a caster can unleash with blinding speed.

Upon casting this spell, damage from melee
attacks and touch spells gets transferred into
a special pool that you then redirect before the
spell’s duration expires.

Each time you are struck by a melee attack or touch spell
that deals hit point damage, 1 point of damage is negated
and transferred into the reservoir created by this spell. The
total number of points in the reservoir cannot exceed your caster
level (to a maximum of 20 points at 20th level). As an immediate
action, anytime before the spell’s duration expires, you can
expend a number of points of energy from the reservoir, granting
yourself an insight bonus on one skill check, attack roll, damage
roll, or combat maneuver check, but you must do so before the
roll is made. This bonus is equal to the number of points spent.
For every 5 caster levels, you may call upon the reservoir one
additional time (maximum of four times at 15th level).

If you are reduced to negative hit points while you are
under the effect of this spell, the spell automatically release
the remaining magic of the reservoir in a concussive blast of
force. All creatures within a 15-foot radius take 1d6 points
of force damage per 2 points remaining in the reserve
(maximum of 10d6). A successful Reflex save
halves this damage, and spell resistance applies
to this effect.

URBAN GRACE

School transmutation; Level alchemist 1, bard 1,
ranger 1, sorcerer/wizard 1, witch 1
Casting Time 1 standard action

Components V, S
Range personal
Target you

Duration 1 minute/level
You become one with the city around you, allowing you to
move more easily through its crowds and buildings. For the
duration of this spell, your base land speed increases by 10
feet. In addition, it does not cost you 2 squares of movement

to enter a square with crowds, though the crowd still provides
cover to you. This ability does not allow you to enter the space
of enemy creatures without making the appropriate Acrobatics
check. In addition, you receive a +4 circumstance bonus on
Acrobatics checks made to move across uneven urban surfaces,
such as roofs and broken pavement, and on Climb checks
made to scale walls and other artificial surfaces. Whenever you
make an Acrobatics check to make a long jump between two
buildings or artificial structures, you are always treated as if you

had a running start, regardless of the actual distance traveled.




HALF-ORCS

As seen by civilized races, half-orcs are monstrosities, the

result of perversion and violence—whether or not this
is actually true. Half-orcs are rarely the result of loving
unions, and as such are usually forced to grow up hard
and fast, constantly fighting for protection or to make
names for themselves. Half-orcs as a whole resent this
treatment, and rather than play the part of the victim,
they tend to lash out, unknowingly confirming the biases
of those around them. A few feared, distrusted, and spat-
upon half-orcs manage to surprise their detractors with
great deeds and unexpected wisdom—though sometimes
it’s easier just to crack a few skulls. Some half-orcs spend

their entire lives proving to
full-blooded orcs that
they are just as fierce.

Others opt for trying

to their size.

fearsome nature.

and Goblin.

to blend into human society, constantly demonstrating
that they aren’t monsters. Their need to always prove
themselves worthy encourages half-orcs to strive for
power and greatness within the society around them.

Physical Description: Half-orcs average around 6 feet
tall, with powerful builds and greenish or grayish skin.
Their canine teeth often grow long enough to protrude
from their mouths, and these “tusks,” combined with heavy
brows and slightly pointed ears, give them their notoriously
bestial appearance. While half-orcs may be impressive, few
ever describe them as beautiful. Despite these obvious orc
traits, half-orcs are as varied as their human parents.

Society: Unlike half-elves, where at least part of
society’s discrimination is born out of jealousy or
attraction, half-orcs get the worst of both worlds:
physically weaker than their orc kin, they also tend to be
feared or attacked outright by humans who don’t bother
making the distinction between full orcs and halfbloods.
Even on the best of terms, half-orcs in civilized societies
are not exactly accepted, and tend to be valued only for
their physical abilities. On the other hand, orc leaders
have been known to deliberately spawn half-orcs, as the
halfbreeds make up for their lack of physical strength
with increased cunning and aggression, making them
natural leaders and strategic advisors.

Within orc tribes, half-orcs find themselves constantly
striving to prove their worth in battle and with feats of
strength. Half-orcs raised within orc tribes are more likely
to file their tusks and cover themselves in tribal tattoos.
Tribal leaders quietly recognize that half-orcs are often more
clever than their orc cousins and often apprentice them to
the tribe’s shaman, where their cunning might eventually

HALF-ORC RACIAL TRAITS

+2 to One Ability Score: Half-orc characters gain a +2 bonus to one ability score
of their choice at creation to represent their varied nature.
Medium: Half-orcs are Medium creatures and have no bonuses or penalties due

Normal Speed: Half-orcs have a base speed of 30 feet.
Darkvision: Half-orcs can see in the dark up to 60 feet.
Intimidating: Half-orcs receive a +2 racial bonus on Intimidate checks due to their

Orc Blood: Half-orcs count as both humans and orcs for any effect related to race.

Orc Ferocity: Once per day, when a half-orc is brought below o hit points but not killed, he
can fight on for 1 more round as if disabled. At the end of his next turn, unless brought to
above o hit points, he immediately falls unconscious and begins dying.

Weapon Familiarity: Half-orcs are proficient with greataxes and falchions and treat any
weapon with the word “orc” in its name as a martial weapon.

Languages: Half-orcs begin play speaking Common and Orc. Half-orcs with high
Intelligence scores can choose from the following: Abyssal, Draconic, Giant, Gnoll,



strengthen the tribe. Apprenticeship to a shaman is a brutal
and often short-lived distinction, however, and those half-
orcs who survive it either become influential in the tribe or
are eventually driven to leave.

Half-orcs have a much more mixed experience in
human society, where many cultures view them as little
more than monsters. They often are unable even to get
normal work, and are pressed into service in the military
or sold into slavery. In these cultures, half-orcs often lead
furtive lives, hiding their nature whenever possible. The
dark underworld of society is often the most welcoming
place, and many half-orcs wind up serving as enforcers
for thieves guilds or other types of organized crime.

Less commonly, human cities may allow half-orcs a
more normal existence, even enabling them to develop
small communities of their own. These communities
are usually centered around the arena districts, the
military, or mercenary organizations where their brute
strength is valued and their appearance is more likely to
be overlooked. Even surrounded by their own kind, half-
orc life isn’t easy. Bullying and physical confrontation
comes easy to a people who have been raised with few
other examples of behavior. It is, however, one of the best
places for young half-orcs to grow up without prejudice,
and these small enclaves are one of the few places where
half-orc marriages and children are truly accepted and
sometimes cherished.

Even more rarely, certain human cultures come to
embrace half-orcs for their strength. There are stories of
places where people see half-orc children as a blessing and
seek out half-orc or orc lovers. In these cultures, half-orcs
lead lives not much different from full-blooded humans.

Relations: Elves and dwarves tend to be the least
accepting of half-orcs, seeing in them too great a
resemblance to their racial enemies, and other races
aren’t much more understanding.

A lifetime of persecution leaves the average half-orc
wary and quick to anger, yet people who break through
his savage exterior might find a well-hidden core of
empathy. Human societies with few orc problems tend
to be the most accommodating, and half-orcs dwelling
there can often find work as mercenaries and enforcers.
Even in places where there is a general tolerance for half-
orcs, however, many humans mistreat them when they
can get away with it.

Half-orcs are envious of the measure of acceptance half-
elves have within human and elven society and resent their
physical beauty, which contrasts starkly to the half-orcs’
brutish appearance. While half-orcs avoid antagonizing
their half-breed cousins directly, they won't hesitate to
undermine them if the opportunity presents itself.

Of all the other races, half-orcs are most sympathetic
with halflings, who often have an equally rough lot in

life. Half-orcs respect the halfling’s ability to blend in
and disappear and admire their perpetually cheerful
outlook on life in spite of hardships. Halflings fail to
appreciate this fact because they usually are too busy
avoiding the large, intimidating half-orcs.

Alignment and Religion: Forced to live either among
brutish orcs or as lonely outcasts in civilized lands, most
halfrorcs are bitter, violent, and reclusive. Evil comes
easily to them, but they are not evil by nature—rather,
most half-orcs are chaotic neutral, having been taught by
long experience that there’s no point doing anything but
that which directly benefits themselves. Half-orcs worship
the human or orc gods venerated in the area where they
were raised. Those who live alongside humans most often
worship human gods of war, freedom, or destruction. Half-
orcs raised in orc tribes find themselves most drawn to the
gods of blood, fire, and iron—depending more on what
god the tribe worships rather than the half-orcs’ personal
preference. Many half-orcs are contrary about religion,
either ignoring it entirely, or getting deeply involved in it
and trying to find meaning in a life filled with hate and
misunderstanding; even a half-orc divine spellcaster may
wrestle with doubt and anger about religion and faith.

