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Dragonborn	
Very	 little	 is	 known	 about	 the	 origin	 of	 the	

dragonborn,	 even	 to	 the	 dragonborn	 themselves.	
Myth	 and	 legend	 claim	 that	 Apsu,	 the	 first	 and	
greatest	 of	 the	 dragon	 gods,	 created	 the	
dragonborn	 as	 servants	 for	 the	 first	 dragons.	
Some	dragonborn	 hold	 it	 that	 they	were	 bred	 by	
dragon	lords	for	a	cruel	fate	as	slaves.	Another	tale	
states	 that	 when	 Tiamat	 betrayed	 Apsu,	 the	
dragonborn	 sprang	up	 from	Apsu’s	 spilled	blood.	
Regardless	 of	 their	 origin,	 dragonborn	 are	 fierce	
allies	and	dangerous	enemies.		
Physical	 Description:	 Standing	 between	 6’2”	

and	6’8”,	dragonborn	are	 impressively	 tall	with	a	
heavy	 weight	 to	 match,	 commonly	 possessing	 a	
mass	 between	 220	 lbs	 and	 320	 lbs.	 Dragonborn	
feet	end	with	 three	 talon-like	claws	with	a	 fourth	
claw	 in	 the	 back.	 A	 dragonborn	 head	 features	 a	
blunt	 snout,	 a	 strong	brow,	and	 reptilian	 frills	on	
the	 cheeks	 and	 ears.	 On	 the	 back	 of	 the	 head,	 a	
crest	 of	 hornlike	 scales	 form	 what	 resembles	 a	
mass	 of	 ropy	 hair.	 A	 dragonborn’s	 scales	 are	

commonly	gold,	silver,	copper,	brass	or	bronze.		
Like	 their	 draconic	 relatives,	 dragonborn	hatch	

from	eggs	and	grow	at	an	impressively	rapid	rate,	
much	faster	than	most	races,	reaching	maturity	at	
the	 age	 of	 3.	 Dragonborn	 are	 often	 mistaken	 for	
reptiles,	 but	 are	 in	 fact	 warm-blooded	 draconic	
creatures.	 In	 fact,	 the	 internal	 temperature	 of	 a	
dragonborn	 is	 much	 warmer	 than	 that	 of	 most	
races,	 so	 much	 so	 that	 a	 dragonborn	 can	 seem	
feverish	to	the	human	touch.		
Society:	 Dragonborn	 have	 a		 	

well-known	dedication	to	honor	
and	 excellence.	 Dragonborn	
tend	 to	 view	 all	 living	
things,	 even	 hated	
chromatic	 dragons,	
as	 deserving	 of	
courtesy	 and	
respect.	 To	
dragon-born,	
honor	 is	

Dragonborn	Racial	Traits:	
+2	Constitution,	+2	Charisma,	-2	Dexterity:	Dragonborn	are	hearty		
and	beautiful,	but	they	are	clumsy.		
Normal	size:	Dragonborn	are	Medium-sized	humanoids	with	the	dragon		
subtype.		
Normal	speed:	Dragonborn	have	a	base	land	speed	of	30	feet.		
Scales:	Dragonborn	have	a	+2	natural	armor	bonus	to	AC.			
Resistant:	Dragonborn	gain	a	+2	racial	bonus	on	saving	throws	against	mind-affects		
and	poisons.			
Draconic	Aspect:	Apsu	has	blessed	the	dragonborn	with	aspects	combining		
some	of	the	best	attributes	of	good	dragons.	At	1st	level,	a	dragonborn	chooses	one		
of	these	aspects	to	manifest.		

• Claws:	A	dragonborn	who	chooses	claws	as	its	draconic	aspect	gains	a		
claw	attack	that	deals	1d6	slashing	damage.		

• Heart:	A	dragonborn	who	chooses	heart	as	its	draconic	aspect	gains	a		
breath	weapon.	The	breath	weapon	is	a	bright,	shining	line	that	coruscates	with	
the	metallic	color	corresponding	with	their	breath	weapon.		The	line’s	length	is		
5	feet	per	level	the	dragonborn	has,	up	to	a	maximum	of	100	feet	at	2th	level.	The		
breath	weapon	deals	1d6	points	of	damage,	plus	an	extra	1d6	points	for	each	3	HD	the	dragonborn	
possesses	(2d6	at	3	HD,	3d6	at	6	HD,	and	so	on).	The	damage	can	be	acid,	cold,	electricity,	or	fire	
(chosen	at	1st	level	when	this	trait	is	chosen).	A	successful	Reflex	save	(DC	10+1/2	the	
dragonborn’s	level+	the	dragonborn’s	Con	modifier)	halves	the	damage.	A	dragonborn	can	use	its	
breath	weapon	once	every	2d4	rounds.	

• Mind:	A	dragonborn	who	selects	the	mind	aspect	sharpens	its	senses,	gaining	immunity	to	
paralysis	and	magic	sleep	effects.	The	dragonborn	also	gains	darkvision	out	to	30	feet,	low-light	
vision,	and	a	+2	racial	bonus	on	Perception	checks.		

• Wings:	A	dragonborn	who	selects	the	wings	aspect	sprouts	fully	formed	wings.	Though	they	are	
incapable	of	maintained	flight,	these	wings	do	grant	a	+10	on	Acrobatic	checks	made	to	jump	and	
have	enough	power	to	aid	flight	attained	by	some	other	method,	granting	a	+4	racial	bonus	on	Fly	
checks.	

Languages:	Dragonborn	begin	play	speaking	Common	and	Draconic.	Dragonborn	with	high	intelligence	
scores	can	choose	from	the	following	languages:	Aquan,	Auran,	Ignan,	Sylvan,	and	Terran.		
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more	 than	 a	 word	 and	 is	 often	 considered	more	
important	than	life	itself.	Cowardice	is	not	simply	 	
undesirable	amongst	dragonborn;	it	is	considered	
outright	repulsive.	
Dragonborn	 lands	 are	 found	 everywhere,	 but	

not	 anywhere.	Dragonborn	 can	make	a	home	out	
of	 ruins,	 plains,	 or	 mountains,	 but	 they	 tend	 to	
form	 clans	 and	 stick	 to	 them.	 Expansion	 does	
happen,	 but	 it’s	 usually	 because	 a	 dragonborn	
town	is	overpopulated	or	the	clan	needs	to	make	a	
show	of	their	control	over	their	lands.		
Relations:	Dragonborn	don’t	 favor	races	based	

on	 history,	 despite	 their	 deep	 immersion	 in	
conquests	and	stories	of	the	past.	Commonly,	their	
relation-based	 decisions	 are	 dependent	 on	 the	
attitude	of	the	person	that	they	associate	with.	An	
honorable	creature	would	make	good	friends	with	
a	 dragonborn,	 while	 a	 dishonest	 creature	 of	 the	
same	 race	 would	 most	 likely	 become	 an	 enemy.	
Dragonborn	 also	 have	 respect	 for	 those	 who	
adventure,	be	it	a	spellcaster	or	swordsman.		
Alignment	and	Religion:	Each	dragonborn	may	

have	its	own	traditions,	as	well	as	outlooks	on	life,	
but	 nearly	 all	 dragonborn	 are	 lawfully	 aligned.	
Dragonborn	 largely	worship	Apsu,	who	 is	widely	
accepted	as	the	creator	of	their	race.		
Adventurers:	 	 The	 protection	 of	 a	 clan	 or	 the	

pursuit	 of	 a	 chromatic	 dragon	 often	 drives	
dragonborn	 to	 seek	 adventure.	 A	 dragonborn’s	
quest	 for	 self-perfection	will	 often	 cause	 them	 to	
adopt	the	path	of	the	monk	or	paladin.	Common	as	
well	 are	 dragonborn	 fighters,	 barbarians,	 and	
sorcerers.		
Male	Names:	Arjhan,	Balasar,	Bharash,	Donaar,	

Ghesh,	 Heskan,	 Kriv,	 Medrash,	 Nadarr,	 Patrin,	
Rhogar,	Shamash,	Shedinn,	Torinn	
Female	Names:	Akra,	Biri,	Daar,	Harann,	Kava,	

Korinn,	Mishann,	Nala,	Perra,	Raiann,	Sora,	Surina,	
Thava	
	
Alternate	Racial	Traits	
Defensive	 Training:	 A	 dragonborn	 with	 this	

racial	trait	gains	a	+4	dodge	bonus	to	their	Armor	
Class	against	dragons.	This	racial	trait	replaces	the	
scales	racial	trait.		
Fearless:	 A	 dragonborn	 with	 this	 racial	 trait	

gain	 a	 +2	 racial	 bonus	 to	 saving	 throws	 to	 resist	
fear	 effects.	 This	 racial	 trait	 replaces	 the	 scales	
racial	trait.		
Sky	 Sentinel:	 A	 dragonborn	 with	 this	 racial	

trait	has	been	trained	to	defend	against	a	dragon’s	
aerial	attacks.	It	gains	a	+1	racial	bonus	on	attack	
rolls,	a	+2	dodge	bonus	to	AC,	and	a	+2	bonus	on	
Perception	 checks	 against	 flying	 creatures.	 In	
addition,	enemies	on	higher	ground	gain	no	attack	

roll	 bonus	 against	 this	 creature.	 This	 racial	 trait	
replaces	both	the	resistant	and	scales	racial	traits.		
Spell-Like	 Ability:	 A	 dragonborn	 with	 this	

racial	 trait	 gains	 the	 ability	 to	 cast	 one	 of	 the	
following	 spells	 1/day.	 The	 spell	must	 be	 chosen	
at	first	level	and	cannot	be	changed:	grease,	speak	
with	 animals,	 detect	 evil,	 charm	 person,	 burning	
hands,	 shocking	 grasp,	 ray	 of	 frost,	or	 acid	 splash.	
The	 save	 DC	 for	 these	 spell-like	 abilities	 is	
Charisma-based.	 This	 racial	 trait	 replaces	 the	
resistant	racial	trait.		
Terrifying	Shout:	Once	per	hour,	as	a	standard	

action,	a	dragonborn	with	this	racial	trait	can	emit	
a	 thunderous	 shout.	 Any	 non-dragon	 type	
creatures	 must	 make	 a	 successful	 Will	 saving	
throw	 (DC	10	+	1/2	 the	dragonborn’s	 level	+	 the	
dragonborn’s	 Charisma	 modifier)	 or	 become	
shaken	 for	1d4	 rounds.	A	 target	 that	 successfully	
saves	 cannot	 be	 affect	 by	 the	 dragonborn’s	
terrifying	 shout	 for	 24	 hours.	 Creatures	 that	 are	
already	shaken	become	frightened	for	1d4	rounds	
instead.	This	is	a	sonic,	mind-affecting	effect.	This	
racial	 trait	 replaces	 the	 resistant	 and	 draconic	
aspect	(heart)	racial	traits.		
	
	

Favored	Class	Options	
Barbarian:	 Add	 +1	 to	 CMB	 to	 grapple	 targets	

larger	than	you	while	raging.		
Bard:	Add	+1	to	the	DC	of	all	compulsory	spells.	
Fighter:	When	selecting	a	weapon	category	 for	

weapon	 training,	 add	+1/5	 to	 attack	 and	damage	
rolls	made	with	natural	weapons	if	chosen.	
Monk:	 Add	 +1	 to	 saving	 throws	 against	

enchantment	spells	and	effects.		
Paladin:	 When	 smiting	 evil	 aligned	 dragons,	

increase	 damage	 dealt	 by	 1	 point	 of	 damage	 per	
the	dragonborn’s	level.		
Sorcerer:	 Add	 +1/4	 to	 the	 number	 of	 rounds	

you	can	use	your	claws	bloodline	power.		
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New	Racial	Rules	
	
Dragonborn	Feats	
	
Dragon	Claw	
Your	 claws	 become	 infused	 with	 the	 power	 of	

the	dragons.	
Prerequisites:	 Draconic	 Aspect	 (claws),	 5th	

level	
Benefit:	 You	 choose	 one	 of	 the	 following	

options	to	improve	your	claw	attack.	
Elemental:	 Your	 claws	 now	 deal	 an	 additional	
	 1d4	 damage	 of	 one	 of	 the	 following	
	 elements	(acid,	cold,	fire,	electricity).	This	
	 type	of	damage	is	chosen	when	the	feat	is	
	 taken	and	cannot	be	changed.	
Keen:	 The	 critical	 threat	 range	 for	 your	 claws	
	 is	doubled.	This	effect	does	not	stack	with	
	 any	 other	 effect	 that	 expands	 the	 threat	
	 range	of	a	weapon.		
Lead:	 Your	 claws	 now	 deal	 damage	 as	 if	 they	
	 were	a	size	category	larger.		

Magical:	 Your	 claws	 are	 now	 treated	 as	 magic	
	 weapons	 for	 the	 purpose	 of	 overcoming	
	 damage	reduction.	
Silver:	 Your	 claws	 are	 now	 treated	 as	 silver	
	 weapons	 for	 the	 purpose	 of	 overcoming	
	 damage	reduction.		
Special:	This	 feat	may	be	 taken	multiple	 times,	

but	each	time	it	is	taken,	a	different	effect	must	be	
chosen.		
	
Dragonborn	Flight	
Your	wings	grow	strong	enough	to	support	you	

in	flight.		
Prerequisites:	 Draconic	 Aspect	 (wings)	 racial	

trait,	5th	level	
Benefit:	The	dragonborn	gains	a	fly	speed	of	30	

feet	with	 average	maneuverability.	A	dragonborn	
can’t	fly	while	carrying	a	medium	or	heavy	load	or	
while	fatigued	or	exhausted.		
A	 dragonborn	 can	 safely	 fly	 for	 a	 number	 of	

consecutive	 rounds	 equal	 to	 its	 Constitution	
modifier	(minimum	1	round).	Exceeding	this	limit	
causes	 the	 dragonborn	 to	 become	 fatigued	 and	
immediately	drop	out	of	flight.	A	dragonborn	must	
land	and	not	use	their	wings	for	one	full	minute	to	
break	the	consecutive	cycle.		
	
	
Dragonborn	Frenzy	
The	 rage	 of	 the	 dragons	 boils	 through	 your	

veins.	
Prerequisites:	Dragonborn	
Benefit:	Once	per	day,	whenever	you	fall	below	

half	 hit	 points,	 you	 fly	 into	 a	 frenzy	 for	 1	minute	
(10	 rounds),	 gaining	 a	 +2	 racial	 bonus	 to	
Constitution	and	Strength,	but	a	-2	penalty	to	AC.		
	
Dragonborn	Senses	
The	 vision	 provided	 by	 your	 draconic	 aspect	

grows	stronger.	
Prerequisites:	 Draconic	 Aspect	 (mind)	 racial	

trait,	5th	level	
Benefit:	You	darkvision	extends	to	60	feet.		

	
Dragonborn	Senses	Mastery	
Your	senses	rival	that	of	an	actual	dragon.	
Prerequisites:	Greater	Dragonborn	Senses,	14th	

level	
Benefit:	You	gain	blindsense	out	to	30	feet.	
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Enlarged	Dragonborn	Breath	
You	can	extend	your	breath	weapon’s	line	into	a	

cone.	
Prerequisites:	 Draconic	 Aspect	 (heart),	 5th	

level	
Benefit:	 Along	 with	 spewing	 your	 breath	

weapon	in	a	straight	line,	you	may	instead	choose	
to	spew	it	in	a	cone	that	is	equal	in	size	to	half	the	
length	of	the	line	of	your	breath	weapon	(a	10-foot	
cone	for	a	20-ft	line,	a	25-foot	cone	for	a	50-ft	line,	
etc.)	
	
Empowered	Dragonborn	Breath	
Your	breath	weapon	becomes	more	powerful.	
Prerequisites:	 Draconic	 Aspect	 (heart),	 5th	

level	
Benefit:	 Your	 breath	 weapon	 now	 deals	 d8s	

instead	of	d6s	in	damage.		
	
Greater	Dragonborn	Senses	
Your	vision	grows	to	supernatural	limits.	
Prerequisites:	 Improved	 Dragonborn	 Senses,	

11th	level	
Benefit:	 Your	 darkvision	 extends	 to	 120	 feet,	

and	 your	 low-light	 vision	 allows	 you	 to	 see	 four	
times	as	far	as	a	human	in	shadowy	illumination.	
	
Improved	Dragonborn	Senses	
Your	vision	and	senses	grow	even	stronger.	
Prerequisites:	Dragonborn	Senses,	9th	level	
Benefit:	Your	darkvision	extends	to	90	feet,	and	

your	low-light	vision	allows	you	to	see	three	times	
as	far	as	a	human	in	shadowy	illumination.	
	
Tireless	Flight	
You	now	have	 enough	 stamina	 and	prowess	 to	

fly	without	tiring.		
Prerequisites:	Dragonborn	Flight,	11th	level	
Benefit:	You	may	now	 fly	at	a	 speed	of	30	 feet	

(average	maneuverability)	with	no	more	exertion	
than	walking	or	running.		
	
Dragonborn	Magic	
Dragonborn	have	access	to	the	following	spells.	

	
ESSENCE	OF	THE	DRAGON	 	 	 	
School	transmutation;	Level	Bard	2,	Sorcerer	2	
Casting	Time	1	standard	action	
Components	S,	M	
Range	touch	
Target	creature	touched	
Effect	 confers	 the	 dragon	 type	 on	 creature	
touched	
Duration	1	minute/level	

Saving	 Throw	 Will	 negates	 (harmless);	 Spell	
Resistance	no	
	
You	 confer	 the	 dragon	 type	 on	 the	 touched	

creature.	 For	 the	 duration	 of	 the	 spell,	 that	
creature	 counts	 as	 a	 dragon	 for	 the	 purpose	 of	
spell	 effects,	 magic	 item	 wielder	 requirements,	
favored	 enemy	 bonuses,	 and	 other	 factors	 that	
depend	on	a	creature’s	type.		
The	 subject	 of	 the	 spell	 is	 immune	 to	 magic	

sleep	 and	 paralysis	 effects	 and	 ignores	 the	
frightful	 presence	 of	 dragons.	 The	 recipient	 also	
receives	 darkvision	 out	 to	 60	 feet	 and	 low-light	
vision.	It	is	also	now	vulnerable	to	harmful	effects	
that	 specify	 dragons,	 such	 as	 dragon	 bane	
weapons.		
	
