DEFINITIONS

LOW LIGHT VISION

The race can see better than humans in starlight, moonlight, torchlight, and similar conditions of poor illumination. They retain the ability to distinguish color and detail under these conditions.  This is typically twice as good as a human’s vision.
DARKVISION

The race can see in the dark. Darkvision is black and white only, but it is otherwise like normal sight, and the race can function just fine with no light at all.  This is usually given as in number of feet the race can see, and is typically 60’.

LARGE CHARACTERS

-1 size penalty to Defense and attack rolls. 

10-foot Reach.

All gear costs double the amount of that of a Medium character.

A Large character’s carrying capacity is double that of a Medium character.
MEDIUM CHARACTERS

No special bonuses or penalties due to size.

SMALL CHARACTERS
A Small character gets a +1 size bonus to Defense, a +1 size bonus on attack rolls, and a +4 size bonus on Hide checks. 

A Small character’s carrying capacity is three-quarters of that of a Medium character.

A Small character generally moves about two-thirds as fast as a Medium character.

A Small character must use smaller weapons than a Medium character.
TINY CHARACTERS

 A Tiny character gets a +2 size bonus to Defense, a +2 size bonus on attack rolls, and a +8 size bonus to all Hide checks. They must use Tiny-sized weapons and equipment, and can lift and carry only half as much as Medium characters.

DWARF














+2 racial bonus to Constitution, -2 racial penalty to Charisma.

Medium, Base Speed 20’

Stout: Dwarves can move at their base speed even when wearing medium or heavy armor or when carrying a medium or heavy load (unlike other creatures, whose speed is reduced in such situations).

Darkvision 60’

Stonecunning: +2 racial bonus on Search checks to notice unusual stonework, such as sliding walls, stonework traps, new construction (even when built to match the old), unsafe stone surfaces, shaky stone ceilings, and the like. Something that isn’t stone but that is disguised as stone also counts as unusual stonework. A dwarf who merely comes within 10 feet of unusual stonework can make a Search check as if he were actively searching, and a dwarf can use the Search skill to find stonework traps as a rogue can. A dwarf can also intuit depth, sensing his approximate depth underground as naturally as a human can sense which way is up. 

Weapon Familiarity: Dwarves may treat dwarven waraxes and dwarven urgroshes as martial weapons, rather than exotic weapons.

Stability: A dwarf gains a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground (but not when climbing, flying, riding, or otherwise not standing firmly on the ground).

+2 racial bonus on saving throws against poison.

+2 racial bonus on saving throws against spells and spell-like effects.

+1 racial bonus on attack rolls against aberrations.

+4 dodge bonus to Armor Class against creatures of the Giant type. Any time a creature loses its Dexterity bonus (if any) to Armor Class, such as when it’s caught flat-footed, it loses its dodge bonus, too. 

+2 racial bonus on Appraise and Craft skill checks that are related to stone or metal.

DWARF RACIAL CLASS

Hit Die: d4+6

Skill Points: 2 + Intelligence bonus

Skill Groups: Athletics

Weapon and Armor Proficiency: Dwarves are proficient in the use of all simple and martial weapons, light, medium, and heavy armor, and shields (but not tower shields). 

BAB
BDB
Fort
Ref
Will
Special

1
+1
+1
+2
+0
+0
Craft Expertise, Improved Stonecunning.

2
+2
+2
+3
+0
+0
+30' darkvision, save bonus

3
+3
+3
+3
+1
+1
+2 Constitution

Craft Expertise: May add racial level to Craft checks as racial bonus.

Improved Stonecunning: Racial bonus increases to +4, Range increases to 20', and may intuit true north as if the dwarf had 5 ranks in Survival.

Save Bonus: Racial bonus on saves against poison and spells and spell-like effects increases by 1.

ELF















+2 racial bonus to Dexterity, -2 racial penalty to Constitution (High or Wood Elf), or 

+2 racial bonus to Dexterity and Intelligence, -2 racial penalty to Strength and Constitution (Gray Elf)

Medium, Base Speed 30’

Immune to sleep spells or effects, and a +2 racial saving throw bonus against enchantment spells or effects.

Low-Light Vision.

Weapon Proficiency: Elves receive the Martial Weapon Proficiency feats for the longsword, rapier, longbow (including composite longbow), and shortbow (including composite shortbow) as bonus feats.