Adventurers: Staunchly independent, many half-orcs
take to lives of adventure out of necessity, seeking to
escape their painful pasts or improve their lot through
force of arms. Others, more optimistic or desperate for
acceptance, take up the mantle of crusaders in order to
prove their worth to the world.

Half-orcs raised in orc societies often take up the
brutish ways of those around them, becoming fighters,
barbarians, or rangers. Half-orcs who survive their
shaman training may eventually succeed their masters as
tribal shamans, or flee the tribe and practice their magic
as outcasts or explorers.

Half-orcs are just as likely to have children that possess
an innate talent for sorcery as any other race, with the
abyssal, destined, and elemental fire bloodlines being the
most common types of sorcerers. Half-orcs are fascinated
by alchemy, and its destructive capabilities make its
usefulness obvious in any orc tribe. Half-orc alchemists
treat themselves as living experiments, even to the point
of trying to separate their orc and human halves through
alchemy. Other alchemists use their powers to enhance
their physical abilities and thus increase their status
within orc communities.

In human societies, half-orcs have a few more options.
Many find it easy to take advantage of the brute strength and
work as mercenaries or caravan guards. Crime is another easy
route for half-orcs, as there are plenty of criminals looking
for a strong arm. Half-orc clerics in human communities
are fairly rare; the more religious half-orcs more often turn
to (or get pushed to) the martial aspects of religious service




and become paladins or inquisitors. Half-orcs usually lack
the patience and money required to become a wizard.

Males names: Ausk, Davor, Hakak, Kizziar, Makoa,
Nesteruk, Tsadok.

Female names: Canan, Drogheda, Goruza, Mazon,
Shirish, Tevaga, Zeljka.

ALTERNATE RACIAL RULES

Half-orcs are as varied as humans and orcs in terms of
culture and environment. The following rules can be taken
by any half-orc character. At the GM’s discretion, a half-orc
may also select from the alternate racial rules for orcs.

Alternate Racial Traits

The following racial traits may be selected instead of
existing half-orc racial traits. Consult your GM before
selecting any of these new options. A half-orc also has the
option of selecting the squalid alternate racial trait (see
page 139) in place of his orc ferocity racial trait.

Acute Darkvision: Some half-orcs have exceptionally
sharp darkvision, gaining darkvision 9o feet. This
racial trait replaces orc ferocity. A half-orc must have the
darkvision racial trait to select this trait.

Beastmaster: Some half-orcs have a spiritual kinship
with fantastical beasts, capturing them for sport or
living and hunting with them. A half-orc with this trait
treats whips and nets as martial weapons and gains a +2
racial bonus on Handle Animal checks. This racial trait
replaces orc ferocity.

Bestial: The orc blood of some half-orcs manifests
in the form of particularly prominent orc features,
exacerbating their bestial appearances but improving
their already keen senses. They gain a +2 racial bonus on
Perception checks. This racial trait replaces orc ferocity.

Cavewight: Some half-orcs live far below the surface,
seeking freedom in winding cave complexes. Half-orcs
with this racial trait gain a +1 racial bonus on Knowledge
(dungeoneering) and Survival checks made underground.
This racial trait replaces the intimidating trait.

Chain Fighter: Some half-orcs have escaped from
slavery and reforged the chains of their imprisonment
into deadly weapons. Half-orcs with this racial trait are
proficient with flails and heavy flails, and treat dire
flails and spiked chains as martial weapons. This racial
trait replaces weapon familiarity.

City-Raised: Half-orcs with this trait know little of
their orc ancestry and were raised among humans and
other half-orcs in a large city. City-raised half-orcs are
proficient with whips and longswords, and receive a +2
racial bonus on Knowledge (local) checks. This racial trait
replaces weapon familiarity.

Forest Walker: More at home in the forests and jungles
of the world, these half-orcs are well adapted to their

surroundings. Half-orcs with this trait have low-light
vision and gain a +2 racial bonus on Climb checks. This
racial trait replaces darkvision.

Gatecrasher: Many half-orcs revel in acts of wanton
destruction. Half-orcs with this racial trait gain a +2
racial bonus on Strength checks to break objects and
on sunder combat maneuver checks. This racial trait
replaces orc ferocity.

Rock Climber: Half-orcs from mountainous regions
are excellent climbers, and sometimes ambush prey by
leaping down from above. Half-orcs with this racial trait
gain a +1 racial bonus on Acrobatics and Climb checks.
This racial trait replaces the intimidating trait.

Sacred Tattoo: Many half-orcs decorate themselves
with tattoos, piercings, and ritual scarification, which
they consider sacred markings. Half-orcs with this racial
trait gain a +1 luck bonus on all saving throws. This racial
trait replaces orc ferocity.

Scavenger: Some half-orcs eke out a leaving picking
over the garbage heaps of society, and must learn to
separate rare finds from the inevitable dross. Half-orcs
with this racial trait receive a +2 racial bonus on Appraise
checks and on Perception checks to find hidden objects
(including traps and secret doors), determine whether
food is spoiled, or identify a potion by taste. This racial
trait replaces the intimidating trait.

Shaman’s Apprentice: Only the most stalwart survive
the years of harsh treatment that an apprenticeship to
an orc shaman entails. Half-orcs with this trait gain
Endurance as a bonus feat. This racial trait replaces the
intimidating trait.

Skilled: Second- and third-generation half-orcs often
favor their human heritage more than their orc heritage.
Half-orcs with this trait gain 1 additional skill rank per
level. This racial trait replaces darkvision.

Toothy: Some half-orcs’ tusks are large and sharp,
granting a bite attack. This is a primary natural attack
that deals 1d4 points of piercing damage. This racial trait
replaces orc ferocity.

Racial Subtypes
You can combine various alternate racial traits to create
half-orc subraces or variant races, such as the following.

Arena-Bred: Many half-orcs are born and raised to
fight in the arena, and in many cases have two half-orc
parents or even a half-orc and a human parent. These
arena-bred half-orcs lose the brutal physical appearance
of their orc ancestors and look more human. They have
the city-raised and skilled alternate racial traits.

Deep Kin: Some half-orcs are descended from clans
that remained in the eternal darkness below the surface.
Half-orcs from these clans tend to be smaller and
more at home underground than those descended from



surface-dwelling orcs. These half-orcs have the acute
darkvision and cavewight alternate racial traits.

Feral: Half-orc children who are abandoned as
infants or small children rarely survive in the wild,
but a few manage to scrape out a meager existence as
“wild children,” tough enough to live but completely
uncivilized. Feral half-orcs have the forest walker and
toothy alternate racial traits.

Mountain Clan: Half-orcs from the more mountainous
regions tend to be more agile and alert to the echoing
sounds of their homeland. Mountain clan half-orcs have
the bestial and rock climber racial traits.

Mystic: Orc shamans are brutal teachers who
sometimes kill or maim their most promising students
in order to eliminate what could be a potential rival.
Half-orcs who survive years of abuse by an orc shaman
master are deeply scarred and altered by the experience.
Shaman trainees learn early that cunning and luck are
often the only things that offer a chance of survival. They
have the shaman’s apprentice and sacred tattoo alternate
racial traits.

Favored Class Options

The following options are available to all half-orcs who
have the listed favored class, and unless otherwise stated,
the bonus applies each time you select the class reward.

Alchemist: Add +1/2 to the alchemist’s bomb damage.

Barbarian: Add +1 to the barbarian’s total number of
rage rounds per day.

Bard: Add +1 to the bard’s total number of bardic
performance rounds per day.

Cavalier: Add +1 hit point to the cavalier’s mount
companion. If the cavalier ever replaces his mount, the
new mount gains these bonus hit points.

Cleric: Select one domain power granted at ist level
that is normally usable a number of times per day equal
to 3 + the cleric’s Wisdom modifier. The cleric adds +1/2
to the number of uses per day of that domain power.

Druid: Add +1/3 to the druid’s natural armor bonus
when using wild shape.

Fighter: Add a +2 bonus on rolls to stabilize when dying.

Gunslinger: Add a +1/3 bonus on attack rolls when
using the pistol whip deed.

Inquisitor: Add a +1/2 bonus on Intimidate checks and
Knowledge checks to identify creatures.

Magus: Add +1/2 point of fire damage to spells that
deal fire damage cast by the magus.

Monk: Add +1 to the monk’s CMD when resisting a
grapple and +1/2 to the number of stunning attacks he
can attempt per day.

Oracle: Add one spell known from the oracle spell list.
This spell must be at least one level below the highest
spell level the oracle can cast.

Paladin: Add +1/3 on critical hit confirmation rolls
made while using smite evil (maximum bonus of +5).
This bonus does not stack with Critical Focus.