HOARD	LIFE	 	 	 	 	 	
School	conjuration	(healing);	Level	sorcerer	4	
Casting	Time	1	minute	
Components	V,	S,	F	
Range	personal	and	touch	
Target	you	
Effect	 store	 some	 of	 your	 life	 force	 for	 later	
	 healing	
Duration	1	hour/level	
	
Although	 true	 healing	 magic	 is	 usually	 the	

province	of	the	divine,	dragonborn	sorcerers	have	
devised	an	arcane	method	of	 creating	a	 “reserve”	
of	 health	 for	 use	 in	 emergencies.	 This	 spell	
siphons	 off	 hit	 points	 from	 the	 caster	 and	
temporarily	 stores	 them	 in	 a	 gem	 for	 later	
retrieval.	
When	 you	 cast	 a	 spell,	 you	 deal	 nonlethal	

damage	 equal	 to	 twice	 your	 caster	 level	 to	
yourself,	 and	 you	 become	 fatigued.	 (If	 you	 are	
immune	 to	 nonlethal	 damage,	 this	 spell	
automatically	fails.)	At	any	point	during	the	spell’s	
duration,	 you	 can	 use	 a	 standard	 action	 while	
holding	 the	gem	 to	heal	yourself	of	 an	amount	of	
damage	 equal	 to	 the	 nonlethal	 damage	 the	 spell	
dealt	 to	 you.	 This	 healing	 can’t	 cause	 you	 to	
exceed	your	 full	normal	hit	points;	any	healing	 in	
excess	of	this	amount	is	lost.	Triggering	this	effect	
ends	the	spell’s	duration	(so	you	can’t	portion	out	
the	 healing	 over	 multiple	 uses).	 Triggering	 the	
healing	does	not	provoke	attacks	of	opportunity.	
If	 the	 spell’s	 duration	 elapses	 before	 you	 have	

trigger	 the	 healing,	 you	 gain	 no	 benefit	 from	 the	
spell.	 Casting	 this	 spell	 a	 second	 time	
automatically	 ends	 the	 duration	 of	 any	 previous	
casting	of	the	spell	that	you	have	performed.		
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Special:	 A	 dragonborn	 or	 sorcerer	 with	 the	
draconic	 bloodline	 casts	 this	 spell	 at	 +1	 caster	
level.		
	
WALL	OF	SCALES	 	 	 	 	
School	conjuration	(creation);	Level	sorcerer	4	
Casting	Time	1	standard	action	
Components	V,	S,	M	
Range	medium	(100	feet.	+10	ft/level)	
Effect	dragonhide	wall	with	an	area	up	to	one	5-ft		
	 square	per	level	
Duration	1	minute/level	
Saving	Throw	see	text;	Spell	Resistance	no	
	
You	create	a	barrier	of	living	dragonhide	that	is	

anchored	 to	 the	 ground	 or	 floor,	 or	 between	
vertical	 surfaces.	 A	 wall	 of	 scales	 is	 1	 inch	 thick	
per	two	caster	levels	and	composed	of	up	to	one	5-
foot	 square	 per	 level.	 You	 can	 double	 the	 wall’s	
area	 by	 halving	 its	 thickness.	 The	wall	 cannot	 be	
conjured	 so	 that	 it	 occupies	 the	 same	 space	 as	 a	
creature	or	another	object.		
You	 can	 create	 a	 wall	 of	 scales	 in	 almost	 any	

shape	you	desire,	provided	it	is	anchored	in	some	
fashion.	It	need	not	be	vertical,	and	you	can	shape	
it	 into	a	circular	or	dome-shaped	enclosure	about	
yourself	or	another	creature.		
The	wall	 can	be	destroyed	by	normal	means	of	

dealing	 damage,	 as	 well	 as	 by	 disintegrate	 spells	
and	so	forth.	The	wall	 is	 immune	to	acid	and	fire.	
In	 addition,	 the	 wall	 of	 scales	 has	 damage	
reduction	 5/magic.	 For	 every	 five	 caster	 levels	
above	5th,	this	damage	reduction	increases	by	5,	to	
a	maximum	of	20/magic	at	20th	 level.	Each	5-foot	

square	 of	 wall	 has	 10	 hit	 points	 per	 inch	 of	
thickness.	 A	 section	 of	 wall	 whose	 hit	 points	 are	
reduced	 to	 0	 is	 breached.	 It	 is	 not	 possible	 to	
break	a	wall	of	scales	with	a	Strength	check.	
It	 is	 possible,	 but	 difficult,	 to	 trap	 mobile	

opponents	 within	 or	 under	 a	 wall	 of	 scales,	
provided	 the	 wall	 is	 shaped	 so	 it	 can	 hold	 the	
creatures.	Creatures	can	avoid	entrapment	with	a	
successful	Reflex	save.		
	
Dragonborn	Magic	Items	
	
SOFTHAND	GLOVES	 	 	 	 	
Aura	faint	transmutation;	CL	3rd		
Slot	gloves;	Price	2,000	gp;	Weight	-	 	 	
DESCRIPTION	 	 	 	 	 	
These	 cloth	 gloves	 are	 made	 of	 a	 stretch	

material	 that	allows	them	to	fit	over	the	hands	of	
human-shaped	creatures	from	Small	to	Large	size.	
As	long	as	you	are	wearing	the	gloves,	your	skin,	

hair,	and	eyes	 lose	overtly	draconic	 features	such	
as	 scales,	 horns,	 slit	 pupils,	 and	 so	 forth.	 You	
resemble	a	human	of	your	 same	gender	and	size,	
negating	 any	 penalty	 on	 Disguise	 checks	 you	
would	ordinarily	take	when	disguising	yourself	as	
a	different	race.	
While	wearing	 the	 gloves,	 you	 lose	 any	natural	

claw	 attacks	 you	might	 have.	 Your	 hands	 appear	
ordinary.	 The	 gloves	 themselves	 are	 no	 longer	
visible	 once	 worn,	 but	 blend	 with	 the	 wearer’s	
apparent	skin.		 	 	 	 	 	
CONSTRUCTION		 	 	 	 	
Requirements	 Craft	Wondrous	 Item,	alter	self;	

Cost	1,000	gold	
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Goron	
Gorons	 are	 a	 humanoid,	 rock-eating	 race	 that	

dwells	 in	 the	 mountains.	 Despite	 their	 hulking	
appearance,	 Gorons	 are	 a	 relatively	 peaceful	
species.	They	are	usually	 considered	 to	be	of	 low	
intelligence,	 although	 there	 is	 no	 particular	
indication	 that	 this	 is	 true.	 In	 fact,	 there	 is	
evidence	 to	 the	 contrary,	 such	 as	 their	 ability	 to	
industrialize	ahead	of	most	other	races,	and	some	
gorons	being	the	foremost	experts	 in	the	fields	of	
architecture	and	archaeology.		
Physical	 Description:	 Gorons	 are	 physically	

imposing,	standing	far	taller	than	any	humans	and	
weighing	almost	double	that	of	an	average	human.	
Their	 skin	 is	 the	 color	of	 sand	and	 their	 eyes	are	
black	orbs.	They	possess	enough	physical	strength	
to	 shatter	 large	 boulders	 and	 carve	 out	 tunnels	
using	only	their	fists.	They	develop	rocky	growths	
on	 their	 backs	 as	 they	 age	 and	 their	 enormous	
density	leaves	them	unable	to	float	or	swim.		
Gorons	 are	 not	 born	 as	 other	 races,	 but	 rather	

they	are	conceived	through	“volcanic	birth”	when	
the	 earth	 itself	 channels	 its	 energy	 and	 deposits	
rocky	“eggs”	deep	within	the	mountain.	The	goron	
caretakers	 retrieve	 these	 eggs	 and	 break	 them	
open	 to	 reveal	 a	 newborn	 goron	 inside.	 These	
baby	 gorons	 are	 then	 distributed	 to	 the	 different	
goron	 family	 units	 in	 the	 village.	 As	 such,	 the	
goron	race	is	comprised	entirely	of	males.		
Society:	 Gorons	 have	 a	 friendly	 and	 brotherly,	

albeit	proud,	culture.	They	only	 fight	one	another	
for	 entertainment,	 such	 as	 when	 wrestling	 or	
boxing.	Gorons	have	even	been	known	to	consider	
the	members	of	other	races	to	be	“brothers.”	

Relations:	 As	 mentioned	 above,	 gorons	 are	 a	
peaceful,	 friendly	 race.	 They	 have	 no	
predisposition	toward	any	creature	of	any	specific	
races	upon	 first	meeting	 them;	although,	 through	
further	 interaction,	 a	 goron	 can	 come	 to	 resent	 a	
specific	 creature	 more	 than	 others.	 The	 reverse	
can	be	said	about	a	goron’s	relation	with	another	
creature.	 A	 goron	 is	 more	 likely	 to	 befriend	 a	
strong,	honest,	trustworthy	creature	than	one	that	
is	sneaky,	conniving,	or	untrustworthy.		
Alignment	 and	Religion:	The	goron	society	as	

a	 whole	 is	 lawful	 neutral,	 set	 in	 their	 laws,	 but	
accepting	 and	 friendly	 to	 other	 races.	 Gorons	
worship	 chiefly	 three	 gods,	 Abadar,	 Irori,	 and	
Gorum.		
Adventurers:	While	 gorons	 are	 a	 friendly	 and	

sociable	race,	they	rarely	leave	their	villages	in	the	
mountains.	Usually	 it	 takes	some	outside	 force	 to	
rouse	them	into	action,	often	by	threatening	their	
homes,	 lives,	or	 friends.	Gorons	may	also	 journey	
to	other	mountains	 to	see	 family	 in	distant	goron	
villages	 or	 embark	 on	 a	 quest	 or	 archeological	
expedition.	With	their	prodigious	strength,	gorons	
excel	at	the	path	of	the	fighter	and	monk.		
Names:	 Amoto,	 Coron,	 Dangoro,	 Darbus,	

Darmani,	 Darunia,	 Ebizo,	 Golo,	 Gorko,	 Goro,	
Goronbeck,	 Gortram,	 Kagoron,	 Liggs	
	

Goron	Racial	Traits:	
+2	Str,	+2	Wis,	-2	Int:	Gorons	are	monstrously	strong	and	possess	brains	of		
stone,	which	are	slow	to	accept	new	ideas,	but	retain	old	ones	well.		
Normal	size:	Gorons	are	medium	sized	humanoids	with	the	earth	subtype.	
Slow	and	sturdy:	Gorons	have	a	based	land	speed	of	20	feet,	but		
your	speed	is	never	modified	by	armor	or	encumbrance.			
Darkvision:	Gorons	have	darkvision	out	to	60	feet.		
Stone	Plating:	A	goron’s	back	is	covered	in	a	rocky	growth,	which	gives		
them	a	+1	natural	armor	bonus	to	their	Armor	Class	as	well	as	fire	resistance	5.			
Density:	A	goron	is	immensely	heavy	for	its	size,	and	is	unable	to	swim.	A	goron	automatically	fails	any	
swim	check	it	makes	unless	it	is	granted	a	swim	speed	through	magical	means,	in	which	case	it	may	make	
Swim	checks	albeit	with	a	-5	penalty.		
Stability:	Gorons	receive	a	+4	racial	bonus	to	their	Combat	Maneuver	Defense	when	resisting	a	bull	rush	or	
trip	attempt	while	standing	on	the	ground.	
Skill	Bonus:	Gorons	have	a	+2	bonus	to	Knowledge	(dungeoneering).		
Goron	Fists:	Gorons	gain	Improved	Unarmed	Strike	as	a	bonus	feat	at	1st	level.		
Language:	Gorons	begin	play	speaking	Common	and	Gor.	Gorons	with	high	Intelligences	may	also	choose	
to	speak	any	of	the	following	languages:	Dwarf,	Giant,	Draconic,	Ignan,	and	Terran.		
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Alternate	Racial	Rules	
Alternate	Racial	Traits	
Bond	to	the	Land:	A	goron	with	this	racial	trait	

gain	a	+2	dodge	bonus	to	AC	when	in	mountainous	
terrain.	 This	 racial	 trait	 replaces	 the	 Stability	
racial	trait.		
Burrow:	 Gorons	 with	 this	 racial	 trait	 gain	 a	

burrow	speed	of	20	feet.	This	racial	trait	replaces	
both	the	Skill	Bonus	and	Stability	racial	traits.		
Craftsman:	Gorons	with	 this	 racial	 trait	 gain	 a	

+1	 bonus	 to	 both	 Craft	 (stonemasonry)	 and	
Profession	(architect	or	miner)	checks.	This	racial	
trait	replaces	the	Skill	Bonus	racial	trait.		
Sociable:	 When	 a	 goron	 with	 this	 racial	 trait	

attempts	 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	
they	 24	 hours	 has	 not	 passed.	 This	 racial	 trait	
replaces	the	Skill	Bonus	racial	trait.		
Stubborn:	Gorons	with	this	racial	trait	gain	a	+2	

bonus	 on	Will	 saving	 throws	 to	 resist	 spells	 and	
spell-like	abilities	of	the	enchantment	(charm)	and	
enchantment	 (compulsion)	 subschools.	 In	
addition,	 if	 a	 goron	 fails	 such	 a	 save,	 it	 receives	
another	save	1	round	later	to	prematurely	end	the	
effect	(assuming	the	spell	or	spell-like	ability	has	a	
duration	greater	 than	1	 round).	This	 second	save	
is	made	 at	 the	 same	DC	 as	 the	 first.	 If	 the	 goron	
has	a	similar	ability	from	another	source	(such	as	
a	 rogue’s	 slipper	mind	 class	 feature),	 it	 can	 only	

use	 one	 of	 these	 abilities	 per	 round,	 but	 can	 try	
the	 other	 on	 the	 second	 round	 if	 the	 first	 reroll	
ability	 fails.	This	 racial	 trait	 replaces	 the	Stability	
racial	trait.		
	

Favored	Class	Options	
Cleric:	Add	+1/2	bonus	on	Knowledge	(planes)	

checks	relating	to	the	Plane	of	Earth	and	creatures	
with	the	earth	subtype.	
Druid:	 Add	 a	 +1/2	 bonus	 on	 Knowledge	

(nature)	 checks	 relating	 to	 earth	 and	 burrowing	
animals.	
Fighter:	 Add	 +1/4	 to	 the	 fighter’s	 CMD	 when	

resisting	a	bull	rush	or	trip	attempt.	
Monk:	Reduce	the	hardness	of	any	object	made	

of	stone	by	2	whenever	the	object	is	struck	by	the	
monk’s	unarmed	strike.		
Ranger:	 Add	 +1/4	 to	 the	 natural	 armor	 bonus	

to	 the	 ranger’s	 animal	 companion.	 If	 the	 ranger	
every	 replaces	 his	 animal	 companion,	 the	 new	
animal	companion	gains	this	bonus.	
	
Racial	Archetypes	
The	 following	 racial	 archetype	 is	 available	 to	

gorons.		
	
Student	of	the	Stone	(Monk)	
By	 following	 the	 path	 of	 the	 stone,	 students	 of	

stone	give	up	much	of	the	monk’s	mobility	in	favor	
of	 sheer	 resilience.	 A	 student	 of	 stone	 has	 the	
following	class	features.	
Hard	 as	 Stone:	 At	 2nd	 level,	 whenever	 an	

opponent	 rolls	 to	 confirm	 a	 critical	 hit	 against	 a	
student	of	stone,	treat	the	student	of	stone’s	AC	as	
+4	 higher	 than	 normal.	 This	 ability	 replaced	
evasion.	
Strength	 of	 Stone:	 At	 3rd	 level,	 a	 student	 of	

stone	 learns	 to	 draw	 strength	 from	 the	 earth.	 So	
long	as	both	he	and	his	opponent	are	touching	the	
ground,	 the	 student	 of	 stone	 gains	 a	 +1	bonus	 to	
attack	 rolls,	 damage	 rolls,	 bull	 rush	 and	 trip	
combat	 maneuver	 rolls,	 and	 to	 his	 CMD	 when	
resisting	 bull	 rush	 or	 trip	 attempts.	 This	 ability	
replaces	fast	movement.	
Bonus	Feat:	At	6th	level,	a	student	of	stone	adds	

Elemental	Fist	(Advanced	Player’s	Guide)	to	his	list	
of	 available	 bonus	 feats.	 If	 the	 student	 of	 stone	
selects	Elemental	Fist	as	a	bonus	feat,	he	may	only	
deal	acid	damage	when	using	the	feat.		
At	 10th	 level,	 the	 student	 of	 stone	 adds	 Shaitan	

Style	 (Ultimate	Combat)	to	his	 list	 of	 bonus	 feats;	
at	 14th	 level,	 he	 adds	 Shaitan	 Skin	 (Ultimate	
Combat);	 and	 at	 18th	 level,	 he	 adds	 Shaitain	
Earthblast	(Ultimate	Earthblast).		
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Bones	of	Stone:	At	7th	level,	as	a	swift	action,	a	
student	 of	 stone	 can	 spend	1	ki	point	 to	 gain	DR	
2/magic	until	the	beginning	of	his	next	turn.		
At	10th	level,	he	can	spend	1	ki	point	to	gain	DR	

2/chaotic	until	his	next	turn.	
At	15th	level,	he	can	spend	1	ki	point	to	gain	DR	

5/chaotic	until	his	next	turn.		
This	ability	replaces	high	jump.	
Body	 of	 Stone:	 At	 9th	 level,	 a	 student	 of	 stone	

gains	 the	 benefits	 of	 the	 light	 fortification	 armor	
property	 (Core	 Rulebook	 463).	 This	 ability	
replaces	improved	evasion.	
Soul	 of	 Stone:	At	12th	 level,	as	a	swift	action,	a	

student	 of	 stone	 can	 spend	 1	 ki	 point	 to	 gain	
tremorsense	15	feet	until	his	next	turn.		
At	 16th	 level,	 the	 range	 of	 this	 tremorsense	

increases	to	30	feet.	This	ability	replaces	abundant	
step.	
Stone	 Self:	 At	 20th	 level,	 a	 student	 of	 stone	

becomes	 an	 earth	 outsider.	 He	 gains	 the	 earth	
subtype,	as	well	as	DR	5/chaotic,	burrow	speed	20	
feet	and	tremorsense	20	feet.		
	
