ATHFINDER

FoLLOW US ON £ FACEBOOK, [t.JTUMBLR, AND ] TWITTER!
E-MAIL US AT: CUSTOMERSERVICE(@ ABANDONEDARTS.COM

ABANDONED ARTS®PRESENTS:

AMAZING RACES:
CHANGELINGSI!

NEW RACIAL OPTIONS FOR USE WITH THE PATHFINDER® ROLEPLAYING GAME

0

o)

under the Pathfinder Roleplaying Game Compatibility License.

See http://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See
http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee
compatibility, and does not endorse this product. Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder
Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used



http://www.facebook.com/abandonedarts
http://www.abandonedarts.tumblr.com/
https://twitter.com/#!/abandonedarts
mailto:customerservice@abandonedarts.com
http://paizo.com/pathfinderRPG
http://paizo.com/pathfinderRPG/compatibility

RACIAL FEATS AND RACIAL CHARACTER TRAITS

Several new feats are featured below for members of the changeling race. These feats list the race in
their prerequisites, prohibiting other races from taking them. Also presented below are a number of
racial character traits, first introduced in the Pathfinder® Roleplaying Game: Advanced Player’s Guide. ™

CHANGELING FEATS

GREEN GIFT

You inherited a special vocal gift from your vile, green mother.
PREREQUISITES: green widow, changeling

BENEFIT: Like a green hag, you can mimic the sounds of animals
and natural creatures. To do so, you make a Bluff skill check
opposed by the Sense Motive skill check of every listener.
Listeners not keenly familiar with the type of sound mimicked
take a -8 penalty on their Sense Motive checks.

HIDDEN GIFTS

You are able to disguise your physical tells and clawed nails.
PREREQUISITES: Mother’s Gift (hag claws),* changeling

BENEFIT: You gain a +10 bonus on Disguise skill checks made to
disguise yourself as a human, and you do not receive a 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 skill check.

Additionally, you can disguise (or reveal) your clawed nails
as a standard action, causing your supernaturally sharp and
hardened fingernails to look and feel normal. You lose access
to your claw attacks while your nails are disguised.

IRON-SKINNED

Like your annis hag matron, you enjoy enhanced toughness.
PREREQUISITES: hulking changeling, Mother’s Gift (surprisingly
tough),* Mother’s Gift (uncanny resistance),* changeling
BENEFIT: Whenever your spell resistance is lowered, you gain
DR 1/bludgeoning.

MONSTROUS VISAGE

You can twist and contort your appearance to resemble that
of the horrific and rotting sea hag’s terrible visage.
PREREQUISITES: sea lungs, changeling

BENEFIT: By twisting your physical appearance horrifically, you
can use the Intimidate skill to attempt to demoralize any
number of creatures within 30 ft. of you as a standard action.
If you do, you receive a -5 penalty on the skill check. Creatures
to be affected must be able to see you.

NORMAL: You can attempt to demoralize one creature within
30 ft. as a standard action.

PRODIGAL DAUGHTER

You have been inducted into the coventry of hags.
PREREQUISITES: arcane caster level 1st, changeling

BENEFIT: You count as a hag for the purposes of joining a hag’s
coven. A coven you join must contain at least one true hag.

SOw DISCORD

You have mastered subtle enchanting techniques which allow
you to sow foreign thoughts within the minds of others.
PREREQUISITES: arcane caster level 5th, ability to cast sow
thought,” Spell Penetration, changeling

BENEFIT: As long as stress and distractions (such as combat) do
not divert your target’s attention, creatures are never entitled
to a saving throw against a sow thought spell that you cast. In
addition, you gain a +2 bonus on caster level checks made to
overcome spell resistance when casting sow discord.

“Seethe Pathfinder® Roleplaying Game: Advanced Race Guide.™

CHANGELING CHARACTER TRAITS

HAG’S BLESSING
Your mother has given you a hag’s boon.
BENEFIT: You gain immunity to the nightmare spell.

INHUMAN SIRE

Your father was definitely not human.