Ranger: Add +1 hit point to the ranger’s animal
companion. If the ranger ever replaces his animal
companion, the new animal companion gains these
bonus hit points.

Rogue: Add +1/3 on critical hit confirmation rolls
made while using sneak attack (maximum bonus of +5).
This bonus does not stack with Critical Focus.

Sorcerer: Add +1/2 point of fire damage to spells that
deal fire damage cast by the sorcerer.

Summoner: Add +1 hit point to the summoner’s eidolon.

Witch: Add +1 skill rank to the witch’s familiar. If the
half-orc ever replaces her familiar, the new familiar
gains these bonus skill ranks.

Wizard: Add a +1 bonus on concentration checks made
due to taking damage while casting wizard spells.

RACIAL ARCHETYPES

The following racial archetypes are available to half-orcs.

Blood God Disciple (Summoner)

A half-orc summoner who devotes himself to one of the
bloody orc gods may believe his eidolon is an avatar of’
that god rather than a mere supernatural creature. A
blood god disciple generally fights by the avatar’s side and
offers it blood sacrifices in exchange for martial prowess.
A blood god disciple has the following class features.

Blood Feast (Su): At 1st level, a blood god disciple can
feed a recently fallen foe to his eidolon, allowing the
outsider to channel some of its power into the summoner.
The eidolon must spend a standard action to eat some
of the opponent, which must be a living, corporeal
creature killed or knocked unconscious by the eidolon or
summoner in the past minute. This eating deals damage
to the target as if the eidolon had attacked it with one
natural attack (typically a bite). The fallen creature must
have at least half as many Hit Dice as the summoner.
Once the feeding is complete, the summoner may
manifest one 1-point evolution. This lasts for 1 minute.
The evolution’s effects use the summoner’s Hit Dice and
ability scores rather than the eidolon’s. The blood god
disciple can use this ability a number of times per day
equal to 3 + his Charisma modifier. He may only apply
one use of this ability at a time (using it a second time
replaces any evolution manifested with this ability), and
can only manifest evolutions his eidolon has.

At 5th level, when the blood god disciple uses blood
feast, he may manifest one 2-point evolution instead
of a 1-point evolution. At gth level, he may manifest up
to two evolutions worth a total of 3 evolution points or
fewer. At 13th level, he may manifest up to two evolutions




worth a total of 4 evolution points or fewer. At 17th level,
he may manifest up to three evolutions worth a total of'5
evolution points or fewer.

This ability replaces the summon monster I, III, V, VII,
and IX spell-like abilities.

Bloody Gift (Su): At 3rd level, when a blood god disciple
uses blood feast to manifest an evolution, he may touch
one ally and grant it that evolution as well. Each affected
ally counts as one use per day of the blood feast ability.
At 7th, 11th, 15th, and 19th level, the blood god disciple
can affect an additional creature with this ability (each
one counting as a use per day of blood feast). If the blood
god disciple can manifest multiple evolutions per use of
blood feast, his selected allies manifest these multiple
evolutions as well. This ability replaces the summon
monster II spell-like ability.

Avatar Gambit (Ex): At 7th level, when a blood god
disciple dismisses his eidolon, he rages like a barbarian
for a number of rounds equal to half his summoner
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level (he may end this rage early just like a barbarian,
but if he does so, any remaining rounds of rage from
this ability are lost). This replaces the summon monster
IV spell-like ability.

Rage Power (Ex): At 11th level and 15th level, a blood god
disciple selects a barbarian rage power, which he may use
when raging (whether from the avatar gambit ability or
actual barbarian rage). This replaces the summon monster
VI and VIII spell-like abilities.

Hateful Rager (Barbarian)

From a young age, many half-orcs are treated cruelly,
bullied, ridiculed, and made outcasts. While some hide
their shame, others foster a deep, burning hatred that
they channel into a raw fury and unleash against their
enemies. These half-orcs are called hateful ragers. A
hateful rager has the following class features.

Reduced Rage (Ex): At 2nd level and every level
thereafter, a hateful rager only gains 1 additional round
of rage per day instead of the normal 2 additional rounds
of rage per day.

Favored Enemy (Ex): At 2nd level, a hateful rager selects
a favored enemy. This ability works identically to the
ranger ability of the same name. At 8th, 14th, and 20th
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level, the hateful rager selects another favored enemy and
increases her bonus against one favored enemy type, as
described in the ranger class.

While raging, the hateful rager makes every effort
to fight a favored enemy rather than other opponents.
If aware of the presence of a favored enemy, the hateful
rager must make a DC 20 Will save each round to attack
another creature; failure means the barbarian must
attack the favored enemy or move closer to that enemy.
She may freely attack creatures preventing her from
reaching that favored enemy (regardless of whether they
are actively trying to prevent her attacks or merely in the
way). She can avoid harmful obstacles normally in her
attempts to reach the target and is not forced to take the
shortest route.

This ability replaces the barbarian’s rage power gained
at 2nd level. At 8th, 14th, and 20th levels, in place of a rage
power she gains another favored enemy and increases her
bonus against one favored enemy type.

Feed the Rage (Ex): At 5th level, a hateful rager gains
1 additional round of rage for each favored enemy she
knocks unconscious or kills in combat. These current
rounds of rage can only be used to add to the duration of
her rage, and disappear when the rage ends. This ability
replaces improved uncanny dodge.

Amplified by Hate (Ex): At oth level, a hateful rager
adds half her favored enemy bonus to the DC of any rage
power she uses against a favored enemy. This ability
replaces trap sense +3.

Rage Powers: The following rage powers complement
the hateful rager archetype: intimidating glare, roused
anger, terrifying howl (Core Rulebook); come and get me,
inspire ferocity, overbearing advance, reckless abandon
(Advanced Player’s Guide).

Redeemer (Paladin)

As most half-orcs are outcasts, a half-orc paladin
recognizes that often those who are monstrous are not
necessarily evil and that sometimes even those who
are evil became that way because of circumstances
and misfortune. Some half-orc paladins take up these
misunderstood creatures as their cause, standing up
for the monstrous creatures and, when possible, leading
them to the light. These paladins are called redeemers. A
redeemer has the following class features.

Merciful Smite (Su): At 1st level, when a redeemer
chooses to smite a creature, she can have all of her attacks
against the target deal nonlethal damage. She does not
take the normal —4 attack roll penalty for using a lethal
weapon to deal nonlethal damage. She cannot use this
ability to deal nonlethal damage to outsiders with the
evil subtype, evil-aligned dragons, or undead creatures
(these creatures take lethal damage from her smite). This

otherwise works like and replaces the standard paladin’s
smite evil.

Monstrous Rapport (Ex): At 1st level, redeemers gain a
+2 bonus on Diplomacy checks to influence creatures who
are commonly considered monstrous. This includes but
is not limited to “monstrous” races such as goblins and
orcs, monstrous humanoids, and other intelligent non-
humanoid monsters. This ability replaces detect evil.

Pact of Peace (Sp): At 8th level, a redeemer can force
a defeated creature to accept a binding pact of peace as
a condition of its surrender, as if using lesser geas. Her
caster level for this ability is equal to her paladin level.
Rather than assigning a mission or task, the redeemer
gives the creature a simple set of prohibitions to protect
others. Example geas include “Leave this city and do not
return” or “Do not attack caravans.” The prohibition
must be against an area no larger than 300 square miles
or one specific group of people (such as a tribe or citizens
of a particular city). This ability lasts 1 month per paladin
level. This replaces aura of resolve.

Aura of Mercy (Su): At 11th level, a redeemer can
expend two uses of her merciful smite ability to grant
the merciful smite ability to all allies within 10 feet,
using her bonuses. Allies must use this merciful smite
ability by the start of the paladin’s next turn and the
bonuses last for 1 minute. Using this ability is a free
action. Evil creatures gain no benefit from this ability.
This replaces aura of justice.

Associates: A redeemer may ally with an evil creature
as long as she feels the creature is capable of redemption.
A redeemer may accept henchmen, followers, or cohorts
who are not lawful good provided they demonstrate
they are willing to follow her and seek betterment under
her tutelage.

Skulking Slayer (Rogue)

Pushed into alife of crime by the society around them, half-
orcs gravitate toward criminal activities that suit them best.
Half-orc rogues leave subtle tactics and finesse to halflings
and elves, and rely on brute strength and thuggery when
they go about making mischief. Skulking slayers have
turned the use of raw strength and surprise into an art
form. A skulking slayer has the following class features.

Weapon and Armor Proficiency: The skulking slayer
gains proficiency with greatclubs and whips, but loses
proficiency with rapiers and hand crossbows.

Class Skills: The skulking slayer does not gain Disable
Device, Linguistics, and Sleight of Hand as class skills.