New	Racial	Rules	
Goron	Equipment	
	
Bomb	Flower:	A	strange	type	of	vegetation	that	

grows	 in	 the	 harsh	 mountain	 terrain,	 the	 bomb	
flower	(as	 its	name	suggests)	possesses	a	natural	
ability	to	explode.	You	can	throw	a	bomb	flower	as	
a	 splash	weapon	 (Core	Rulebook	 202).	 Treat	 this	
attack	as	a	ranged	touch	attack	with	a	range	of	10	
feet.	
A	 direct	 hit	 deals	 2d6	 points	 of	 fire	 damage.	

Every	 creature	 within	 5	 feet	 of	 the	 point	 where	
the	bomb	flower	hits	takes	2	points	of	fire	damage	
from	the	splash.		
Once	plucked,	a	bomb	flower’s	explosive	ability	

lasts	 for	 24	 hours	 after	 which	 time	 the	 bomb	
flower	becomes	inert	and	useless.		
Potion	Rock:	This	egg-shaped	rock	is	designed	

to	absorb	spells.	A	caster	may	cast	any	spell	of	3rd	
level	 or	 lower	 into	 the	 rock.	 The	 only	 way	 to	
receive	the	benefit	of	the	spell	cast	into	the	rock	is	
to	eat	the	rock,	a	standard	action	that	provokes	an	
attack	of	opportunity.	Only	gorons	(who	regularly	
eat	 rocks)	 may	 eat	 the	 potion	 rock	 to	 gain	 the	
benefit	of	the	spell	therein.		
Seeds,	 Bomb	 Flower:	 Seeds	 harvested	 from	 a	

bomb	 flower	 blossom.	 One	 package	 contains	
enough	 seeds	 to	 cover	 one	 5-ft	 square	 of	 earth	
(enough	 to	 make	 1	 bomb	 flower	 plant).	 Bomb	
flowers,	an	indigenous	plant	to	a	harsh	terrain,	are	
resilient	and	easy	to	grow	in	any	terrain.	Bomb		

	
flower	plants	grow	quickly,	being	able	to	produce	
its	 first	 bomb	 flower	 blossom	 in	 1	 week	 after	
being	 planted.	 Once	 this	 bomb	 flower	 is	 picked,	
the	plant	grows	a	new	bomb	flower	in	1d4	days.		
	
Goron	Feats	
	
Goron	Rollout	
You	have	mastered	the	goron	art	of	rolling	into	a	

ball	so	that	only	your	rocky	hide	is	exposed	when	
making	a	charge.	
Prerequisite:	Goron,	Improved	Overrun	
Benefit:	 When	 charging,	 you	 take	 only	 a	 -1	

penalty	to	AC.			
	
Improved	Goron	Rollout	
You	 have	 become	 so	 in	 tune	 with	 the	 earth	

underneath	 your	 feet,	 that	 you	 may	 summon	 its	
power	 into	 your	 body,	 causing	 spikes	 to	 sprout	
from	the	rocky	formations	across	your	body	when	
you	charge.	
Prerequisite:	Goron,	Goron	Rollout,	15th	level	
Benefit:	The	spikes	that	sprout	from	your	rocky	

hide	 while	 charging	 grant	 you	 an	 additional	 1d6	
points	of	piercing	damage	made	to	the	attack	you	
make	at	the	end	of	your	charge.	These	spikes	only	
manifest	 themselves	 when	 you	 are	 charging	 and	
immediately	disappear	after	the	charge	is	over.		
	
Rock	Catching	
You	can	catch	rocks	that	are	thrown	at	you.	
Prerequisites:	Goron,	Dex	13	
Benefit:	 You	 can	 catch	 Small	 or	Medium	 rocks	

(or	projectiles	of	similar	shape).	Once	per	round,	a	
member	of	this	race	that	would	normally	be	hit	by	
a	rock	can	make	a	Reflex	saving	throw	to	catch	 it	
as	a	free	action.	The	DC	is	15	for	a	Small	rock,	and	
20	for	a	Medium	rock	(if	the	projectile	provides	a	
magical	bonus	on	attack	rolls,	 the	DC	 increase	by	
that	amount).	You	must	be	aware	of	 the	attack	 in	
order	to	make	a	rock	catching	attempt.		
	
Rock	Throwing	
Now	 that	 you	 can	 catch	 rocks…	 you	 can	 throw	

them.	
Prerequisites:	Rock	Catching	
Benefit:	You	may	throw	rocks	that	are	of	Small	

size	 or	 smaller.	 A	 “rock”	 is	 any	 large,	 bulky,	 and	

Item	 Cost	 Weight	
Bomb	Flower	 30	gp	 3	lbs.	
Potion	Rock	 2	gp	 1	lb.	
Seeds,	Bomb	Flower	 100	gp	 -	
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relatively	 regularly	 shaped	 object	 made	 of	 any	
material	 with	 a	 hardness	 of	 at	 least	 5.	 A	 thrown	
rock	has	a	range	increment	of	60	feet.	You	can	hurl	
the	 rock	 up	 to	 five	 range	 increments.	 Damage	
from	 a	 thrown	 rock	 is	 2d4	 plus	 1	½	 times	 your	
Strength	bonus.		
	

Goron	Magic	Items	
	
Bag	of	Everlasting	Bomb	Flowers	 	 	
Aura	faint	transmutation;	CL	3rd		
Slot	-	;	Price	2,000	gp;	Weight	5	lbs	 	 	
DESCRIPTION	 	 	 	 	 	
This	 seemingly	 simple	 leather	 bag	 is	 actually	 a	

magical	 item	 meant	 for	 preserving	 the	 volatile	
bomb	flowers	of	the	goron	mountains.		
Usually,	bomb	flowers	decay	within	24	hours	of	

being	 plucked	 from	 their	 plant.	 However,	 if	 a	
bomb	 flower	 is	 placed	 inside	 this	 bag,	 the	 decay	
period	is	paused.	A	bomb	flower	placed	in	a	bag	of	
everlasting	bomb	flowers	does	not	 lose	 its	volatile	
nature	after	24	hours,	or	at	all!	If	a	bomb	flower	is	
taken	out	of	 the	bag	and	 then	placed	back	 in,	 the	
bag	does	not	“reset”	the	bomb’s	“decay	timer”.	The	
bag	merely	pauses	the	decay.	
A	bag	of	everlasting	bomb	flowers	can	hold	up	to	

five	bomb	flowers.		 	 	 	 	
CONSTRUCTION		 	 	 	 	
Requirements	Craft	Wondrous	Item,	extend	bomb	
flower;	Cost	1,000	gp	
	
	
Goron	Mask	 	 	 	 	 		
Aura	moderate	transmutation;	CL	9th			
Slot	head;	Price	30,000	gp:	Weight	5	lbs	 	 	
DESCRIPTION	 	 	 	 	 	
This	 stone	 mask	 is	 made	 to	 resemble	 the	

expressionless	 face	 of	 a	 goron	 and	 holds	 the	
energy	of	a	long-dead	goron	warrior.		
Whenever	 a	non-goron	puts	 this	mask	on,	 they	

are	immediately	transformed	into	a	goron	and	the	
mask	 seamlessly	melds	with	 the	 character’s	 face.	
In	 this	 form,	 the	 character	 is	 a	 medium	 sized	
goron	standing	7’6”	tall	and	weighing	460	lbs.	The	
wearer	 also	 gains	 a	 +2	 bonus	 to	 Strength,	
darkvision	out	to	60	feet,	a	natural	armor	bonus	of	
+1,	 fire	resistance	5,	and	 the	ability	 to	speak	Gor.	
These	 abilities	 last	 until	 the	mask	 is	 taken	 off,	 in	
which	case	the	wearer	 immediately	reverts	to	his	
original	form.	
When	a	goron	puts	this	mask	on,	they	are	filled	

with	 the	 energy	of	 their	 ancestors.	Once	per	day,	
as	 an	 immediate	 action,	 a	 goron	 wearer	 may	

choose	to	ignore	damage	taken	from	a	fire	attack.	
Additionally,	 once	 per	 day,	 a	 goron	 wearer	 may	
tap	 into	 the	 energy	 of	 the	 ancient	 goron	warrior	
held	within	the	mask	and	grant	himself	a	+4	bonus	
to	the	next	Strength	or	CMB	check	he	rolls.		 	
CONSTRUCTION		 	 	 	 	
Requirements	Create	Wondrous	Item,	
polymorph,	a	willing	goron	spirit;	Cost	15,000	gp	
	
Goron	Artifacts	
	
Biggoron’s	Sword	 	 	 	 	
Aura	strong	evocation	and	transmutation;	CL	12th		
Slot	none;	Weight	8	lbs	 	 	 	 	
DESCRIPTION	 	 	 	 	 	
While	most	 gorons	 are	 taught	 to	 fight	with	 their	
fists,	 not	 all	 embrace	 the	 way	 of	 the	 fist	
exclusively.	In	fact,	the	greatest	of	all	goron	heroes	
used	a	greatsword	to	save	the	goron	race	from	the	
dreaded	fire	serpent	Volvagia.	This	hero,	Biggoron	
went	 on	 to	 become	 a	 legend	 and	 his	 weapon	 an	
artifact.	
Biggoron’s	Sword	 is	 treated	 as	 a	+2	greatsword.	

If	 the	 wielder	 of	 the	 sword	 is	 a	 goron,	 he	 may	
activate	 the	 sword’s	 special	 ability	 three	 times		
per	day.	Once	activated,	the	sword	is	treated	as	if	
it	had	 lead	blades	cast	on	 it	 for	a	maximum	of	10	
rounds.			 	 	 	 	 	
DESTRUCTION	 	 	 	 	 	
Biggoron’s	 Sword	 rusts	 away	 to	 nothing	 if	 it	 is	
used	to	kill	an	innocent	goron.		
	 	
Goron	Spells	
	
Extend	Bomb	Flower	 	 	 	 	
School	transmutation;	Level	druid	2	
Casting	Time	1	standard	action	
Components	V,	S	
Range	touch	
Target	one	bomb	flower	
Duration	see	text	
Saving	Throw	none;	Spell	Resistance	no	
You	tap	into	the	bomb	flower’s	natural	explosive	

qualities	and	make	their	potency	last	longer.		You	
may	prolong	the	amount	of	time	a	bomb	flower	
has	before	it	becomes	inert	by	x2d2	hours	(up	to	a	
total	of	four	days).	A	bomb	flower	affected	by	this	
spell	may	not	targeted	by	it	again.	Once	the	bomb	
flower	affected	by	this	spell	reaches	its	extended	
time	limit,	it	becomes	inert	just	as	any	normal	
bomb	flower	would.		
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Kokiri	
The	 Kokiri	 are	 a	 secretive	 race	 native	 to	 the	

forest.	 All	 Kokiri	 are	 ageless,	 and	 while	 they	
appear	 to	 be	 nothing	more	 than	human	 children,	
Kokiri	are	capable	of	 living	 for	hundreds	of	years	
all	 the	 while	 keeping	 their	 youthful	 energy	 and	
appearance.		
Physical	 Description:	 Kokiri	 appear	 at	 first	

glance	to	be	nothing	more	than	human	children.	A	
closer	look	reveals	pointed	elf-like	ears.	Kokiri	can	
have	skin,	hair,	and	eye	color	of	all	sorts	of	varying	
hues,	and	while	Kokiri	can	 live	up	to	hundreds	of	
years,	they	show	no	sign	of	aging.			
Kokiri	are	not	immortal,	however,	and	can	die	of	

mortal	 injury	 and	 do	 eventually	 “die”	 of	 old	 age.	
Kokiri	do	not	die	as	most	races,	but	instead	at	the	
end	 of	 their	 life	 cycle,	 a	 Kokiri’s	 physical	 form	
becomes	pure	energy.	This	energy	finds	its	way	to	
the	 Great	 Deku	 Tree,	 who	 uses	 this	 energy	 to	
sprout	a	new	Kokiri.		
Society:	The	Kokiri	are	a	secretive	race,	driven	

to	reside	 in	 the	 forest	by	their	 fear	of	 the	outside	
world,	 but	 their	 fear	 is	 born	more	 out	 of	 naivety	
than	resentment.	The	entire	Kokiri	species	lives	in	
Kokiri	Village,	built	in	the	roots	of	the	Great	Deku	
Tree.	Kokiri	Village	is	always	alive	with	the	sound	
of	music	 and	 laughter,	 as	 the	 Kokiri	 love	 to	 play	
music	and	pranks.		

Relations:	Due	to	their	secretive	nature,	Kokiri	
are	 widely	 unknown	 to	 the	 rest	 of	 the	 world;	
though	 old	 wives	 tales	 do	 exist	 that	 tell	 of	 the	
mysterious	 children	 of	 the	 forest.	 Kokiri	 are	
innately	 wary	 of	 all	 things	 outside	 their	 village,	
including	 other	 races.	 While	 hesitant,	 a	 Kokiri’s	
boundless	joy	and	childish	curiosity	cause	them	to	
make	fast	friends	despite	their	initial	fear.		
Alignment	 and	 Religion:	 Kokiri	 are	 a	 widely	

diverse	 race,	 but	 their	 alignment	 is	 never	 a	 non-
good	 alignment.	 Kokiri	 worship	 their	 guardian,	
the	Great	Deku	Tree,	a	Neutral	Good	protector	of	
the	forest.		
Adventurers:	 The	 Kokiri	 are	 a	 rare	 race	 of	

people,	seeing	as	how	the	entirety	of	the	race	lives	
in	a	single	village.	Even	more	rare	are	Kokiri	 that	
leave	 their	 village	 to	 become	 adventurers.	 Kokiri	
only	 leave	 the	 protection	 of	 their	 village	 when	
they	 are	 sent	 out	 by	 the	 Great	 Deku	 Tree	 on	 a	
quest	 of	 great	 importance,	 usually	 pertaining	 to	
the	protection	of	their	village	or	to	the	rest	of	the	
world.	Kokiri	 excel	 at	 being	bards	 and	also	make	
good	rogues.	
Male	 Names:	 Aldo,	 Fado,	 Hollo,	 Irch,	 Linder,	

Mido	
Female	Names:	Drona,	Elma,	Olivia,	Rown,	

Saria
	

Kokiri	Racial	Traits:	
	+4	Charisma,	-2	Strength,	-2	Wisdom:	Kokiri	possess	an	infectious	joy,	but	their		
small	bodies	do	not	have	the	brute	strength	of	larger	species	and	they	are	naïve	to	the		
ways	of	the	world	outside	their	forest.		
Kokiri:	Kokiri	are	humanoids	with	the	kokiri	subtype.		
Small	size:	Kokiri	are	Small	creatures	and	gain	a	+1	size	bonus	to	their	AC,	a	+1	bonus	
on	attack	rolls	,	a	-1	penalty	to	their	CMD	and	CMD,	and	a	+4	size	bonus	on	Stealth	checks.		
Normal	Speed:	Kokiri	have	a	base	land	speed	of	30	feet.		
Faerie	Companion:	Each	Kokiri	is	accompanied	by	a	faerie.	See	the	text	box	below	for		
more	information.			
Eternal	Youth:	Kokiri	do	not	take	penalties	for	aging,	and	are	immune	to	spells	and	effects		
that	would	magically	alter	their	age.		
Skill	Bonus:	Kokiri	have	a	+2	bonus	to	Knowledge	(nature)	checks.	
Spell-Like	Abilities:	Kokiri	can	use	faerie	fire	and	ghost	sound	each	once	per	day	as	a	spell-like	ability	
(caster	level	equal	to	the	Kokiri’s	class	level).		
Language:	Kokiri	begin	play	speaking	Common	and	Deku.	Kokiri	with	high	Intelligences	may	also	choose	to	
speak	any	of	the	following	languages:	Elven,	Goblin,	Halfling,	Sylvan,	Treant.		
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Alternate	Racial	Rules	
Alternate	Racial	Traits	
Eternal	Hope:	Kokiri	with	this	racial	trait	gain	a	

+2	racial	bonus	on	saving	throws	against	fear	and	
despair	effects.	Also,	once	per	day,	after	a	natural	
roll	 of	1	on	a	d20	 roll,	members	of	 this	 race	may	
reroll	 and	 use	 the	 second	 result.	 This	 racial	 trait	
replaces	the	spell-like	ability	racial	trait.		
Plantspeaker:	 Kokiri	 with	 this	 racial	 trait	 can	

use	 speak	with	plants	once	per	day	as	 a	 spell-like	
ability	 (caster	 level	 equal	 to	 the	 Kokiri’s	 level).	
This	 racial	 trait	 replaces	both	 the	skill	bonus	and	
spell-like	ability	racial	traits.		
Survivor:	Kokiri	with	 this	racial	 trait	gain	a	+2	

bonus	 to	 Survival	 checks	when	 in	 forested	 areas.	
This	 racial	 trait	 replaces	 the	 skill	 bonus	 racial	
trait.	
	
