Amazing Races:
Sulis!

NEW RACIAL OPTIONS FOR USE WITH THE PATHFINDER® ROLEPLAYING GAME
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Racial Feats and Racial Character Qraits

Several new feats are featured below for members of the suli race. These feats list the race in

their prerequisites, prohibiting other races from taking them. Also presented below are a num-
ber of racial character traits, first introduced in the Pathfinder® Roleplaying Game:

Advanced Player’s Guide™

Suli Geats

ELEMENTAL BLAST

You can project your elemental power outward.

Prerequisite: suli

Benefit: You may use your elemental blast ability
to affect a 5-ft. square within 30 ft. of you rather
than targeting a single creature. Creatures within
the blast receive damage equal to the bonus dam-
age it would otherwise grant to your melee at-
tacks. You may determine the type of damage the
blast deals, as usual. Creatures receive no saving
throw against this special attack.

This is a supernatural ability.

ELEMENTAL POWER

Your elemental powers burn brighter.

Prerequisites: Incremental Elemental Assault¥,
character level 7th, suli

Benefit: The bonus damage granted by your el-
emental assault ability increases to 1d8. By ex-
pending three rounds of that ability, you can in-
crease this bonus damage to 2d6.

KI WELLSPRING

Your spirit blazes with elemental power.

Prerequisites: ki pool, Incremental Elemental As-
sault*, suli

Benefit: You can spend 1 point from your ki pool
to use your Elemental Assault ability for 1 round.

VENGEFUL ASSAULT

Your connection to one of the elements is par-
ticularly strong.
Prerequisites: energy strike racial trait*, suli
Benefit: When you receive damage from the ener-
gy type associated with your energy strike trait (af-
ter subtracting any energy resistance that you pos-
sess), you become imbued and sheathed in a brief,
~ visible aura of raw elemental power — crackling
sparks, flickering flames, sizzling acid, or twinkling
frost — gaining the full benefits of your elemental
assault ability for 1 round. This duration does not
~ count against the daily use limit of that ability.

If energy resistance absorbs all of the damage
you would receive from an attack, you gain no
benefit from this feat.

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

Suli Character Qyraits

ELEMENTAL RESISTANCE

You are more resistant to the four elements than
even most of your kind.

Benefit: Whenever you would gain a favored
class benefit, you may instead choose to add +1 to
your acid, cold, fire, or electricity resistance.

ESTEEMED ADVISOR

You are the voice of reason — perhaps a trusted
vizier, or even the true power behind one throne
or another.

Benefit: When you use the aid another action to
assist an ally, that ally gains a +1 trait bonus on
Will saving throws for 1 round.

Alternate ClQlcia[ oraits

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.

Elemental Sight: Sulis with this racial trait possess
strange, supernatural senses, gaining tremorsense
with a range of 5 ft. and the ability to see through
fire, smoke, fog, and mist (even through magical
effects like an obscuring mist spell) within 10 ft. as
though the air were clear.

This racial trait replaces the low-light vision trait.

Resonant: Sulis that possess this racial trait are
gifted with supernaturally-strong voices resonant
with authority. These suli gain a +2 bonus on In-
timidate skill checks, and can attempt to change a
creature’s attitude with that skill in half the usual
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time. gence, except that the spell summons (and al-
This racial trait replaces the negotiator trait. lows mutable command over) Medium-sized air,

earth, fire, and water elementals.
Suli Spells

Sulis have access to the following spell.

Elemental Divergence, Greater
School conjuration (summoning) [air, earth, fire,
water]; Level druid 8, shaman 8

Casting Time 1 standard action

ComponentsV, S, DF

Range close (25 ft. + 5 ft./2 levels)

Target one summoned creature

Duration concentration (up to 10 minutes)
Saving Throw none; Spell
Resistance no

This spell summons to

your side a mutable el-

emental creature, initially

manifesting as an elder

air, earth, fire, or water

elemental. The summoned

elemental appears where \
you designate and acts im-
mediately, on your turn. It

attacks your opponents to the

best of its ability. If you can
communicate with the creature,

you can direct it not to attack, to
attack specific enemies, or to per-
form other actions as you command.
As a move action, you can reassemble
the conjured elemental energies of this
spell, transforming the summoned crea-
ture into an elder elemental of another
type (for example: an earth elemental
into an air elemental). The creature’s
current hit point total is unchanged
unless the new form would have
a lower maximum total than the
creature’s current hit point total, in
which case the elemental’s hit point
total is reduced to the new type’s
maximum.

