Chapter Three: Traits
In the face of a terrible foe, a dauntless warrior battles on even as his allies flee in terror. A clever thief, born and raised in the great cities of man, knows exactly where to go to find the right informant. A towering berserker uses his long, powerful arms to cut down opponents before they can reach him. All of these adventurers take advantage of talents they were born with or abilities they developed early in life as core parts of their personalities. Regardless of the career they choose—adventurer, baker, or laborer— these characteristics define them.  
Chapter Three: Traits

Such personality and background characteristics are called traits. Traits allow you to define your character in terms of background, personality, and physical facets. In terms of game mechanics, traits function in a manner similar to racial skills: They grant you a special ability or a bonus in specific situations. In the case of traits, these bonuses and abilities tie into the characteristics they describe. 

Traits cover your character’s important personal talents that, in most cases, will stand no matter which class you choose. They describe notable physical, emotional, and mental aspects of a character. You can also select traits that reflect your character’s origin. 

SELECTING TRAITS 

Every character starts with two traits. There are a few limits on how you can select your traits, based on the three trait categories.

Background traits relate to your character’s history and origin. They cover different climates, terrain, and social positions. You can select no more than one background trait, and you do not have to take one if you don’t want to. 

Mental traits describe a character’s emotional and intellectual talents. Precise memory, bravery, or an iron will all fall into this category. You can use from zero to two of your trait selections on this category. 

Physical traits cover a character’s natural talents. They apply to exceptional height, inherently superior strength or endurance, and so forth. You don’t have to select any physical traits, or you can use both your trait selections on them if you wish. 

Once you select your traits, you cannot change them. You cannot take additional traits later on, as these abilities define characteristics that you developed over the course of many years or as part of your childhood or adolescence. 

The sections that follow offer more discussion of the three trait categories. Descriptions of each trait appear alphabetically in a starting on page 2 of this chapter. 

TRAIT CATEGORIES 

All traits are extraordinary abilities, unless otherwise noted. 

BACKGROUND TRAITS 

As discussed earlier, you cannot select more than one background trait. These traits each cover one climate, terrain, social environment, or similar type of origin. Your DM may disallow certain background traits depending on the campaign world. For example, on a world covered with searing hot deserts, you probably shouldn’t play a character who grew up in a frigid arctic environment. 

MENTAL TRAITS 

Mental traits focus primarily on aspects of a character’s personality, but they also include intellectual talents such as eidetic memory.

PHYSICAL TRAITS 

The physical traits focus on notable qualities that define a character and dictate how others view him. Thus, these traits tend toward extreme, exaggerated characteristics rather than subtle ones. 
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TRAIT DESCRIPTIONS 

The mechanics and detailed descriptions for all three types of character traits appear below in alphabetical order. Each of the three dozen descriptions includes the trait’s name, category, a basic overview of what it provides a character, its mechanics, and any applicable options.

ANIMAL AFFINITY (MENTAL) 

You have an uncanny ability to calm and befriend animals. Perhaps there is something in your scent that seems comforting to them, or perhaps the cause is completely unknown, but domesticated animals fawn all over you and even wild creatures might come to your call. Somehow, you have a knack for making an ill-tempered bear leave you alone or a vicious guard dog let you by. 

Mechanics: You gain a +3 bonus to all Handle Animal checks and to Ride checks. When you encounter an animal, you can use a Handle Animal check to improve its attitude. This check is resolved in the same way as a Diplomacy check made to improve an intelligent creature’s attitude and requires a full-round action. You must be within 30 feet of an animal to use this ability, and the animal must be able to see and hear you. 

An animal whose attitude is improved to Helpful may aid you for a short period of time. For instance, a wild horse might allow you to ride it, or a guard dog that saw you attacked might spring to your aid. An animal will not go against its existing loyalties (such as to its master, pack, or herd) to aid you, nor will it stay for longer than one minute for each rank you have in Handle Animal. It will flee immediately if it becomes injured. The GM has final say on how much aid an animal will give you, and for how long. 

ARCTIC BORN (BACKGROUND) 

You were born to the ice and snow of the arctic. The bitterest cold has little effect on you, and you excel at traveling in areas similar to your homeland. 

Mechanics: When you take nonlethal damage due to cold-related weather conditions, reduce that damage by 5. You treat heavy snow as normal terrain rather than difficult terrain, and you gain a +3 bonus on Survival checks while traveling through snowy areas. 

In addition, select one of the following trait abilities: 

Bear’s Toughness: You gain resistance to cold 5 and a +4 bonus on all saves against cold effects. 

Ice Water Veins: You remain stoic even in the face of danger. After surviving howling blizzards and spending months at a time inside your clan home, you have developed mental toughness. You enjoy a +2 bonus on Will saves, and you cannot be Shaken, however, you remain affected by Frightened or Panicked conditions.

Wanderer at the Edge of Creation: Your curiosity always drove you to penetrate further and further into the arctic wastes. You gain a +2 bonus on all Balance, Climb, and Survival checks to reflect your experience. 

ARTISAN (BACKGROUND) 

You trained as a blacksmith, a cobbler, or in some similar craft before becoming an adventurer. Perhaps you never intended to have this life, but circumstances placed a sword in your hand and granted you the enduring drive to make a name for yourself with it. 

Mechanics: You gain 4 ranks in Craft at 1st-level and 1 bonus rank to spend upon it at each subsequent level. You can purchase goods that you can make with your Craft skill at a 20 percent discount, as you know enough about your trade to find bargains on quality goods. 

In addition, select one of the following trait abilities:

Clever Crafter: You have found a way to utilize your craft while adventuring. You gain a +2 bonus to Disable Device checks. Additionally, if you have the Trap Lore feat, you gain 2 tokens on a successful craft check to gather tokens and you need only spend 2 hours a day foraging for materials in order to gather tokens.

Quick Worker: Your long apprenticeship and many hours at work have taught you efficiency. When you take 20 on a skill check, you use half the normal time. 

Materials Expert: You have a keen eye for spotting flaws in objects. When you damage an inanimate object, you inflict 1.5 times your Strength bonus in damage with a one-handed weapon, or twice your Strength bonus in damage with a two-handed weapon. 