	

Favored	Class	Options	
Bard:	 Add	 +1	 to	 the	 DC	 of	 any	 compulsion-

based	spells	or	effects.		
Ranger:	 Add	 +1	 to	 the	 bonuses	 received	 for	

favored	terrain	(forest).		
Rogue:	 Add	 +1/2	 on	 Escape	 Artist	 checks	 and	

on	Acrobatics	checks	to	cross	narrow	surfaces.		
	
New	Racial	Rules	
Kokiri	Equipment	
Deku	 Nut:	 These	 nuts	 are	 often	 found	 in	 the	

deku	 baba	 plants	 found	 around	 Kokiri	 Village.	
When	 thrown	 or	 struck,	 the	 deku	 nut	 explodes	
and	 all	 creatures	 within	 10	 feet	 must	 make	 a	
Fortitude	DC	10	save	or	be	dazzled.		
	

	
	
	
	

	
	
	
	

Item	 Cost	 Weight	
Deku	Nut	 5	gp	 -	

Faerie	Companion	
Each	 Kokiri	 is	 accompanied	 by	 a	 faerie.	 This	

faerie	 is	 treated	 as	 a	 diminutive	 fey	 with	 HP	
equal	to	half	that	of	the	Kokiri	(rounded	up)	and	
skill	 points	 equal	 to	 the	 Kokiri	 in	 any	 skill	 that	
does	 not	 require	 limbs.	 In	 addition,	 the	 faerie	
always	 has	 all	 Knowledge	 skills	 as	 class	 skills,	
and	 gains	 a	 +2	 to	 two	Knowledge	 skills	 of	 your	
choice	at	 first	 level.	The	 faerie	 cannot	engage	 in	
combat	 but	 grants	 the	 Kokiri	 a	 +2	 bonus	 to	
Perception	 checks.	 If	 the	 faerie	 is	 killed,	 the	
Kokiri	takes	a	-2	penalty	to	attack	rolls,	and	casts	
spells	 as	 if	 it	 is	one	 level	 lower.	The	Kokiri	may	
acquire	a	new	faerie	after	one	week,	after	which	
he	 must	 return	 to	 Kokiri	 Village	 and	 spend	 a	
period	of	quiet	contemplation	in	the	presence	of	
the	 Great	 Deku	 Tree	 for	 24	 hours.	 The	 faerie	
does	 not	 count	 towards	 prerequisites	 for	 feats	
requiring	a	familiar	or	animal	companion.		
	
Diminutive	Fey	
Init	+3;	Senses	low-light	vision	
	
DEFENSE	
AC	17,	touch	17,	flat-footed	14	(+3	Dex,	+4	size)	
HP	½	of	Kokiri	
Saves	base	saves	as	Kokiri	
	
OFFENSE	
Speed	40	ft	fly	(perfect)	
	
STATISTICS	
Str	1,	Dex	17,	Con	8,	Int	12,	Wis	10,	Cha	12	
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Kokiri	Feats	
	
Pass	for	Human	
You	are	easily	mistaken	for	a	human	rather	than	

a	member	of	your	own	race.	
Prerequisite:	 Half-elf,	 half-orc,	 kokiri,	 or	

halfling	(see	Special)	
Benefit:	 You	 receive	 a	 +10	 bonus	 on	 Disguise	

checks	to	disguise	yourself	as	a	human,	and	do	not	
receive	the	normal	penalty	for	disguising	yourself	
as	 a	member	of	 another	 race	when	you	do	 so.	 In	
areas	largely	populated	or	settled	by	humans,	you	
can	take	10	on	your	Disguise	check,	meaning	most	
people	 tend	 to	 assume	 you	 are	 human	 unless	
given	a	reason	to	think	otherwise.	
Special:	A	halfling	may	 take	 this	 feat,	but	must	

have	 the	 Childlike	 feat	 as	 a	 prerequisite.	 The	
benefits	of	the	two	feats	stack.		
		
Kokiri	Magic	Items	
	
	Deku	Leaf	 	 	 	 	 	
Aura	moderate	evocation	and	transmutation;	CL	8th			
Slot	-;	Price	7,500	gp;	Weight	-		 	 	 	
DESCRIPTION	 	 	 	 	 	
This	large	leaf	has	been	plucked	from	the	Great	

Deku	 Tree	 and	 imbued	 with	 magical	 powers.	
When	used	 in	 a	 fan-like	motion,	 the	wielder	may	
cast	gust	of	wind.	This	ability	can	be	used	4/day.		
If	 the	 wielder	 of	 this	 item	 is	 a	 small-sized	

creature,	he	may	cast	feather	fall	on	himself,	but	in	
order	 to	 cast	 this	 spell,	 the	wielder	must	actually	
have	 the	 deku	 leaf	 in	 both	 hands	 and	 use	 it	 as	 a	
parachute.	 	 This	 wielder	 may	 use	 this	 ability	 at	
will.		 	 	 	 	 	 	
CONSTRUCTION		 	 	 	 	
A	 deku	 leaf	 cannot	 be	 constructed.	 It	 must	 be	
plucked	 from	 the	 Great	 Deku	 Tree	 and	 imbued	
with	the	Great	Deku	Tree’s	power.		
	
	
	

Deku	Mask	 	 	 	 	 	
Aura	moderate	transmutation;	CL	9th		
Slot	head;	Price	20,000	gp;	Weight	1	lb	 	 	
DESCRIPTION	 	 	 	 	 	
This	 wooden	 mask	 is	 shaped	 to	 resemble	 the	

face	of	a	deku	scrub.		
When	 a	 creature	 wears	 this	 mask,	 they	 are	

immediately	 transformed	 into	 a	 deku	 scrub	 and	
the	mask	seamlessly	melds	with	the	wearer’s	face.	
In	this	form,	the	wearer	is	a	Small	creature,	and	is	
2’4”	 and	 weighs	 nearly	 nothing.	 Any	 items	 the	
wearer	has	on	his	person	when	he	puts	the	mask	
on	disappear	and	may	not	be	used	while	he	is	still	
wearing	the	mask.	The	wearer	gains	the	ability	to	
shoot	 a	 deku	 nut	 from	 its	 mouth	 a	 number	 of	
times	 per	 day	 equal	 to	 its	 level.	 This	 is	 a	 ranged	
natural	weapon	that	deals	1d3	damage	and	has	a	
range	 of	 20	 feet.	 The	 wearer	 also	 gains	
vulnerability	to	fire.		
The	 wearer’s	 new	 weight	 grants	 him	 a	 +10	 to	

Acrobatics	checks	made	to	jump,	and	falls	as	if	he	
were	 under	 the	 constant	 effects	 of	 feather	 fall.	
Also,	 as	 long	 as	 the	 wearer	 is	 not	 carrying	 any	
items	that	would	modify	his	gross	weight,	he	may	
walk	across	any	horizontal	planes	of	water	such	as	
the	 surface	 of	 a	 lake	 as	 if	 he	 was	 affected	 by	 a	
water	walk	spell.		
When	 the	 mask	 is	 removed,	 the	 wearer	

immediately	reverts	to	his	original	form.		 	 	
CONSTRUCTION		 	 	 	 	
Requirements	 Craft	Wondrous	 Item,	ploymorph;	
Cost	10,000	gp	
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Moogle
Moogles	 are	 a	 small,	 friendly,	 and	 naturally	

curious	 race.	Moogles	 can	be	 found	 in	all	 corners	
of	 society	 either	 as	 engineers,	 smiths,	 thieves	 or	
even	 knights.	 Their	 friendly	 nature	 and	 over-
abundance	 of	 energy	 lead	 them	 to	 make	 friends	
quick	 and	 a	 moogle	 never	 forgets	 his	 friends.	
While	cute	and	seemingly	cuddly,	a	moogle	should	
never	be	underestimated.		
Physical	 Description:	 Moogles	 do	 not	 exceed	

three	feet	in	height.	Their	fur	varies	from	white	to	
a	dark	tan,	with	some	exhibiting	spotted	patterns.	
Moogles	sprout	a	“pom-pom”	(a	red	ball	of	fur	on	a	
thin,	wiry	antenna)	from	their	head.	They	are	very	
sensitive	 about	 having	 their	 pom-pom	 touched.	
Their	 other	 distinctive	 features	 are	 their	 bat-like	
wings	and	their	enormous	ears,	which	are	usually	
at	least	a	fifth	of	their	height,	if	not	more.	Though	
they	only	have	three	fingers,	rather	than	four,	this	
does	not	inhibit	their	manual	dexterity	in	any	way.	
Society:	Moogles	once	dwelt	deep	in	forests,	but	

have	 since	 ventured	 out	 of	 their	 ancient	 sylvan	
homes	 and	 into	 the	 bustling	 cities	 of	 humanity.	
Moogles	 blend	 in	 seamlessly	with	most	 societies,	
making	 a	 living	 for	 themselves	 as	 spies	 or	
craftsmen.		
Relations:	 Moogles	 are	 a	 friendly	 lot	 and	 get	

along	 well	 with	 most	 races.	 However,	 half-orcs	
and	 dwarves	 tend	 to	 view	Moogles	 as	 weak	 and	

oftentimes	 bully	 the	 smaller	 race,	 causing	 a	 rift	
between	their	races.	
Alignment	 and	 Religion:	Moogles	do	not	 lean	

towards	any	specific	alignment,	although	it	is	rare	
to	find	an	evil-aligned	moogle.	
Adventurers:	 Moogles	 are	 naturally	 drawn	 to	

adventuring.	 Their	 curiosity	 and	 ingenuity	
oftentimes	 leads	 them	 to	 get	 caught	 up	 into	 an	
adventure	 before	 they	 even	 realize	 it.	 This	 race’s	
Dexterity	and	small	size	makes	the	rogue	class	an	
ideal	 role	 for	 a	 moogle,	 but	 at	 the	 same	 time,	 a	
moogle’s	ingenuity	will	incline	them	to	employ	the	
tinkering	ways	of	a	gunslinger.	Moogles	make	fine	
spellcasters,	especially	those	specializing	in	either	
the	 Metal	 subdomain	 or	 the	 Artifice	 domain.	
Although	 it	 is	 rare,	moogles	 have	 been	 known	 to	
don	 armor	 and	 join	 their	 innately	 stronger	 allies	
on	 the	 front	 line	 of	 battle	 as	 legendary	 chocobo	
knights.		
Male	Names:	Artemicion,	Gumo,		

Hurdy,	Kumpo,	Kupo,	Mimoza,		
Montblanc,	Monty,	Mogritch,		
Mogyro.	Moguta,	Serino,	Stiltzkin	
Female	Names:	Atla,	Chimomo,		

Gurdy,	Kuppo,	Mocchi,	Mocha,	Moco,		
Mogki,	Mogmi,	Nono,	Mopli,	Nazna,		
Suzuna

	
	
	

	
	
	

Moogle	Racial	Traits:	
+2	Dexterity,	+2	Intelligence,	-2	Strength:	Their	small	stature	makes	them	weaker	among	
	other	races,	but	moogles	have	nimble	hands	and	are	very	intelligent.	
Moogle:	Moogles	are	humanoids	with	the	moogle	subtype.		
Small:	Moogles	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:	Moogles	have	a	base	land	speed	of	20	feet.		
Low-Light	Vision:	Moogles	can	see	twice	as	far	as	humans	in	conditions	with	low-light.	
Vestigial	Wings:	Moogles	have	wings	that	do	not	provide	the	lift	required	for	actual		
flight,	but	do	have	enough	power	to	aid	flight	attained	by	some	other	method,	and	grant	a	+4	racial	bonus	
on	Fly	checks.	
Craftsman:	Moogles	gain	a	+2	racial	bonus	on	all	Craft	checks	to	create	objects	containing	metal.		
Skill	Training:	Appraise	and	Knowledge	(engineering)	are	always	considered	class	skills	for	moogles.	
Spell-Like	ability:	Moogles	can	use	the	spell	mending	once	per	day	as	a	spell-like	ability.	The	caster	level	
for	this	ability	equals	the	moogle’s	class	level.		
Poor	Swimmer:	Moogles	have	a	fear	of	water.	As	such,	they	take	a	-2	to	attack	rolls	and	concentration	
checks	when	immersed	in	water	or	any	other	liquid.	They	also	take	a	-4	to	all	Swim	checks.		
Languages:	Moogles	begin	play	speaking	Common	and	Kupo.	Moogles	with	high	intelligence	scores	can	
choose	from	the	following	languages:	Dwarven,	Elven,	Gnome,	and	Sylvan.			
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Alternate	Racial	Traits	
Master	Tinker:	Moogles	gain	a	+1	bonus	on	

Disable	Device	and	Knowledge	(engineering)	
checks.	Moogles	are	also	treated	as	proficient	with	
any	weapon	they	have	personally	crafted.	This	
racial	trait	replaces	the	skill	training	racial	trait.	
Metalsinger:	Moogles	are	treated	as	1	level	

higher	when	casting	spells	with	the	metal	
descriptor,	when	using	powers	of	the	Metal	
subdomain,	the	oracle’s	Metal	mystery,	etc.	This	
racial	trait	replaces	the	spell-like	ability	racial	
trait.	
Moogle’s	Luck:	Once	per	day,	when	a	moogle	

makes	a	Reflex	saving	throw,	it	can	roll	the	saving	
throw	twice	and	take	the	better	result.	It	must	
decide	to	use	this	ability	before	attempting	the	
saving	throws.		This	racial	trait	replaces	the	
master	tinker	racial	trait.	
	
Favored	Class	Options	
	The	following	options	are	available	to	all	

moogles	who	have	the	listed	favored	class,	and	
unless	otherwise	stated,	the	bonus	applies	each	
time	you	select	the	favored	class	reward.		
Alchemist:	Add	+1/4	lvls	bonus	Discovery.		
Cavalier:		Add	+1/10	lvls	morale	bonus	on	

saving	throws	to	nearby	allies	when	using	Banner.			
Cleric:	When	choosing	a	replacement	domain	

power	for	the	Metal	Subdomain,	you	gain	a	bonus	
to	the	amount	of	times	per	day	you	can	use	that	
power	equal	to	+1/4	lvls.		
Fighter:	Add	+1	to	the	fighter’s	CMD	when	

resisting	a	trip	or	grapple	attempt.		
Gunslinger:	The	moogle	gunslinger	reduces	the	

amount	of	time	needed	to	restore	a	broken	
firearm	using	the	Gunsmithing	feat	by	5	minutes	
(maximum	reduction	of	50	minutes).		
Rogue:	Add	a	+1/2	lvls	bonus	to	attack	rolls	

when	sneak	attacking.		
Wizard:	When	choosing	a	replacement	school	

power	for	the	Creation	School,	you	gain	a	bonus	to	
the	amount	of	times	per	day	you	can	use	that	
power	equal	to	+1/4	lvls.		
	
	

	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
New	Racial	Rules	
The	following	options	are	available	to	moogles.	

At	the	GM’s	discretion,	other	appropriate	races	
may	make	use	of	some	of	these.		
	
Moogle	Equipment	
Moogles	have	access	to	the	following	

equipment.		
Pom-Pom	Weapon	Attachment:	A	moogle	

with	the	Battle	Pom-Pom	feat	(see	above)	may	
attach	this	device	to	its	pom-pom	to	augment	its	
natural	attack.	It	takes	a	full-round	action	to	slip	
on	a	pom-pom	attachment	and	the	moogle	gain	a	
+4	bonus	against	disarm	attempts	made	to	
remove	his	pom-pom	attachment.		
Pom-Pom	attachments	are	light	weapons	and	can	
be	improved	by	feats	that	can	improve	weapon	
attacks	(such	as	Weapon	Focus	and	Weapon	

Pom-Pom	Weapon	
Attachment	

Cost	 DMG	(S)	 Crit	 Range	 Weight	 Type	 Special	

			Axe	 3	gp	 1d6	 19-20/x2	 -	 2	lbs	 S	 -	
			Hammer	 1	gp	 1d6	 x2	 -	 4	lbs	 B	 -	
			Spiked	 3	gp	 1d6	 x2	 -	 3	lbs	 P	 -	
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Specialization).	All	moogle	pom-pom	attachments	
make	up	a	moogle	pom-pom	attachment	weapon	
group	that	can	be	improved	by	the	fighter’s	
weapon	training	class	ability.	Pom-Pom	
attachments	can	be	constructed	of	special	
material	and	made	into	masterwork	or	magic	
items.	There	are	three	types	of	common	pom-pom	
attachments.		
Axe:	This	metal	dome	features	a	blade	that	runs	

along	its	diameter.		
Hammer:	This	squat	metal	dome	is	made	of	

some	heavy	metal.		
Spiked:	This	metal	dome	is	covered	in	spikes.	
	
Moogle	Feats	
Moogles	have	access	to	the	following	feats.	

	
Battle	Pom-Pom	(Combat)	
Most	moogles	see	their	pom-pom	as	too	fragile	

or	as	a	liability	in	combat,	but	you	have	harnessed	
the	art	of	using	your	pom-pom	as	a	weapon.	
Prerequisits:	Moogle	
Benefit:	You	can	make	an	attack	with	your	pom-

pom.	This	is	a	secondary	natural	attack	that	deals	
1d4	points	of	bludgeoning	damage.	Furthermore,	
you	can	augment	your	pom-pom	slap	with	a	
moogle	pom-pom	attachment.	For	the	purpose	of	
weapon	feats,	you	are	considered	proficient	with	
all	pom-pom	attachments.			
	
