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RACIAL FEATS AND RACIAL CHARACTER TRAITS

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

GNOME FEATS

APT TALENTS

Your magical talents are especially versatile.

PREREQUISITES: minor magic rogue talent, gnome

BENEFIT: You can expend any two daily uses of your gnomish
spell-like abilities to cast your minor magic spell-like ability
one additional time per day. If you also possess the major
magic rogue talent, you can expend all remaining uses of your
gnomish spell-like abilities (minimum two) to cast your major
magic spell-like ability one additional time per day.

PATIENT PRANKSTER [COMBAT]
You can find weaknesses in even the largest opponents.
PREREQUISITES: Int 13, Combat Expertise, Improved Dirty Trick,
gnome
BENEFIT: Any size penalty that you possess does not apply to
your CMB when performing dirty trick maneuvers.
Additionally, you can make a Bluff skill check opposed by the
Sense Motive skill check of any creature that you can see as a
move action. If your Bluff check is successful, that creature
may not apply its size modifier (if positive) to its CMD against
the next dirty trick maneuver that you attempt against it
before the end of your next turn.

SWAPPING REPOSITION [COMBAT]

You can maneuver your enemies into one another.
PREREQUISITES: Int 13, Combat Expertise, Improved

Reposition, gnome

BENEFIT: Whenever you successfully reposition a creature, you
may move that creature into a space occupied by a creature
of the same size or smaller. If you do, that creature is moved
into the space last occupied by the repositioned creature. You
may not use this feat to move a creature into the space of a
creature that could not be repositioned (such as any creature
immune to the reposition maneuver).

SWEETWINE POTIONS

You can brew delicious magical drinks.

PREREQUISITES: Brew Potion, Profession (brewer) 1 rank, gnome

BENEFIT: When you brew a potion, you may mix it with a single

alcoholic drink. The magic of the potion brings out the flavor

of the drink, and lessens some of the alcoholic effects.
Drinking the admixture bestows the effects of both the spell

and the drink, and the Addiction DC (if any) of an alcoholic

drink imbibed this way is reduced by 1 (see the Pathfinder®

Roleplaying Game: GameMastery Guide).

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

GNOME CHARACTER TRAITS

GNOMISH INTUITION

You’ve got a sixth sense when it comes to enchantments.
BENEFIT: You gain a +5 trait bonus on Sense Motive skill checks
made to detect whether or not someone’s behavior is being
influenced by an enchantment.

HAPPY DRINKER

You are a hit at parties.

BENEFIT: You gain a +5 trait bonus on Fortitude saving throws
made to resist addiction when drinking alcohol. In addition, if
you would become sickened from drinking too much, you may
choose to become dazzled instead.

JOYFUL PERSPECTIVE

You are untroubled by hardships.

BENEFIT: You gain the benefits of the Endurance feat, except
that this trait grants you no ability to rest in your armor. This
benefit does not stack with the Endurance feat.

KiL1, THEM WITH KINDNESS

Though you share your kind’s mistrust of certain opponents,
there exists a place in your heart for forgiveness and reason.
BENEFIT: When attempting to influence creatures against whom
you have a racial bonus on attack rolls (such as those granted
by the hatred racial trait), you gain a trait bonus on Diplomacy
skill checks equal to your racial bonus on attack rolls.

PRODIGIOUS TALENTS
A wellspring of magical talents dwells within you.
BENEFIT: You may select the minor magic rogue talent (if you
have access to the rogue talent class feature) and the Arcane
Talent feat (see the Pathfinder® Roleplaying Game: Advanced
Player’s Guide) multiple times. The effects do not stack; each
time that you gain either ability, you may gain access to a new
0-level spell from the sorcerer/wizard list.

If you select the major magic rogue talent, you may instead
choose a 0-level spell from the bard or druid spell lists.




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.

ARCANE WEALTH: Gnomes with this racial trait may cast each FEY MAGIC: Gnomes with this racial trait may add two 0-level
of the racial spell-like abilities granted by the gnomish magic bard or druid spells to the list of spell-like abilities granted by

trait one additional time each day. the gnomish magic trait.

This racial trait replaces the defensive training and keen This racial trait replaces the hatred and weapon familiarity
senses traits. traits.
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 WONDERKIND (GNOME SORCERER ARCHETYPE)

The wonderkind is a sorcerer who brings gnomish optimism to life with his magic. His hopefulness and lust for life buoys his
bloodline, bringing the inherent wonder and strangeness of his sorcerous powers to bear in wonderful ways.

A wonderkind has the following class features.

Alignment: Any non-evil.

Wonderful Toys (Ex): A wonderkind gains read magic as a spell-like ability, usable at will. The caster level for this ability is equal
to his class level. In addition, a wonderkind gains a +2 bonus on Use Magic Device skill checks, and may use that skill untrained.
This ability replaces Eschew Materials.

Miraculous Healer (Ex): At 3rd level, a wonderkind adds stabilize to his list of spells known as a 1st-level spell. At 5th level, a
wonderkind adds cure light wounds to his list of spells known as a 2nd-level spell. At 7th level, a wonderkind adds remove
disease to his list of spells known as a 3rd-level spell.

This ability replaces the bloodline spells gained at 3rd, 5th, and 7th levels.

Marvelous Conjurations (Su): At 7th level, each non-evil, non-fiendish creature that a wonderkind conjures with a summon
monster spell gains a 1-point eidolon evolution from the following list of evolutions: basic magic, climb, gills, low-light vision,
magic attacks, mount (if appropriately sized), resistance, scent, or swim.

If the sorcerer has or summons a familiar, the familiar permanently gains one of the above evolutions.

This ability replaces the bloodline feat gained at 7th level.




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 Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative Material" means copyrighted material
including derivative works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted;
(c) "Distribute" means to reproduce, license, 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 enhancement 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 copyright law, but
specifically excludes Product Identity. (e) "Product Identity" 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, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, 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 trademark 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 Derivative 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 Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate 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 Contributions 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 COPYRIGHT 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 Identity, 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 compatibility 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 clearly 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 unenforceable, 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.; Authors Jonathan Tweet, Monte
Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson. Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author:
Jason Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Jason
Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, LLC;
Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason 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 Publushing. LLC; Authors: Jason Buhlman,
Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, 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 Lawinger, and Bill Webb; Based on original content
from TSR. Abandoned Arts Presents: Amazing Races: Gnomes! © 2015, Daron Woodson; Author: Daron Woodson, based on material by Jonathan Tweet, Monte
Cook, and Skip Williams.
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