Merchant’s Eye: You have an almost uncanny ability to spot valuable items. You gain a +4 bonus to Appraise checks and can sell items at 20 percent more than their normal price.

BEWITCHING (MENTAL) 

You have an uncanny ability to manipulate others, perhaps due to an alluring physical trait. Your eyes may be a strange color that captivates men and women, or you simply have a talent for twisting others around your finger. 

Mechanics: When dealing with NPCs whose starting attitude is not hostile, you can temporarily improve their attitude toward you by a greater degree than normal. When making a Diplomacy check, treat the target's starting attitude as one level higher then than it actually is. If your check is successful, the improved disposition only lasts for a number of minutes equal to your Charisma score. After that time, it returns to the state it held before you made your Diplomacy check. If the NPC is now violent or otherwise more hostile than neutral, he remains there rather than returning to his original state. 

BLOODTHIRSTY (MENTAL) 

The sight of blood stirs you to a minor frenzy. Perhaps you were exposed to violence at a young age, or you may simply like inflicting pain on foes. 

Mechanics: If you deliver a single attack that deals more than 10 damage, you gain a +1 bonus to damage, Fortitude saves, and Will saves. This bonus may not exceed your Strength modifier. These benefits last until the end of combat.

BRAVE (MENTAL) 

Mechanics: You are immune to fear effects. In addition, once per combat as a standard action, you may extend your courage to a single ally, granting that ally immunity to fear effects until the end of the encounter. If you target an ally already under the influence of a fear effect, that effect is not dispelled, but the effects of the fear are suppressed. Your ally immediately loses this benefit if you fall in combat, flee, or are otherwise removed from the encounter. 

CHILD OF FAITH (BACKGROUND) 

You were raised in strict observation of religious tenets. You might even be a priest of the faith, though you are an adventurer now. 

Mechanics: As long as you have a holy symbol of your religion on your person, you are filled with resolution and faith that your god watches over you. You gain a +4 bonus to saves against fear effects and, once per encounter, may opt to gain a +2 bonus on a single d20 roll of your choice. 

In addition, you enjoy one of the following trait abilities: 

Fanatic: You fight in the name of your god, and your faith drives you forward against the enemy. Once per encounter, you gain a +4 bonus to damage on a single attack as you strike with strength fired by your faith. 

Inquisitor: As part of your religious training, you learned how to detect heresy among the faithful. You gain a +2 bonus to all Gather Information and Sense Motive checks. When making Gather Information checks, you make take the Discreet Seeker challenge without increasing the DC of your check. 

Ordination: You are ordained as a priest of the faith, though your rank is just above that of a lay person. When dealing with others of your faith, they must obey your orders within reason. They do not fight for you unless the need is dire, and they do not sacrifice themselves. You can expect them to treat you as a valued friend, such as by offering information, giving you a place to stay, feeding you for at least a few days, and so forth. A title may come with this position. Consult with your DM for information on religions in the campaign. 

CHILD OF OMEN (BACKGROUND) 

Strange happenings marked the day of your birth. Perhaps there was a comet in the sky or a volcano erupted. Perhaps the milk from the goats spoiled as you were born, or maybe every rooster in town crowed as you came into the world. Whatever its form, a portent hung over the hour of your birth, and you will forever be under this sign: you have been marked for some special fate. 

Mechanics: Whether it is fate or some other agency, something has taken an interest in you. Whenever you roll a “1” on an attack roll, initiative roll, saving throw, or an in-combat skill check you gain an Omen token. Any time you are about to make an attack roll or saving throw, you can choose to spend Omen tokens on the roll. Each token grants you a +1 bonus for that roll only; you must announce how many tokens you are spending before you make the roll. You can spend as many tokens as you wish on a single roll, up to the number currently in your pool. Omen tokens do not expire; they are lost only when they are used. However, you can only have a maximum number of Omen tokens at any one time equal to 10 + your character level. 

In addition, select one of the following trait abilities: 

Omen of Despair: Other creatures are unnerved by you, though they are not always sure why. You may spend Omen tokens on Intimidate skill checks. This works exactly as outlined above when spending tokens on attack rolls and saving throws, except that you get a +2 bonus per token spent, rather than +1. 

Omen of Glory: Other creatures instinctively warm to you, believing you capable of great things. You may spend Omen tokens on Diplomacy skill checks. This works exactly as outlined above when spending tokens on attack rolls and saving throws, except that you get a +2 bonus per token spent, rather than +1. 

Omen of Sacrifice: Other creatures find themselves willing to give you the things you need or want, even if it costs them a little to do so. You may spend Omen tokens on Bluff skill checks. This works exactly as outlined above when spending tokens on attack rolls and saving throws, except that you get a +2 bonus per token spent, rather than +1. 

CITY RAT (BACKGROUND) 

You grew up on the tough streets of a city. From a young age, you learned to scavenge and survive at the shadowy edge of the cradle of civilization. 

Mechanics: You can make Gather Information checks in the city with a +2 bonus. In addition, whenever making a Gather Information check in a city which you have ranks in Knowledge (Local) you subtract 1 hour from the time it takes to complete your check.

In addition, select one of the following trait abilities: 

Beggar: You gain a +2 bonus to Diplomacy and Disguise checks. You also gain a +4 bonus to your Bluff check when feigning an injury or condition like being blind, deaf, or sickened. When in a city environment you may use a Diplomacy check in place of a perform check to [image: image2.jpg]


earn money. You learned how to survive by taking advantage of charity.

Bravo: You are an experienced street fighter. You gain the ability to sneak attack for 1d6 points of damage. If you already have sneak attack, increase its damage by 1d6 points. See the executioner or thief class in Chapter Four: Character Classes for an explanation of sneak attack. 

Burglar: You gain a +2 bonus to Listen, Climb, Move Silently, and Open Lock checks. In your younger days, you relied on theft to feed yourself and your heightened senses to avoid being caught.

Face in the Crowd: You know the value of blending into the crowd to escape notice. You gain +4 to Disguise checks. While in a large group, you can make a Disguise check as a standard action rather than spending minutes preparing your disguise. You cannot use this benefit if the crowd is hostile toward you or if you do not share the same basic dress or ethnicity.