Improved	Flight	
As	you	grow	stronger,	so	too	do	your	wings.		
Prerequisites:	Flight,	Str	12,	Con	12	
Benefit:	Your	flight	speed	increases	by	10	feet	

and	your	flight	maneuverability	increases	by	one	
step.		
Special:	This	feat	can	be	taken	numerous	times,	

until	the	character	has	attained	a	flight	
maneuverability	of	Perfect.		
	
	

Flight	
Your	wings	have	grown	strong	enough	to	

sustain	you	in	flight.		
Prerequisites:	Vestigal	wings	race	ability,	7th	

level,	Str	10,	Con	10,	Moogle	
Benefit:	You	gain	a	fly	speed	of	20	feet	(clumsy).	

You	may	only	use	this	ability	when	wearing	light	
or	no	armor	and	carrying	no	more	than	a	light	
load.		
Special:	Note	that	the	bonus	to	Fly	checks	

granted	by	the	moogle’s	Vestigal	Wings	race	
ability	to	not	apply	to	the	Moogle’s	natural	flight	
speed.	However,	it	may	still	be	applied	to	a	
moogle’s	non-natural	flight	speed	as	attained	
through	spells	or	equipment.		
	
Moogle	Magic	Items	
PHOENIX	DOWN		 	 	 	 	
Aura	strong	conjuration;	CL	9th		
Slot	-	;	Price	20,000	gp;	Weight	–		 	 	
DESCRIPTION	 	 	 	 	 	
A	 small	 red	 feather	 that	 seems	 to	 glow	 as	 if	 in	

the	 embers	 of	 a	 dying	 fire;	 a	 phoenix	 down	 is	 a	
very	 powerful	 and	 rare	 item	 with	 the	 ability	 to	
revive	a	dead	creature.	If	a	phoenix	down	is	placed	
on	 a	 creature	 that	has	died	within	1d4+1	 rounds	
(rolled	when	the	magic	item	is	applied	to	the	dead	
creature),	the	creature	is	revived.	The	magic	effect	
of	this	item	works	just	like	raise	dead,	except	that	
the	 affected	 creature	 receives	 no	 permanent	
negative	levels,	no	Constitution	loss,	and	no	loss	of	
powers,	but	the	creature	does	suffer	one	negative	
level	that	fades	after	twenty-four	hours.		 	 	
CONSTRUCTION		 	 	 	 	
Requirements	 Craft	Magic	 Items,	 one	 phoenix	

feather,	raise	dead;	Cost	10,000	gp		
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Tanuki	
	Jolly	 tricksters,	 tanukis	 love	 deceiving	 humanoids	

and	other	intelligent	creatures.	This	mischief	is	usually	
harmless,	 but	 can	 turn	 spiteful	 towards	 those	 who	
defile	nature	 (i.e.:	 hunters	who	kill	 for	 sport	or	 those	
who	 log	 trees	 from	 the	 forest	 without	 seeding	 new	
ones).	Tanukis	also	put	more	effort	 into	pranks	when	
the	 target	 is	 a	 braggart,	 a	 bully,	 or	 someone	 of	 poor	
moral	 character.	 Traveling	 mostly	 under	 disguise,	
tanukis	 love	 to	 visit	 humanoid	 settlements	 and	
interacting	with	people.	They	usually	visit	taverns	and	
eateries,	 joining	 in	 feasts	 and	 celebrations	 whenever	
possible.		
Physical	Description:	Tanukis	are	short	and	pudgy	

humanoids	 that	 resemble	 a	 bipedal	 raccoon.	 They	
have	bushy	tails,	rotund	bellies,	and	beady	black	eyes.	
Their	 fur	 ranges	 from	 brown	 to	 black	 to	 grey	 to		
reddish-brown.	 On	 average,	 tanukis	 stand	 about	 five	
feet	tall	and	weigh	about	180	pounds.		
	Society:	 Most	 tanukis	 are	 wanderers,	 having	 left	

their	 ancestral	 homes	 to	 play	 pranks	 on	 and	 mingle	
with	civilized	societies.	Finding	a	 tanuki	village	 in	the	
forest	 is	 very	 difficult	 in	 part	 of	 their	 rarity	 and	 also	
because	 of	 the	 deceptive	 nature	 of	 the	 tanukis.	
Explorers	that	do	manage	to	find	a	tanuki	village	may	
be	deceived	into	thinking	it	is	something	else	entirely.		

As	a	race,	tanukis	are	affable,	though	they	can	quickly	
rise	to	anger	to	defend	nature	and	their	friends.		
Relations:	 Tanukis	 find	 kindred	 spirits	 in	 kitsune,	

gnomes,	and	fey	because	of	their	impish	ways.	Tanuki	
also	 find	 friends	 in	 dwarves,	 elves,	 and	 tengu	
especially	 since	 these	 dour	 and	 brooding	 types	make	
for	the	best	prank	targets.		
Alignment	 and	 Religion:	 Tanukis	 are	 almost	

always	 chaotic,	 playing	 pranks	 on	 all	 types	 of	 people	
regardless	 of	 their	 morals	 or	 political	 standing.	
Tanukis	often	worship	Cayden	Cailean	or	Sun	Wukong.	
Though	 it	 is	 rare,	 violent	 and	 morbid	 tanukis	
occasionally	walk	the	lands,	bringing	suffering	to	those	
they	encounter	through	sadistic	pranks.		
Adventurers:	 Tanukis	 love	 to	 interact	 with	

humanoid	 civilizations.	 Tanukis	 can	 be	 found	 in	
eateries	 or	 pubs	 all	 across	 the	 world,	 even	 though	
those	 sitting	 next	 to	 them	may	 not	 realize	 their	 true	
nature.	Quick	to	defend	the	sanctity	of	nature,	a	tanuki	
may	 become	 involved	 in	 an	 adventure	 to	 protect	 the	
natural	 world.	 Then	 again,	 a	 tanuki	 may	 become	
involved	in	an	adventure	on	a	whim.			
Male	 Names:	 Bunta,	 Gonta,	 Osho,	 Shoukichi,	

Tamasaburo	
Female	Names:	Hanako,	Kincho,	Koharu,	

Okiya,	Oroku	

		 	

Tanuki	Racial	Traits:	
+2	Con,	+2	Cha,	-2	Int:	Tanuki	are	hardy	and	very	sociable,	but	they	are		
not	the	brightest	of	creatures.			
Tanuki:	Tanuki	are	humanoids	with	the	tanuki	and	shapechanger		
subtypes.		
Medium:	Tanuki	are	Medium-sized	creatures	and	have	no	bonuses	or		
penalties	due	to	their	size.			
Slow,	but	sturdy:	Tanuki	have	a	based	speed	of	20	feet,	but	their	speed	is		
never	modified	by	armor	or	encumbrance.	
Silver	Tongued:	Tanuki	gain	a	+2	bonus	on	Bluff	and	Diplomacy	checks.	In		
addition,	when	they	use	Diplomacy	to	shift	a	creature’s	attitude,	they	can	do		
so	up	to	three	steps	up	rather	than	just	two.		
Tanuki	Resilience:	Tanukis	receive	a	+1	racial	bonus	on	all	saving	throws.		
Change	Shape:	A	tanuki	can	assume	the	appearance	of	a	single	form	of	a	single	humanoid	race	of	its	size.	
The	form	can	be	changed	each	time	the	tanuki	changes	shape.	The	creature	gains	a	+10	racial	bonus	on	
Disguise	checks	made	to	appear	as	the	member	of	the	race	whose	appearance	it	assumes.	Changing	shape	is	
a	standard	action.	This	trait	otherwise	functions	as	alter	self,	save	that	the	creature	does	not	adjust	its	
ability	scores.		
Saké	Affinity:	As	a	swift	action,	a	tanuki	can	take	a	swig	of	saké.	When	it	does	so,	it	gains	the	effect	of	one	of	
the	following	spells	(dependent	on	its	level):	at	1st	level,	a	tanuki	can	use	this	ability	to	gain	the	effect	of	
divine	favor;	at	4th	level,	a	tanuki	can	use	this	ability	to	gain	the	effect	of	false	life;	and	at	6th	level,	a	tanuki	
can	use	this	ability	to	gain	the	effect	of	haste	or	rage.	A	tanuki’s	caster	level	is	equal	to	its	total	Hit	Dice	for	
this	ability.	Each	time	a	tanuki	takes	a	swig	of		saké	,	it	becomes	progressively	drunker	and	takes	a	-1	
penalty	to	its	AC	and	on	Reflex	saves	for	1	minute.	These	penalties	stack	with	each	swig	taken.		
Languages:	Tanuki	begin	play	speaking	Common	and	Sylvan.	Tanuki	with	high	Intelligence	scores	can	
choose	from	the	following;	any	human	language,	Celestial,	Dwarven,	Elven,	Gnome,	and	Tengu.				
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Alternate	Racial	Traits	
Adaptable	Fighter:	 	You	may	not	be	as	eloquent	as	

your	tanuki	kin,	but	you	know	how	to	get	yourself	out	
of	a	sticky	situation	you	have	caused.	Tanukis	with	this	
racial	trait	begin	play	with	Catch	Off-Guard	as	a	bonus	
feat	 at	 1st	 level.	 This	 racial	 trait	 replaces	 Silver	
Tongued.		
Darkvision:	Your	vision	in	the	dark	is	superior.	You	

gain	darkvision	60	feet.	This	racial	trait	replaces	Low-
Light	Vision	and	Tanuki	Resilience.		
Fast	 Shifter:	 You	were	 born	 with	 an	 innate	 talent	

for	switching	between	your	natural	forms.	Using	your	
change	shape	racial	ability	is	a	move	action	instead	of	
a	 standard	 action.	 This	 racial	 trait	 replaces	 Tanuki	
Resilience.	
	

Favored	Class	Options	
	The	 following	 options	 are	 available	 to	 all	 tanukis	

who	 have	 the	 listed	 favored	 class,	 and	 unless	
otherwise	 stated,	 the	 bonus	 applies	 each	 time	 you	
select	the	favored	class	reward.		
Bard:	Add	+1/2	on	Bluff	checks	to	lie	and	Diplomacy	

checks	to	gather	information.		
Fighter:	Add	+1	to	the	fighter’s	CMD	when	resisting	

a	dirty	trick	or	steal	maneuver.		
Ninja:	Add	+1/4	to	the	ninja’s	ki	pool.		
Sorcerer:	Add	+1/4	to	the	DC	of	illusion	spells.		
	
	
	
	
	
	

Racial	Archetypes	
The	 following	 racial	 archetypes	 are	 available	 to	

tanuki.		
Drunken	Reveler	(Bard)	
Many	 bards	 both	 drink	 and	 perform,	 but	 the	

drunken	reveler	has	figured	out	how	to	use	alcohol	to	
fuel	his	performance	in	new	ways.		
Drunken	Recollection:	A	drunken	reveler	adds	+2	

to	 all	Knowledge	 skill	 checks	 for	 each	alcoholic	drink	
he	 has	 consumed,	 to	 a	 maximum	 of	 +2	 per	 four	
drunken	 reveler	 levels.	 A	 drunken	 reveler	may	make	
all	 Knowledge	 skill	 checks	 untrained.	 This	 ability	
replaces	bardic	knowledge.		
Drunken	Dance:	A	drunken	reveler	is	trained	in	the	

use	 of	 the	 Perform	 (dance)	 skill	 to	 create	 magical	
effects	on	himself.	This	works	like	bardic	performance,	
except	that	he	does	not	need	to	be	able	to	see	or	hear	
his	own	performance.	Drunken	dancing	is	treated	as	a	
bardic	performance	 for	 the	purpose	of	 feats,	 abilities,	
and	effects	that	affect	bardic	performance,	except	that	
drunken	dancing	does	not	benefit	 from	 the	Lingering	
Performance	 feat	 or	 any	 other	 ability	 that	 allows	 a	
bardic	 performance	 to	 grant	 bonuses	 after	 it	 has	
ended.	 The	 benefits	 of	 drunken	 dancing	 apply	 only	
when	 the	 bard	 is	 wearing	 light	 or	 no	 armor.	 Like	
bardic	 performance,	 drunken	 dancing	 cannot	 be	
maintained	 at	 the	 same	 time	 as	 other	 performance	
abilities.		
As	 long	 as	 the	 drunken	 reveler	 has	 consumed	 an	

alcoholic	 drink	 within	 the	 last	 minute,	 starting	 a	
drunken	dance	is	a	move	action.	If	the	drunken	reveler	
has	 not	 consumed	 an	 alcoholic	 drink	 within	 the	 last	
minute,	starting	a	drunken	dance	is	a	full-round	action.	
A	 drunken	 dance	 can	 be	maintained	 each	 round	 as	 a	
free	action.	Changing	a	drunken	dance	from	one	effect	
to	 another	 requires	 the	 drunken	 reveler	 to	 stop	 the	
previous	performance	and	start	the	new	one	as	a	move	
action	(though	he	does	not	have	to	take	another	drink	
to	do	so).	Like	a	bard,	a	drunken	reveler’s	performance	
ends	 immediately	 if	 he	 is	 killed,	 paralyzed,	 stunned,	
knocked	 unconscious,	 or	 otherwise	 prevented	 from	
taking	 a	 free	 action	 each	 round.	 A	 drunken	 reveler	
cannot	 perform	 more	 than	 one	 drunken	 dance	 at	 a	
time.		
At	 10th	 level,	 the	 drunken	 reveler	 can	 start	 a	

drunken	 dance	 by	 using	 a	 swift	 action	 instead	 of	 a	
move	 action	 if	 he	 has	 consumed	 an	 alcoholic	 drink	
within	the	last	minute;	and	a	move	action	if	he	has	not.	
All	 abilities	 below	 provide	 constant	 bonuses	 to	 the	

drunken	 reveler	 for	 having	 drunk	 alcoholic	 drinks.	
While	 performing	 a	 drunken	 dance	 apply	 those	
bonuses	concurrently	 for	 the	duration	of	his	drunken	
dance.	His	 first	drink	to	start	a	drunken	dance	counts	
toward	 these	 bonuses.	 All	 other	 types	 of	 bardic	



18	

performance	 work	 normally	 (affecting	 the	 drunken	
reveler	 and	 his	 allies,	 or	 the	 drunken	 reveler’s	
enemies,	as	appropriate).			
This	 ability	 alters	 the	 standard	bardic	 performance	

ability.		
Liquid	Courage	(Ex):	 At	 1st	 level,	while	 dancing,	 the	

dancing	 drunken	 reveler	 gain	 a	 +1	morale	 bonus	 for	
each	alcoholic	drink	he	consumes	during	his	dance	on	
saving	 throws	 against	 mind-affecting	 effects.	 This	
bonus	increases	to	a	maximum	of	+1	per	four	drunken	
reveler	levels.	This	ability	replaces	counter	song.	
Roaring	Drunk	 (Ex):	 At	 1st	 level,	 while	 dancing,	 the	

drunken	 reveler	 gains	 a	 +1	 morale	 bonus	 on	
Intimidate	 checks	 and	 to	 the	 save	 DC	 of	 any	 fear	
effects	 he	 creates	 for	 each	 alcoholic	 drink	 he	 has	
consumed	during	his	 dance,	 to	 a	maximum	of	 +1	per	
four	 drunken	 reveler	 levels.	 This	 ability	 replaces	
fascinate.		
Staggering	 Drunk	 (Ex):	 At	 2nd	 level,	 while	 dancing,	

the	 drunken	 reveler	 gains	 a	 +1	 dodge	 bonus	 to	 AC	
against	attacks	of	opportunity	for	each	alcoholic	drink	
he	 has	 consumed	during	 his	 dance,	 to	 a	maximum	of	
+1	 per	 four	 drunken	 reveler	 levels.	 This	 ability	
replaces	well-versed.	
Good	 for	 What	 Ails	 You	 (Ex):	 At	 5th	 level,	 while	

dancing,	 the	 drunken	 reveler	 who	 takes	 a	 drink	 of	
alcohol	may	 attempt	 a	 new	 saving	 throw	against	 one	
of	 the	following	conditions	that	may	be	affecting	him:	
blinded,	 confused,	 dazzled,	 deafened,	 exhausted,	
fatigued,	 frightened,	 nauseated,	 panicked,	 shaken,	 or	
sickened.	 If	 he	 succeeds	 at	 the	 save,	 the	 effect	 is	
suppressed	for	the	duration	of	the	dance.	He	may	also	
attempt	 a	new	 saving	 throw	 if	 poisoned;	 a	 successful	
save	 counts	 against	 those	 required	 for	 a	 cure,	 but	 a	
failed	 save	 has	 no	 ill	 effect.	 This	 ability	 replaces	 lore	
master.		
Boasting	Taunt	(Ex):	At	6th	 level,	while	dancing,	 the	

drunken	reveler	can	incite	a	creature	to	attack	him	by	
making	an	Intimidate	check	to	demoralize	the	target.	If	
the	check	succeeds,	the	target	is	also	shaken	as	long	as	
the	 drunken	 reveler	 is	 visible	 and	 dancing	 or	 until	 it	
makes	a	melee	attack	against	the	drunken	reveler.	The	
drunken	reveler	receives	a	+2	circumstance	bonus	on	
this	 check	 for	every	alcoholic	drink	he	has	 consumed	
during	this	dance.	This	is	a	language-dependent	mind-
affecting	 effect,	 and	 it	 relies	 on	 audible	 components.	
This	ability	replaces	suggestion.		
Mass	 Boasting	 Taunt	 (Ex):	 At	 18th	 level,	 while	

dancing,	 the	 drunken	 reveler	 can	 incite	 multiple	
creatures	to	attack	him	by	making	an	Intimidate	check	
to	demoralize	all	his	targets.	If	the	check	succeeds,	the	
targets	are	also	shaken	as	long	as	the	drunken	reveler	
is	visible	and	dancing	or	until	they	make	melee	attacks	
against	 the	 drunken	 reveler.	 The	 drunken	 reveler	
receives	a	+2	circumstance	onus	on	this	check	of	every	

alcoholic	 drink	 he	 has	 consumed	 during	 this	 dance.	
This	 is	 a	 language-dependent	 mind-affecting	 effect,	
and	it	relies	on	audible	components.		He	can	target	one	
creature	 for	 every	 three	 levels	 of	 drunken	 reveler	 he	
has	attained	beyond	the	1st.	This	ability	replaces	mass	
suggestion.		
	
