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AASIMAR

Just as half-elves are the result of the union between elf and

human, aasimar are the result between a human and celestial

TRUST BUT VERIFY

Aasimar tend toward lawful and goodly align-

ments, as their celestial parents had, however that
bonding on an intimate level. Generally, kind and working is not always the case. More than one aasimar has
toward weal rather than woe, these typically good aligned be- promoted themselves and their celestial heritage
ings seck to help those in need and right wrongs. in order to gain benefit for themselves and their
nefarious schemes. Just like all other races, their

upbringing and their desires play just as much a

CELESTIAL BLOODLINE

Literally speaking, not all aasimar have parents

role in their actions as their heritage does.

that are of celestial origin. Some instead have

W ANDERLUST

“I am always at home, for home lies here.” is

ancestors that were in fact celestial in nature yet
the bloodline did not codify until their birth.
Regardless, with the blood of angels run-

a common saying with the aasimar as they hold
ning through their veins, aasimar are a unique their hand to their chest. Never finding a home
species in any world, half in the heavens and and always questing for something, the aasimar
half consigned to an all too hard and unforgiving people as a whole are itinerant adventurers who
ground. will travel to the farthest reaches of the land in

search of a destiny or some place to call their own.

SUBTLE DIFFERENCES

AAsIMAR NAMES

It is not always obvious when one encounters

an aasimar, as each carries a different but unique Aasimar come by their names from their parents

trait from its celestial parent. Some are born with and the naming can be as random as the first thing

metallic skin while others have hair that may be that came to their mind or something with ances-
thin and almost feather-like in appearance. Shim- tral meaning. This would be their true name. As an
mering eyes of gold or a slight radiance in the aasimar comes to know their true heritage, it will
dark are typical of aasimar decent, yet there is no often seek out is celestial parent and use them as
one defining trait that calls out to others that the the template for their travelling name. Below is a

listing of common travelling names:
Male Names: Aliban, Corrinith, Daamen, In-

natoth, Marrinan, Selamain.

offspring of a celestial being is in their presence.

Aways AN OUTSIDER

Aasimar are rare in the extreme and there are no

Female Names: Belaana, Dresina, Genneth,
Tiana, Wendethelas

known communities where they gather in sufficient
numbers to set up even the semblance of a society.
Born to their human parents, they will adopt the so-
ciety that surrounds them. Always adaptable, they are
capable of quickly blending into different surround-
ings as long as those surroundings do not go against

their core nature.



ANGELS AMONGST Us?

Although they are rare, they are not unheard of
and every populous race can typically count on a
story or two of the aasimar, mainly for weal but oc-

casionally for woe.

Elves — “They walk the earth with one foot in the
ground and the other in the clouds, these aasimar do!
Usually they can be counted on as worthy of respect
and your trust. They will seek out problems and try to

solve them. It seems'ﬁ-s though they are not blessed of

their parent’s stamina regarding aging though for they
live as long as their human side and do not share the
eternal as we do. Tis a pity... for if they lived as long
as an elf imagine the good they could actomplis'b.'?”

Halflings — “They are so pretty and kind to boot! Tis a
shame when you have to convince one of them to go after
the wolves stealing your sheep your sheep or the mon-'
ster attacking your village. You just want to keep them
around and admire their handsome features. Yet they
are known for doing good deeds and i‘bey can be counted
on in a pinch to bail you out of tl}_e' worst of your troubles.
Ewven better, they will r'm"ely lf ever cheat you at busi-
ness. I simply love an aasimar business partner.”

Tieflings — “Let me explain to you how absolutely ex-
asperating aasimar are. The goody goody paladins have
nothing on these holier than you and I abominationss
Not only are they better at just about anything, they are
inherently bright and cheerful people. Can you imagine
always being around someone who is eternally optimis-
tic about everything? I would rather put a spike in my
eye than spend time with the sons and daugbhters of celes-
tials. They are sure fun to pick a fight with though...”

RACE. TRAITS

Your aasimar character, like its human and celestial par-
ents, has an assortment of inborn abilities taken from each
side of its family tree in a unique fusion.

Ability Score Increase. Your Wisdom and Charisma are
increased by 1 each.

Age. Although the blood of celestials pass through your
veins, you age as your human parents did. You will reach
adulthood in your mid-teens and unless you employ magical
means will probably not live to see a full century.

Alignment. Aasimar tend to be kind creatures and as such
gravitate toward goodly alignments. That is not to say that
there are not evil aasimar out there. Those that follow dark
paths though are extremely rare.

Size. You follow your human parents in this aspect as well
in that you are no taller or smaller than the average human.
Ranging in height from barely 5 feet to well over 6 feet tall,
you will always be a Medium sized creature.

Speed. One of your parents may have fleet aspects due
to their wings, yet you are bound to the mortal coil and the
ground. Your base walking speed is 30 feet.