Three Card Monte: You gain a +3 bonus to all Sleight of Hand checks. Additionally, you may use Sleight of Hand to create a distraction as described in the Perform skill. You learned to survive on the gullibility of others; sometimes you put on the 'show', other times you fleeced the crowed.
DERANGED (MENTAL) 

Your mind is disordered and chaotic, leaping from one concept to another without any rhyme or reason that others can detect. Your actions and behavior may be eccentric, but your unusual cognitive processes also render you more resistant against mental attacks and evaluations. 

Mechanics: You gain a +4 bonus to all saves against mind-affecting effects, and you are immune to any attack or effect that causes confusion. Additionally, foes attempting to use Sense Motive or the feint combat option against you in combat suffer a -4 penalty to their check, as your motives and actions are too difficult to predict.

DESERT BORN (BACKGROUND) 

While others see the endless dunes of the desert as a daunting obstacle, to you they are home. Intense heat has little effect on you. 

Mechanics: You enjoy a +2 bonus on all saves against fire effects. You gain a +3 bonus to all Survival checks made while in the desert. You can survive on half the standard amount of food and water; if you carry a three-day supply of food and water, for instance, it lasts you six days. When you take nonlethal damage due to heat-related weather conditions, reduce that damage by 5.

In addition, select one of the following trait abilities: 

Reptilian Resolve: You gain resistance to fire 5 and a +4 bonus on all saves against fire effects. 

Dunestalker: You can run across the shifting sand dunes with ease, while others might slip or stumble in the sand. You gain a +2 bonus to all Balance and Tumble checks and treat difficult terrain due to sand or loose earth as normal terrain. Additionally, whenever you Tumble as part of a move action to move over sand or loose earth, you may choose to kick up a small cloud of dust causing all attacks of opportunity made against you to suffer a 20% miss chance as if you had concealment.

Camel’s Tenacity: The desert is a deadly environment, and several times you have survived dust storms and long periods without water through sheer willpower. Each round your hit points are negative, you can attempt a Fortitude save (DC 15 + your negative hit point total). If this save succeeds, you can take a standard action rather than fall unconscious. You continue to lose one hit point each round as normal and you automatically fall unconscious at  negative hit points equal to your Constitution score and may die as normal.
DWARF RAISED (BACKGROUND)

Dwarven societies are characterized by their love of stonework, their passion for craftsmanship and architecture, and a fierce hatred of giants, orcs, and goblinoids.You not only grew up in, but embraced, Dwarven culture and lifestyle.

Mechanics: You gain a +4 dodge bonus to Defense against monsters of the giant subtype. You also receive a +1 bonus on attack rolls against humanoid creatures of the orc and goblinoid subtypes due to special training against these vile creatures. 

You receive a +2 bonus on Appraise skill checks made to determine the price of nonmagical goods that contain precious metals or gemstones and you receive a +2 bonus on Perception checks to potentially notice unusual stonework, such as traps or hidden doors located in stone walls or floors. You receive a check to notice such features whenever you pass within 10 feet of them, whether or not you are actively looking.

Regardless of your class you are proficient with battleaxes, heavy picks, and warhammers, and treat any weapon with the word “dwarven” in its name as a martial weapon..

EIDETIC MEMORY (MENTAL) 

You have perfect recall, allowing you to remember minor details from an event that others have long forgotten. 

Mechanics: You enjoy a +2 bonus to all Knowledge checks. You gain a +4 bonus on Spot checks to detect a disguise. If you have any questions about an event, such as a person’s name or exactly what happened, your DM must tell you the details even if you, as a player, have forgotten them. You cannot remember extremely fine details, such as the text of a book left open on a desk, but you can remember the general gist of the book or the topic the passage covered. You always remember faces, names, and the basic sequence of events.

ELF RAISED (BACKGROUND)

Elvish societies are characterized by their bonds with nature and their attempts to live in harmony with the natural world. You not only grew up in, but embraced, Elven culture and lifestyle.

Mechanic: You gain a +1 racial bonus to hit and damage against undead creatures as you abhor their mockery of the natural order. Additionally, you gain a +2 bonus to Handle Animal, Heal, Knowledge (Arcana), and Knowledge (Nature) checks.

Regardless of your class you are proficient with longbows (including composite longbows), longswords, rapiers, and shortbows (including composite shortbows), and treat any weapon with the word “elven” in its name as a martial weapon. 

FOREST BORN (BACKGROUND) 

You grew up among the towering trees of the forest, where you are at your best. Perhaps you feel uncomfortable in a situation where you can see the horizon. 

Mechanics: You gain a +3 bonus to all Survival checks in forested areas. In addition, select one of the following trait abilities: 

Fanatic Protector: You gain a +2 morale bonus to all saving throws when you are in a wooded environment. When someone is threatening the ecosystem of a natural forest (for example; a sport hunting party, a lumberjack, or a mage defiling the landscape) you gain a +2 morale bonus to attack and damage against that individual for the duration of the encounter. The forest is sacred environment to you and must be protected from those who would abuse it.

Ghost in the Green: You can step into a forested area and effectively disappear in the blink of an eye. Your talent for finding cover in foliage is born of years spent in the woods. You can take 10 on Hide checks in the forest at any time, even during combat or other stressful situations. 

Lumberjack: You increase your carrying capacity by 1.5 times, gain four free ranks in Profession Lumberjack at first level, get a +2 bonus to Use Rope and Climb checks, and have proficiency in the handaxe even if your class does not allow it. You have made your living harvesting lumber from the forest.

Tree Runner: From a young age, you have spent as much time climbing trees as wandering the forest floor. You gain a +3 bonus on all Climb checks and retain your active bonus to defense while climbing. You also treat all falls as if they were 10 feet shorter when determining damage. 

FREE THINKER (MENTAL)

Guided by the principle that your actions should not be influenced by authority, tradition, or dogma you shun those who would task you with obeying their beliefs. Years of debate have honed your ability to argue against those who espouse such beliefs.

