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RACIAL FEATS AND RACIAL CHARACTER TRAITS

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

DUERGAR FEATS

GREY CRAFTSMAN

Long hours of toil have borne fruit; you can craft magical arms
and armor with trademark dwarven proficiency and skill.
PREREQUISITES: 1 rank in any Craft skill, duergar

BENEFIT: Choose one Craft skill in which you possess at least 1
rank. You receive a +2 bonus on the chosen Craft skill. Ranks
in your chosen skill count as your caster level for the purposes
of qualifying for the Craft Magic Arms and Armor feat. You can
create magic armor and weapons using these feats, substituting
your ranks in the chosen skill for your total caster level. You
must use the chosen skill for the check to create the item. The
DC to create the item still increases for any necessary spell
requirements, but the DC is increased by only 2 for every such
missing spell requirement.

SPECIAL: This feat counts as the Master Craftsman feat for the
purposes of qualifying for other feats.

DUERGAR CHARACTER TRAITS

DOUR PESSIMIST

You expect naught from life but toil, war, and death’s mercy.
BENEFIT: You gain a +2 trait bonus on saving throws against
spells and effects with the emotion descriptor.

ALTERNATE RACIAL TRAITS

LABOR AND TOIL

Endless toiling has made you an efficient craftsman.
PREREQUISITES: any item creation feat, duergar

BENEFIT: When you craft a magic item, you may do so in only 1
day for every 2,000 gold pieces in the item’s base price.
NORMAL: Crafting a magic item normally takes 1 day for every
1,000 gold pieces in the item’s base price.

SLAVE-TAKER [COMBAT]

You have learned to subdue, detain, and transport slaves.
PREREQUISITES: Improved Grapple, Weapon Focus (spiked
chain) or Weapon Focus (whip), duergar

BENEFIT: You gain a +1 damage bonus on weapon damage rolls
with spiked chains and whips. In addition, when tying up an
opponent whom you have pinned, you may restrain the pinned
opponent with manacles instead of rope.

DUERGAR SLAVE MASTER

You study the languages of those you subject to slavery.
BENEFIT: When choosing starting languages, you may choose
any languages (other than secret languages, such as Druidic).

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.

ARMORSMITH: Duergar with this racial trait have learned how
to forge and wear custom armor. Any metal armor created by
the duergar has its armor check penalty reduced by 1 point as
long as he wears it. This bonus applies only to armors crafted
by the duergar, and only to the duergar that crafted it.

This racial trait replaces the invisibility spell-like ability.

BLACKSMITH: Duergar with this racial trait gain a +2 bonus on
Craft and Profession skill checks related to metal.
This racial trait replaces the invisibility spell-like ability.

LOCKSMITH: Duergar with this racial trait gain Disable Device
as a class skill and may use that skill to disable magical traps.
This racial trait replaces the enlarge person spell-like ability.

TOILING SPIRIT: A duergar with this racial trait can summon
an unseen servant as a spell-like ability, once per day. Unlike a
typical unseen servant, the “spirit” is visible and appears like a
ghostly, shackled humanoid creature. The caster level for this
spell-like ability is equal to the duergar’s Hit Dice.

This racial trait replaces the enlarge person spell-like ability.

VANISHER: A duergar with this racial trait can use vanish as a
spell-like ability once per day. When the duergar reaches 6th
level in any combination of classes, he gains the ability to vanish
twice per day. At 12th level, a duergar with this trait can use
his vanish spell-like ability three times per day. The caster level
for this spell-like ability is equal to the duergar’s Hit Dice.

This racial trait replaces the invisibility spell-like ability.




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 TORMENTOR (DUERGAR INQUISITOR ARCHETYPE)

In the sunless caverns where the duergar toil and worship, the ‘grey dwarves’ are known as notoriously harsh and successful
slavers. Among the best of these are their inquisitors; taskmasters and slave-takers with cruel streaks as wide as their beards.

A tormentor has the following class features.

Weapon Proficiency: A tormentor is proficient with all simple weapons, plus the hand crossbow, longbow, repeating crossbow,
shortbow, spiked chain, whip, and the favored weapon of his deity.

Torments (Ex or Su): At 3rd level, a tormentor begins to master cruelties both mundane and divine. These torments allow the
inquisitor to better interrogate, subjugate, and punish his foes. At 3rd level and at every three levels thereafter, the inquisitor
learns a torment from the list below. An inquisitor may not select an individual torment more than once. If a torment calls for a
saving throw, the DC of the save is equal to 10 + the inquisitor’s class level + his Wisdom modifier.

This ability replaces monster lore, solo tactics, and all teamwork feats. The following is a list of torments and their effects:

Affliction (Su): The tormentor can lay a curse upon one creature within 30 ft. as a standard action, causing it to radiate an aura
of evil for 1 hour per class level, as if they were an evil outsider. In addition, if the target casts a spell with the good descriptor,
it takes an amount of damage equal to the spell level of the spell cast. A successful Will saving throw negates this curse effect.

Coercive (Ex): The tormentor can attempt to use the Intimidate skill to demoralize an opponent as a move action.
Choke (Ex): While the tormentor wields a whip or spiked chain, creatures he grapples cannot cast spells with verbal components.

Cursed Wounds (Su): Wounds inflicted by a whip or spiked chain wielded by the inquisitor resist magical healing. Creatures
attempting to use any kind of magical healing on such a creature must succeed on a caster level check with a DC equal to 10 +
the inquisitor’s class level. A failed check indicates that the healing has no effect on the injury. This is a curse effect.

Hobbling Strike (Ex): As a standard action, the tormentor may make a single melee attack against one creature within reach. If
the tormentor’s attack is successful, his opponent suffers a wound to its feet or legs. The target’s speed is halved for 24 hours
or until the creature receives 1 point or more of magical healing or is treated with a DC 15 Heal skill check.

Pyrrhic Injury (Su): Creatures injured by the inquisitor must succeed on a Will saving throw or suffer a curse. Any creature that
attempts to heal the cursed creature with a spell takes 1 point of damage per spell level. This curse lasts until the cursed victim
is fully healed. This is a curse effect.

Traumatic Counterspell (Su): Whenever the inquisitor successfully counters an opponent’s spell, that opponent receives an
amount of nonlethal damage equal to the spell level of the spell countered.

Wracking Touch (Su): As a standard action, the tormentor can attempt to cause wracking pain with a successful melee touch
attack. If the tormentor’s attack is successful, his victim takes 1d6 points of damage + 1 for every class level possessed. Affected
creatures are entitled to a Fortitude saving throw for half damage. This is a mind-affecting pain effect.

Weapon Focus (Ex): The tormentor gains Weapon Focus (spiked chain) and Weapon Focus (whip) as bonus feats.
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