ATHFINDER

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

ABANDONED ARTS®PRESENTS:

AMAZING RACES:
GILLMENT

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 gillman 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. ™

GILLMAN FEATS

ARCANE INHERITOR

Your possess an arcane gift; a boon of your heritage.
PREREQUISITES: Cha 11, gillman

BENEFIT: You gain the ability to cast a 1st-level spell from the
sorcerer/wizard spell list once per day as a spell-like ability.
The caster level for this spell-like ability is equal to your Hit
Dice, and the save DC (if any) for this spell-like ability is equal
to 11 + your Charisma modifier.

SPECIAL: You can gain this feat multiple times. Its effects do
not stack. Each time you take this feat, you gain one additional
daily use of your spell-like ability.

DEEP SIGHT

Your eyes have adapted to the murky depths.

PREREQUISITES: gillman

BENEFIT: You gain low-light vision as long as you are completely
immersed in water, and you can see through frothing, murky,
or otherwise opaque water as though it were perfectly clear.

GILLMAN CHARACTER TRAITS

ELDRITCH OBSESSION

You have long been fascinated by old relics.

BENEFIT: Use Magic Device is always a class skill for you, and
you gain a +5 trait bonus on checks to activate items blindly.

ALTERNATE RACIAL TRAITS

IMPROVED DEEP SIGHT

You can see perfectly in the lightless deep.

PREREQUISITES: Deep Sight, gillman

BENEFIT: You gain darkvision to a range of 60 ft. as long as you
are completely immersed in water. This special sense does not
extend outside of the water. In addition, an invisible creature
in the water gains no concealment against your attacks.
NORMAL: Invisible creatures displace the water around them,
gaining 20% concealment.

SUNKEN LEGACY

Yours is the glory of your ancient ancestors.

PREREQUISITES: gillman

BENEFIT: You count as both a gillman and as a human for any
effect related to race. In addition, choose a single ability score
when you gain this feat. You gain a +1 bonus on ability checks
and skill checks modified by that ability score.

SPECIAL: This feat must be selected at 1st level.

TERRESTRIAL CURIOSITY

Long hours exploring the surface world has made you tough.
BENEFIT: You can survive for twice as long without submersion
in fresh or salt water before succumbing to a dry death.

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.

DEEP THRALL: Gillmen with this racial trait gain a +1 racial
bonus on all Fortitude saving throws, but take a -2 penalty on
saving throws against all enchantment spells and effects.

This racial trait replaces the enchantment resistance trait.

MUCKDWELLER: Some gillmen clans dwell within the muddy
underground bogs where aboleth sometimes lair. Gillmen with
this racial trait have acclimated to life out of the water, but
are slower than their kin. Such gillmen have only a 20-ft. base
land speed and a 20-ft. swim speed.

This racial trait replaces the water dependent trait.

PASs FOR HUMAN: While all gillmen closely resemble humans,
some of their kind are more closely related to their surface-
dwelling ancestors than others, possessing both a weakened
resistance to enchantments and a reduced vulnerability to the
aboleth’s powers. A gillman with this racial trait gains the Pass
for Human feat as a bonus feat, even though it does not meet
the usual prerequisites. Gillmen with this racial trait gain only
a +1 racial bonus on saving throws against enchantment spells
and effects from all non-aboleth sources, and take only a -1
penalty on saving throws against aboleth sources.
This racial trait replaces the enchantment resistance 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 DEEP DREAMER (GILLMAN SUMMONER ARCHETYPE)

The waking life of a deep dreamer is an accursed thing. Helplessly obsessed with impulses that he cannot comprehend, a deep
dreamer uses his powers of summoning to attempt to recreate the weird and terrible shape glimpsed each night in his dreams.

A deep dreamer has the following class features.

A Shape Glimpsed in Dreams (Ex): The shape of the deep dreamer’s eidolon is revealed to him in dark dreams; recreating this
shape is a deep dreamer’s sole obsession. The summoner must choose the aquatic base form (see the Pathfinder® Roleplaying
Game: Ultimate Magic ™ sourcebook), and his eidolon tends to take a bizarre, alien shape. The deep dreamer gains one-fourth
of his class level as bonus evolution points in his eidolon’s evolution pool, but his eidolon must always have all of the following
evolutions at each point value before selecting any other evolution of the same point value:

1-point evolutions: unnatural aura (see the Pathfinder® Roleplaying Game: Ultimate Magic ™ sourcebook) and tentacles (2).

2-point evolutions: grab and constrict (the deep dreamer’s eidolon constricts with its tentacles, and may select the constrict
evolution even though it does not use the serpentine base form).

3-point evolutions: blindsense and frightful presence
4-point evolutions: blindsight and large
This ability alters the eidolon class feature.

Restless Obsession (Ex): Shaping and summoning his eidolon is the deep dreamer’s obsession. Each night, the summoner gains
an imperfect and incomplete glimpse of some dark and terrible shape swimming through the inky depths. Upon waking, the
deep dreamer feels an extraordinary urge to use his strange powers to recreate the maddeningly-incomplete form. As long as
the deep dreamer has summoned his eidolon within the past 24 hours, he gains immunity to dream and nightmare spells, and
to similar effects. Should 24 hours pass without the summoner calling his eidolon, the summoner gains the fatigued condition
until he next summons his eidolon. If the summoner is already fatigued, he becomes exhausted instead. Either condition can be
removed magically, but rest and recovery do not help to remove either condition.

Aspect of the Deep (Su): At 10th level, a deep dreamer begins to experiment with recreating the shapes glimpsed in his dreams
using his own form as a template. For every evolution point diverted to the summoner’s aspect or greater aspect abilities, the
summoner gains an equal bonus to his Strength and Constitution scores.

Terrible Aspect (Ex): At 12th level, a deep dreamer gains the ability to attempt to demoralize an opponent with the Intimidate
skill as a move action as long as he uses his aspect ability to divert the maximum number of evolution points from his eidolon’s
evolution pool to himself. At 16th level, the deep dreamer must use his greater aspect ability to divert the maximum number of
evolution points from his eidolon’s evolution pool to himself in order to gain the benefit of this ability.

This ability replaces greater shield ally and alters the aspect and greater aspect class features.
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