BENEFIT: When you select this trait, choose one humanoid race
other than changeling. You gain any subtypes inherent to that
race, and you may qualify for any feats that list that race as a
prerequisite as though you were a member of that race. You
must meet any additional prerequisites as usual.

RESENTFUL DAUGHTER

You resent your wicked matron, and have long been resolved
to use your hag-bequeathed gifts to help and to heal others.
BENEFIT: Whenever you cast a conjuration (healing) spell, you
gain a +2 trait bonus on caster level checks made to overcome
the spell resistance of your target.

WHITE LIES

You are a consummate schemer and a compulsive liar.
BENEFIT: Bluff is a class skill for you, and you gain a +2 trait bonus
on Bluff skill checks when lying to friendly or helpful creatures.




ALTERNATE RACIAL TRAITS

As described in the Pathfinder® Roleplaying Game: Advanced Race Guide ™, alternate racial rules allow
you to exchange standard racial traits for new ones, such as those presented below.

NIGHTSHADOW: In areas of dim light or darkness, you gain a  SEASIGHT: You can see through frothing, murky, or otherwise

+4 bonus on Intimidate skill checks. opaque water as though it were perfectly clear.
This racial trait replaces the hulking changeling trait. This racial trait replaces the sea lungs trait.
RACIAL ARCHETYPES

As described in the Pathfinder® Roleplaying Game: Advanced Player’s Guide ™, archetypes are variant
sets of class abilities which modify their corresponding base classes via the use of alternate class
features. When a character selects a class, he must normally choose to use the standard class features
found in the class's original source — the exception is if he chooses to adopt an archetype. Each alternate
class feature presented in an archetype replaces a specific class feature from its parent class.

When an archetype includes multiple alternate class features, a character must take them all — often
blocking the character from ever gaining certain standard class features, but replacing them with other
options. All other class features of the base class that aren't mentioned among the alternate class
features remain unchanged and are acquired normally when the character reaches the appropriate
level, unless noted otherwise. A character who takes an alternate class feature does not count as having
the class feature that was replaced for the purposes of meeting any requirements or prerequisites.

A character can take more than one archetype and garner additional alternate class features, but none
of the alternate class features can replace or alter the same class feature from the base class as another
alternate class feature. Racial archetypes are typically available only to members of the indicated race,
though such options rarely interact with the racial traits of that race.

THE SIBYL (CHANGELING ORACLE ARCHETYPE)

The Sibyl is an oracle bequeathed with a voice resonating with truth and power. A changeling chosen to walk the path of the
Sibyl finds that her hag-born heritage lends her the will to possess knowledge that would break the mind of any other woman.

A Sibyl has the following class features.

Class Skills: Sibyls add Perform (oratory) to their list of class skills.

Bonus Spells: tongues (2nd), good hope (3rd), divination (4th), shout (5th), and legend lore (6th).
These spells replace the oracle’s mystery bonus spells at these levels.

Voice of the Sibyl (Ex): A Sibyl gains Voice of the Sibyl as a bonus feat (the Pathfinder® Roleplaying Game: Ultimate Magic ™
sourcebook), even if she doesn’t meet the prerequisites.
This ability replaces the revelation gained at 1st level.

Oracular Whispers (Su): At 7th level, a Sibyl has gained such power over words that she can whisper mystic truths into the ear
of one helpless or willing creature as a full-round action, causing that creature to go mad, contracting an insanity at random as
described in the Pathfinder® Roleplaying Game: GameMaster’s Guide™. This is a language-dependent effect.

This ability replaces the revelation gained at 7th level.

Terrible Truth (Su): At 20th level, a Sibyl gains the power to speak a terrible, supernatural truth aloud. Creatures within 30 ft. of
the Sibyl who hear her speak must succeed on a Will saving throw with a DC equal to (10 + one-half the oracle’s class level + her
Charisma modifier) or go insane, as though affected by the Sibyl’s oracular whispers ability. This is a language-dependent effect.

This ability replaces final revelation.
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