Skill Ranks per Level: 6 + Int modifier.

Pass for Human (Ex): At 1ist level, when trying to
conceal her half-orc heritage, a skulking slayer gains
a bonus on Disguise checks equal to half her level.
When using disguise to appear as a specific individual,




skulking stalkers ignore the normal —2 penalty to appear
as another race.

Underhanded Maneuvers (Ex): At 1st level, when she
could normally make a sneak attack, a slayer may instead
make a dirty trick or steal combat maneuver with a
bonus on her roll. This bonus is equal to her number of’
sneak attack dice for a dirty trick combat maneuver, or
1-1/2 x her number of sneak attack dice for a steal combat
maneuver. This ability replaces trapfinding.

Bonus Feats: At 2nd level, a skulking slayer can select
the Surprise Follow-Through feat (see below) in place of
a rogue talent. At 10th level, she can select the Improved
Surprise Follow-Through feat (if she already has Surprise
Follow-Through) in place of an advanced rogue talent.

Bold Strike (Ex): At 3rd level, when a skulking slayer
charges and makes a sneak attack with a two-handed
weapon, she rolls d8s instead of d6s for her sneak attack
damage. This ability replaces trap sense +1 and +4.

Shifty (Ex): At 6th level, a skulking slayer gains a bonus
on Bluff checks to feint equal to half her level. This ability
replaces trap sense +2.

Unexpected Charge (Ex): At gth level, a skulking slayer
can make a Bluff check to feint as a swift action before a
charge. This ability replaces trap sense +3.

Rogue Talents: The following rogue talents complement
the skulking slayer archetype: combat trick, surprise
attack (Core Rulebook); combat swipe, powerful sneak
(Advanced Player’s Guide); terrain mastery (Ultimate Combat).

Advanced Talents: The following advanced rogue talents
complement the skulking slayer archetype: crippling
strike (Core Rulebook); deadly sneak (Advanced Player’s
Guide); unwitting ally (Ultimate Combat).

NEW RACIAL RULES

The following options are available to half-orcs. At the
GM’s discretion, other appropriate races may also make
use of some of these.

Half-Orc Equipment
Half-orcs have access to the following equipment.

Black Fester: This black paste is often applied on orc
weapons before going on raids to stymie an enemy’s
healing magic. Like a poison, black fester stays on a
weapon until the first time it strikes an opponent.
It remains in the target’s body for 1 hour. A creature
exposed to black fester resists magical healing; a creature
trying to magically heal the target must make a DC 10
caster level check to restore any hit points to the target.

Half-Orc Disguise Kit: This specifically designed
kit was put together by half-orcs to help them appear
more human. It includes skin cream to disguise green-
gray skin color and other items designed to conceal
or draw attention away from typical half-orc physical

characteristics. Using this kit on a half-orc grants a +3
bonus on Disguise checks to appear human. Used on an
orc, it only grants a +1 bonus on these checks. A half-orc
disguise kit is exhausted after 10 uses.

Half-Orc Equipment

ltem Cost Weight  Craft DC
Black fester (vial) 30 gp — 25
Half-orc disguise kit 75 gp 1lb. —

Half-Orc Feats

Half-orcs and orcs have access to the following feats.

Beast Rider
You gain the service of a monstrous companion or mount.

Prerequisites: Animal companion or mount class
feature, character level 7th, half-orc or orc.

Benefit: Select one of the following creature types:
elephant, pteranodon, rhinoceros, stegosaurus, or
triceratops. Add this creature type to your list of possible
animal companions or mounts. When summoning
a creature of the selected type to serve as a mount or
companion, treat your effective druid level as if it were two
levels higher (to a maximum of your character level). If the
creature is large enough for you to ride, it gains the combat
training general purpose (see Handle Animal) at no cost.

Blood Vengeance
Seeing an ally fall in combat fills you with a raging and
murderous fury.

Prerequisites: Half-orc or orc, nonlawful.

Benefit: Whenever one of your allies is reduced to
negative hit points or killed, you may enter a state similar
to butless powerful than a barbarian’s rage as a free action
on your next turn. If you have the rage class feature and
are already raging, your morale bonuses to Strength and
Constitution increase by +2 for the duration of your rage.
If you do not have the rage class feature, or you have no
more rage rounds left, this weaker rage gives you all the
benefits and penalties of a barbarian’s rage, except your
morale bonus to Strength and Constitution is only +2. In
either case, this state lasts for 4 rounds.

As with a barbarian’s rage, when this weaker rage ends,
you are fatigued; if another ally falls before this duration
ends, the weaker rage lasts for an additional 4 rounds.
This feat does not allow you to enter a rage if you are
fatigued. You may only use this feat if the fallen ally had
at least as many Hit Dice as you (excluding conjured or
summoned allies).

Destroyers Blessing (Combat)
Breaking things adds to your power.
Prerequisites: Half-orc or orc, rage class feature.



Benefit: When you are raging and you succeed at a
sunder combat maneuver, you regain 1 round of rage. If
the sunder attempt causes the object to gain the broken
condition, you heal 1 hit point. You can only gain these
benefits once per round.

Ferocious Resolve
Your orc heritage allows you to fight on.

Prerequisites: Con 13, half-orc, orc ferocity racial trait.

Benefit: You gain the ferocity universal monster
ability, allowing you to continue fighting at negative hit
points. When using this ability, you gain a +2 bonus on
Intimidate checks.

Normal: A half-orc with the orc ferocity racial trait can
fight for 1 more round after he is brought below o hit points.

Ferocious Summons
Your summoned creatures gain your ferocity.

Prerequisites: Augment Summoning, Spell Focus
(conjuration), half-orc or orc.

Benefit: Creatures you summon gain the ferocity
universal monster ability. The summoned creature does
not disappear at o hp; instead it disappears when its current
hp get to a negative amount equal to its Constitution score.

Ferocious Tenacity (Combat)
You spit in the face of death.

Prerequisites: Ferocity racial trait, half-orc or orc, rage
class feature.

Benefit: Once per day when raging, if you are hit by an
attack that would deal enough hit points of damage to kill
you (negative hit points equal to your Constitution score),
as an immediate action you may expend 1 or more rounds
of rage to negate some of this damage and keep yourself
alive. Each round of rage you spend reduces the attack’s
damage by 1 point, but cannot reduce the damage taken
below 1 hit point.

For example, if you are raging, have a raging Constitution
score of 18, are currently at 2 hit points, and take 20 hit
points of damage from a hit (which is enough to bring you to
-18 hit points, thereby killing you), you may spend 1 round
of rage to reduce the damage by 1 hit point (leaving you
perilously close to death at —17 hit points); if you spend 17
rounds of rage, you reduce the damage to 1 (the minimum),
leaving you with 1 hit point.

Ifthis damage still makes you fall unconscious, your rage
ends just like it normally would, lowering your Constitution
to its normal value and reducing your hit point total as
normal. Therefore, it is possible to use this feat to prevent
yourself from instantly dying, yet you still die because
your negative hit points exceed your normal Constitution
score—take your normal Constitution into account when
deciding how many rounds of rage to spend with this feat.

Gore Fiend
Horrible wounds, whether on yourself or your enemies,

make your blood sing.
Prerequisites: Half-orc or orc, rage class feature.
Benefit: When you are raging and you confirm a critical
hit with a melee weapon or a critical hit is confirmed on you
(whether by a melee weapon, spell, or ranged weapon), you
regain 1 round of rage (up to your maximum for the day).
You can only gain this benefit once per round.

Horde Charge (Teamwork)

When you charge with an ally, you are more deadly.
Prerequisites: Base attack bonus +1, half-orc or orc.
Benefit: When charging during the same round as

an ally with this feat, you gain a +2 bonus on attack and

damage rolls in addition to the normal bonus for charging.

If you can make multiple attacks on a charge, this bonus

only applies to the first attack.

Improved Surprise Follow-Through (Combat)
You follow up an attack with a surprising series of
sweeping blows.
Prerequisites: Str 13, Cleave, Great Cleave, Power
Attack, Surprise Follow Through, base attack bonus +8.
Benefit: When using Great Cleave, each opponent you
attack on your turn (other than the first) is denied his
Dexterity bonus against you.

Resilient Brute
You absorb punishment others find deadly.

Prerequisite: Half-orc or orc.

Benefit: Once per day, when a creature confirms a
critical hit against you, you may treat half the damage
as nonlethal damage. You cannot use this ability if you
are immune to nonlethal damage. When your base attack
bonus reaches +10, you may use this ability an additional
time per day.

