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Racial Feats and Racial Character Traits
Several new feats are featured below for members of the elven 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 GuideTM

Elven Feats

ANCIENT GUARDIAN [COMBAT]

While you are within your attuned terrain, you 
can better protect your allies from danger.
Prerequisites: Attuned to the Wild,* Guardian of 

the Wild,* 100+ years old, elf
Benefit: As an immediate action, you can grant 

the benefit of your Guardian of the Wild feat to an 
adjacent ally for 1 round. If you do, you take a -1 
penalty to your Armor Class until the start of your 
next turn. You must be within the appropriate ter-
rain type in order to bestow this benefit, as usual. 
Unlike most dodge bonuses, this bonus does not 
stack with itself; no creature may gain this benefit 
more than once per round.

ANCIENT MAGIC

Ancient elven spellcasting traditions are yours to 
command, granting you arcane power over native 
creatures.
Prerequisites: Attuned to the Wild,* Mage of the 

Wild,* 100+ years old, elf
Benefit: Three times per day, you may double the 

bonus granted by your Mage of the Wild feat as 
it applies to a single caster level check made to 
overcome the spell resistance of a creature native 
to the terrain type that you selected the Attuned to 
the Wild feat for. If your spell deals damage, the 
target receives an additional 1d6 points of damage 
of the same type. This extra damage is not multi-
plied on a critical hit.

ANCIENT WARRIOR [COMBAT]

You have studied the old ways of war.
Prerequisites: Elven Battle Training,* 100+ years 

old, elf
Benefit: When you successfully hit an opponent 

with a melee attack using an elven weapon (long-
swords, rapiers, or any melee weapon with “el-
ven” in the name), you may forfeit all of your re-
maining attacks of opportunity in order to deal an 
additional 1d6 points of damage. This extra dam-
age is not multiplied on a critical hit. Any time 

that you cannot make an attack of opportunity, 
you lose the ability to gain this benefit.

ELVEN SPELLHUNTER

You hunt your favored enemies with both spell 
and sword.
Prerequisites: favored enemy (any), elf or half-elf
Benefit: You may apply your favored enemy bo-

nus on caster level checks made to overcome the 
spell resistance of favored enemies.

WOOD ANIMIST

You can create wood golems from living trees.
Prerequisites: Craft Construct, elf
Benefit: Wood golems that you create retain their 

ability to grow and recover. While in forest terrain, 
wood golems that you create gain fast healing 1, 
and recover hit points as living creatures do.

*:See the Pathfinder® Roleplaying Game: Advanced Race Guide

Elven Character Traits

ARCANE MISCHIEF-MAKER

Taking a cue from your fey cousins, you are adept 
at using minor spells to wreak mischief and sow 
chaos.
Benefit: You gain a +1 trait bonus to the saving 

throw DCs of cantrips that you cast. When you 
use the Heighten Spell feat to augment a cantrip, 
double this bonus.

ELVEN HERBALIST

Elven herbalism is unmatched by other cultures, 
and you have studied extensively the holistic herb-
al traditions of your kind.
Benefit: You gain a +1 trait bonus on Profession 

(herbalist) skill checks. In addition, you may use 
that skill in place of the Heal skill when using a 
healder’s kit to treat disease, treat poison, provide 
long-term care, or treat wounds from caltrops, 
spike stones, or spike growth.
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SERENE MINDSCAPE

Elven culture is one of peace; a tradition that you 
exemplify.
Benefit: You gain a +1 trait bonus on saving 

throws against mind-affecting spells with the fear 
or emotion descriptors.

TONGUE OF OLD

You have studied an ancient and near-magi-
cal elven dialect.
Benefit: You gain a +1 bonus on Linguis-

tics skill checks. When you communicate with 
elves or fey creatures, you may use the Linguis-
tics skill in place of the Diplomacy skill when at-
tempting to influence such a creature’s attitude, or 
request a favor. You must communicate in the 
Elven language to gain this benefit; this trait 
grants you no ability to communicate 
with creatures with which you do n o t 
share a language.

Alternate Racial Traits

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

Elven Speed: An elf with this racial trait may draw 
a single longbow, longsword, shortbow, rapier, or 
any weapon with “elven” in the name as a free 
action, or as part of an initiative check (requiring 
no action).
This racial trait replaces the elven magic trait.

Elven Grace: Whenever an elf with this trait 
makes a CMB check to attempt a combat maneu-
ver that would normally provoke an attack of op-
portunity, that maneuver provokes an attack only 
if his CMB check fails.
   This racial trait replaces the elven magic trait. 

Inheritor of Wisdom: Elves with this racial trait 
may use their Wisdom modifiers in place of their 
Strength or Dexterity modifiers when making Ac-
robatics, Climb, or Swim skill checks.
This racial trait replaces both the elven magic 

and keen senses traits.

Perfect Recall: Elves with this racial trait can 
recall everything they have learned with ease, 
gaining a +1 racial bonus on all Knowledge skills 
which are class skills for the elf.
This racial trait replaces the weapon familiarity 

trait.
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Racial Archetypes
   As described in the Pathfinder® Roleplaying Game: Advanced Player’s GuideTM, archetypes are vari-
ant 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 al-
ternate 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 fea-
tures 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 indi-

cated race, though such options rarely interact with the racial traits of that race.