Mechanic: You may attempt a saving throw every round while you are under the effects of a charm or compulsion effect, and you treat all commands as being contrary to your nature (thus granting an additional save). In addition, as a full round action, you may attempt a Perform (Oratory) check (DC 20) to grant one ally an immediate save against a mind-influencing effect. The recipient must be able to see and hear your performance and they may only make one additional save in this way per effect. If they make their save as a result of your actions, they can resist the effect of that particular effect for the rest of the encounter. You can use the combat challenge for perform to take a negative on your roll to grant a morale bonus to the immediate save.

HALFLING RAISED (BACKGROUND)

Halfling societies are characterized by their near fearless curiosity in a world dominated by creatures twice their size. You not only grew up in, but embraced Halfling culture and lifestyle.

Mechanic: You gain a +4 racial bonus on all saving throws against fear and once per encounter you may reroll a saving throw made against a fear effect. You must decide to use this ability before the results are revealed. You must take the second roll, even if it is worse.
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As Halflings favor games of sport and acrobatics, you gain a +2 bonus to Climb, Jump & Tumble checks as well as a +4 bonus on Escape Artist checks made to escape a grapple. You also gain a +2 bonus to Listen and Spot checks, as the world is as dangerous as it is interesting.

Regardless of your class you are proficient with slings and treat any weapon with the word “halfling” in its name as a martial weapon. 

HIGH BORN (BACKGROUND)

You were born into the nobility and enjoyed a life of simple leisure. Perhaps you were the second or third born and thus have no claim to an inheritance, or maybe your realm was overrun by invaders. Despite this setback, you still enjoy many of the advantages of your station. 

Mechanics: You gain a +2 bonus on all Diplomacy checks when dealing with nobles and officials. Your bearing shines through in formal circumstances. You also start with double the normal amount of gold to purchase equipment (see Chapter Seven). In addition, select one of the following trait abilities: 

Title: You bear an official title in a nation or domain chosen by the DM. While in this land, you can access the upper levels of the nobility or government. You might not gain an audience with the king, but you can speak with an official or minor noble, if you wish. 

Well Educated: You studied a wide range of topics in your youth. You gain 4 bonus skill ranks at 1st level and 1 bonus rank at each subsequent level, in addition to the normal ranks you gain. 

Dilettante: You have led a life of ease and leisure, leaning on your family's wealth and good name while you dedicated your life to pleasure. Your love of fine art & crafts grants you +2 bonus to Appraise checks, and your exposure to many intoxicants gives you a +4 bonus on saving throws against poison. Additionally, you begin play with triple the amount of starting gold to purchase equipment (rather than the double granted by the base aspect of this trait). 

HUNTER-GATHERER (BACKGROUND)

You come from a community that still practices, or has recently fallen back to, pre-agricultural techniques of survival. Your people get their food by hunting game and gathering wild roots, berries, and herbs. They survive in small, semi-nomadic communities that must migrate every few months as they pick the local area clean.

Mechanics: You gain a +2 bonus on all Survival checks. Choose one weapon from the following list: bolas, club, dagger, dart, greatclub, handaxe, javelin, mace (light or heavy), quarterstaff, shortbow (but not composite shortbows), shortspear, sling, spear. You gain proficiency and a +1 bonus to attack rolls with this weapon. In addition, select one of the following trait abilities. 

Gatherer: Your many hours gathering herbs and other plants has taught you much about poisons. You gain a +3 bonus to Heal checks made to treat poisons. Additionally, when calculating your eligibility to take Venom Mastery feats, treat your Lore feat mastery as one higher than it actually is. If you would normally have no access to Lore feats, you are considered to have a Lore mastery of 1 for the purposes of taking Venom Mastery. Your maximum mastery rating in this feat is 10. 

Hunter: You are adept at finding and killing game animals. You gain an additional +2 bonus on Survival checks. You gain a +1 bonus to damage rolls with your chosen weapon from the list above. Additionally, when you attack an animal, you gain a +1 bonus to your attack and damage rolls. This bonus stacks with the bonuses for your favored weapon, if you are using it. 

INSPIRING PRESENCE (MENTAL) 

You possess an innate ability to bring out the best work in others. With a few words of encouragement from you or your determined effort to lead the way, your allies are inspired to fight beyond their normal capability. 

Mechanics: Once per encounter you may take a standard action to inspire heroics in a number of allies equal to your Charisma modifier. Affected targets gain a number of temporary hit points equal to your character level + your Charisma modifier until the end of combat. You cannot target yourself with this ability. This effect can only benefit a creature once per combat.

The targets of this trait must be able to see, hear, and understand you in order for this bonus to take effect. 

INTUITIVE LEARNING (MENTAL)

You might not be what most people think of as “clever,” but you have a knack for learning new things nonetheless. Even as seemingly more intelligent people struggle with a new concept, you intuitively understand what needs to be done. 

Mechanics: Use your Wisdom ability modifier, rather than your Intelligence ability modifier, to calculate the number of languages you know at 1st level, as well as the bonus skill points you gain at each level (including 1st). 

JUNGLE BORN (BACKGROUND) 

Born and bred in the tropics, you wander the dense rain forests and jungles with the same ease that civilized folk stroll down a street. 

Mechanics: You gain a +3 bonus to Survival checks in jungle and rain forest terrain. Heat and humidity have little effect on you. You gain a +4 bonus to Fortitude saves made to resist high temperature conditions. In addition, you may choose one of the following trait abilities: 
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Ape’s Agility: While climbing, you can fight without penalty or retain the benefits of a shield you carry. You have learned to fight and defend yourself while perched in a tree. Additionally, if you jump down from a height of at least 10 feet and use a standard action to attack an opponent, you may make an additional attack at a -5 penalty.

Emerald Sentinel: If you have time to prepare an ambush site, you can create face paint and arrange the area to better hide your companions. If you spend 5 minutes preparing an ally, he uses your Hide bonus until he moves. 

Friend of Snake and Spider: You gain a +4 bonus on all saves against poisons. Many creatures of your homeland have venomous bites, and you have built up a stronger than normal resistance to them. When using the Venom Mastery feat to gather venom tokens from a creature, you gain an additional token.