Darkvision. Thanks to your celestial heritage, you have
superior vision in dark and dim conditions. You can see in
dim light within 60 feet of you as if it were bright light, and
in darkness as if it were dim light. You can't discern color in
darkness, only shades of gray.

Celestial Legacy. Just as your parent could withstand
punishing blows, so can you to a limited degree. You have
resistance to radiant damage.

Radiant Flux. Imbued with the celestial power of your
ancestors, you can in a small way manipulate that when you
are healed or are healing. If you have healing abilities you can
add your proficiency bonus to the amount of healing you do
from healing spells and attempts. If you do not have access
to healing spells, when you are healed by others you add your
proficiency bonus to the healing you receive.

Language. You can speak, read, and write Common and
one other normal racial language of your choice.

Subrace. You must choose from one of the three available
subraces of aasimar. They are child of the deva, child of the
planetar, and child of the solar.



SUBRACES

CHILD oF THE Dewa

One of your parents or distant relatives was actually a celes-
tial deva. Your skin has a slight hue of silver about it and in
the right illumination, your eyes glimmer as though they were
the surface of a mirror. Your lithe figure can spring into action

at a moment’s notice when required, which it often is.

Ability Score Increase. Your Dexterity score increases by 1.

Angel’s Cloak. Like your parent or descendant, you too
can take on the form of other beings for brief a brief time.
When you reach 3rd level you may cast a/fer self once per
long rest.

Bludgeoning Resistance. If you are cut you will bleed
like any normal human, yet it seems as though damage
from maces and the like do not hurt you as much. You

gain partial resistance to bludgeoning damage.

CHILD OF THE PLANETAR

A powerful planetar is part of your bloodline and has im-
bued you with its endurance and stamina. Not only that, but
your skin has a slight greenish cast to it dnd not a hair upon it.
Finally through the gift of your parent or ancestors you possess
a limited ability to achieve stealth only the elves dream of.

Ability Score Increase. Your Constitution score in-
creases by 1.

Stealth of the Angels. Your planetar parentage has
granted you the ability to cast invisibility (self only) once
per long rest upon reaching 3rd level.

Piercing Resistance. Blows from a club cause you pain-
ful bruises like any other, yet arrows seem to bounce off
your tough and resilient skin. You gain partial resistance to

piercing damage.

CHILD OF THE SOLAR

The powerful blood of a solar runs through your veins
from a parent or ancestor. Regardless you feel the siren call to
battle and your muscles tense in anticipation of swinging your
weapon. The scion of the solar’s eyes simmer with an intense
inner heat that is seen in darkened conditions and your skin

has an almost copper hue to if.

Ability Score Increase. Your Strength score is increased
by 1.

Never Disarmed. You are never without a weapon, even
if your physical one is taken from you. Once you reach
3rd level you can cast spiritual weapon once per long rest
using the spellcasting ability of your class as the bonus to
damage. If you do not have a spellcasting class then it is
simply +1.

Slashing Resistance. Your coppery skin may bruise, yet
it never fully opens itself to a bared blade. You gain partial
resistance to slashing damage.

CELESTIAL LINEAGE

ETERNAL RADIANCE

Within you lies the heart of an angel and a glimmer of its
celestial power. With this fragment of your ancestral power
you can harness your internal light to pierce the darkness or
as you grow into your heritage, use it to defend yourself.

When you begin your adventuring career you can kindle
the flame of your radiant power, allowing you to cast /ight
once per long rest at 1st level.

The radiant power within you continues to grow and at
5th level you can use it to befuddle your enemies. You may
cast faerie fire once per long rest.

At 9th level you can harness the full radiance within
you, allowing you to cast day/ight once per long rest.

Tradeoff: Using your internal radiance takes its toll on
other powers that that depend upon your celestial connec-
tion. You lose the use of the Radiant Flux ability.
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CELESTIAL LINEAGE

Some races are inherently harder to hurt with certain damage types, yet at the same time, making them fully resis-
tant or invulnerable to those damage types at lower levels can be unbalancing to the game.

Partial Resistance is the ability of some races (or creatures in the case of monsters) to have some resistance to a
damage type, yet not automatically take half damage per the standard rules. Instead, the race or creature can ignore
1 point of damage per chraacter level of damage from that particular type. In the case of monsters, partial resistance

gives them the abiility to ignore 2 points of damage type for each hit die they possess.

Just as not all humans are created equally, nor are any of the other races presented in these tomes. Lineages are
quirks that occur within a race that make this particular premutation different than others of the same race. There is
always give and take with a lineage however in that the race may gain some new ability or power but at the same time
something that is normal for the race is taken away. This is called a tradeoff.

An example in the real world are those with red hair. 1 out of 1,000 have red hair. The tradeoff is a reduction in the
chemicals in their skin that protects it from sunlight. Redheads tend to burn more easily in direct sunlight and have
fairer skin, often with blemishes (some say decorations) called freckles.