Surprise Follow-Through (Combat)
When striking one opponent, you catch its ally off guard.
Prerequisites: Str 13, Cleave, Power Attack, base attack
bonus +1.
Benefit: When using Cleave or Great Cleave, the second
foe you attack on your turn is denied its Dexterity bonus
against you.

Sympathetic Rage (Combat)
Seeing an ally rage fills you with your own fury.

Prerequisites: Half-orc or orc, nonlawful.

Benefit: Whenever you are adjacent to an ally who is
raging, you may choose to enter a similar but less powerful
rage as a free action on your turn. This weaker rage gives
you all the benefits and penalties of a barbarian’s rage,




except your morale bonus to Strength and Constitution
is only +2. There is no limit to how long you can rage, as
long as you remain adjacent to a raging ally (for example,
you could take a 5-foot step away from one raging ally
toward another raging ally and maintain your rage). As
with a barbarian’s rage, when this weaker rage ends, you
are fatigued. You cannot use this feat if you are fatigued.

Tenacious Survivor
Your spirit lingers long after any other’s would have
passed on.

Prerequisites: Con 13, Diehard, Endurance, half-orc
or orc.

Benefit: When you are killed by hit point damage, your
soul lingers in your body for a number of rounds equal to
your Constitution bonus. You are still dead, but a creature
can make a DC 10 Heal check as a standard action to realize
that you can still be saved. You can be healed by magic as if
you were alive. If you are healed enough hit points that you
would no longer be dead, you are alive again, but you gain
one permanent negative level.

Thrill of the Kill
Killing fuels your rage.
Prerequisites: Half-orc or orc, rage class feature.
Benefit: When you are raging and your attack reduces
an enemy to negative hit points or kills it, you regain 1
round of rage. You may only use this feat if the fallen
enemy had at least as many Hit Dice as you. You can only
gain this benefit once per round.

Half-Orc Magic Items

Half-orcs have access to the following magic items.

CLOAK OF HUMAN GUISE

Aura faint illusion; CL 1st
Slot shoulders; Price goo gp; Weight 1 Ib.
DESCRIPTION

This plain cloak only has any effect when worn by a member
of a half-human race such as a half-orc or half-elf. It alters the
wearer’s appearance similarly to a hat of disguise, but only to
the extent that it conceals or alters the wearer’s non-human
physical traits so the creature appears fully human. Any
feature that is plausibly human remains. For example, a half-
orc wearing the cloak loses his green or gray skin color and
pointed ears, has no visible tusks, and is otherwise completely
able to pass as a human version of his normal self. Likewise,

a half-elf wearing the cloak has round ears, humanlike eyes,
and no other traits indicating elf ancestry. The wearer has

no control over the specific guise, and those familiar with his
normal appearance can recognize him in his human guise.
CONSTRUCTION

Requirements Craft Wondrous Item, disguise self; Cost 450 gp

RING OF FEROCIOUS ACTION

Aura faint transmutation; CL 5th
Slot ring; Price 3,000 gp; Weight 1 Ib.
DESCRIPTION

This ring allows its wearer to persevere through physical

or mental trauma that hampers his actions. The ring has 5
charges, renewed each day. At the start of his turn, if the
wearer is staggered, as a free action he may spend a charge to
activate the ring and ignore the staggered condition until his
next turn.

CONSTRUCTION

Requirements Forge Ring, haste, stabilize; Cost 1,500 gp

SWIFT OBSIDIAN GREATAXE

Aura moderate transmutation; CL 1oth
Slot none; Price 11,320 gp; Weight 12 bs.
DESCRIPTION

The blade of this +1 keen greataxe is carved from jet-black
obsidian. When the wielder charges an enemy, he receives a
+10 foot enhancement bonus to his speed that round. Once
per day, he can command the axe to grant all allies within 30
feet a +10 foot enhancement bonus to base speed for 1 round.
CONSTRUCTION

Requirements Craft Magic Arms and Armor, expeditious
retreat, keen edge; Cost 5,820 gp

Half-Orc Spells

Half-orcs have access to the following spells.

BATTLE TRANCE

School enchantment (compulsion) [emotion, mind-affecting];
Level alchemist 3, antipaladin 3, cleric 4, inquisitor 3,
ranger 3, witch 4

Casting Time 1 standard action

Components V, S

Range personal

Target you

Duration 1 minute/level

Save Will negates; Spell Resistance yes

You are transformed into a single-minded force of destruction.

You gain the ferocity monster special ability, a number of

temporary hit points equal to 1d6 + your caster level (maximum

+10), and a +4 morale bonus on saving throws against mind-

affecting effects. You cannot use the withdraw action or

willingly move away from a creature that has attacked you.
When you use this spell, you immediately take 4 points of

Intelligence damage. You must make a DC 20 concentration

check to cast spells, and all other concentration checks to cast

spells have a —5 penalty.

GHOST WOLF

School conjuration (creation); Level sorcerer/wizard 4,
summoner 2



Casting Time 10 minutes

Components V, S, F (dire wolf tooth)

Range o ft.

Effect one quasi-real wolflike creature

Duration 1 hour/level (D) or 1 round/level; see text
Saving Throw none (see description); Spell Resistance no

This spell conjures a Large, quasi-real, wolflike creature made
of roiling black smoke. It functions as phantom steed, except as
noted above. In addition, the creature radiates an aura of fear.
Any creature with fewer than 6 Hit Dice within 30 feet (except
the ghost wolf’s rider) must make a Will save or become
shaken for 1d4 rounds (this is a mind-affecting fear effect).

A creature that makes its Will save is unaffected by the
steed’s fear aura for 24 hours.

The ghost wolf may also be used in combat. Once
per round, the rider may direct the ghost wolf to
attack in battle as a free action (bite +10, 1d8+6
points of damage); unlike an animal mount, this
does not require a Ride check or any training. Once
the ghost wolf attacks, it lasts for only 1 round per
level thereafter.

HALF-BLOOD EXTRACTION

School transmutation; Level alchemist s, cleric 5, druid s,
sorcerer/wizard 5, witch 5

Casting Time 1 hour

Components V, S, M (oils and poisons worth 3,000 gp), DF

Range touch

Target willing half-orc touched

Duration instantaneous

Saving Throw none; Spell Resistance no

You transform the target half-orc into a full-blooded orc. The

target loses all of its half-orc racial traits and gains the orc

racial traits.

LINEBREAKER

School transmutation; Level alchemist 1, antipaladin 1,
inquisitor 1, magus 1, paladin 1, ranger 1

Casting Time 1 standard action

Components V, S

Range personal

Target you

Duration 1 minute/level

You gain a +20 foot bonus to your base speed when charging

and a +2 bonus on combat maneuver checks made to bull rush

or overrun.

SAVAGE MAW

School transmutation; Level antipaladin 1, cleric 2, druid 2,
inquisitor 2, magus 2, ranger 1

Casting Time 1 standard action

Components V, S

Range personal

Target you
Duration 1 minute/level (D), special (see below)
Your teeth extend and sharpen, transforming your mouth

into a maw of razor-sharp fangs. You gain a bite attack that
deals 1d4 points of damage plus your Strength modifier. If you
confirm a critical hit with this attack, it also deals 1 point of
bleed damage. If you already have a bite attack, your bite deals
2 points of bleed damage on a critical hit. You are considered
proficient with this attack. If used as part of a full-attack
action, the bite is considered a secondary attack, is made at
your full base attack bonus —5, and adds half your Strength
modifier to its damage.

You can end this spell before its normal duration by
making a bestial roar as a swift action. When you do, you
= can make an Intimidate check to demoralize all foes

1y within a 30-foot radius that can hear the roar.




HALFLINGS

Optimistic and cheerful by nature, blessed with uncanny

luck, and driven by a powerful wanderlust, halflings make
up for their short stature with an abundance of bravado and
curiosity. At once excitable and easy-going, halflings like to
keep an even temper and a steady eye on opportunity, and
are not as prone to violent or emotional outbursts as some
of the more volatile races. Even in the jaws of catastrophe,
halflings almost never lose their sense of humor. Their
ability to find humor in the absurd, no matter how dire the
situation, often allows halflings to distance themselves ever
so slightly from the dangers that surround them. This sense
of detachment can also help shield them from terrors that
might immobilize their allies.

Halflings are inveterate opportunists. They firmly
believe they can turn any situation to their advantage,
and sometimes gleefully leap into trouble without any
solid plan to extricate themselves if things go awry. Often
unable to physically defend themselves from the rigors
of the world, they know when to bend with the wind
and when to hide away. Yet halflings’ curiosity often
overwhelms their good sense, leading to poor decisions
and narrow escapes. While harsh experience sometimes
teaches halflings a measure of caution, it rarely makes
them completely lose faith in their luck or stop believing
that the universe, in some strange way, exists for their
entertainment and would never really allow them to
come to harm.