New	Racial	Rules	
The	following	options	are	available	to	tanukis.	At	the	

GM’s	 discretion,	 other	 appropriate	 races	 may	 make	
use	of	some	of	these.		
	
Tanuki	Equipment	
Saké:	The	 favored	drink	of	 the	 tanukis.	 It	 is	 indeed	

crucial	for	some	of	their	supernatural	abilities.	A	gourd	
of	sake	costs	8	gp	ands	holds	1	gallon	of	saké.	A	“swig”	
of	saké	uses	up	1	pint	of	the	gourd’s	contents.		

	
Tanuki	Feats	
Master	Brewer	
Your	 mastery	 of	 brewing	 alcohol	 borders	 on	 the	
supernatural.		
Prerequisites:	 Craft	 (alcoholic	 beverages)	 or	

Profession	(brewer)	5	ranks	
Benefit:	You	receive	a	+2	bonus	on	Craft	 (alcoholic	

beverages)	 checks,	 and	 you	 may	 create	 mundane	
alcoholic	 beverages	much	more	 quickly	 than	 normal.	
When	 making	 alcoholic	 beverages,	 you	 can	 create	 a	
number	 of	 doses	 equal	 to	 your	 Intelligence	 modifier	
(minimum	 1)	 at	 one	 time.	 These	 additional	 doses	 do	
not	 increase	 the	 time	 required,	 but	 they	 do	 increase	
the	raw	material	cost.	
In	addition,	whenever	you	make	alcoholic	beverages	

using	 Craft	 (alcoholic	 beverages),	 use	 the	 item’s	 gp	
value	as	its	sp	value	when	determining	your	progress	
(do	not	multiply	the	item’s	gp	cost	by	10	to	determine	
its	sp	cost).		
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Raccoon	Shape	
You	can	change	shape	into	a	raccoon.		
Prerequisites:	Cha	13,	character	level	3rd,	tanuki	
Benefit:	 You	 can	 take	 the	 appearance	 of	 a	 raccoon	

(see	Bestiary	3)	whose	appearance	is	static	and	cannot	
be	changed	each	time	you	assume	this	form.	You	gain	a	
bite	 attack	 which	 deals	 1d3	 damage	 and	 gain	 a	 +10	
racial	 bonus	 on	Disguise	 chekcs	made	 to	 appear	 as	 a	
raccoon.	 In	 addition,	while	 in	 raccoon	 shape	 you	 add	
your	 Dexterity	 (instead	 of	 Strength)	 modifier	 to	
modify	Climb	and	Swim	checks.	Changing	from	tanuki	
to	 raccoon	 shape	 is	 a	 standard	 action.	 This	 ability	
otherwise	functions	as	beast	shape	II,	and	your	ability	
scores	change	accordingly.		
Special:	 A	 tanuki	 with	 the	 Fast	 Shifter	 racial	 trait	

may	change	to	raccoon	shape	as	a	move	action.		
	
Statue	Shape	
You	can	change	shape	into	a	statue.	
Prerequisites:	Cha	15,	character	level	13th,	tanuki	
Benefit:	 You,	 along	 with	 any	 garments	 and	

equipment	 worn	 or	 carried,	 turn	 into	 solid	 stone.	 In	
statue	form,	you	gain	hardness	8	and	retain	your	own	
hit	points.	You	 can	 see,	hear,	 and	 smell	normally,	 but	
you	do	not	need	to	eat	or	breathe.	Feeling	is	limited	to	
those	 sensations	 that	 can	 affect	 the	 granite-hard	
substance	of	your	new	form.	Changing	from	a	tanuki	to	
statue	 form	 (and	 back)	 is	 a	 standard	 action.	 This	
ability	otherwise	functions	as	statue	and	uses	your	Hit	
Dice	to	determine	caster	level.		
Special:	 A	 tanuki	 with	 the	 Fast	 Shifter	 racial	 trait	

may	change	to	statue	shape	as	a	move	action.		
	
Swift	Shifter	
You	can	change	shape	even	quicker.		
Prerequisites:	 Dex	 13,	 character	 level	 3rd,	 tanuki,	

Fast	Shifter	racial	trait	
Benefit:	You	can	assume	any	of	your	shape	changing	

abilities	as	a	swift	action.	
Normal:	 A	 tanuki	 with	 the	 Fast	 Shifter	 racial	 trait	

requires	a	move	action	to	change	shape.		
	

Tanuki	Magic	Items	
MAHŌ NO	HYŌTAN	 	 	 	 	
Aura	moderate	transmutation;	CL	7th		
Slot	none;	Price	8,000	gp;	Weight	1	lb	 	 	
DESCRIPTION	 	 	 	 	 	
This	drinking	gourd	appears	unremarkable.	To	gain	

the	 benefit	 of	 the	 gourd,	 it	 must	 be	 filled	 with	 saké.	
Whenever	a	drink	is	taken	from	the	gourd,	the	drinker	
gains	 a	 +4	 bonus	 to	 their	 caster	 level	 for	 the	 saké	
affinity	spell	effects.	If	the	drinker	does	not	have	saké	
affinity,	 they	gain	no	benefit	 from	drinking	 the	 saké	 -
filled	mahō	no	hyōtan.		 	 	 	 	
CONSTRUCTION		 	 	 	 	
Requirements	 Craft	 Wondrous	 Item,	 sake	 affinity	
Cost	4,000	gp	 	
	
Tanuki	Spells	
Water	to	Saké	 	 	 	 	 	
School	transmutation;	Level	bard	1,	cleric/oracle	1,	
paladin	1	
Casting	Time	1	round	
Components	V,	S	
Range	touch	
Target	1	pint	of	water/level	
Duration	instantaneous	
Saving	Throw	Fort	negate	(harmless,	object);	Spell	
Resistance	yes	(harmless,	object)	
This	spell	transforms	water	into	saké.	The	alcohol	is	

of	middling	quality	but	perfectly	drinkable.	The	spell	
also	serves	to	remove	poisons,	diseases,	minerals,	and	
other	toxins	from	the	water	as	it	transforms.	The	more	
contaminants	that	exist	in	the	water,	the	more	full-
bodied	the	saké	becomes.	The	beverage's	alcohol	
content	is	not	affected	by	the	presence	or	absence	of	
contaminants.	
This	spell	does	not	work	on	unholy	water,	potions,	

or	other	liquids	with	magical	power.	
	
	

	

	 	



20	

Warforged	
Deep	 in	 the	mountains	 exists	 a	 Creation	Forge.	 For	

thousands	 of	 years	 it	 rested	 here	 in	 hibernation,	
placed	there	by	someone	or	something	long	forgotten,	
until	 a	 wandering	 adventurer	 stumbled	 upon	 it	 and	
rebooted	 the	 Creation	 Forge’s	 main	 directive:	 the	
creation	 of	 strange	 sentient	 living	 constructs.	
Regrettably,	the	creators	of	the	forge	left	no	directions	
or	 orders	 and	 the	 constructs	 were	 left	 alive	 but	
without	a	purpose.	
These	 warforged,	 as	 they	 came	 to	 be	 known,	 are	

renowned	for	their	combat	prowess,	and	their	single-
minded	focus.	They	make	steadfast	allies	and	fearsome	
enemies.		
Physical	 Description:	 Warforged	 appear	 as	

massive	 humanoids	 molded	 from	 a	 composite	 of	
materials	–	obsidian,	iron,	stone,	darkwood,	silver,	and	
organic	material	–	though	they	move	with	a	surprising	
grace	 and	 flexibility.	 Flexible	 plates	 connected	 to	
fibrous	 bundles	 make	 up	 the	 body	 of	 a	 warforged,	
topped	by	a	mostly	featureless	head.		

Warforged	 have	 no	 physical	 distinctions	 of	 gender;	
all	 of	 them	 have	 a	 basically	 muscular,	 sexless	 body	
shape.	 In	 personality,	 some	 warforged	 seem	 more	
masculine	 or	 feminine,	 but	 different	 people	 might	
judge	 the	 same	warforged	 differently.	 The	warforged	
themselves	seem	unconcerned	with	matters	of	gender.	
They	 do	 not	 age	 naturally,	 though	 their	 bodies	 do	
decay	 slowly	 even	 as	 their	 minds	 improve	 through	
learning	and	experience.	
Unique	 among	 constructs,	 warforged	 have	 learned	

to	 modify	 their	 bodies	 through	 magic	 and	 training.	
Many	 warforged	 are	 adorned	 with	 heavier	 metal	
plates	than	those	they	were	created		
with.	Their	customized	armor,	built-in		
weaponry,	and	other	enhancements		
to	their	physical	form	help	to		
differentiate	one	warforged	from		
the	other.	
Society:	There	is	no	organized	

warforged	society	so	to	speak.		

Warforged	Racial	Traits	
+2	Con,	-2	Wis,	-2	Cha:	Warforged	are	sturdy,	but	their	difficulty	in	relating	to		
other	creatures	makes	them	seem	aloof.		
Medium:	Warforged	are	Medium	creatures	and	have	no	bonuses	or	penalties	due	to		
their	size.		
Normal	Speed:	Warforged	have	a	base	speed	of	30	feet.	
Living	Construct:	Warforged	belong	to	the	unique	living	construct	subtype.		

• Living	constructs	are	immune	to	poison,	sleep	effects,	disease,	nausea,	fatigue,		
exhaustion,	energy	drain,	and	the	sickened	condition.	

• Living	constructs	are	affected	by	heat	metal	and	chill	metal	as	if	they	are	wearing		
																metal	armor.	They	are	also	affected	by	repel	metal	or	stone,	repel	wood,	and	rusting		
																grasp,	but	not	spells	such	as	stone	to	flesh,	stone	shape,	warp	wood,	and	wood	shape		
																as	they	affect	objects	only.	

• Living	constructs	when	reduced	to	0	hit	point,	do	not	risk	further	injury	from		
strenuous	activity.	When	their	hit	points	are	less	than	0	but	greater	than	their		
Con	score,	they	are	inert,	unconscious,	and	helpless,	and	cannot	perform	any		
actions,	but	do	not	lose	additional	hit	points	unless	more	damage	is	dealt	to	them.		

• Living	 constructs	 do	 not	 need	 to	 eat,	 sleep,	 or	 breathe,	 but	 can	 still	 benefit	 from	 the	 effects	 of	
consumable	 spells	 and	magic	 items	 such	 as	heroes’	 feast	 and	potions.	 Living	 construct	 spellcasters	
must	still	rest	for	8	hours	before	preparing	spells.		

• Living	constructs	do	not	heal	naturally	or	by	resting.	However,	cure	and	repair	spells	may	restore	lost	
hit	points,	with	cure	spells	being	only	half	effective	at	healing	a	living	construct.		

Composite	 Plating:	The	plating	used	 to	build	 a	warforged	provides	 a	+2	 armor	bonus.	This	plating	 is	 not	
natural	armor	and	does	not	stack	with	other	effects	that	give	an	armor	bonus	(other	than	natural	armor).	This	
composite	 plating	 occupies	 the	 same	 space	 on	 the	 body	 as	 a	 suit	 of	 armor	 or	 robe,	 and	 thus	 a	warforged	
cannot	wear	armor	or	magic	robes.	Warforged	can	be	enchanted	just	as	armor	can	be.	The	character	must	be	
present	for	the	entire	time	it	takes	to	enchant	him.	
			Composite	plating	also	provides	a	warforged	with	a	5%	arcane	spell	failure	chance,	similar	to	the	penalty	for	
wearing	 light	 armor.	Any	class	ability	 that	 allows	a	warforged	 to	 ignore	 the	arcane	 spell	 failure	 chance	 for	
light	armor	lets	him	ignore	this	penalty	as	well.		
Languages:	Warforged	begin	play	speaking	Common	and	may	not	learn	any	additional	languages	due	to	high	
Intelligence	scores	(though	additional	languages	can	be	gained	through	the	Linguistic	skill).		
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After	 its	 creation,	 each	 warforged	 embarks	 on	 a	
journey	 of	 self-discovery	 and	 go	 their	 separate	ways,	
although	like-minded	warforged	or	those	dedicated	to	
a	 specific	 task	 or	 goal	 will	 come	 together	 to	
accomplish	their	goal.		
Relations:	As	warforged	 struggle	 to	 find	a	place	 in	

society	for	themselves,	they	simultaneously	struggle	to	
relate	to	other	races.		
Still	relatively	new	to	the	world,	warforged	are	often	

the	 source	 of	 wonder	 or	 even	 discrimination.	 They	
sometimes	 fit	 into	 society	 by	 serving	 as	 artisans	 or	
laborers,	but	many	more	engage	in	the	roaming	life	of	
adventuring	as	they	discover	this	new	world	as	well	as	
themselves.		
Alignment	 and	 Religion:	Warforged	 are	 generally	

neutral.	 Though	 they	 are	 perfectly	 capable	 of	
independent	 thought	 and	 moral	 speculation,	 most	
choose	not	to	wrestle	with	ethical	ideas.		
Similarly,	 warforged	 are	 not	 inclined	 to	 align	

themselves	 with	 any	 particular	 religion.	 Some	
warforged	 have	 found	 a	 kind	 of	 answer	 to	 the	
questions	of	 their	existence	by	 taking	up	 the	cause	of	
one	 religion	 or	 another,	 but	 these	 remain	 a	 small	
(albeit	vocal)	minority	among	their	kind.		
Adventurers:	 Adventuring	 is	 one	 way	 that	

warforged	 fit	 into	 the	world	 –	 at	 least	 as	well	 as	 any	
adventurer	 ever	 fits	 in.	 Most	 warforged	 choose	 an	
adventuring	 life	 to	 escape	 from	 the	 confines	 of	 a	
society	 they	 have	 no	 part	 in	 and	 at	 the	 same	 time	
engage	in	some	meaningful	activity.		
Names:	Warforged	to	not	name	themselves	and	only	

recently	 have	 begun	 to	 understand	 the	need	 of	 other	
races	 to	 have	 names	 for	 everything.	 Many	 accept	
whatever	 names	 others	 see	 fit	 to	 give	 them,	 and	
warforged	traveling	with	humans	are	often	referred	to	
by	 nicknames.	 Some	warforged,	 however,	 have	 come	
to	 see	 having	 a	 name	 as	 a	 defining	 moment	 of	 their	
new	existence,	 and	 thus	 search	 long	and	hard	 for	 the	
perfect	name	to	attach	to	themselves.		
	
Alternate	Racial	Traits	
Adamantine	 Body:	 A	 warforged	 with	 this	 racial	

trait	 is	 crafted	 with	 a	 layer	 of	 adamantine	 that	
provides	 a	 +8	 armor	 bonus	 and	 damage	 reduction	
2/adamantine,	 but	 your	 base	 speed	 is	 reduced	 to	 20	
feet	and	you	have	a	maximum	Dexterity	bonus	of	+1,	a	
-5	 armor	 check	 penalty	 and	 an	 arcane	 spell	 failure	
chance	of	35%.	This	racial	trait	replaces	the	composite	
plating	and	normal	speed	racial	traits.		
Mithral	Body:	 	A	warforged	with	this	racial	 trait	 is	

crafted	 with	 a	 layer	 of	 mithral	 that	 provides	 a	 +5	
armor	 bonus.	 You	 are	 now	 considered	 to	 be	wearing	
light	armor	and	have	a	+5	maximum	Dexterity	bonus,	

a	 -2	armor	check	penalty,	 and	an	arcane	spell	 chance	
failure	of	15%.	
	
Favored	Class	Options	
Barbarian:	 Gain	 a	 +1	 to	 the	 damage	 reduction	

bonus	 granted	 by	 the	 Increased	 Damage	 Reduction	
rage	 power.	 (Note:	 The	 warforged	 juggernaut	
archetype	 does	 not	 have	 the	 damage	 reduction	
ability.)	
Fighter:	 Gain	 a	 +1	 bonus	 to	 CMD	 when	 resisting	

grapple,	bull	rush,	and	trip	attempts.		
Monk:	 Gain	 a	 +1	 bonus	 to	 damage	 when	 using	

unarmed	strikes.		
	
Racial	Archetypes	
The	 following	 racial	 archetypes	 are	 available	 to	

warforged.		
	