Lineage’s have one unique difference however, they grow with the character. A lineage is taken at 1st level, however

as they gain experience the bloodline evolves, becoming much more.

E‘I A lineage is not always an advantage. It is simply different. rE

BANE OF LIARS

WINGS OF ANGELS

The slightest waver in a creature’s voice lets you know
that it speaks a falsehood. As you grow and learn this
ability rivals that of your celestial ancestor, giving you the
ability to detect even the most vague of wordsmithing.

At 1st level, you gain proficiency in the Insight skill.

Liars should be wary of you once you reach 5th level,
as you gain advantage to Insight checks, and keep your
proficiency as well.

Detecting the falsehoods of others becomes as second
nature as it is to your celestial ancestor. At 9th level, you
gain the ability to cast dezect /ies once per long rest.

Tradeoff: Your ear may be better at hearing the lies of
others, however exposure to such a constant stream of
tainted words dulls your inner light. You lose the Radiant
Flux when taking Bane of Liars.

You feel lighter than air when you call forth your ances-
tral wings. Most aasimar do not have wings, however you
were blessed with them, albeit for a limited time per day.
Perhaps one day they shall stay with you and you will not
be limited in how long you can kiss the clouds.

At 1st level, your body feels lighter and through sheer force
of will you can force yourself into the sky for short distances.
Once per long rest you may cast levizate (self only).

At 5th level, your true bloodline is revealed to all as
teathered wings erupt from your back. Until you practice
and learn to use them effectively, you can cast f7y once per
long rest.

At 9th level, your wings are as much a part of you as
your legs, and you may use them freely with a fly speed
equal to your current walking speed.

Tradeoff: Although you have the power of flight (even-
tually), other aasimar traits are not as developed. You lose
both Celestial Legacy and your subrace spellcasting ability
when taking Wings of Angels.
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EQUIPMENT
CELESTIAL ELIXIR

Potion, uncommon

Said to be made from the tears of devas (although in
fact it is actually highly purified holy water) this effer-
vescent liquid boosts the natural radiant energy in each
aasimar, allowing them to use their one of their radiant
subracial powers an additional time each day.

Using celestial elixir more than once a day allows an addi-
tional use of the aasimar's subrace spellcasting power, how-
ever it also causes 1d4 Constitution damage once the power
is used and you cannot use it again until after a long rest.

Celestial elixir, when used against undead works in all

ways as holy water but it inflicts 6d6 damage.
Price 100 gp/vial.

AASIMAR SPELLS
RADIANT SHIELD

3rd-level evocation

Casting Time: 1 action

Range: Self

Components: V, S, M (feather from a celestial wing)

Duration: 10 minutes

A shimmering nimbus of light surrounds you for the
duration, shedding bright, and almost blinding light in a
20-foot radius, with dim light for additional 10-feet. Once
activated this spell you cannot dismiss radiant shield and it

must continue until the duration expires.

The brilliance provides you with a light shield which
grants you resistance to necrotic damage.

In addition, whenever a creature within 5 feet of you
hits you with a melee attack, the shield erupts with a daz-

zling flash. The attacker takes 2d8 radiant damage from
the light shield

Radiant Shield should be added to the cleric, paladin,
sorcerer, and wizard spell lists.

AASIMAR MAGICAL ITEMS

ANGEL'Ss Bow 4!

Weapon (longbow), very rare, requires race (aasimar) or class
(paladin)
You gain a +1 bonus to attack and damage rolls made
with this magic weapon.

'This beautiful weapon is made of a flexible yet resilient
ash etched with feathers and sigils of various goodly
gods. Knocking an arrow to this bow causes the sigils
to flicker with white light up and down its length
when held by either a holy warrior (paladin) or one
of the celestial born creatures known as aasimar.
Shimmering arrows flung from this weapon have ad-
vantage on attack and when they strike, your enemy
takes an additional 1d6 radiant damage per attack.

RING oF HEAVENLY LIGHT

Ring, rare, requires race (aasimar or other celestial bloodline),
requires attunement

Burnished white gold woven into intricate designs of
feathers wraps around this heavy ring, marking it as
something truly special when found. When worn by
a member of the celestial races (or their offspring)
their darkvision range is doubled and they may cast
daylight centered on themselves once per long rest.



OPEN GAME LICENSE Version 1.0a

The following'text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trade-
mark owners who have contributed Open Game Content; (b)"Derivative
Material" means copyrighted material jncluding derivative works
and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) "Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an enhance-
ment over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (¢) "Product Identity"
means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trade-
mark clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content; (f)
"Trademark" means the logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open
Game Content. (h) "You" or "Your" means the licensee in terms of this
agreement. Not for resale. Permission granted to print or photocopy this
document for personal use only.

2.The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the
Open Game Content.

5.Representation of Authority to Contribute: If You are contribut-
ing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,

modifying or distributing, and You must add the title, the copyright date,
and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designated Agents may pub-
lish updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental regulation
then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent necessary to
make it enforceable.
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