Though their curiosity drives them to seek out new
places and experiences, halflings possess a strong sense
of hearth and home, often spending above their means
to enhance the comforts of domestic life. Without a
doubt, halflings enjoy luxury and comfort, but they
have equally strong reasons to make their homes a
showcase. Halflings consider this urge to devote time,
money, and energy toward improving their dwellings a
sign of both respect for strangers and affection for their
loved ones. Whether for their own blood kin, cherished
friends, or honored guests, halflings make their homes
beautiful in order to express their feelings toward those
they welcome inside. Even traveling halflings typically
decorate their wagons or carry a few cherished keepsakes
to adorn their campsites.

Physical Description: Halflings rise to a humble height
of 3 feet. They prefer to walk barefoot, leading the bottoms
of their feet to become roughly calloused. Tufts of thick,
curly hair warm the tops of their broad, tanned feet.

HALFLING RACIAL TRAITS

+2 Dexterity, +2 Charisma, —2 Strength: Halflings are nimble and strong-willed,
but their small stature makes them weaker than other races.

l Small: Halflings are Small creatures and gain a +1 size bonus to their AC, a +1
size bonus on attack rolls, a —1 penalty to their CMB and CMD, and a +4 size
bonus on Stealth checks.

Slow Speed: Halflings have a base speed of 20 feet.

Fearless: Halflings receive a +2 racial bonus on all saving throws against fear. This
bonus stacks with the bonus granted by halfling luck.
Halfling Luck: Halflings receive a +1 racial bonus on all saving throws.

Keen Senses: Halflings receive a +2 racial bonus on Perception checks.

Sure-Footed: Halflings receive a +2 racial bonus on Acrobatics and Climb checks.
Weapon Familiarity: Halflings are proficient with slings and treat any weapon with the

word “halfling” in its name as a martial weapon.

Languages: Halflings begin play speaking Common and Halfling. Halflings with

high Intelligence scores can choose from the following: Dwarven, Elven,

Gnome, and Goblin.



Their skin tends toward a rich cinnamon color and their
hair toward light shades of brown. A halfling’s ears are
pointed, but proportionately not much larger than those
of a human.

Halflings prefer simple and modest clothing. Though
willing and able to dress up if the situation demands it,
their racial urge to remain quietly in the background
makes them rather conservative dressers in most
situations. Halfling entertainers, on the other hand,
make their livings by drawing attention, and tend to go
overboard with gaudy and flashy costumes.

Society: Rather than place their faith in empires or great
causes, many halflings prefer to focus on the simpler and
humbler virtues of their families and local communities.
Halflings claim no cultural homeland and control no
settlements larger than rural assemblies of free towns.
Most often, they dwell at the knees of their human cousins
in human cities, eking out livings as they can from the
scraps of larger societies. Many halflings lead perfectly
fulfilling lives in the shadow of their larger neighbors,
while some prefer more nomadic lives, traveling the world
and experiencing all it has to offer.

Halflings rely on customs and traditions to maintain
their own culture. They have an extensive oral history
filled with important stories about folk heroes who
exemplify particular halfling virtues, but otherwise see
little purpose in studying history in and of itself. Given
a choice between a pointless truth and a useful fable,
halflings almost always opt for the fable. This tendency
helps to explain at least something of the famous halfling
adaptability. Halflings look to the future and find it very
easy to cast off the weight of ancient grudges or obligations
that drag down so many other races.

Relations: A typical halfling prides himself on his
ability to go unnoticed by other races—a trait that allows
many halflings to excel at thievery and trickery. Most
halflings know full well the stereotypical view other
races take of them as a result, and go out of their way to be
forthcoming and friendly to the bigger races when they're
not trying to go unnoticed. They get along fairly well with
gnomes, although most halflings regard these eccentric
creatures with a hefty dose of caution. Halflings respect
elves and dwarves, but these races often live in remote
regions far from the comforts of civilization that halflings
enjoy, thus limiting opportunities for interaction. By and
large, only half-orcs are shunned by halflings, for their
great size and violent natures are a bit too intimidating for
most halflings to cope with.

Halflings coexist well with humans as a general rule, but
since some of the more aggressive human societies value
halflings as slaves, they try not to grow too complacent.
Halflings strongly value their freedom, especially the ability
to travel in search of new experiences and the autonomy this

requires. However, practical and flexible as always, enslaved
halflings seldom fight back directly against their masters.
When possible, they wait for the perfect opportunity and
then simply slip away. Sometimes, if enslaved for long
enough, halflings even come to adopt their owners as their
new families. Though they still dream of escape and liberty,
these halflings also make the best of their lives.

Alignment and Religion: Halflings are loyal to their
friends and families, but since they dwell in a world
dominated by races twice as large as themselves, they have
come to grips with the fact that sometimes they need to
scrape and scrounge for survival. Most halflings are neutral
as a result. Though they usually make a show of respecting
the laws and endorsing the prejudices of their communities,
halflings place an even greater emphasis on the innate
common sense of the individual. When a halfling disagrees
with society at large, he will do what he thinks is best.

Always practical, halflings frequently worship the deity
most favored by their larger and more powerful neighbors.
They also usually cover their bets, however, by giving
Desna her due. The goddess of both luck and travel seems
a natural fit for most halflings and offering her a quick
prayer every now and then is only common sense.

Adventurers: Their inherent luck coupled with their
insatiable wanderlust makes halflings ideal candidates for
lives of adventure. Though perfectly willing to pocket any
valuables they come across, halflings often care more for
the new experiences adventuring brings them than for any
material reward. Halflings tend to view money as a means
of making their lives easier and more comfortable, not as
an end in and of itself.

Other such vagabonds often put up with this curious
race in hopes that some of their mystical luck will rub
off. Halflings see nothing wrong with encouraging this
belief, not just in their traveling companions, but also
in the larger world. Many try to use their reputation for
luck to haggle for reduced fare when traveling by ship
or caravan, or even for an overnight stay at an inn. They
meet with mixed success, but there are just enough stories
circulating about the good fortune that befalls people
traveling with halflings to give even the most skeptical
pause. Of course, some suspect that halflings deliberately
spread these reports for just that reason.

Male Names: Antal, Boram, Hyrgan, Jamir, Lem, Miro,
Sumak, Tribin, Uldar, Vraxim.

Female Names: Anafa, Bellis, Etune, Filiu, Irlana,
Marra, Pressi, Rilka, Sistra, Wyssal, Yamyra.

ALTERNATE RACIAL RULES

Halflings are naturally blessed with good luck and
adaptability to their surroundings. The following rules
correspond with these attributes and may be used with any
halfling character.




Alternate Racial Traits

The following racial traits may be selected instead of
existing halfling racial traits. Consult your GM before
selecting any of these new options.

Adaptable Luck: Some halflings have greater control
over their innate luck. This ability gives them more
options for how they can apply their good fortune from
day to day, but also narrows its scope. Three times per day,
a halfling can gain a +2 luck bonus on an ability check,
attack roll, saving throw, or skill check. If halflings
choose to use the ability before they make the roll or
check, they gain the full +2 bonus; if they choose to do
so afterward, they only gain a +1 bonus. Using adaptive
luck in this way is not an action. This racial trait replaces
halfling luck.

Craven: While most halflings are fearless, some are
skittish, making them particularly alert. Halflings with
this racial trait gain a +1 bonus on initiative checks and
a +1 bonus on attack rolls when flanking. They take a —2
penalty on saves against fear effects and gain no benefit
from morale bonuses on such saves. When affected by a
fear effect, their base speed increases by 10 feet and they
gain a +1 dodge bonus to Armor Class. This racial trait
replaces fearless and halfling luck.

Fleet of Foot: Some halflings are quicker than their kin
but less cautious. Halflings with this racial trait move at
normal speed and have a base speed of 30 feet. This racial
trait replaces slow speed and sure-footed.

Ingratiating: Halflings often survive at the whims of
larger, more aggressive races. Because of this, they go
out of their way to make themselves more useful, or at
least entertaining, to larger folk. Halflings with this
racial trait gain a +2 bonus on skill checks for a single
Perform skill of their choice, and Perform is always a
class skill for them. They also gain a +2 bonus on Craft
and Profession checks. This racial trait replaces keen
senses and sure-footed.

Low Blow: Some halflings train extensively in the art
of attacking larger creatures. Halflings with this racial
trait gain a +1 bonus on critical confirmation rolls against
opponents larger than themselves. This racial trait
replaces keen senses.

Outrider: Some halflings specialize in mounted
combat. Halflings with this racial trait gain a +2 bonus on
Handle Animal and Ride checks. This racial trait replaces
sure-footed.