LIGHT-FOOTED (PHYSICAL)

You are exceptionally light on your feet and have a superb sense of balance. 

Mechanics: You gain a +2 bonus on all Balance, Move Silently, and Tumble checks. You do not become flat-footed when you are balancing, and you retain your active defense bonus in these circumstances. When you make Perform (Dance) checks, you may choose to add your Dexterity modifier to your checks instead of your Charisma modifier. 

LITHE ACROBAT (PHYSICAL) 

You are graceful, flexible, and acrobatic. You move with excellent coordination and complete difficult acrobatic maneuvers with relative ease. 

Mechanics: You gain a +2 bonus to Escape Artist and Tumble checks. In addition, you can use Tumble to move at your normal speed without penalty. 

MARSH BORN (BACKGROUND)

You were born and raised in a community deep within a marsh or swamp. Your people may have made their homes in small mud huts, on houses raised on wooden stilts, or on free-drifting rafts, but they all relied on the isolation and solitude to protect them from their enemies. You are completely at home in the muddy tracts and waterways of such lands. 

Mechanics: You gain a +3 bonus to all Survival checks while in swamps and marshes and may use Survival untrained in such regions. You gain a +2 bonus on Balance checks. 

In addition, select one of the following trait abilities: 

Fen Hunter: You are skilled in hunting and slaying the most dangerous predators of the marshlands, such as crocodiles and snakes. You gain a +2 bonus to attack and damage rolls against any creature with the reptilian subtype. 

Swamp Stoicism: Life in the wetlands can be dour and difficult. Your upbringing there has imbued you with a deep-seated fatalism and pessimism. Perversely, this makes you very hard to discourage from your objectives, since you always assumed the worst to begin with. Whenever you are subject to a morale penalty, you reduce the penalty by 2; this benefit can reduce the morale penalty to 0, but not below 0. 

Webfoot: Your affinity for wetlands and the water is uncanny, even amongst your marsh-dwelling people. You are completely at home in a swamp, whether on ground or in the water. When moving across trackless swamp, you move as fast as if there was were a clear trail. For each rank you have in the Survival skill, you can confer this bonus on one companion. Additionally, years of swimming has left you with strong lungs. You can hold your breath for a number of rounds equal to 10 + your Constitution score, rather than just your Constitution score. 
MASTER OF LORE (MENTAL)

You have spent years studying a variety of topics, granting you a broad though not necessarily deep education. 

Mechanics: You may make Knowledge skill checks on topics that you do not have currently have access to as though you had 1 rank in that type of Knowledge. If you have access to a particular field of knowledge, you may add your Intelligence modifier to the check as a bonus (effectively doubling your ability bonus). 

Should you fail a Knowledge check, you can try again after eight hours of rest. As you relax, you might gain an insight into a half-forgotten lesson or an ancient text you once inspected. 
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MIGHTY BUILD (PHYSICAL) 

Your solid, broad build allows you to use tools and weapons that others would find unwieldy. While an enormous sword might pull someone else off balance, you have the steady feet and powerful arms needed to use it properly. 

Mechanics: You can wield weapons up to one size category larger than normal without penalty. You still suffer the normal penalties for weapons above that size and for smaller ones. For example, if you are Medium, you can use a Large weapon without penalty. However, you suffer the full penalties for a Medium creature using a Huge weapon; you do not act as a Large creature using a Huge weapon. 

The benefits of this ability do not extend to shields. You cannot shield bash with larger shields than normal. 

MOUNTAIN FOLK (BACKGROUND)

You hail from the towering mountains. Traversing the steep slopes, jagged cliffs, and perilous trails of the peaks seems no more daunting to you than a simple walk through a cleared green field. 

Mechanics: You gain a +3 bonus to all Survival checks made in the mountains. In addition, you are steady on your feet from long hours spent walking along narrow paths. You gain a +2 bonus to any check or saving throw you make to keep yourself from being knocked prone. 

You may select one of the following trait abilities as well: 

Mountaineer’s Luck: If you should fall from any height, you immediately may make a Reflex save (DC 10) to grab hold of a ledge or similar outcropping (assuming one is available). Success means you stop falling and suffer no damage. You dangle in the air and lose your active bonus to defense until your next action.

Rock Hurler: You can throw rocks with unerring accuracy. You are proficient with them and treat them as thrown, two-handed, simple weapons with a 10-foot range increment. The stones inflict damage based on their size. Your DM judges the stone’s size by comparing it to other weapons. Normally, a Medium stone is large enough that a human must hoist it in two hands. 

Picking up a stone to throw it is a move action. 
	Stone Size
	Thrown Stone Damage

	Tiny 
	1d2

	Small 
	1d4

	Medium 
	1d6

	Large 
	2d6

	Huge 
	3d6

	Gargantuan 
	4d6

	Colossal 
	6d6


Tough as Stone: The mountains have bred toughness and tenacity into you. You gain +3 wound points at 1st level and +1 vitality points at each subsequent level. 

NOMAD (BACKGROUND)

Your people wandered the steppes on horseback, going where they pleased and robbing, herding, and conquering as they saw fit. You were born into the saddle. 

Mechanics: You gain a +4 bonus to all Ride checks, as you have spent more time on horseback than on your own feet since you were born. 

In addition, select one of the following trait abilities: 

Cavalry Warrior: You learned to fight in the saddle from an early age. Given enough time to form a bond with your horse, you fight with deadly efficiency. If you spend more than two days with a normal horse, it counts as a warhorse while you ride it. You gain a +2 bonus to attacks when fighting from horseback with a horse that you have ridden into combat for at least one week and two battles. 

Horsemaster: Under your care, a horse (or another mount approved by your DM) becomes stronger, faster, and tougher than normal. Through a combination of exercise and training, you grant any horse that you own for more than a week a +2 bonus to Strength, Dexterity, and Constitution. This bonus fades if the horse leaves your possession for more than a week. Only one horse can gain these benefits at a time. 

NONDESCRIPT (PHYSICAL)

You have a face that seems to blend into crowds. You lack any noteworthy features or characteristics that would make you easy to identify. If you wish, you can remain nearly anonymous. 