Elemental Divergence, Lesser
School conjuration (summoning) [air, earth,
fire, water]; Level druid 4, shaman 4
Casting Time 1 standard action
Components V, S, DF
Range close (25 ft. + 5 ft./2 levels)
Target one summoned creature
Duration concentration (up to 10 minutes)
Saving Throw none; Spell Resistance no
This spell functions as greater elemental diver-
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Racial Archetypes
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As described in the Pathfinder® Roleplaying Game: Advanced Player’s Guide ™, ar-
chetypes 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.

-

THE ELEMENTAL THAUMATURGE
(Suli Alchemist Archetype)

Alchemists of an ancient order, thaumaturges seek
to give life to elemental forms, even using al-
chemy to mimic those forms with elementally-
attuned mutagens.

An elemental thaumaturge has the following class
features.

Class Skills: Elemental thaumaturges add Knowl-
edge (planes) to their list of class skills.

Thaumaturgical Bomb (Su): On a direct hit, an
elemental thaumaturge’s bomb deals 1 point
of energy damage for every die that it would
otherwise have dealt, and the alchemist does
not add his Intelligence modifier to the dam-
age dealt. Discoveries that alter an elemental
thaumaturge’s bomb never alter these qualities.
Instead, the alchemist’s bombs reshape and re-
constitute their energies into powerful elemen-
tal shapes. The energy from each bomb that the
elemental mutagenic throws coalesces into the
form of a Small elemental with a type which
corresponds to the type of energy damage that
the bomb deals (air elementals may be pro-
duced by electricity damage, earth elementals
by acid damage, fire elementals by fire damage,
and water elementals by cold damage). Other
types of energy damage are not attuned to this
ability and cannot produce elemental life. The
elemental appears adjacent to the target of the
bomb’s direct hit (if any), or anywhere within or
overlapping the splash radius of the bomb. Each
elemental acts immediately, on the alchemist’s
turn, and attacks his opponents to the best of its
ability. If the alchemist can communicate with
the creature, he can direct it not to attack, to

attack particular enemies, or to perform other

actions. The creatures remain in existence for

a number of rounds equal to the number of

damage dice that each bomb would normally

deal, and each elemental is staggered for the

first round of its existence. If there is not enough
room for the elemental to coalesce within or
overlapping the splash radius of the bomb, then
the elemental fails to form. This is not a sum-
moning effect.

At 5th level, the thaumaturgical bombs can form
Medium elementals, at 9th level, the bombs can
form Large elementals, at 13th level, the bombs
can form Huge elementals, and at 17th level,
the bombs can form greater elementals.

This ability replaces throw anything, and alters
the bomb class feature.

Thaumaturgical Mutagen (Su): At 2nd level, an

elemental thaumaturge may choose to gain 5
points of resistance to acid, cold, earth, or fire
when he imbibes a mutagen. This resistance
stacks with any other resistance that the alche-
mist possesses and lasts for the duration of the
mutagen. If the alchemist chooses to gain this
resistance, his thaumaturgical bombs are re-
stricted for the duration of the mutagen’s effect;
he may create only elementals of the matching
type for as long as the mutagen lasts.

At 5th level this resistance increases to 10. At
8th level, this resistance increases to 15. At 10th
level, the alchemist gains the ability to change
the type of resistance granted by his mutagen as
a move action.

This ability replaces the poison resistance and
poison immunity class features.

Instant Thaumaturgy (Su): At 18th level, any el-

emental that the alchemist’s thaumaturgical
bomb produces is not staggered for the first
round of their existence and may act normally
during that round.

This ability replaces swift alchemy and instant
alchemy.



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-
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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-
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or effects, logos, symbols, or graphic designs; and any other trade-
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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
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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. ldentification: 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.
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