+2 racial bonus on Listen, Search, and Spot checks. An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it.
ELF RACIAL CLASS

Hit Die: d4+4

Skill Points: 2+ Intelligence bonus

Skill Groups: Mysticism, Perception.

Weapon and Armor Proficiency: Elves are proficient in simple weapons, longsword, rapier, shortsword, longbow, shortbow, and light armor.


BAB
BDB
Fort
Ref
Will
Special




Spells

1
+0
+0
+0
+2
+0
Elfsight, resist enchantments




2
+0
+1
+0
+3
+0
Weapon Focus



+1 level of existing class

3
+1
+2
+1
+3
+1
+2 Intelligence



+1 level of existing class

Elfsight:
Racial bonus to Search and Spot checks increases to +4.  Also, low light vision increases to three times as far as a human.

Resist Enchantments: Racial bonus to saves against enchantment increaases to +2.

Weapon Focus: Must be in rapier, longsword, shortsword, longbow, or shortbow.

FAEN














Common Faen Racial Traits

Both Loresong and Quickling faen have all the below traits, in addition to the ones given under their own racial rules.

Small, base speed 20’

+2 racial bonus on Hide and Move Silently checks.

Low-Light Vision

Metamorphosis: Once a faen has achieved at least 3rd character level, she may choose to undergo a metamorphosis. This can occur only at a time when she would normally gain a new or bonus feat- the metamorphosis is in lieu of the feat. The faen secretes a sticky substance that she wraps around herself. The secretion hardens, forming a chrysalis. The faen then spends 1d4+3 days in the chrysalis, after which she emerges in a completely different form. Even smaller than before, the faen now has gossamer wings that can carry her aloft. She has become a sprite. A faen’s gear does not change size to fit them when they undergo metamorphosis.

FAEN (LORESONG)











+2 racial bonus to Intelligence and a -2 racial penalty to Strength.
• +2 racial bonus to Spellcraft.

• Innate Spell-Like Abilities: 1/day- detect magic, ghost sound, and light. Use the loresong faen’s character level as the caster level.

LORESONG RACIAL CLASS

Hit Die:

d4+2

Skill Points:
4 + Int Modifier

Skill Groups:
Academia, Mysticism.

Weapon and Armor Proficiency: Loresongs are proficient in the use of all simple weapons and light armor, but not shields.

Loresong
BAB
BDB
Fort
Ref
Will
Special



Spells

1

+0
+0
+0
+0
+2
Keen Spellsense


+1 level of existing class

2

+1
+1
+0
+0
+3
See Invisibility 1/day

+1 level of existing class

3

+2
+2
+1
+1
+3
+2 Charisma


+1 level of existing class

Keen Spellsense: Racial bonus to Spellcraft increases to +4.

See Invisibility: The Loresong may cast this spell-like ability once per day with a caster level equal to his racial class level.

FAEN (QUICKLING)











+2 racial bonus to Dexterity, -2 racial penalty to Strength.

* Run: When a quickling runs, he moves five times his normal speed rather than four times. Quicklings cannot use this racial ability when wearing Heavy armor.

* As quicklings are extremely nimble and react fast, they enjoy a +1 racial bonus to initiative checks.

QUICKLING RACIAL CLASS

Hit Die:

d4+2

Skill Points:
4 + Int Modifier

Skill Groups:
Athletics, Stealth.

Weapon and Armor Proficiency: Quickling are proficient in the use of all simple weapons and light armor, but not shields.


BAB
BDB
Fort
Ref
Will
Special






1
+0
+0
+0
+2
+0
Increased movement +5', athletic prowess


2
+1
+1
+0
+3
+0
Increased movement +5'


3
+2
+2
+1
+3
+1
+2 Dex






Athletic Prowess: The quickling may add her racial level as a racial bonus to all Balance, Climb, Escape Artist, Jump, Move Silently, and Swim skill checks.

FAEN (SPRITE)












Sprites, being the result of a transformation from one of the other kinds of faen, lose all base racial abilities not mentioned below, such as the quickling’s run ability.  They do keep any racial abilities gained in the Loresong or Quickling racial classes.

+2 racial bonus to Dexterity and a –2 racial penalty to Strength.  These modifications stack with loresong or quickling modifiers.

Tiny, Base Speed 10’.

Fey: Sprites are no longer humanoid in type, but Fey.