Mechanics: You gain a +2 bonus to Hide checks. During any noncombat situation, you can make a Hide check modified by your Charisma rather than Dexterity to fade into the background. Make a Hide check, while everyone present attempts a Spot check to oppose it. Those who succeed note your presence and act accordingly. 

Those who fail simply do not notice you. They are too absorbed in other things. Unless you take some noteworthy action or someone seeks you out, those nearby fail to note your presence unless they must physically interact with you. Should you move within 5 feet of someone, your presence immediately becomes apparent, unless you remain physically hidden or out of sight. 

Otherwise, people in the area act as if you are not there. They might speak freely about secret topics or fail to notice as you draw a dagger and move to attack. Anyone in the area who specifically wants privacy may make a Spot check each round to notice you as a free action. For each consecutive round a character attempts the check, she gains a cumulative +2 bonus. On the first round, the bonus is +0; on the second round it is +2; third round +4; and so forth. 

You do not gain the benefits of this trait if anyone actively seeks you out or is on watch for intruders. For example, you could not use this ability to walk past a pair of guards. You could use it to blend into a crowd at a tavern and spy on someone, however. 

PARAGON (PHYSICAL)

You are extraordinarily gifted, even among the exceptional of your kind.

Mechanics: When buying ability scores, you may spend an additional 6 points. 

PATRICIAN (BACKGROUND) 

You were born into a powerful family within a well-organized state. You were very well educated, taught from a young age to be a leader, not a follower. Your homeland may have slipped into decadence and decline, or might even have been destroyed, but the training of your youth has not deserted you. 

Mechanics: You received excellent schooling. Choose any one Intelligence- or Charisma-based skill. You receive Skill Focus with this skill as a bonus feat. 

In addition, select one of the following trait abilities:

Demagogue: Your background in political machinations gives you an edge in such matters. When calculating your eligibility to take Political Mastermind feats, treat your Social feat mastery as one higher than it actually is. If you would normally have no access to Social feats, you are considered to have a mastery of 1 for the purposes of taking Political Mastermind. Your maximum mastery rating in this feat is 10. 

Tyrant: You know exactly how your homeland could recover its former glory: by letting you take charge. When calculating your eligibility to take Overwhelming Presence feats, treat your Social feat mastery as one higher than it actually is. If you would normally have no access to Social feats, you are considered to have a mastery of 1 for the purposes of taking Overwhelming Presence. Your maximum mastery rating in this feat is 10.

Family Soldier: You were expected to bring glory to your family name through victories on the battlefield. As such you were trained in military practice from an early age. When calculating your eligibility to take War Leader feats, treat your Tactics feat mastery as one higher than it actually is. If you would normally have no access to Tactics feats, you are considered to have a mastery of 1 for the purposes of taking War Leader. Your maximum mastery rating in this feat is 10.

PERCEPTIVE (MENTAL) 

You possess an uncanny ability to notice tiny details that others would miss, even if you do not actively seek them out. 

Mechanics: The DM makes Spot, Search, and Sense Motive checks for you in secret whenever such a check would reveal a falsehood or hidden object or person. If the check succeeds, you learn that something is amiss. You must make another normal check yourself to determine the exact nature of the deception; the first check gives you only its general location or nature. 

For example, if a woman in a disguise walked past you, you might notice that something is amiss about her dress or appearance. 

POWERFUL (PHYSICAL) 

You are bigger and stronger than almost anyone you know. Though perhaps not an irresistible force, you aren’t far off being an immovable object, and your broad shoulders can support a heavy load. 

Mechanics: Whenever you are subject to a size modifier or special size modifier for an opposed check or attack (such as a Combat Maneuver or your Combat Maneuver Defense), you are treated as one size larger if doing so is advantageous. You are also treated as a creature of one size larger for the purposes of calculating your carrying loads. 
PRODIGY (MENTAL)

You have an uncommon aptitude for a specific combat technique or field of lore. 

Mechanics: Choose any one mastery feat, such as Cleave or Razor Fiend. When calculating your eligibility to take this feat, treat your related feat mastery as one higher than it actually is. If you would normally have no access to feats using this mastery, you are considered to have a mastery of 1 for the purposes of taking your chosen feat. Your maximum mastery rating in this feat is 10. Note that you get these bonuses only to your chosen feat, not to all feats of that mastery. 

Special: You can choose to take this trait twice (but no more than twice). The second time you take it, you must choose a new feat. 

RESILIENT TOUGHNESS (PHYSICAL)

You can overcome pain and injuries that would leave others in battered, defeated heaps. 

Mechanics: As a full-round action, you can heal a number of hit points, up to your Constitution score. You can use this ability as many times per day as you like, but the total points you recover cannot exceed your Constitution score in a single day. 

Special: If you possess the Diehard feat, you may activate Resilient Toughness while disabled as a standard action. 

REAVER (BACKGROUND)

Raiding and pillaging other communities is a key element of your homeland’s culture. You might engage in cattle-raiding expeditions with neighboring clans, for instance, or send out hosts of warriors to prove themselves in months-long sea voyages against other nations. Such raids are not seen as crimes in your homeland, but as a test of strength and ability. 

Mechanics: Your people’s focus on martial prowess makes them skilled warriors. Choose one weapon. If you would normally have proficiency with this weapon at 1st level, you gain a +1 bonus to attack rolls with this weapon. Otherwise, you gain proficiency with the weapon as a bonus feat. You gain this proficiency even if you do not meet the prerequisites for this feat. 

In addition, select one of the following trait abilities: 

Golden Horde: You people are fast-riding horse archers who sweep down on unprepared enemies to carry off their supplies and riches. You gain a +2 bonus to Ride checks. When calculating your eligibility to take Mounted Archery feats, treat your Projectile feat mastery as one higher than it actually is. If you would normally have no access to Projectile feats, you are considered to have a mastery of 1 for the purposes of taking Mounted Archery. 

Herd Raider: The warriors of different villages or tribes in your homeland raid each other’s herds of livestock in order to win glory and renown. You gain a +2 bonus to Handle Animal and Survival checks. 

