Shadowblood Races

While, in a Low-Magic campaign, all players are human, the Gamemaster can allow some character to have the blood of Shadow in their veins. This means that if you shake that character’s family tree, a vampire or demon or other creature of Shadow will fall out of it somewhere in the distant past. The more Shadow blood that runs through a character’s veins, the less human that character is. There are both benefits and drawback to possessing Shadow blood. The GM should consider carefully before allowing too many members of the party to create characters with blood ties to Shadow. 

New Feat Type: Shadowblood

A human with the blood of Shadow running through his veins receives both the blessing and the taint of Shadow. Such a character might look human, but the character’s ties to Shadow hint at subtle differences that make others feel the character is spooky. Others feel uneasy in their presence, even if they can’t quite put their fingers on the source of the discomfort. A character may only possess one Shadowblood feat.

Each feat has the following extra information, as follows

Advanced: The benefits and penalties the character receives if he chooses to devote a virtual level to unlocking his non-human heritage. This can only be done once, and the character thereafter has a +1 Level Adjustment.
Fiendish Heritage [Shadowblood]

Fiendish characters have blood-ties to the fiendish creatures of the abyssal or infernal planes, the realms of evil from which the most terrible denizens of Shadow emerge. This fiendish blood gives fiendish characters an aura of otherworldly wrongness that most humans find disturbing. Fiendish characters have a tell-tale trace of this abyssal or infernal nature – either small, barely visible horns, or eyes with a reptilian looks, or an infernal birthmark, or some other fiendish reminder of the blood running though their veins.

Prerequisites: Shadow Heritage
Benefits: 

Fiendish Speed: Fiendish characters have above-human speeds, both physically and mentally, resulting in a +2 to Dexterity and Intelligence scores.

Saving Throw Bonus: Fiendish characters gain a +2 to saving throws versus fear.

Skill Bonus: Fiendish characters gain a +1 bonus to Intimidate checks. Intimidate is always a class skill for Fiendish characters. If Spot is already a class skill for the character at 1st level, they also gain a +1 competence bonus to Spot checks.

Unearthly Presence: Fiendish characters possess an unearthly aura, resulting in a –2 to Charisma and Wisdom scores.

Special: A character may only take this feat at first level, and may only possess one Shadowblood feat.

Advanced: 

Darkvision: Advanced fiendish characters can see in total darkness, with a range of 60 feet. Darkvision is black-and-white only, but is otherwise like normal light.

Energy Resistance: Advanced fiendish characters possess energy resistance. Pick two energy types. The Advanced fiendish character gains energy resistance 5 in those types.

Fiendish Speed: Advanced fiendish characters gain a further +2 to Dexterity or Intelligence scores (player’s choice).

Shadow-kind: Advanced Fiendish characters detect as a creature of Shadow for the purposes of the Shadow Slayer’s Detect Shadow ability and similar abilities.

Skill Bonuses: Advanced fiendish characters gain a further +1 to Intimidate checks.

Unearthly Presence: Advanced fiendish characters suffer a further –2 to either Charisma or Wisdom scores (player’s choice). 

Lycanthropic Heritage [Shadowblood]

A lycanthropic character’s ancestors were afflicted with the transforming curse of Lycanthropy. While not affected by the full curse, the character has traits associated with her feral nature. This doesn’t mean that lycanthropic characters shapeshift into animals when the full moon rises. It does mean that they have a variety of abilities associated with the ancient curse that howls in their blood.

Prerequisites: Shadow Heritage
Benefits: 

Feral Nature: Lycanthropic characters have a feral nature, resulting in a –2 to Intelligence and Charisma scores.

Improved Healing: Lycanthropic characters heal at an increased rate, due to the residue of regeneration effects in their bloodlines. Add their constitution modifier to their level to determine how many hit points they heal after resting.

Natural Weapon (Claw): Lycanthropic characters may unsheathe sharp claws to deal lethal (slashing) damage instead of non-lethal damage with an unarmed attack. Attacks made with natural weapons do not provoke attacks of opportunity. Feats such as Combat Martial Arts may increase the damage dealt. Sheathing or unsheathing the claws is a move action. Lycanthropic characters suffer a –2 to all checks requiring fine manipulation while their claws are unsheathed. This includes attack rolls with anything other than natural weapons.

