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RACIAL FEATS AND RACIAL CHARACTER TRAITS

Several new feats are featured below for members of the dhampir 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. ™

DHAMPIR FEATS

BLOOD STALKER

You have adapted an uncanny sense that permits you a
brilliant — if morbid — way to keep track of your favorite prey.
PREREQUISITES: Blood Drinker,* dhampir

BENEFIT: Whenever you drink blood from a living creature, you
gain a supernaturally-improved ability to track and hunt that
creature, gaining the scent special ability only as it pertains to
that creature. In addition, you gain a +2 bonus on Survival skill
checks made to track that creature. If not renewed before
then, these bonuses persist for only 12 hours.

DEATHSIGHT

You can sense the presence of undead.

PREREQUISITES: detect undead spell-like ability, dhampir
BENEFIT: You can use your detect undead spell-like ability at will.

UNHOLY TOUGHNESS

The unholy power of your vampiric heritage lends you vitality.
PREREQUISITES: Toughness, dhampir

BENEFIT: You gain 2 additional hit points for every feat that you
possess which lists “dhampir” as a prerequisite.

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

DHAMPIR CHARACTER TRAITS

DESECRATED BIRTH

You were birthed under the auspices of evil rites and signs.
BENEFIT: You gain a +2 trait bonus on saving throws against
spells and effects with the good descriptor.

HORRIFIC SIRE

Your vampiric parent was far from human.

BENEFIT: When you select this trait, choose one humanoid race
other than dhampir. 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.

ALTERNATE RACIAL TRAITS

LEFT FOR DEAD

As an infant, you were left for dead by fearful parents.

BENEFIT: You were raised by the children of the night: bats, rats,
and wolves. You can influence such animals as though with the
druid’s wild empathy class feature, using your total Hit Die -2
in place of your druid level.

MORBID CURIOSITY

As a child, you were terrifyingly inquisitive.

BENEFIT: By spending a swift action to study a creature, you
may use a light melee weapon to execute a coup de grace
against that creature as a standard action on the same turn.

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.

BLOODHUNTER: Dhampir with this racial trait gain the scent

special quality, but may only use the ability to detect creatures

suffering from bleed effects or Constitution damage or drain.
This racial trait replaces the spell-like ability trait.

CLIMBER: Dhampir with this racial trait can climb surfaces with

an unsettling ease, gaining a +2 racial bonus on Climb skill

checks, and the ability to take 10 on such checks even if stress

and distractions would normally prevent him from doing so.
This racial trait replaces the manipulative trait.

SHADOWLESS: Some dhampir, like true vampires, do not cast
a shadow and display no reflection in a mirror. In addition to
these features, a dhampir with this racial trait gains a +2 racial
bonus on Bluff and Diplomacy skill checks made to influence
humanoids whose attitudes are friendly or better. Dhampir
with this trait have a harder time influencing indifferent or
unfriendly humanoids; such a dhampir takes a -4 penalty on
those checks when influencing humanoids unless his nature
can be masked in some way (such as by meeting in darkness).
This racial trait replaces the manipulative 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 PALE RIDER (DHAMPIR GUNSLINGER ARCHETYPE)

A dhampir walks a lonely road, enduring the fear and prejudice their heritage inspires in others as they trod the forlorn path
laid out before them by their long lifespans. Wearied by the journey, some dhampir choose not to walk, but to ride.

A pale rider has the following class features.

Class Skills: Pale riders add Sense Motive and Stealth to their list of class skills.

Weapon and Armor Proficiency: The pale rider is proficient with all simple and martial weapons, all firearms, and with the lasso
(see the Pathfinder® Roleplaying Game: Advanced Player’s Guide ™). The pale rider is not proficient with armor.

Grit (Ex): Instead of using his Wisdom modifier to determine the number of grit points he gains at the start of each day, the pale
rider uses his Charisma modifier. This ability works in all other ways like the gunslinger’s grit class feature.

Ghostly Grace (Ex): At 2nd level, a pale rider gains twice the dodge bonus listed by his nimble class feature as long as he is not
wearing armor, and gains no benefit from the nimble class feature while wearing armor. At 12th level, the pale rider gains Wind
Stance as a bonus feat, even if he doesn’t meet the prerequisites. At 16th level, the pale rider gains Lightning Stance as a bonus
feat, even if he doesn’t meet the prerequisites. The benefits of these feats only apply when the pale rider wears no armor.

This ability replaces the bonus feats gained at 12th and 16th levels, and alters the nimble class feature.

Shrouded (Ex): At 2nd level, as long as the pale rider is wearing a robe or poncho, a broad cloak, a long coat, or some similarly
voluminous article of clothing, he gains a +2 circumstance bonus on Sleight of Hand and Stealth skill checks.

Phantom Steed (Sp): At 4th level, a pale rider gains the supernatural ability to call upon a lonesome equine spirit. Just as many
vampires feel a kinship with bats, rats, and wolves, the pale rider shares a bond with this forlorn steed. The gunslinger gains the
Mounted Combat feat as a bonus feat and can use phantom steed as a spell-like ability with a caster level equal to the pale
rider’s class level. The gunslinger may use this ability at will, but he may never conjure more than one steed at a time.

The phantom steed is an eerily steady mount whose hooves never quite touch the ground. A rider takes only a -2 penalty on
ranged attack rolls when the phantom steed takes a double move. At 8th level, the penalty is negated entirely.

This ability replaces the bonus feats gained at 4th and 8th levels.

Startling Spook Deed (Ex): At 7th level, a mounted pale rider with at least 1 grit point can cause his phantom steed to buck and
rear, spooking foes. Medium and smaller opponents adjacent to the phantom steed must succeed on a Will saving throw with a
DC equal to 10 + the gunslinger’s class level + his Charisma modifier or become flat-footed until the start of their next turn. This
is a mind-affecting fear effect.

This ability replaces the startling shot deed.

Lonesome Heart (Ex): At 20th level, the pale rider becomes immune to spells and effects with the emotion descriptor.
This ability replaces the bonus feat gained at 20th level.
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