Sea Wolf: Your people are expert naval raiders, ranging far and wide in search of booty and fame. You gain +2 to Use Rope checks plus 4 ranks in Profession (sailor) at 1st level and 1 rank in it at each subsequent level. 

ROAD RAT (BACKGROUND)

You grew up as part of a community that traveled extensively, never settling in one area for any length of time. Your whole life the road has stretched out in front of you, leading to the next village or town where you would try to make a living, and your people were often met with suspicion and distrust from the locals. 

Mechanics: You are used to travel and to allaying the suspicions of those you have just met. You gain a +2 bonus on Diplomacy checks and on Survival checks. 

In addition, select one of the following trait abilities:

Carnival Folk: You grew up as part of a traveling show, using your skills to entertain the masses … sometimes while other members of your clan relieved the audience of their valuables. You gain a +2 bonus on Perform and Sleight of Hand checks.

Herder: Your people’s riches are their livestock: herds of cattle, goats, or other animals that they drive with them everywhere they travel. You have spent all your life around animals and gain a +4 bonus to Handle Animal checks.

Trader: The livelihoods of your people are based on their ability to buy and sell goods for a profit. You travel far and wide to find the right customers for your goods. You gain a +2 bonus to Appraise checks plus 4 ranks in Profession (Merchant) at 1st level and 1 bonus rank in it at each subsequent level.

ROBUST (PHYSICAL) 

Either from a regimen of tiny doses of poison or as a result of sheer determination and grit, you can fight off the ill effects of poison, disease, and similar ailments.

Mechanics: Whenever you are the recipient of a Heal check to treat poison or disease, the character performing the check gains a +4 bonus. Additionally, as a full-round action, you can spend vitality points to recover from ability damage (but not ability drain). It costs 5 vitality points to recover 1 point of ability damage to one ability score. You dig deep, fighting off whatever ails you, and press on. 

SAVAGE APPEARANCE (PHYSICAL)

Your appearance promises bloodletting on the battlefield. Consciously or not, your opponents pay more attention to you in a fight than to your allies. 

Mechanics: During combat, any opponents who can see you suffer a –2 penalty to Spot checks as they find their gazes invariably drawn to your strange appearance. This opening may allow your allies to sneak into position. If an opponent threatens you and one or more of your allies, you may attempt to force the foe to attack you as a free action. The foe must make a Wisdom check opposed by your Charisma check. If you successfully oppose the check and he chooses to attack your allies, he must attack you at least once during the attack. You may use this trait ability once per round. 

Special: Note that, in the case of the Berserker class, absorbing attacks is an excellent way to build up fury tokens (see Chapter Four: Character Classes). 

SEA CHILD (BACKGROUND)

The sea is your home, whether you grew up on the coast or have spent more time aboard ship than on dry land. 

Mechanics: You ignore any penalties to fighting aboard ship due to heavy seas or swaying decks. You gain a +2 bonus to all Balance and Use Rope checks.

In addition, you may select one of the following trait abilities:

Dolphin’s Agility: An expert swimmer, you can slip through the water with unmatched agility. When you attempt a Swim check, roll two d20s and take the higher of the two die results. 

Fisherman: When you were younger, you cast a net to haul in fish for dinner or to sell at market. Now, you use a net to entangle your enemies. You gain Exotic Weapon Proficiency (net) as a bonus feat. 

Marine: You know the seas are dangerous to any who travel them. From sea serpents to pirates, danger always lurks over the horizon. You gain a +1 bonus to attacks with scimitars, crossbows, and clubs. 

SHADOW BORN (BACKGROUND)

Your forebears were noted for their mysterious dealings, sinister reputation, and aptitude for magic. From a young age, you displayed strange talents that, it is whispered, derived from a diabolical pact between your parents and an otherworldly being. 

Mechanics: You gain a +2 bonus on all Knowledge (Arcana) and Spellcraft checks due to your arcane upbringing. In addition, your blood is imbued with demonic influence—one of your ancestors was from beyond the veil of reality.

Select one of the following trait abilities:

Arcane Nature: Your mana pool is increased. Increase the the maximum number of mana tokens you can have in your pool by 1. 

Infernal Glower: You exert a strange influence over others, as your unusual ancestry shines through when you are angry or upset. Your eyes may glow for a brief moment, or the scent of brimstone briefly wafts through the room. This phenomenon grants you a +4 bonus to Intimidate checks. 

Precognition: You enjoy the peculiar ability to catch brief glimpses of the future. As a standard action, you may make a Charisma check (DC 15) to receive a brief insight about a potential action’s result. Your DM informs you if the action will yield a result that is good, ill, or both good and ill. You cannot attempt a check on the same potential action more than once.

SHORT (PHYSICAL)

You are much smaller than normal—so much so that you gain a number of benefits based upon your size.

Mechanics: You gain a +1 size bonus to passive defense, a +1 size bonus to attacks, and a +2 size bonus to Hide checks. You suffer a -4 penalty on all checks where a size penalty may apply (such as Combat Maneuvers and Combat Maneuver Defense) 

Special: Note that this trait does not actually change your size category. The short trait cancels the benefits of the tall trait, if you select both of them. If you select both the Tall and Short traits, you are an idiot.

SKILLFUL (MENTAL)

You have an uncommon aptitude for a specific skill.

Mechanics: Choose any one skill. You gain a +2 bonus on all checks with this skill. Additionally, your maximum number of ranks in this skill is increased by 2, to a total of 5 + your character level (or 7 + your thief class level if you have levels in the thief class). 

Special: This trait may be selected more than once, if you do you must select a different skill each time.

SLAVE (BACKGROUND)

You were enslaved at a very young age, possibly even at birth. You grew up as the property of another person, but either by escape or some other method you have won your freedom and must now make your own way in the world. 

Mechanics: You have learned to cope with hardship and privation. You gain Endurance as a bonus feat. 

In addition, select one of the following trait abilities: 

Escapee: You escaped from slavery, a difficult process that taught you several new tricks along the way. You gain a +2 bonus to all Escape Artist, Open Lock, and Disguise checks. 