Juggernaut	(Barbarian)	
Some	 believe	 that	 the	 ultimate	 expression	 of	 the	

warforged	 experiment	 is	 the	 juggernaut,	 a	 path	 that	
allows	 warforged	 to	 become	 more	 and	 more	 like	
constructs	and	less	like	a	living	creature.	As	a	machine	
of	 war,	 the	 juggernaut	 is	 among	 the	 best	 at	 dealing	
damage	and	sustaining	punishment.	Despite	this,	some	
warforged	 refuse	 to	 take	 up	 the	 mantle	 of	 the	
juggernaut	 because	 it	 accentuates	 their	 construct	
heritage	at	the	cost	of	their	living	aspects.		
Adamantine	 Body:	 A	 warforged	 must	 choose	 the	

adamantine	 body	 racial	 trait	 to	 take	 levels	 in	 this	
archetype.		
Alignment:	Any	chaotic	
Distant:	Starting	at	1st	level,	a	warforged	juggernaut	

begins	to	distance	itself	from	living	creatures.	Because	
of	 his	 change	 in	 its	 nature,	 a	 warforged	 juggernaut	
takes	 a	 penalty	 equal	 to	 half	 its	 class	 level	 (rounded	
up)	when	using	 the	 following	 skills:	Bluff,	Diplomacy,	
Handle	Animal,	and	Sense	Motive.		
Armor	 Spikes:	At	1st	 level,	a	warforged	 juggernaut	

grows	 armor	 spikes	 and	 gains	 proficiency	 with	 their	
use	as	a	weapon.	These	adamantine	armor	spikes	deal	
1d6	points	of	piercing	damage	on	a	successful	grapple	
attack.	While	the	spikes	can’t	be	removed,	they	can	be	
affected	 by	 spells	 like	 any	 other	weapon.	 This	 ability	
replaces	fast	movement.	
Expert	 Bull	 Rush:	 At	 2nd	 level,	 a	 warforged	

juggernaut	 can	 add	 its	 class	 level	 to	 CMB	 and	 CMD	
when	 making	 or	 resisting	 a	 bull	 rush	 attempt,	
respectively.	 A	 warforged	 juggernaut	 also	 adds	 its	
class	 level	 to	 Strength	 checks	 when	 trying	 to	 break	
down	doors,	walls,	or	other	wooden	architecture.	This	
ability	replaces	uncanny	dodge.		
Charge	Bonus:	At	4th	 level,	a	warforged	juggernaut	

gains	an	extra	+1	bonus	on	its	attack	roll	when	making	
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a	charge.	At	8th	 level,	 this	bonus	 increases	 to	+2.	This	
ability	replaces	both	rage	powers	gained	at	4th	and	8th	
level.		
Powerful	 Charge:	 At	 5th	 level,	 when	 a	 warforged	

juggernaut	 makes	 a	 successful	 attack	 on	 a	 charge,	 it	
deals	 an	 extra	 1d8	 points	 of	 damage.	 For	 Large	
creatures,	the	extra	damage	is	2d6;	for	Huge,	3d6;	for	
Gargantuan,	 4d6;	 and	 for	 Colossal,	 6d6.	 This	 ability	
replaces	improved	uncanny	dodge.	
Construct	Perfection:	A	warforged	that	follows	the	

path	 of	 the	 juggernaut	 seeks	 to	 improve	 itself	 by	
embracing	 its	 construct	 heritage.	 As	 a	 warforged	
juggernaut	advances,	it	abandons	what	it	considers	the	
weaknesses	 of	 the	 living	 constructs	 form	 to	 gain	
qualities	 more	 indicative	 of	 true	 constructs.	 While	
retaining	 its	 intelligence	 and	 sentience,	 a	 warforged	
juggernaut	gains	the	following	construct	features	as	it	
advances	in	level.	
Construct	 Perfection	 I	 –	 At	 7th	 level,	 a	 warforged	

juggernaut	is	no	longer	subject	to	nonlethal	damage	or	
extra	damage	from	critical	hits.	
Construct	 Perfection	 II	 –	At	 10th	 level,	 a	 warforged	

juggernaut	gains	immunity	to	all	mind-affecting	spells	
and	 abilities	 (charms,	 compulsions,	 phantasms,	
patterns,	and	morale	effects).	
Construct	 Perfection	 III	 –	At	 13th	 level,	 a	 warforged	

juggernaut	 gains	 immunity	 to	 death	 effects	 and	
necromancy	effects.	
Construct	 Perfection	 IV	–	 At	 16th	 level,	 a	 warforged	

juggernaut	 is	 no	 longer	 subject	 to	 ability	 damage	 or	
ability	drain.	
This	 ability	 replaces	 the	 barbarian’s	 damage	

reduction	ability.		
Healing	 Immunity:	 Starting	 at	 13th	 level,	 as	 a	

warforged	 juggernaut	 becomes	 more	 like	 a	 living	
construct	 and	 less	 like	 a	 living	 creature,	 it	 becomes	
immune	 to	 the	 effects	 of	 the	 spells	 from	 the	 healing	
subschool	 and	 to	 all	 healing	 effects	 (even	 those	 from	
the	 cleric’s	 channel	 ability).	 In	 addition,	 it	 can	 no	
longer	 benefit	 from	 the	 effects	 of	 consumable	 spells	
and	 magic	 items,	 such	 as	 heroes’	 feast	 and	 potions.	
This	ability	replaces	greater	rage.		
Superior	 Bull	 Rush:	 Starting	 at	 14th	 level,	when	 a	

warforged	 juggernaut	 makes	 a	 successful	 bull	 rush	
against	 an	 opponent,	 it	 can	 choose	 to	 deal	 damage	
equal	 to	 that	 of	 its	 armor	 spikes	 plus	 its	 Strength	
modifier	 against	 the	 opponent	 in	 addition	 to	 the	
normal	results	of	a	bull	rush.	If	the	bull	rush	was	made	
as	 part	 of	 a	 charge,	 the	 juggernaut	 can	 add	 its	 extra	
damage	from	the	Powerful	Charge	 feat	or	 the	Greater	
Powerful	 Charge	 feat	 as	 well.	 This	 ability	 replaces	
indomitable	will.		
Greater	 Powerful	 Charge:	 At	 20th	 level,	 a	

warforged	juggernaut	treats	itself	as	one	size	category	

larger	when	determining	bonus	damage	granted	from	
Powerful	Charge.	This	ability	replaces	mighty	rage.		

New	Racial	Rules	
The	following	options	are	available	to	warforged.	At	

the	GM’s	discretion,	other	appropriate	races	may	make	
use	of	some	of	these.		
	

Warforged	Class	Edits	
Barbarian:	 After	 ending	 a	 rage,	 a	 warforged	

barbarian	enters	into	a	“low-power	mode”	equal	to	the	
twice	 the	 number	 of	 rounds	 raged.	 A	 warforged	
barbarian	cannot	enter	into	a	rage	during	this	time.	
Monk:	 When	 a	 warforged	 monk	 gains	 the	

wholeness	 of	 body	 ability,	 he	 can	 use	 that	 ability	 to	
repair	damage	he	has	taken.		
Paladin:	When	a	warforged	paladin	gains	the	ability	

to	lay	on	hands	to	heal	wounds,	he	can	use	this	ability	
to	 repair	 his	 own	 damage	 or	 damage	 sustained	 by	
other	constructs,	as	well	as	wounds	sustained	by	non-
construct	targets.	
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Warforged	Equipment	
The	following	options	are	available	to	warforged.	At	

the	GM’s	discretion,	other	appropriate	races	may	also	
make	use	of	some	of	these.	
Warforged	 Components:	 A	 warforged	 can	

character	 can	 incorporate	 nonmagical	 items	 into	 its	
partially	 living,	 partially	 constructed	 form.	 A	 bonded	
item	can	either	be	embedded	or	attached.		
An	 item	 must	 be	 crafted	 specifically	 to	 serve	 as	 a	

warforged	 component.	 A	 nonmagical	 weapon	 that	 is	
bonded	to	a	warforged	character	must	be	masterwork	
quality	and	is	reflected	in	the	price.		
There	 is	 no	 chance	 of	 damaging	 an	 embedded	

warforged	component	when	the	warforged	rolls	a	1	on	
a	 saving	 throw,	 and	 an	 embedded	 component	 cannot	
be	 targeted	 by	 an	 attack	 independently	 of	 the	
warforged	 who	 bears	 it.	 Attached	 components,	
however,	can	be	damaged	and	targeted.	
Finger	Picks:	A	specific	type	of	embedded	warforged	

component,	 these	 slender	 wires,	 probes,	 and	 picks	
slide	 from	 the	 tips	of	 your	 fingers	 at	 your	beckoning.	
These	delicate,	intricate	tools	function	as	masterwork		
thieves’	tools	that	grant	a	+4	bonus	on	Disable	Device	
checks.		
Traction	 Claws:	 This	 specific	 type	 of	 attached	

warforged	component	is	a	set	of	large	metal	crampons	
and	 cumbersome	 clawed	 gauntlets,	 all	 four	 of	 which	
must	be	worn	to	function.	The	items	occupy	space	on	
the	body	as	 a	pair	 of	 gloves	 and	a	pair	 of	 boots.	This	
component	grants	a	+4	bonus	on	Climb	checks.		
	
Warforged	Feats	
Improved	Damage	Reduction	
You	 gain	 damage	 reduction	 or	 improve	 your	 existing	
damage	reduction.	
Prerequisites:	Warforged	
Benefit:	 You	 gain	 damage	 reduction	 1/adamantine	

or	improve	your	existing	damage	reduction	by	1.	
Special:	 If	 you	 have	 the	 adamantine	 body	 racial	

trait,	you	can	take	this	feat	multiple	times.		
	

Mithral	Fluidity	
Your	 movements	 are	 smoother	 and	 more	 fluid	 than	
those	of	other	warforged.	
Prerequisites:	Warforged,	mithral	body	racial	trait	
	
	
	

	
	
	
	
	
	

Benefit:	 Your	maximum	Dexterity	 bonus	 increases	
by	1.	In	addition,	your	armor	check	penalty	is	reduced	
by	1.	
Special:	 This	 feat	 can	 be	 taken	 multiple	 times.	

However,	armor	check	penalties	cannot	be	reduced	to	
less	than	+0.		
	
Warforged	Magic	Items	
Warforged	 Magical	 Component:	 The	 warforged	

are	 living	 constructs,	 creations	 of	 magic	 and	 not	
entirely	 dissimilar	 to	 magic	 items	 themselves.	 A	
warforged	 character	 can	 incorporate	 special	 magic	
items	–	 from	weapons	and	armor	 to	 rings	and	rods	–	
called	 components,	 into	 its	 own	 partially	 living,	
partially	 constructed	 form.	 A	 bonded	 item	 can	 either	
be	embedded	into	the	body	of	a	warforged	or	attached	
to	a	limb.		
Any	 character	 capable	of	 creating	a	magic	 item	can	

make	the	same	magic	item	as	a	warforged	component,	
and	any	warforged	character	capable	of	using	a	magic	
item	can	use	the	same	item	as	a	warforged	component.	
Warforged	 components	 use	 the	 special	 rules	 given	
below,	and	otherwise	conform	to	the	normal	rules	for	
creating	and	using	magic	items.	
A	warforged	 component	 usually	 occupies	 the	 same	

space	on	the	body	that	a	magic	 item	of	the	same	kind	
normally	would.		
There	 is	 no	 chance	 of	 damaging	 an	 embedded	

warforged	component	when	the	warforged	rolls	a	1	on	
a	 saving	 throw,	 and	 an	 embedded	 component	 cannot	
be	 targeted	 by	 an	 attack	 independently	 of	 the	
warforged	 who	 bears	 it.	 Attached	 components,	
however,	can	be	damaged	and	targeted.		
If	 a	 warforged	 component	 requires	 activation,	 the	

character	 with	 the	 component	 can	 activate	 it	 with	 a	
thought.	Doing	this	requires	the	same	kind	of	action	as	
for	an	ordinary	magic	item	(usually	a	standard	action),	
but	 the	 warforged	 can	 do	 it	 silently	 and	 without	
moving,	and	never	provokes	an	attack	of	opportunity	
to	activate	a	component.	
Attaching	or	detaching	a	warforged	component	 is	a	

standard	 action	 that	 never	 provokes	 an	 attack	 of	
opportunity.	If	a	warforged	character	has	at	least	1	hit	
point,	 embedded	 or	 attached	 components	 cannot	 be	
removed	 unless	 the	 warforged	 wants	 them	 to	 be.	 A	
disabled	warforged	(–1	to	–9	hp)	has	no	choice	in	the	
matter;	 embedded	 or	 attached	 components	 can	 be	
removed	from	a	disabled	war	forged.	If	a	warforged	is	
destroyed	(negative	hit	points	equal	to	its	Con	score),	

Item	 Cost	 Weight	
Warforged	component	
					Finger	picks	 500	gp	 -	
					Traction	claws	 300	gp	 -	
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each	 component	 gets	 an	 appropriate	 saving	 throw	 to	
remain	intact;	intact	components	can	be	salvaged.	
	
	ARMBOW,	WARFORGED	COMPONENT	 	 	
Aura	faint	transmutation;	CL	9th		
Slot	hand;	Price	20,000	gp;	Weight	12	lb	 	 	
DESCRIPTION	 	 	 	 	 	
This	 +2	 repeating	 light	 crossbow	 is	 formed	 from	 a	

dense	wood,	and	it	has	an	unusually	thick	and	rounded	
stock.	It	attaches	to	the	arm	of	a	warforged,	completely	
covering	 the	 hand.	 This	 component	 only	 operates	
when	attached	and	locked	in	place.		
As	 a	 standard	 action,	 an	 armbow	 magically	 loads	

and	 fires	 with	 a	 thought.	 The	 weapon	 automatically	
creates	 bolts	 to	 keep	 its	 ammunition	 case	 filled.	 The	
case	holds	5	bolts	at	a	time;	whenever	one	bolt	is	fired,	
another	one	is	magically	created.	It	can	create	20	bolts	
per	day.	Thereafter,	the	warforged	can	use	his	own	life	
energy	 to	 create	 additional	 bolts,	 at	 the	 cost	 of	 1	 hit	
point	per	bolt.	At	any	time,	the	warforged	can	expend	
3	hit	points	to	create	a	bolt	that	is	aligned	as	if	he	had	
cast	align	weapon	on	it.	Creating	a	bolt	is	a	free	action.	
Bolts	 vanish	 if	 they	 are	 removed	 from	 the	 armbow	
without	being	shot.	Hit	points	used	to	create	a	bolt	are	
treated	 just	as	 if	 the	character	 took	damage;	 they	can	
be	healed	or	repaired	normally.	
An	armbow	cannot	use	normal	bolts	(either	magical	

or	mundane),	 it	 is	designed	to	create	and	fire	 its	own	
magical	bolts.	 	 	 	 	 			
CONSTRUCTION		 	 	 	 	
Requirements	 Craft	 Magic	 Arms	 and	 Armor,	 align	
weapon;	Cost	10,000	gp	 	
		
	
MONOCLE	OF	THE	EBON	HUNTER	 	 Au	
Aura	moderate	transmutation;	CL	6th	
Slot	none;	Price	18,000	gp;	Weight	–	 	 	
DESCRIPTION	 	 	 	 	 	
A	monocle	of	the	ebon	hunter	is	a	pair	of	coin-sized	

lens	of	smoky	crystal,	set	in	a	wire	frame	that	attaches	
to	your	head	near	the	temple.	When	you	have	a	ranged	
weapon	 in	 your	 hands	 and	 are	 in	 shadowy	
illumination	 or	 darkness,	 the	 wire	 frame	 around	 the	
monocle	 glows	 faintly	 red-orange,	 like	 embers	 in	 a	
campfire.	Peering	through	the	monocle,	you	see	auras	
surrounding	your	foes	within	60	feet.	Bright	sparks	on	
the	periphery	of	the	aura	indicate	weak	points	in	your	
enemies’	defenses;	you’re	more	likely	to	strike	a	telling	
blow	if	you	hit	those	points.		
This	 component	 grants	 a	 +1	 competence	 bonus	 on	

ranged	attacks	made	against	targets	within	60	feet	and	
grants	darkvision	out	to	60	feet.	 	 	 		
CONSTRUCTION		 	 	 	 	
Requirements	 Craft	Wondrous	 Item,	darkvision,	 true	
strike,	Cost	9,000	gp	 	
	
	OIL	OF	REPAIR	LIGHT	DAMAGE	 	 	
Aura	faint	transmutation;	CL	1st	
Slot	none;	Price	50	gp;	Weight	–	 	 	 	
DESCRIPTION	 	 	 	 	 	
Oils	 functions	 just	 as	 potions	 do,	 but	 are	 made	

specifically	 to	 repair	 living	 constructs.	 Non-construct	
creatures	 are	 only	 healed	 for	 half	 the	 amount	 rolled.	
Should	 the	 construct	 have	 normal	 spell	 resistance,	
then	the	normal	caster	level	check	is	needed.	 	
CONSTRUCTION		 	 	 	 	
Requirements	Brew	Potion,	repair	light	damage;	Cost	
25	gp	 	
	
Warforged	Spells	
	
	REPAIR	LIGHT	DAMAGE	 	 	 S	
School	transmutation;	Level	Sorcerer	1,	Wizard	1	
Casting	Time	1	action	
Component	V,	S	
Range	Touch	
Target	Construct	touched	
Duration	Instantaneous	
Saving	Throw	none;	Spell	Resistance	Yes	
When	 laying	your	hands	upon	a	construct	 that	has	at	
least	1	hit	point	remaining,	you	transmute	its	structure	
to	 repair	 damage	 it	 has	been	dealt.	 This	 spell	 repairs	
1d8	+	1	point	per	caster	level	(up	to	+5).	
	
	REPAIR	MODERATE	DAMAGE	 	 	 S	
School	transmutation;	Level	Sorcerer	2,	Wizard	2	
This	 spell	 functions	 as	 repair	 light	 damage,	 but	 repairs	
2d8	 points	 of	 damage	 +	 1	 point	 per	 caster	 level	 (up	 to	
+10).	
	