Despite being Tiny, sprites still occupy a 5-foot by 5-foot area, threaten the areas around them, and do not need to enter another’s area to make a melee attack.

Flight: Sprites have thin, transparent wings that allow them to fly with a speed of 30, with average maneuverability.  A Sprite with 3 levels of the Sprite racial class gains maneuverability of perfect.

Low-Light Vision.

SPRITE RACIAL CLASS

Hit Die: d4+2

Skill Points: 2 + Intelligence bonus

Skill Groups: Mysticism, Stealth.

Spellcasting:

Innate spell-like abilities gained through sprite levels use the character level as the caster level. The sprite can use the normal and diminished versions of these spells, but not the heightened versions, except for charm.

BAB
BDB
Fort
Ref
Will
Special




Spells

1
+0
+0
+0
+2
+0
+1 Dexterity; innate spell-like abilities.
+1 level of existing class

2
+1
+1
+0
+3
+1
+1 Dexterity; innate spell-like abilities.
+1 level of existing class

3
+2
+2
+1
+3
+1
Innate spell-like abilities


+1 level of existing class

Innate Spell-like Abilities:

1st Level:
Charm, Know Direction, Light (1/day each), Detect Magic at will.

2nd Level:
Fog Cloud 1/day.

3rd Level:
Dispel Magic, Suggestion, Telepathy, Tongues (self only) 1/day each.

GIANT













+2 racial bonus to Strength,  -2 racial penalty to Dexterity.

Giants. Unlike most other races, giants are not humanoid in type, but Giant.

Medium, base speed 30’.

+2 racial bonus to Diplomacy and Sense Motive skill checks.

+2 racial bonus to all Craft skill checks.

GIANT RACIAL CLASS

Hit Die: d4+6

Skill Points: 2+ Intelligence bonus 

Skill Groups: Social.

Weapon and Armor Proficiency: Giants are proficient in the use of all simple weapons and light armors and shields (but not tower shields).

BAB
BDB
Fort
Ref
Will
Special

1
+0
+1
+2
+0
+0
+1 Strength, +1 Wisdom

2
+1
+2
+3
+0
+1
+1 Wisdom, +1 Constitution

3
+2
+3
+3
+1
+1
+1 Strength, +1 Constitution, increase to Large size

Increase to Large Size: When giants grow to this greater size, their gear does not change size with them.

GNOLL













+2 racial bonus to Strength, -2 racial penalties to Intelligence and Charisma
Medium, Base Speed 30'

Darkvision 60'

Natural Armor, DR 1/-.

GNOLL RACIAL CLASS

Hit Die:

d4+6

Skill Points: 
2+ Intelligence bonus

Skill Groups: 
Athletics

Weapon and Armor Proficiency:  Gnolls are proficient in the use of all simple weapons and light armors and shields (but not tower shields)


BAB
BDB
Fort
Save
Will
Special

1
+1
+0
+2
+2
+0
+1 Constitution, Bite 1d6

2
+2
+1
+3
+3
+0
+1 Dexterity, scent

3
+3
+2
+3
+3
+1
+1 Strength, +1 Dexterity
GOBLIN













+2 Dexterity, -2 Strength, -2 Charisma.

Small, base speed 30'.

Darkvision 60'.

+4 racial bonus on Move Silently and Ride checks.

CR:  Goblins with levels in NPC classes have a CR equal to their character level -2.

HOBGOBLIN












Medium, Base Speed 30'

Darkvision 60'.

+4 racial bonus on Move Silently checks.


BAB
BDB
Fort
Ref
Will
Special`




Spells per Day
1
+1
+0
+0
+2
+0





+1 level of existing class

2
+2
+1
+1
+3
+0
+2 Dexterity

3`
+3
+2
+1
+3
+1
+2 Constitution
HUMAN













Medium, Base Speed 30’.

1 extra feat at 1st level.

4 extra skill points at 1st level and 1 extra skill point at each additional level.

HUMAN RACIAL CLASS

Hit Die: d4+4

Skill Points: 4 + Intelligence bonus

Skill Groups: A human may choose any ten skills to be his class skills.  He must take each Knowledge skill individually, however.

Weapon and Armor Proficiency: Humans are proficient in the use of all simple weapons, any one martial weapon, and light armor, but not shields.