Polyglot: Some halflings, especially those who spend
a lot of time traveling, develop a talent for learning new
languages. These halflings gain a +2 racial bonus on
Linguistics checks, and it is always a class skill for them.
Halflings with this racial trait also begin play with the
ability to speak Common, Halfling, and any one other
language of their choice (except for secret languages, such

as Druidic) in addition to bonus languages due to high
Intelligence. They still gain the normal list of halfling
bonus languages. This racial trait replaces keen senses and
alters the halfling language racial trait.

Practicality: Halflings value hard work and common
sense. Halflings with this racial trait gain a +2 bonus
on any one Craft or Profession skill, as well as on Sense
Motive checks and saves against illusions. This racial trait
replaces fearless and sure-footed.

Shiftless: Halflings have a reputation for larceny and
guile—and sometimes it’s well deserved. Halflings with
this racial trait gain a +2 racial bonus on Bluff'and Sleight
of Hand checks, and Sleight of Hand is always a class skill
for them. This racial trait replaces sure-footed.

Swift as Shadows: Halflings possess incredible stealth
even while moving through obstructed areas. Halflings
with this racial trait reduce the penalty for using Stealth
while moving by 5, and reduce the Stealth check penalty
for sniping by 10. This racial trait replaces sure-footed.

Underfoot: Halflings must train hard to effectively fight
bigger opponents. Halflings with this racial trait gain a
+1 dodge bonus to AC against foes larger than themselves
and a +1 bonus on Reflex saving throws to avoid trample
attacks. This racial trait replaces halfling luck.

Wanderlust: Halflings love travel and maps. Halflings
with this racial trait receive a +2 bonus on Knowledge
(geography) and Survival checks. When casting spells
or using abilities that provide or enhance movement,
halflings treat their caster level as +1 higher than normal.
This racial trait replaces fearless and halfling luck.

Warslinger: Halflings are experts at the use of the sling.
Halflings with this racial trait can reload a sling as a free
action. Reloading a sling still requires two hands and
provokes attacks of opportunity. This racial trait replaces
sure-footed.

Racial Subtypes
You can combine various alternate racial traits to create
halfling subraces or variant races, such as the following.

Avenging: Unlike most halflings, members of this
subtype actively look for trouble in their quest to avenge
slights and wrongdoings. Whether resisting a local bully,
monster, or troops of an oppressive ruler, halfling warriors
of this secret subculture don masks and strike back on
behalf of their community. These halflings have the low
blow, underfoot, and warslinger alternate racial traits.

Nomadic: These halflings were born on the road and
most follow it until the end of their days. They travel fast
and light and never miss a chance for either profit or
adventure. These halflings have the fleet-footed, polyglot,
and wanderlust alternate racial traits.

Slave Born: These halflings come from lineages that have
spent countless generations as property. Though usually



free themselves, the weight of slavery still bears down on
their souls, making them eager to please and prone to
sudden fits of fear. These halflings have the craven and
ingratiating alternate racial traits.

Favored Class Options

The following favored options are available to all halflings
who have the listed favored class, and unless otherwise stated,
the bonus applies each time you select the class reward.

Alchemist: Add one extract formula from the alchemist’s
list to the alchemist’s formula book. This formula must
be at least one level below the highest formula level the
alchemist can create.

Barbarian: Add a +1/2 bonus to trap sense or +1/3 to the
bonus from the surprise accuracy rage power.

Bard: Add +1/2 on Bluff checks to pass secret messages,
+1/2 on Diplomacy checks to gather information, and +1/2
on Disguise checks to appear as an elven, half-elven, or
human child.

Cavalier: Add +1/2 to the cavalier’s effective class
level for the purposes of determining the damage he
deals when making an attack of opportunity against a
challenged foe.

Cleric: Select one domain power granted at 1st level that
is normally usable a number of times per day equal to 3 +
the cleric’s Wisdom modifier. The cleric adds +1/2 to the
number of uses per day of that domain power.

Druid: Add a +1/4 luck bonus on the saving throws of the
druid’s animal companion.

Fighter: Add +1 to the fighter’s CMD when resisting a
trip or grapple attempt.

Gunslinger: Add +1/4 to the dodge bonus to AC granted
by the nimble class feature (maximum +2) or +1/4 to the
AC bonus gained when using the gunslinger’s dodge deed.

Inquisitor: Add +1/4 to the number of times per day that
an inquisitor can change her most recent teamwork feat.

Magus: The magus gains 1/6 of a new magus arcana.

Monk: Add +1 to the monk’s CMD when resisting a
grapple and +1/2 to the number of stunning attacks he can
attempt per day.

Oracle: Add +1/2 to the oracle’s level for the purpose of
determining the effects of the oracle’s curse ability.

Paladin: Add +1/2 hit point to the paladin’s lay on hands
ability (whether using it to heal or harm).

Ranger: Add a +1/4 dodge bonus to Armor Class against
the ranger’s favored enemies.

Rogue: Choose a weapon from the following list: sling,
dagger, or any weapon with “halfling” in its name. Add
a +1/2 bonus on critical hit confirmation rolls with that
weapon (maximum bonus +4). This bonus does not stack
with Critical Focus.

Sorcerer: Select one bloodline power at 1st level that is
normally usable a number of times per day equal to 3 + the

sorcerer’s Charisma modifier. The sorcerer adds +1/2 to
the number of uses per day of that bloodline power.

Summoner: Add +1 skill rank to the summoner’s eidolon.

Witch: Add +1/4 to the witch’s caster level when
determining the effects of the spells granted to her by
her patron.

Wizard: Add +1/2 to the wizard’s effective class level for
the purposes of determining his familiar’s natural armor
adjustment, Intelligence, and special abilities.

RACIAL ARCHETYPES & ORDERS

The following racial order and racial archetypes are

available to halflings.

Community Guardian (Oracle)
The community guardian is chosen to protect and succor
the weak and innocent within her community. Her calling
also allows her to draw upon and focus the collective will
in order to achieve those goals. A community guardian has
the following class features.

Alignment: Any good.

Recommended Mysteries: ancestor (Ultimate Magic 53),
life, lore, nature.

Class Skills: A community guardian adds Knowledge
(local), Linguistics, Perception, and Survival to her list of
class skills. These replace the additional class skills from
her mystery.

Bonus Spells: bless water (2nd), consecrate (4th), remove disease
(6th), hallow (10th), heroes’ feast (12th). These bonus spells
replace the oracle’s mystery bonus spells from these levels.

Revelations: A community guardian must take the
following revelations at the listed levels.

Spirit of Community (Ex): As a move action, you call upon the
spirits of community. For the next round, you grant every
ally within 30 feet a +1 competence bonus on a single skill
check (of the ally’s choice) that it makes before the end of this
revelation’s duration. Furthermore, allies within 30 feet can,
as a free action, choose to forgo this bonus, and instead grant
a single ally a +1 increase to its competence bonus granted by
this ability (maximum +5). You can use this ability a number
of times per day equal to 3 + your Charisma modifier. You
must take this revelation at 1st level.

Renewing Radiance (Su): Once per day you can produce
a burst of swirling white light that provides a measure of
protection and renewal to allies within 30 feet for 1 round.
On their turn, the allies can choose either to gain a +1 sacred
bonus to AC for 1 round or to heal a number ofhit points equal
to 1d6 + your Charisma bonus (their choice). If an ally is dying,
it is stabilized instead. At yth level, the bonus to AC increases
to +2, and the healing increases to 2d6 + your Charisma
bonus hit points, and at 14th level the bonus to AC increases
to +3, and the healing increases to 3d6 + your Charisma
bonus hit points. You must take this revelation at 3rd level.




Filcher C(Rogue)
A filcher steals valuables without their owners even
realizing it. Whether cutting purses in the midst of
combat or replacing prized items with fakes under the
noses of their owners, the filcher is the master of the quick
and quiet steal. A filcher has the following class features.
Quicker than the Eye (Ex): At 2nd level, a filcher develops
an amazingly swift and delicate touch. When she uses
Sleight of Hand, creatures take a penalty on their
Perception checks to notice the attempt equal to half the
filcher’s class level. The filcher also subtracts her class
level from the normal —20 penalty when attempting to
make a Sleight of Hand check as a move action instead
of as a standard action. Lastly, the filcher can withdraw

an object hidden on her person, including a weapon, as
a move action instead of the usual standard action. This
ability replaces evasion.

Rummage (Ex): At 3rd level, a filcher learns how to assess
the value of items at the quickest glance. She can even
make startlingly accurate guesses about particular items
merely by observing the bulges they make in pouches,
backpacks, or similar containers. She gains a +1 bonus on
Appraise checks and an additional +1 bonus every three
levels thereafter.