	REPAIR	SERIOUS	DAMAGE	 	 	 S	
School	transmutation;	Level	Sorcerer	3,	Wizard	3	
This	 spell	 functions	 as	 repair	 light	 damage,	 but	 repairs	
3d8	 points	 of	 damage	 +	 1	 point	 per	 caster	 level	 (up	 to	
+15).	
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Wookiee
Strong,	intelligent,	and	fierce	in	battle,	Wookiees	

make	 the	 best	 of	 friends	 to	 those	 to	 whom	 they	
are	loyal	–	and	the	worst	of	enemies	for	anyone	to	
whom	they	are	not.	Though	they	may	appear	to	be	
primitive,	Wookiees	are	quite	adept	in	mechanical	
endeavors.	Wookiees	have	 a	 great	many	 customs	
and	 traditions	 that	 revolve	 around	 honor	 and	
loyalty,	 including	 a	 special	 bond	 of	 friendship	
called	 the	honor	 family,	 and	 the	 sacred	pledge	of	
honor	called	the	life	debt.	Wookiees	are	commonly	
trapped	and	traded	into	slavery.		
	Physical	 Description:	 Wookiees	 strike	 fear	

into	the	hearts	of	their	opponents	because	of	their	
sheer	 size,	 averaging	 over	 six	 and	 a	 half	 feet	 in	
height.	 There	 is	 good	 reason	 to	 be	 scared;	 few	
other	races	match	either	the	strength	of	a	wookiee	
or	 the	depths	 of	 a	wookiee’s	 temper.	 Their	 limbs	
are	 long,	 with	 retractable	 claws	 on	 their	 fingers	
and	 toes	 for	 the	 arboreal	 environment	 of	 their	
ancestral	 home.	 These	 claws	 are	 only	 used	 for	
climbing,	never	for	combat;	as	such	an	act	is	seen	
as	 dishonorable	 in	 wookiee	 culture.	 A	 wookiee’s	
fur	is	usually	brown	or	black,	becoming	darker	in	
middle	age,	and	then	graying	or	whitening	in	later	
years.		
Society:	Although	 their	 physique	makes	 for	 an	

intimidating	 appearance,	 wookiees	 live	 by	 strict	
codes	of	honor	and	loyalty.	Friendship	and	family	
bonds	 knit	 wookiees	 tightly	 together.	 Wookiees	
live	 in	 very	 dense	 forests,	 combining	 their	
engineering	 prowess	 seamlessly	 with	 nature	 to	
create	 villages	 high	 in	 the	 canopy.	 A	 wookiee’s	
strong	sense	of	honor	may	cause	him	to	pledge	a	
life	 debt	 to	 another	 who	 has	 done	 an	

extraordinary	 act	 to	 help	 the	 wookiee	 (such	 as	
saving	his	life	or	the	lives	of	his	family).	In	such	a	
case,	 a	 wookiee	 pledges	 his	 life	 to	 serve	 and	
protect	the	subject	of	his	life	debt.		
Relationships:	 A	 wookiee’s	 relationships	 vary	

not	 from	race	to	race,	but	 from	person	to	person.	
Wookiees	 make	 fast	 friends	 in	 those	 who	 are	
honorable,	 and	 fierce	 enemies	 in	 those	 who	 are	
dishonorable.	 An	 honorable	 wookiee	 may	 find	
themselves	in	a	compromising	situation	by	having	
a	 life	 debt	 to	 an	 dishonorable	 person.	 Wookiees	
share	 a	 violent	 history	 with	 lizardfolk	 and	 treat	
them	with	hostility	at	all	times.		
Alignment	 and	Religion:	Wookiees	 tend	to	be	

of	any	alignment,	but	hold	honor	above	all	 things	
even	 if	 they	 are	 not	 lawful.	 Some	wookiees	 have	
taken	 on	 dishonorable	 lives,	 but	 such	 wookiees	
are	 disowned	 from	 their	 village	 homes	 and	
families.	Wookiees	have	been	known	to	worship	a	
wide	variety	of	 gods,	most	 common	among	 these	
are	Gozreh	and	Torag.		
Adventurers:	 Wookiee	 adventurers	 usually	

leave	their	canopy	cities	to	wander	or	explore	the	
outside	world.	 Some	wookiees	begin	adventuring	
after	escaping	or	being	freed	from	slavery.	It	is	not	
uncommon	 to	 find	 wookiees	 involved	 in	 an	
adventure	because	of	a	 life	debt	owed	 to	another	
adventurer.			
Male	Names:	Chewbacca,	Gaartatha,	

Gorwooken,	Lowbacca,		
Snoova,	Tarfull	
Female	Names:	Attichitcuk,		

Froera,	Frorral,	Katykam,	Malla,		
Ralrra	

	
	
	 	
Wookiee	Racial	Traits	
+4	Str,	-2	Wis,	-2	Cha:	Wookiees	are	exceptionally	powerful,	but	tend	to	be		
impulsive	and	have	little	patience	for	diplomacy.			
Wookiee:	Wookiees	are	humanoids	with	the	wookiee	subtype.		
Medium:		Wookiees	are	Medium	creatures	and	have	no	bonuses	or	penalties	due	to	their		
size.	
Normal	Speed:	Wookiees	have	a	base	speed	of	30	feet.		
Climber:	Wookiees	have	a	climb	speed	of	20	feet,	and	gain	the	+8	racial	bonus	on	Climb		
checks	that	a	climb	speed	normally	grants.		
Intimidating:	Wookiees	gain	a	+2	racial	bonus	on	Intimidate	checks	due	to	their		
fearsome	appearance.		
Ferocity:	Whenever	a	wookiee’s	hit	points	fall	below	0,	but	it	is	not	yet	dead,	it		
can	continue	to	fight.	If	it	does,	it	is	staggered	and	loses	1	hit	point	each	round.		
It	still	dies	when	its	hit	points	reach	a	negative	amount	equal	to	its	Constitution	score.	
Weapon	Proficiency:	Wookiees	are	proficient	with	bowcasters,	ryyk	blades,	and	ryyk		
kerarthorrs.			
Languages:	Wookiees	begin	play	speaking	Shyriiwook	and	can	understand		
Common.	A	wookiee’s	unique	vocal	chords	make	it	impossible	to	speak	other	languages,		
but	a	wookiee	may	learn	additional	language	to	understand	through	the	Linguistics	skill.			
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Alternate	Racial	Traits	
Forest	 Guardian	 Magic:	 Some	 wookiees	 are	

born	 with	 quiet	 souls	 that	 transcend	 the	 primal	
rage	 of	 their	 kin	 and	 allow	 them	 to	 tap	 into	 the	
mystical	 connection	with	 the	 forest	around	 them.	
These	wookiees	choose	one	of	the	following	spells	
at	1st	 level	(arboreal	hammer,	command	plants,	or	
grove	of	respite).	The	wookiee	can	use	that	spell	as	
a	spell-like	ability	once	per	day.	The	caster	level	of	
the	spell	is	equal	to	the	user’s	character	level.	This	
racial	trait	replaces	Ferocity.		
Natural	 Armor:	 Not	 all	 wookiees	 live	 in	 the	

forest.	A	small	few	left	their	forest	homes	long	ago	
to	 live	 on	 the	 ground.	 These	 rare	 and	 more	
primitive	wookiees	have	 lanky	arms	 that	drag	on	
the	 ground	 and	 have	 compensated	 their	 innate	
climbing	 abilities	 with	 thicker	 fur	 and	 tougher	
hides.	 These	 wookiees	 gain	 a	 +1	 natural	 armor	
bonus	to	AC.	This	racial	trait	replace	Climber.		
Tinkerer:	 Wookiees	 are	 wonderful	 craftsmen	

and	engineers.	Wookiees	with	this	racial	trait	gain	
a	 +2	 bonus	 on	 all	 Craft	 checks.	 This	 racial	 trait	
replaces	Intimidating.		
	
	
Favored	Class	Options	
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	 attempts	 to	 break	 free	

from	bondage	while	raging.		
Druid:	 Add	 a	 +1/2	 bonus	 on	 wild	 empathy	

checks	and	a	+1/2	on	Handle	Animal	skill	checks.		
Ranger:	 Add	 +1	 to	 the	 bonuses	 received	 for	

favored	terrain	(forest).	
	
New	Racial	Rules	
The	following	options	are	available	 to	woookie.	

At	 the	 GM’s	 discretion,	 other	 appropriate	 races	
may	make	use	of	some	of	these.		
	
	
	
	
	

	
Wookiee	Equipment	
The	 following	options	are	available	 to	wookiee.	

At	 the	 GM’s	 discretion,	 other	 appropriate	 races	
may	also	make	use	of	some	of	these.	
Bowcaster:	 A	wookiee	 bowcaster	 is	 a	 weapon	

feared	 for	 its	 precision	 and	 incredible	 stopping	
power.	A	bowcaster	is	so	powerful	that	it	requires	
a	wookie’s	strength	to	cock	and	load	the	weapon.	
A	 creature	wielding	 a	bowcaster	with	 less	 than	 a	
score	 of	 14	 in	 Strength	 cannot	 properly	 wield	 it	
and	 takes	 a	 -2	 penalty	 to	 attack.	 	 Wielding	 a	
bowcaster	requires	 two	hands	and	you	can	shoot	
while	 mounted.	 Loading	 a	 bowcaster	 is	 a	 full-
round	action	that	provokes	attacks	of	opportunity.		
Ryyk	 blade:	 A	 ryyk	 blade	 is	 a	 traditional	

wookiee	 weapon	 dating	 back	 to	 their	 more	
primitive	 days	when	 they	were	 used	 for	 clearing	
paths	 through	 the	 thick	 forest	 or	 fending	 off	
predators.	Each	ryyk	blade	is	unique	and	different	
from	 the	next	 as	 all	 ryyk	blades	are	hand-crafted	
and	inscribed	with	personal	Shyriiwook	runes.	For	
a	non-wookiee	to	use	a	ryyk	blade	without	having	
earned	 the	 right	 to	 do	 so	 is	 an	 insult	 to	 most	
wookiees.			
Ryyk	kerarthorr:	As	the	wookiees	advanced	as	

a	 culture,	 so	 too	 did	 their	 weaponry.	 The	 ryyk	
kerarthorr	 is	 a	 variant	 of	 the	 traditional	 ryyk	
blade	 made	 exclusively	 for	 battle.	 The	 ryyk	
kerarthorr	 is	 also	 unique	 because	 it	 can	 be	
separated	 into	 two	 blades	 for	 dual-wielding	
purposes.	 If	 you	 are	 proficient	 with	 the	 ryyk	
kerarthoor	(or	have	the	Quick	Draw	feat)	and	are	
holding	 it	 in	 your	 hand,	 you	 may	 separate	 the	
blades	 as	 a	 free	 action	 (a	 non-proficient	 wielder	
must	spend	a	move	action	to	open	it).		Because	of	
the	blade’s	grip	being	at	a	ninety	degree	angle,	the	
blade	is	held	close	to	the	wielders	arms	and	can	be	
used	defensively.		

	

Wookiee	Exotic	Weapons	 Cost	 DMG	(M)	 Crit	 Range	 Weight	 Type	 Special	
			Bowcaster	 100	gp	 2d6	 x4	 100	ft	 15	lbs	 P	 -	
							Bolts,	bowcaster	(10)	 10	gp	 -	 -	 -	 5	lbs	 -	 -	
			Ryyk	blade	 50	gp	 1d10	 19-20/x2	 -	 10	lbs	 S	 -	
			Ryyk	kerarthorr	 10	gp	 1d6	 x3	 -	 5	lbs	 P	or	S	 blocking	

A	ryyk	blade	(top)	and	ryyk	kerarthoor	(bottom)	
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Wookiee	Feats	
Wookie	Rage	
When	necessary,	you	can	fly	into	a	frenzy.		
Prerequisites:	Wookie,	ferocity	racial	trait	
Benefit:	You	can	enter	a	state	similar	to	but	less	

powerful	 than	 a	 barbarian’s	 rage	 as	 a	 free	 action	
on	your	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	 Consitution	 is	 only	 +2.	 In	
either	case,	this	state	lasts	4	rounds.	
As	 with	 a	 barbarian’s	 rage,	 when	 this	 weaker	

rage	 ends,	 you	 are	 fatigued.	 This	 feat	 does	 not	
allow	you	to	enter	a	rage	if	you	are	fatigued.	
	
Tree	Runner	
Among	the	trees,	you	are	quick	and	nimble.			
Prerequisites:	Wookie,	climber	racial	trait	
Benefit:	 You	 become	 adept	 at	 moving	 across	

branches	and	similar	narrow	ledges.	Provided	you	
are	 wearing	 light	 armor	 or	 no	 armor,	 you	 can	
move	at	 full	 speed	while	 traveling	 across	narrow	
branches,	 and	 you	 take	 no	 penalties	 on	 any	
Dexterity-based	 skill	 checks	 or	 Reflex	 saves	 that	
might	 be	 incurred	 from	 moving	 along	 a	 narrow	
branch.	

	
Wookiee	Artifacts	
Bacca’s	Ceremonial	Blade	 	 	 	
Aura	moderate	evocation;	CL	6th		
Slot	none;	Weight	10	lbs		 	 	 	
DESCRIPTION	 	 	 	 	 	
Numeria	 was	 not	 the	 only	 place	 to	 bear	 the	

blows	of	the	Rain	of	Stars	thousands	of	years	ago.	
On	 that	 fateful	 night,	 strange	 metal	 fell	 into	 the	
forest	of	the	wookiees	and	the	legendary	wookiee	
warrior	 Bacca	 took	 the	 debris	 and	 fashioned	 it	
into	 a	 blade.	 After	 Bacca	 died,	 the	 sword	 was	
passed	 on	 from	 generation	 to	 generation	 as	 a	
symbol	of	strength	and	courage	until	 it	came	into	
the	 possession	 of	 the	 Chieftain	 Rothrrawr.	 The	
chieftain	 was	 fighting	 a	 creature	 of	 ferocious	
power,	 but	 fearing	 death,	 the	 chieftain	 fled,	
abandoning	the	blade	in	the	creature’s	lair.		
Bacca’s	Ceremonial	Blade	is	 treated	as	a	+2	ryyk	

blade	 that	 deals	 1d6	 additional	 points	 of	 fire	
damage	each	time	it	strikes	a	foe,	but	also	deals	1	
point	of	fire	damage	to	the	wielder	each	round	it	is	
used	in	combat.		 	 	 	 	 	
DESTRUCTION	 	 	 	 	 	
Stabbing	 the	 long	 dead	 corpse	 of	 Bacca	 through	
the	heart	with	bacca’s	ceremonial	blade	causes	the	
blade	to	turn	into	a	pillar	of	stone.		
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Age	
	
Table	2-1:	Random	Starting	Ages	

Race	 Adulthood	 Intuitive	1	 Self-Taught	2	 Trained	3	
Dragonborn	 3	years	 +1d6	 +2d6	 +3d6	
Goron	 80	years	 +3d6	 +5d6	 +8d6	
Kokiri	 100	years	 +4d6	 +6d6	 +10d6	
Moogle	 10	years	 +1d4	 +1d6	 +1d8	
Tanuki	 15	years	 +1d4	 +1d6	 +2d6	

Warforged	 0	years	 +1d6	 +1d8	 +1d10	
Wookiee	 18	years		 +1d4	 +1d8	 +2d6	

1	This	category	includes	barbarians,	oracles,	rogues,	and	sorcerers.	
2	This	category	includes	bards,	cavaliers,	fighters,	gunslingers,	paladins,	rangers,	
summoners,	and	witches.	
3	This	category	includes	alchemists,	clerics,	druids,	inquisitors,	magi,	monks,	and	
wizards.		

	
	
	
Table	2-2:	Aging	Effects	

Race	 Middle	Age	1	 Old	2	 Venerable	3	 Maximum	Age	
Dragonborn	 120	years	 170	years	 220	years	 220	+	2d%	years	
Goron	 170	years	 250	years	 300	years	 300	+	2d%	years	
Kokiri	 -	 -	 -	 250	+	4d%	years	
Moogle	 30	years	 45	years	 60	years	 60	+	2d20	years	
Tanuki	 30	years	 50	years	 65	years	 65	+	3d12	years	

Warforged	 100	years	 200	years	 300	years	 -	
Wookiee	 300	years	 350	years	 400	years	 400	+2d%	years	

1	At	middle	age,	-1	to	Str,	Dex,	and	Con	and	+1	to	Int,	Wis,	and	Cha	
2	At	old	age,	-2	to	Str,	Dex,	and	Con	and	+1	to	Int,	Wis,	and	Cha	
3	At	venerable	age,	-3	to	Str,	Dex,	and	Con	and	+1	to	Int,	Wis,	and	Cha	

	
	
	
	
	
	
	
	
	
	



29	

	
Height	and	Weight	
	
Table	2-3:	Random	Height	and	Weight	

Race	 Base	Height	 Base	Weight	 Modifier	 Weight	Modifier	
Dragonborn,	male	 6’0”	 150	lbs.	 +3d4		 x15	lbs	
Dragonborn,	female	 6’0”	 150	lbs	 +3d4	 x15	lbs	

Goron	 7’0”	 400	lbs	 +2d6	 x10	lbs	
Kokiri,	male	 2’6”	 30	lbs	 +2d6	 x	1	lb	
Kokiri,	female	 2’8”	 25	lbs	 +2d6	 x	1	lb	
Moogle,	male	 1	ft	10	in	 20	lbs	 +2d6	 x1	lb	
Moogle,	female	 1	ft	8	in	 15	lbs	 +2d4	 x1	lb	
Tanuki,	male	 4	ft	6	in	 140	lbs	 +2d4	 x7	lbs	
Tanuki,	female	 4	ft	4	in	 130	lbs	 +2d4	 x7	lbs	
Warforged	 5	ft	10	in	 270	lbs	 +2d4	 x4	lbs	

Wookiee,	male	 5	ft	9	in	 150	lbs	 +2d6	 x10	lbs	
Wookiee,	female	 5	ft	2	in		 125	lbs	 +2d6	 x10	lbs	

	


