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RACIAL FEATS AND RACIAL CHARACTER TRAITS

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

GRIPPLI FEATS

LASTING TOXICITY

Your natural toxins remain potent for hours.

PREREQUISITES: toxic skin, grippli

BENEFIT: Your natural poison remains potent for up to three
hours after it is applied.

PREHENSILE TOES

Your feet are appendages capable of fine manipulation.
PREREQUISITES: climb speed, grippli or vanara

BENEFIT: You can use your prehensile feet to hold objects. You
cannot wield weapons with your feet, and you cannot move
(except to climb) while holding objects with your feet.

TONGUE TRICK [COMBAT]

You can use your tongue to perform dirty tricks in combat.
PREREQUISITES: Agile Tongue,* Improved Dirty Trick, grippli
BENEFIT: You can use your prehensile tongue to perform a dirty
trick maneuver. In addition, choose one of the following effects:
blinded, dazzled, deafened, entangled, shaken, or sickened.
You gain a +2 bonus when you attempt to use the dirty trick
maneuver to inflict that condition.

SPECIAL: You can gain this feat multiple times. Each time you
do, it imparts a bonus to a different trick.

TONGUE TRIP [COMBAT]

You can use your tongue to bring your foes down hard.
PREREQUISITES: Agile Tongue,* Improved Trip, grippli

BENEFIT: You can use your prehensile tongue to perform a trip
maneuver. Whenever you render an opponent prone with a
tongue trip maneuver, that creature takes 1d6 points of
nonlethal damage from the impact of the fall. Feather fall
effects and other effects that reduce or negate falling damage
prevent this damage.

ToxiC SPEED

You can manifest your natural poison more quickly.
PREREQUISITES: toxic skin, grippli

BENEFIT: You can poison your own body as a move action.

WEBBED WARRIOR [COMBAT]

You can load and fire a bow with your toes!

PREREQUISITES: Prehensile Toes, proficiency with any bow
weapon (longbow, shortbow, etc.), grippli

BENEFIT: You can use your prehensile feet to wield, load, and
fire any kind of bow, as long as your feet are not touching the
ground (including while you are prone).

NORMAL: You cannot fire a bow from the prone position.

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

GRIPPLI CHARACTER TRAITS

CROAKER

You are possessed of a particularly majestic croak.

BENEFIT: You gain a +4 trait bonus on Diplomacy skill checks
made to influence other grippli.

ALTERNATE RACIAL TRAITS

IT’s NOT EASY BEING GREEN

A profusion of larger predators have made you good at hiding.
BENEFIT: You can use the Escape Artist skill to squeeze through
tight spaces in half the time it would ordinarily take.

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.

HOLD BREATH: Grippli with this racial trait can hold their
breath longer than most, gaining the hold breath special quality.
This racial trait replaces the weapon familiarity trait.

INSCRUTABLE: Non-grippli take a -8 penalty on untrained Sense
Motive skill checks against grippli with this racial trait.
This racial trait replaces the camouflage 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 BOGWALKER (GRIPPLI DRUID ARCHETYPE)

Renowned as swampland guides, grippli bogwalkers enjoy a deep connection with their marshy homelands. Adventurers set on
traversing dangerous swampland regions could ask for no better companion.

A bogwalker has the following class features.

Spontaneous Casting (Ex): A bogwalker who chooses to form a nature bond with the Animal, Earth, Plant, or Water domain may
channel stored spell energy into domain spells. He may “lose” a prepared spell in order to cast any spell from his domain spell
list of the same spell level or lower. This class feature augments, but does not replace, the druid’s ability to spontaneously cast
summon nature’s ally spells.

Wild Empathy (Ex): A bogwalker takes a -4 penalty on wild empathy checks made to influence any animals or magical beasts
which are not native to bogs, marshes, and swamps.

Bogwalking (Su): At 2nd level, the bogwalker earns the supernatural favor of the swamplands, gaining several unique abilities
when in bog, marsh, and swamp terrain. Foliage bends out of his way and thick peat bogs part for his passage as the bogwalker
traverses the swamplands, allowing the druid to move unimpeded through shallow bogs and light and heavy undergrowth as
though it were not difficult terrain. After moving through such an area of swampland terrain, the terrain remains “parted” for a
brief moment, posing no harm or hindrance to those passing through it until the start of the bogwalker’s next turn. This allows
the bogwalker’s allies to follow him through wet marshes and tangled swamps without slowing their travel.

As an immediate action, a bogwalker can cause all parted undergrowth and bog terrain to revert to a “non-parted” state. When
this ability is used to march overland, treat all swampland traveled as though the bogwalker’s path were along a road or trail.

Additionally, the bogwalker cannot be tracked in bog, marsh, or swamp terrain.

This ability replaces woodland stride and trackless step.

Resist Disease (Ex): At 4th level, a bogwalker gains a +4 bonus on saving throws against disease, and on Heal skill checks made
to treat disease. At 8th level, a bogwalker gains immunity to non-magical diseases.
This ability replaces resist nature’s lure.

Wild Shape (Su): At 4th level, the bogwalker’s wild shape ability functions at his druid level -2 if he takes on a form which is not
native to bog, marsh, or swamp terrain.

Swamp Speaker (Su): At 4th level, the bogwalker may listen to the spirits of the swamp in order to gain special insights. When
the swamp speaker takes 20 on a trained skill check in the swamp, he gains a +2 insight bonus on the skill check. In addition, the
bogwalker may take 20 on Survival skill checks made to forage or track through swampy terrain.

Divine Dominion (Su): At 20th level, a bogwalker who chose to form a nature bond with the Animal, Earth, Plant, or Water
domain immediately forms a bond with all four domains, gaining the full benefits of each.
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