Asaswiftaction, a filcher can make an Appraise checkin
order to determine the relative value of each object carried
by her target (DC = 10 + 1 for every object the filcher is
trying to ascertain the relative value of). Though she never
learns the actual prices of items when using rummage, she
does gain enough information to list these items in order,
from the most valuable to the least valuable. She can, by
taking a —20 penalty on the check, add to this assessment
any items carried by her target that she cannot see. This
ability replaces trap sense +1, +2, +3, +4, +5, and +6.

Filch (Ex): At 4th level, a filcher learns how pluck items
off her opponents even in combat. She gains Improved
Steal (Advanced Player’s Guide 163) as a bonus feat and
can use her Sleight of Hand bonus instead of her CMB
when performing a steal combat maneuver (Advanced
Player’s Guide 322). If the filcher gains bonuses on combat
maneuver checks from any feats, spells, magic items, or
similar effects, they are added to the Sleight of Hand
bonus when using the steal maneuver. This ability
replaces uncanny dodge.

Superior Filching (Ex): At 8th level, a filcher becomes a
master at separating owners from their property. She gains
Greater Steal as a bonus feat, and opponents do not gain a +5
bonus to their CMD when she tries to remove items fastened
to them. This ability replaces improved uncanny dodge.

Rogue Talents: The following rogue talents complement
the filcher archetype: fast stealth, slow reactions (Core
Rulebook); fast fingers, fast getaway (Advanced Player’s Guide);
black market connections, deft palm (Ultimate Combat).

Advanced Talents: The following advanced rogue talents
complement the filcher archetype: skill mastery (Core
Rulebook); fast tumble (Advanced Player’s Guide); weapon
snatcher (Ultimate Combat).

Order of the Paw (Cavalier)

Only dog- or wolf-riding halflings are eligible to join this
order of cavaliers. When they do, they pledge to defend
halflings, halfling settlements, and other innocent folks
by patrolling the wilderness and seeking out possible
threats to both individuals and whole communities. These
cavaliers hunt down potential danger with a ruthless
efficiency and determination that non-halflings find
surprising and even somewhat alarming.



Edicts: The cavalier must strive to protecthis community
from rampaging monsters and fearsome conquers alike.
His first priority is to aid halfling communities, but
he also is sworn to protect those who cannot protect
themselves from such threats in the wild. He must never
take any action that would put a halfling community or an
innocent creature in jeopardy. An order of the paw cavalier
must take either a wolf or a dog as his mount.

Challenge: Whenever an order of the paw cavalier issues
a challenge, his mount gains a +1 dodge bonus to AC as
long it is threatening the target of the cavalier’s challenge
and the cavalier is riding the mount. This bonus increases
by +1 for every four levels the cavalier possesses.

Skills: An order of the paw cavalier adds Knowledge
(nature) and Survival to his list of class skills. He can make
Knowledge (nature) checks untrained. Also, an order of the
paw cavalier is adept at following tracks while mounted,
using his mount’s speed rather than his own to determine
the penalty for tracking while moving, whether he is
mounted or not.

Order Abilities: A cavalier belonging to the order of the
paw gains the following abilities as he increases in level.

Danger Ward (Ex): At 2nd level, the cavalier can ready his
allies for impending danger. As a standard action, he can
ready all allies within 30 feet of the danger ahead, granting
a bonus on a single type of saving throw (Fortitude, Reflex
or Will) that he chooses when he grants this boon. At any
point in the next minute, when these allies fail a saving
throw of that type, they can choose to reroll the saving
throw with a +4 competence bonus as an immediate action,
but must take the results of the reroll even ifit is worse. He
can use this ability up to three times per day, once for each
type of saving throw.

Canine Ferocity (Ex): At 8th level, when the cavalier uses
his wolf or dog mount to perform a bull rush or overrun
maneuver, the mount is considered to be one size category
larger for the purposes of determining the size of creature
it is maneuvering against and the mount’s CMB. He also
receives a bonus feat, chosen from the following list:
Mounted Combat, Ride-By Attack, Skill Focus (Ride),
Spirited Charge, Trample (the mount can make a bite attack
in place of a hoof attack), or Unseat. He must qualify for the
feat selected.

Giant Slayer (Ex): At 15th level, when the cavalier hits the
target of his challenge with a melee attack, and that target
is at least two size categories larger than the cavalier, he
gains a bonus on damage rolls equal to 1/2 his cavalier
level. This damage is multiplied on a critical hit.

Underfoot Adept (Monk)

An underfoot adept turns his diminutive stature
and unorthodox footwork into a powerful weapon.
Effortlessly moving across the battlefield, he ducks

under the legs of larger creatures and then topples them
with surprising attacks. An underfoot adept has the
following class features.

Underfoot Grace (Ex): At 1st level, an underfoot adept
uses his size and grace to avoid the attacks of those he
passes. When using the Acrobatics skill to avoid attacks of
opportunity by moving through a threatened area or an
enemy’s space, he only takes a —5 penalty when doing so at
full speed, instead of the normal —10 penalty. This ability
replaces the bonus feat gained at 1st level.

Underfoot Trip (Ex): At 1st level, an underfoot adept
learns a number of maneuvers and grabs that can cause
even the largest opponents to stumble and fall. He
gains Improved Trip as a bonus feat, even if he does
not meet the requirements. At 4th level, and every four
levels thereafter, he acts as if he is one size larger for the
purposes of determining the maximum size of creatures
he can trip and when determining his CMB and CMD for
purposes of a trip combat maneuver. This ability replaces
stunning fist.

Improved Underfoot Grace (Ex): At sth level, an
underfoot adept’s ability to avoid attacks of opportunity
against those he passes improves. When using the
Acrobatics skill to avoid attacks of opportunity, while
moving through a threatened area or through an enemy’s
space, he takes no penalty when doing so at full speed.
This ability replaces high jump.

NEW RACIAL RULES

The following options are available to halflings. At the
GM’s discretion, other appropriate races may also make
use of some of these.

Halfling Equipment
Halflings have access to the following equipment.

Alchemical Preserves: Each small tin of this specially
treated jam contains just enough of the gooey stuff to
provide a halfling with a single serving of revitalizing
nourishment. While any creature can eat these preserves
as a standard action, it only affects halflings in a
beneficial way. Halflings who eat the preserves recover
from fatigue. Non-halflings who eat alchemical preserves
become sickened for 1 round.

Billow Cape: This silk cape is constructed of many
carefully arranged overlapping layers that are loosely
stitched together. When exposed to a sudden influx of
air, like that caused by falling, the cloak unfolds like a
crude parachute. When falling, a creature wearing a billow
cape is treated as if he had deliberately jumped from the
height (Core Rulebook 443). When worn in areas of strong
wind or greater (Core Rulebook 439), a billow cape hampers
movement. In such wind conditions, the wearer treats
all terrain as difficult terrain and takes a —4 penalty on




Fly checks. Because of the strange and somewhat fragile
construction of this cape, only Small or smaller billow
capes function properly. Larger billow capes take all the
penalties resulting from high winds, but grant none of the
benefits when the wearer falls.

Halfling Jugglesticks: This group of four brightly
colored sticks is adorned with colorful streamers that can
be juggled and manipulated to create displays and patterns.
Halflings use them to even greater effect, gaining a +2
circumstance bonus on Perform (comedy) checks.

Roar Cord: This thin length of rope has many oddly
shaped bits of hollow metal fixed along its length. As
a standard action, a creature can swing a roar cord over
its head to generate a variety of eerie noises. For the next
round, any creature within 6o feet of the roar cord takes a
—2 penalty on Perception checks that rely on sound and a -1
penalty on saving throws against fear effects. The roar cord
can be used as a bardic instrument (string instrument)
that grants the bard a +2 bonus on Perform checks when
using the countersong bardic performance.

Halfling Equipment
ltem Cost Weight  Craft DC
50 gp — 20

Alchemical preserves

Billow cape 100 gp 4 Ibs. —
Halfling jugglesticks 25 gp 1lb. —
Roar cord 15 gp 1lb. —

Halfling Feats

Halflings have access to the following feats.

Adaptive Fortune
Your luck takes on almost legendary proportions.

Prerequisites: Fortunate One, adaptable luck racial trait,
character level 10th, halfling.

Benefit: Increase the number of times per day you can
use the adaptable luck racial trait by 1. Furthermore, when
you use adaptable luck, increase the luck bonus for each
type of use by 2.

Blundering Defense (Combat)
Your feverish and sometimes comical defensive techniques
offer enough distraction to aid allies.

Prerequisites: Cautious Fighter, halfling.

Benefit: Whenever you fight defensively or use the total
defense action, allies gain a luck bonus to AC and CMD
equal to 1/2 the dodge