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Racial Feats and Racial Character Qraits

Several new feats are featured below for members of the ratfolk 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™

Ratfolk Seats

GNAWING TEETH

You can chew through most materials.

Prerequisites: Burrowing Teeth*, ratfolk

Benefit: Your sharp teeth can gnaw through
hemp, wood, and other materials with a hardness
of 5 or less. Gnawing through such materials is
a standard action that deals 1d3 points of dam-
age, modified by your Strength bonus (minimum
+0). The hardness of such objects is not subtracted
from this damage.

Note that this ability does not grant you a
bite attack.

NIP [COMBAT]

You can execute a quick bite attack

Prerequisites: spiteful bite racial trait (see below),
Burrowing Teeth*, Gnawing Teeth*, ratfolk

Benefit: Your bite attack becomes a primary natu-
ral weapon. In addition, you can make a bite at-
tack as a swift action.

RAT’S GUILE

Guile is your defense against charm and deception.

Prerequisites: Int 13, ratfolk

Benefit: When attempting a Will saving throw
to disbelieve an illusion or resist the effects of a
spell or effect with the charm descriptor, you may
choose to use your Intelligence modifier on the
saving throw in place of your Wisdom modifier.

Additionally you may use your Intelligence

modifier in place of your Wisdom modifier on
Sense Motive skill checks made to detect a lie.

RAT’S CUNNING [COMBAT]I

You can use your size to your advantage.

Prerequisites: base attack bonus +1, ratfolk

Benefit: You take no size penalty on Combat Ma-
neuver Bonus checks for being Small-sized when

- attempting a dirty trick or steal maneuver.

Normal: Small-sized creatures receive a -1 size
penalty to all Combat Maneuver Defense checks.

RAT’S QUICKNESS [COMBAT]

When the going gets tough, the tough get going.

Prerequisites: base attack bonus +1, ratfolk

Benefit: During a surprise round, you gain a +2
morale bonus on melee weapon damage rolls and
a +10 bonus to your base speed.

RIVER RAT

You can navigate muddy waterways with

strange grace.

Prerequisites: ratfolk

Benefit: You gain a +2 bonus on Swim checks,
and you can see through up to 5 ft. of murky water
as though it were clear.

SCAVENGER'’S SCENT

You can detect
great distances.

Prerequisites: scent racial trait, ratfolk

Benefit: You can detect downwind scents at the
usual range. In addition, you can detect powerful
scents (such as rotting garbage) at triple the usual
range, and overpowering scents (such as a troglo-
dyte stench) at four times the usual range.

Normal: Creatures with the scent special ability
can detect downwind scents at a range of only 15 ft.

powerful  scents  over

TWITCHY WHISKERS

Your whiskers alert you to danger.

Prerequisites: ratfolk

Benefit: You gain a +2 bonus on initiative checks
and on non-visual Perception skill checks. Addi-
tionally, you never incur a penalty on Perception
skill checks due to resting or sleeping.

Normal: The DC of Perception skill checks is in-
creased by 10 for sleeping creatures.

WARY WHISKERS

Your whiskers can detect subtle currents in
the air.

Prerequisites: scent racial trait, Twitchy Whis-
kers, ratfolk

Benefit: You can note the direction of a scent as
a swift action.

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




Ratfolk Character Qraits

GUTTER RAT

You have mastered the art of laying low. 5 g"{f

Benefit: Other creatures add +5 to the DC of Di- '49-—) = E -
plomacy skill checks to gather information 79 WS

about you.

UNTHINKING CAUTION

Better twitchy than dead; that’s your motto.
Benefit: You gain a +1 dodge bonus to Armor
Class during any surprise round.

Alternate Racial Qraits

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 pre-
sented below.

Filthy Habits: Ratfolk with this trait
gain a +2 racial bonus on saving
throws against disease and poison.

This racial trait replaces the
swarming trait.

Pack Rat: Ratfolk with this trait
determine their carrying capaci-
ties as though they were one size
category larger.

This racial trait replaces the
swarming trait.

Spiteful Bite: Some ratfolk
possess particularly sharp teeth.
Ratfolk with this racial trait gain a
secondary bite attack that deals 1d3
points of piercing damage. If used to attempt
an attack of opportunity, a spite-
ful bite attack becomes a primary
natural weapon, gains a critical
threat range of 19-20, and a criti-
cal modifier of x3.

This racial trait replaces the rodent empathy
and tinker traits.
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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 mem-
bers of the indicated race, though such options rarely interact with the racial traits of that race.
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THE STREET RAT
(Ratfolk Rogue Archetype)

Accustomed to crawling the gutters and slumming

it with the lowest of the low, a street rat knows
how to avoid authorities, sniff out danger, navi-
gate the urban sprawl, and spread a rumor.

A street rat has the following class features:

Mean Streets (Ex): A street rat learns to keep his

ear to the streets. The rogue adds half his level
to Diplomacy skill checks made to gather infor-
mation (minimum +1). Additionally, a street rat
may select the following advanced rogue tal-
ents at any level (not only at 10th level and up):
black market connections, rumormonger, and
terrain mastery (urban). Finally, the street rat can
use the Diplomacy skill in place of the Survival
skill to track creatures through an urban envi-
ronment.

- This ability replaces trapfinding.

Rancid Resistance (Ex): At 2nd level, a street rat

becomes acclimated to the filthiest of living
conditions. The rogue gains a +1 bonus on sav-
ing throws against disease, inhaled and ingested
poisons, and against gasses and cloud effects.
This bonus increases to +2 when the rogue
reaches 6th level, to +3 when he reaches 9th
level, to +4 when he reaches 12th level, to +5 at
15th, and to +6 at 18th level.

This ability replaces trap sense.

Nose for Trouble (Ex): At 8th level, the street rat's

sense of danger is so sharply-honed that he can
sense trouble from around the corner, inside the
next room, or across the hall. As a full-round
action, the rogue can make an active Perception
check to search a 15-foot radius area centered
on a single point in space to which the rogue
has a line of sight. The DC for this Perception
check is not modified by distance or closed
doors, though the DC is affected normally by
more enduring barriers (like walls). If the check
succeeds against the DC of any danger (such as
a trap or a hidden creature) and the street rat has
a line of sight to that danger, the rogue may de-
tect or identify the danger normally. If the street
rat has no line of sight to the threat, he simply
becomes aware that some unspecified danger
lurks within the area.

When a street rat uses this ability but discerns no

apparent danger (whether or not any such dan-
ger exists), his confidence in his uncanny nose
for trouble is shaken, and the rogue loses the
ability to use this class feature for 1 hour.

This ability replaces the rogue’s 8th level

rogue talent.

Second Guess (Ex): At 16th level, a street rat can

use his Nose for Trouble ability more often.
Once per day, the street rat can use that ability
even within 1 hour after failing to detect any ap-
parent danger.

This ability replaces the rogue’s 16th level

rogue talent.
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