THE GREEN MARSHAL                                                    
(Elf Cavalier Archetype) 

Not every elf charged with the guardianship of the 
natural world takes up the path of the ranger or 
druid. The green marshal is a knight of the forests, 
hills, swamps, and plains; pledged to an ancient 
order of elven cavalry.

A green marshal has the following class features:

Armor Proficiency: Green marshals are proficient 
with light and medium armor, and with shields 
(except tower shields).

Greensteed (Su): A green marshal gains the service 
of a regal spirit of nature – a creature that takes 
the shape of a verdant green elk with horns of 
twisted wood. This steed shares the cavalier’s 
alignment and functions as a druid’s animal com-
panion, using the cavalier’s level as his effective 
druid level. The cavalier does not take an armor 
check penalty on Ride skill checks while riding 
his greensteed, and the steed does not gain the 
share spells ability.

As with a traditional cavalier’s mount, a green 
marshal’s bond with his steed is strong. Should 
a green marshal’s steed die, the cavalier may 
call another steed to serve him after 1 week of 
mourning. This new greensteed does not gain the 
link, evasion, devotion, or improved evasion spe-
cial abilities until the next time the cavalier gains 
a level.

The statistics for a greensteed are as follows:

Starting Statistics
Size Large; Speed 50 ft. AC +5 natural armor; Attack 

gore (1d6), 2 hooves (1d3); Ability Scores Str 16, 
Dex 16, Con 15, Int 3, Wis 15, Cha 15; Special 
Qualities bonus feats: Endurance and Run, dark-
vision 60 ft., low-light vision

4th-Level Advancement
AC +1 natural armor; Attack gore (1d8), 2 hooves 

(1d4); Ability Scores Str +4, Con +4

A greensteed has the outsider type and the native 
subtype, but its hit die, BAB, saves, and skill 
ranks are unchanged. The greensteed under-
stands Elven, but cannot speak. It is an intelligent 
creature; it is not limited in the feats that it may 
choose as an animal companion would be. The 
steed’s hooves are secondary attacks.

This ability replaces the cavalier’s mount and the 
expert trainer class feature.

Order of the Green (Ex): The green marshal pledg-
es himself to an order the same as any other cava-
lier, but also serves the wild and its inhabitants. 
The green marshal adds Knowledge (nature) to 
his list of class skills, and gains a bonus equal to 
one-half his cavalier class level on checks with 
that skill. This bonus replaces the normal skill bo-
nus granted by the cavalier’s order. A green mar-
shal’s edicts also demand that the cavalier protect 
the natural order. In addition to the edicts im-
posed by the cavalier’s order, the green marshal 
may not serve any deity or organization whose 
interests run counter to this mission, and must 
strive to guard the natural world from the dangers 
of civilization, and from unnatural threats such as 
aberrations and the undead.

This ability alters the cavalier’s order.



5

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 Re-
served. 

1. Definitions: (a)”Contributors” means the copyright and/or trade-
mark owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, modi-
fication, correction, addition, extension, upgrade, improvement, com-
pilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to reproduce, li-
cense, 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 copy-
right law, but specifically excludes Product Identity. (e) “Product Identi-
ty” 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, sym-
bols, designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, personali-
ties, 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 trade-
mark or registered trademark 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 De-
rivative Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

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 Con-
tent distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indi-
cate 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 contributing 
original material as Open Game Content, You represent that Your Con-
tributions 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 COPY-
RIGHT 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 Iden-
tity, 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 compatibil-
ity 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 clear-
ly indicate which portions of the work that you are distributing are Open 
Game Content. 

9. Updating the License: Wizards or its designated Agents may publish 
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. 

15. COPYRIGHT NOTICE Open Game License v 1.0 © 2000, Wizards 
of the Coast, Inc.; 

System Reference Document. © 2000, Wizards of the Coast, Inc.; Au-
thors Jonathan Tweet, Monte Cook, Skip Williams, based on material by 
E. Gary Gygax and Dave Arneson. 

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publish-
ing, LLC; Author: Jason Buhlman, based on material by Jonathan Tweet, 
Monte Cook, and Skip Williams. 

Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Ja-
son Buhlman, based on material by Jonathan Tweet, Monte Cook, and 
Skip Williams. 

Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Pub-
lishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Ja-
son Buhlman, Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. 
Hunt, Colin McComb, Jason Nelson, Tom Phillips, Patrick Renie, Sean K 
Reynolds, and Russ Taylor. 

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publush-
ing. LLC; Authors: Jason Buhlman, Tim Hitchcock, Colin McComb, Rob 
McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reyn-
olds, Owen K.C. Stephens, and Russ Taylor. 

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All 
rights reserved. 

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: 
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey 
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawing-
er, and Bill Webb; Based on original content from TSR. 

Abandoned Arts Presents: Amazing Races: Elves! © 2013, 2015, Da-
ron Woodson; Author: Daron Woodson. Art Rick Hershey. Layout Troy 
Daniels.