BAB
BDB
Fort
Ref
Will
Special




Spells per Day

1
+0
+0
+0
+0
+2
Adaptive Learning

2
+1
+1
+0
+0
+3
Bonus Feat



+1 level of existing class

3
+2
+2
+1
+1
+3
Ability Boost +2 (any one)


+1 level of existing class

4
+3
+3
+1
+1
+4
+1 ability score (any), bonus feat (any) 
+1 level of existing class


5
+3
+3
+1
+1
+4
+1 ability score (any), bonus feat (any) 
+1 level of existing class
Adaptive Learning: One skill on human racial class list becomes a part of any skill group for all classes.  For example, a human could treat Spot as part of any skill groups he has access to, and increase it with the rest of the skills in the skill group for only 2 skill points.

Bonus Feat: The character may choose any feat he meets the prerequisites for.

KENKU













+2 racial bonus to Dexterity +2, -2 racial penalty to Strength

Medium, Base Speed 30'

+2 racial bonus on Climb and Spot checks.

Wings (Ex): Kenku have a +10 racial bonus on Jump checks. A Kenku's wings can provide it with extra lift when jumping, but are not strong enough for sustained flight. They can glide forward 20 feet for every 5 feet of altitude lost, as their wings give them a measure of lift and control. A Kenku gliding in this way takes no damage from a fall, regardless of how far. Even when unconscious or helpless, reflexive action spreads their wings and stiffens the muscles, sending the Kenku into a tight corkscrew. A Kenku falling in this way takes only 1d6 damage, regardless of how far they fall.

Wind Rider (Ex): Kenku's legs are extremely powerful and with the lift from their wings they can leap great distances. Kenku can make standing long and high jumps as if they were running, and can start to glide at the top of their jumps.

Great Ally (Ex): Any time a Kenku uses the Aid Another action, the target of that action recieves a +4 bonus to their skill check, attack roll, or AC. A Kenku who is the target of an Aid Another action recieves a +4 bonus to their rolls as well. In addition, Kenku get a +4 to their attack rolls when flanking instead of the normal +2.

KENKU RACIAL CLASS

Hit Die: d4+2

Skill Points: 4+Intelligence Modifier

Skill Groups: Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Disguise (Cha), Jump (Str), Knowledge (All, taken individually) (Int), Listen (Wis), Search (Int), Spot (Wis), Tumble (Dex)

Weapon and Armor Proficiency: Kenku are proficient in the use of all simple weapons and light armor.


BAB
BDB
Fort
Ref
Will
Special




Spells per Day

1
+0
+0
+0
+0
+2
+1 Cha, Spell-like abilities

2
+1
+1
+0
+1
+3
Mimicry




+1 level of existing class

3
+2
+2
+1
+1
+3
+1 Cha, Spell-like abilities


+1 level of existing class

Spell-Like Abilities (Sp): At 1st level, the Kenku gains the following spell-like abilities: Detect Magic at will, Acrobatics 3/day. At 3rd level, the Kenku gains the following spell-like abilities in addition to those gained at 1st: Precise Vision 3/day, Sorcerous Guise 1/day.

Mimicry (Ex): The Kenku can duplicate familiar sounds, speech, and accents with uncanny accuracy. This does not allow Kenku to speak languages they do not know, but they can duplicate the sounds almost flawlessly. Make a contested Bluff versus Sense Motive check to determine how effectively the Kenku mimics noise. Kenku recieve a +5 racial bonus on Bluff checks using Mimicry.

LIZARDFOLK












+2 racial bonus to Constitution, -2 racial penalty to Intelligence.
Medium, base speed 30’

DR 1/- natural armor bonus.

+4 racial bonus to Balance checks and Jump checks.

LIZARDFOLK RACIAL CLASS

Hit Die: d4+4

Skill Points: 2 + Int modifier 

Skill Groups: Balance (Dex), Jump (Str), Survival (Wis), and Swim (Str). 

Weapon and Armor Proficiency: Lizardfolk are proficient with all simple weapons and shields. 