Skill Bonuses: Lycanthropic characters gains a +1 bonus to Handle Animal, Listen and Spot checks. Handle Animal is always a class skill for the character. If Spot is already a class skill for the character at 1st level, they also gain a +1 competence bonus to Spot checks.

Wild Toughness: Lycanthropic characters possess an unnaturally healthy body and extremely perceptive mind, resulting in a +2 to Constitution and Wisdom scores.

Special: A character may only take this feat at first level, and may only possess one Shadowblood feat.

Advanced: 

Advanced Healing: Advanced lycanthropic characters heal at far-increased rate. Increase the healing multiplier by on when determining how many hit points they heal after resting.

Feral Nature: Advanced lycanthropic characters suffer a further –2 to either Intelligence or Wisdom scores (player’s choice). 

Darkvision: Advanced lycanthropic characters can see in total darkness, with a range of 60 feet. Darkvision is black-and-white only, but is otherwise like normal light.

Scent: Advanced lycanthropic characters possess the Scent ability.

Shadow-kind: Advanced lycanthropic characters detect as a creature of Shadow for the purposes of the Shadow Slayer’s Detect Shadow ability and similar abilities.

Silver Vulnerability: Advanced lycanthropic characters are more likely to be seriously injured by silver weapons. If a silver or silver-coated weapon forces a lycanthropic character to make a massive-damage save, increase the save DC by 5.

Skill Bonus: Advanced lycanthropic characters gain a further +1 to Handle Animal checks.

Wild Toughness: Advanced lycanthropic characters gain a further +2 to Constitution or Wisdom scores (player’s choice).

Vampiric Heritage [Shadowblood]

Somehow, a one of a vampiric character’s ancestors survived an encounter with a vampire. The taint of the vampire was passed on though the ancestor’s blood, however, giving vampiric characters qualities associated with undead creatures of Shadow.

Prerequisites: Shadow Heritage
Benefits: 

Inhuman Power: Vampiric characters have amazing muscular structure and inexplicable charm, resulting in a +2 to Strength and Charisma scores.

Light Sensitivity: Vampiric characters suffer a –1 circumstance penalty to attack and skill rolls made in sunlight.

Saving Throw Bonus: Vampiric characters gain a +2 on saving throws versus death effects.

Skill Bonus: Vampiric characters gain a +1 bonus to Sense Motive checks. Sense Motive is always a class skill for Vampiric characters. If Sense Motive is already a class skill for the character at 1st level, they also gain a +1 competence bonus to Sense Motive checks.

Undead Taint: Vampiric characters suffer from weaker bodies and inhuman minds, resulting in a –2 to Constitution and Wisdom scores.

Undying: Vampiric characters, although weak, have an amazing ability to cling to life. They gain a +5 species bonus on saves versus Massive Damage.

Special: A character may only take this feat at first level, and may only possess one Shadowblood feat.

Advanced: 

Darkvision: Advanced vampiric characters can see in total darkness, with a range of 60 feet. Darkvision is black-and-white only, but is otherwise like normal light.

Inhuman Power: Advanced vampiric characters gain a further +2 to Strength or Charisma scores (player’s choice).
Living Dead: Advanced vampiric characters have slower metabolic rates and circulation than normal humans. They may hold their breath for twice as long, need to eat and drink half as often as normal humans. In addition, they suffer only 1 hp of damage every 2 rounds when ‘dying’, must check for secondary damage from poisons and diseases after twice the normal time period, and gain a +4 bonus on fortitude saves versus heat and cold.

Shadow-kind: Advanced vampiric characters detect as a creature of Shadow for the purposes of the Shadow Slayer’s Detect Shadow ability and similar abilities.

Skill Bonus: Advanced vampiric characters gain a further +1 bonus to Hide and Move Silently checks.

Undead Taint: Advanced vampiric characters gain a further  –2 to either Constitution or Wisdom scores (player’s choice).