House Slave: You worked in the home of a wealthy noble or merchant, possibly performing menial tasks or tutoring your owner’s children. Due to the unassuming manner you developed as a result, you are often overlooked and know more than you should about what is going on. You gain a +2 bonus to Hide, Move Silently, and Listen checks, and also to Spot checks made to read lips. 

Indentured Entertainer: You have been rigorously schooled in the performing arts to ensure that you can please your owner. You gain 4 ranks in Perform at 1st level (choose a specialization for this skill as normal) and 1 bonus rank in it at each subsequent character level. You can purchase other specializations of Perform at the normal cost. 

STOUT (PHYSICAL)

You are stocky and compact. Your body might be bulkier than normal, but the added mass is muscle and thick bones, not just flab. You resist damage better than others do. 

Mechanics: You gain a +2 natural bonus to defense. If you already have natural armor, its bonus improves by 2 points. 

STUBBORN (MENTAL)

Once you have decided on a course of action, your bullish tenacity and refusal to back down usually lead to success in the end. Nothing can deter you from your chosen course. 

Mechanics: You may add your Charisma bonus (in addition to your Wisdom modifier) to your Will save bonus. In addition, once per day you may re-roll a skill check, pact check, channel energy check, attack roll, or saving throw. You must decide to take this re-roll immediately, before the results of the roll are revealed. 

SWIFT (PHYSICAL) 

Your natural pace of movement is greater than normal. You might have an uncommonly long stride or a scampering gait that eats up the ground, but whatever the cause, you often have to consciously slow yourself down lest you leave your companions behind.

Mechanics: You gain a +10 foot (2 square) bonus on your base speed.

TALL (PHYSICAL) 

Your long arms and legs let you tower over others. In battle, your height grants you improved reach, a key advantage. 

Mechanics: You gain a +2 size bonus on Combat Maneuvers and Combat Maneuver Defense. If you already have a size bonus, increase it by 2 points. In combat, you threaten an additional 5' beyond your normal threatened area. You apply this bonus after determining all other factors that affect your reach.

Special: Note that because this bonus is applied last, it is not doubled by reach weapons, magical size increases. 

VENGEFUL (MENTAL)

When someone injures you, you cannot be sated until you have paid them back in full. 

Mechanics: Whenever a creature inflicts damage on you, your strikes become fueled with a white hot need for revenge. You gain a +1 bonus to attack and damage rolls against that creature until the end of your next turn. (This is an unnamed bonus: It stacks with itself and with all other bonuses to attack and damage rolls.) Keep track of your bonus against different creatures separately: If you are fighting two creatures and the first hits you three times and the second one once, then you receive a +3 bonus against the first but only a +1 bonus against the second. 

VITALITY (PHYSICAL)

Your body simply doesn’t know how to give up the fight to survive. Perhaps a lifetime of violence and bloodshed has conditioned it to endure the unendurable, or perhaps you were simply gifted with unnatural resistance to pain and injury, but you keep going where anyone else would collapse. 

Mechanics: You gain a +3 bonus to all Fortitude saves. You also gain a number of bonus wound points at 1st level equal to your Constitution bonus. These bonus wound points apply in addition to those hit points you would normally receive for a high Constitution. Additionally you need only rest 5 rounds in order to recover vitality points, instead of the usual 10.

WARRIOR’S GRACE (PHYSICAL)

You can snatch up any weapon and your body will instinctively adopt the best techniques for using it. 

Mechanics: Choose any two weapons. You gain proficiency in both of these weapons as bonus feats. Whenever you wield a weapon with which you are not proficient, you suffer only a –2 penalty to your attack rolls, instead of the usual –4 penalty. 

WEAPON BOND (MENTAL)

You have a natural talent for wielding a single, specific type of weapon such as a longsword or crossbow. From a young age, you demonstrated an advanced mastery of its use. 

Mechanics: Select a single simple, martial, or exotic weapon from Chapter Seven. You are automatically proficient with this weapon, even if your class does not normally grant access to it. 

You feel so comfortable with the weapon, it feels like an extension of your body, personality, and intellect. You may choose an ability score other than Strength to modify your attacks, damage, Combat Maneuvers, Combat Maneuver Defense, and base attack checks with the bonded weapon; the chosen ability's bonus becomes your Strength bonus for these purposes. You still gain 1.5 times the ability’s bonus to damage when using a two-handed weapon. 

You do not gain the bonus for Strength and your chosen ability when using your bonded weapon type. You gain the benefits of only one of them, and you may switch between the two as a free action. 

WORLD TRAVELER (MENTAL)
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You traveled far and wide from your childhood on, exposing you to a tremendous variety of cultures. You fit in even in strange social circumstances and have mastered a variety of dialects. 

Mechanics: You enjoy a +2 bonus to Diplomacy and Knowledge checks and gain two bonus languages at proficiency 3.

WILDERNESS SURVIVOR (BACKGROUND)

Whether by choice or circumstance, you have shunned traditional social settlements and made the uncharted wilderness your home. 

Mechanics: At first level you gain two free Knowledge (Local) skills pertaining to unsettled or uncharted areas. You gain a +3 bonus on all Survival checks made in an unsettled area for which you have a rank in Knowledge (Local). 

In addition, select one of the following trait abilities: 

Trapper: You have made a living as a trapper who trades pelts. You gain a +2 bonus to Search checks made to spot traps. Additionally, when calculating your eligibility to take Trap feats, treat your Lore feat mastery as one higher than it actually is. If you would normally have no access to Lore feats, you are considered to have a Lore mastery of 1 for the purposes of taking Trap Mastery. Your maximum mastery rating in this feat is 10.

Fugitive: You have been accused of a crime you may or may not have committed and have fled from the authorities for the sanctuary of the wilds. Staying alive out there is a difficult ordeal and you learned to sleep lightly and react quickly to danger. You do not take any penalty to your Listen check when you are asleep. In addition you gain a +2 bonus to initiative checks.

Guide: You follow the natural contours of the landscape and can avoid impediments that would slowdown a normal traveler. Treat Trackless Overland Movement as if it was on a Trail. This benefit applies to all members in your party. You also gain a +2 bonus on survival checks to find water or food for your pack animals. 
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