BAB
BDB
Fort
Ref
Will
Special

1
+0
+1
+0
+2
+0
Natural Weapons, natural armor DR d2/-

2
+1
+2
+0
+3
+0
Hold Breath, +4 bonus on Swim checks, natural armor DR d3/-

3
+2
+3
+1
+3
+1
+2 Str, natural armour DR d4/- 

Natural Weapons: A 1st level lizardfolk can attack with its natural weapons, 2 claws (1d4) and a bite (1d4). A lizardfolk making a melee attack with its natural weapons is considered armed and does not provoke attacks of opportunity. Likewise, it threatens any space it can reach. Lizardfolk do not receive additional attacks from a high base attack bonus when using natural weapons. A lizardfolk's claws are its most effective natural attack, and an attack with either uses the lizardfolk's full attack bonus. Bite attacks are less effective and are made with a -5 penalty on the attack roll, which applies even when the creature makes a single bite attack as an attack action or as an attack of opportunity. 

Hold Breath (Ex): At 2nd level, a lizardfolk gains the ability to hold its breath for a number of rounds equal to four times its Constitution score before it risks drowning. 

Exceptional Swimmer: A 2nd level lizardfolk gains a +4 bonus on all Swim checks. 

MINOTAUR













+4 racial bonus to Strength, -2 racial penalties to Dexterity, Intelligence, and Charisma.

Giants. Unlike most other races, minotaurs are not humanoid in type, but Giant.

Medium, base speed 30'

Natural Armor DR d2/-

Natural Attack: A minotaur may use his horns as natural weapons to make a gore attack, dealing 1d6 points of damage (plus the minotaur's Strength modifier).  If the minotaur charges, his gore attack deals 2d6 points of damage, plus 1.5 times his Strength modifier.  A minotaur can attack with a weapon at his normal attack bonus and make a gore attack as a secondary attack (-5 penalty on the attack roll, and .5 times Strength bonus on the damage roll).

+2 racial bonus to Intimidate, Swim, and Use Rope skil checks.

MINOTAUR RACIAL CLASS

Hit Die: 1d4+6

Skill Points: 2 + Intelligence Bonus

Skill Groups: Climb (Str), Craft (Int), Intimidate (Cha), Profession (Sailor) (Wis), Survival (Wis), Swim (Str), Use Rope (Dex). 

Weapon and Armor Proficiency: Minotaurs are proficient with all simple and martial weapons and with light and medium armor, and with shields (but not tower shields).


BAB
BDB
Fort
Ref
Will
Special 

1
+1
+0
+2
+0
+0
+1 Constitution, Natural Armor 1/- 

2
+2
+1
+3
+0
+0
+1 Strength, Scent 

3
+3
+2
+3
+1
+1
+1 Strength, +1 Constitution

TROGLODYTE           











+2 racial bonus to Constitution, -2 racial penalties to Charisma and Intelligence.

Medium, base speed 30'

Darkvision.

+2 racial bonus on Hide checks when blending in with surroundings. When using this ability in rocky or underground settings, this bonus improves to +4. 
 

TROGLODYTE RACIAL CLASS

Hit Die: d4+4

Skill Points: 2 + Int modifier.

Skill Groups: Hide (Dex) and Listen (Wis).

Weapon and Armor Proficiency: Troglodytes are proficient with all simple weapons.


BAB
BDB
Fort
Ref
Will
Special

1
+0
+0
+2
+0 
+0
2 claws (1d4), natural armor DR 1/-, skill bonus

2
+1
+1
+3
+0
+0
+1 Constitution, natural armor DR d2/-, bite (1d4), stench 15 ft.

3
+2
+2
+3
+1
+1
+1 Constitution, natural armor DR d3/-, stench 30 ft. 
 

Natural Weapon (claws) (Ex): At 1st level, a troglodyte has two claw attacks that deal 1d4 points of slashing damage plus its Strength bonus.

Skill Bonus (Ex): At 1st level, a troglodyte's racial bonus on Hide checks improves to +4. When using this ability in rocky or underground settings, this bonus improves to +8.

Natural Weapon (bite) (Ex): At 2nd level, a troglodyte has a bite attack that deals 1d4 points of piercing damage plus 1/2 its Strength bonus.

Stench (Ex): At 2nd level, a troglodyte can secrete an oily, musk-like chemical that nearly every form of animal life finds offensive. All living creatures (except troglodytes) within 15 feet must succeed on a Fortitude save (DC 10 + 1/2 the troglodyte's Hit Dice + the troglodyte's Constitution modifier) or Fortitude save or be sickened for 10 rounds. The radius of this ability increases to 30 feet at 3rd level. Creatures that successfully save cannot be affected by the same troglodyte's stench for 24 hours. A delay poison or neutralize poison spell removes the effect from the sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws.

