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RACIAL FEATS AND RACIAL CHARACTER TRAITS

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

SYLPH FEATS

CLOUD GULP

You can inhale mists, gasses, and vapors.

PREREQUISITES: Inner Breath, sylph

BENEFIT: Once per day, you can inhale any and all fogs, mists,
and gasses within 30 feet as a standard action. All vapors
swallowed in this way are dissipated, but harmful mists and
gasses affect you normally, bypassing the immunity granted
by your Inner Breath feat. Swallowing harmful or poisonous
mists counts as 1 round of direct exposure to the effect.

MIGHTY WINGS

Mighty winds can lift you up.

PREREQUISITES: Airy Step,* Wings of Air,* sylph

BENEFIT: You can use your Wings of Air feat to fly in medium
or heavy armor. If you do, your maneuverability is reduced to
poor (in medium armor) or clumsy (in heavy armor).

THUNDERING RAGE

Yours is the fury of the raging storm.

PREREQUISITES: elemental rage power, sylph

BENEFIT: You may choose to deal 1d6 points of sonic damage
with your elemental rage and greater elemental rage powers
(if you possess the latter as well). As long as you choose to do
so, your lesser elemental rage power always deals electricity
damage. A sylph with the storm in the blood racial trait may
deal 1d6 points of electricity damage to himself as a swift
action while using the elemental rage power.

WINDBLOWN RESILIENCE

You are remarkably resilient.

PREREQUISITES: electricity resistance or sonic resistance, sylph
BENEFIT: You gain both the energy resistance and thunderous
resilience  racial traits.

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

SYLPH CHARACTER TRAITS

GIFT OF BREATH

Your heritage has blessed you with powerful lungs.

BENEFIT: You can hold your breath for a number of rounds
equal to four times your Constitution score before you risk
drowning. This ability does not stack with the hold breath
special quality.

ALTERNATE RACIAL TRAITS

WIND WARRIOR

Your airy swiftness gives you an advantage in combat.
BENEFIT: Whenever you successfully use the aid another action
to grant an ally a bonus on attack rolls or to AC in battle, you
gain a +1 trait bonus on melee attack and damage rolls with
attacks of opportunity for 1 round.

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.

AIR LEAP: A sylph with this trait can cast jump one per day as
a spell-like ability with a caster level equal to his Hit Dice.
This racial trait replaces the feather fall spell-like ability trait.

BLUSTERING WIND: Cool winds surround sylphs with this trait,
deflecting some types of attacks. Sylphs with this trait gain DR
2/- against ranged attacks and nonlethal damage.

This racial trait replaces the energy resistance trait.

STORMY TEMPER: In inclement weather (such as a storm or a
blizzard), a sylph with this trait counts as a creature one size
category larger than his actual size when determining whether
or not it gains a bonus on Intimidate skill checks for being
larger than his target. If the sylph controls the inclement
weather around it, such as by using a control weather spell, he
counts as a creature two size categories larger, instead.
This racial trait replaces the air affinity 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 SKYGUARD (SYLPH PALADIN ARCHETYPE)

A skyguard is an ardent and pious elemental sentinel, drawing power from the four winds in order to guard the freedoms and
lives of all who find themselves oppressed or enslaved by evil.

A skyguard has the following class features.

Windblast (Su): Once per day per paladin level, a skyguard can draw upon the power of raging winds. As a standard action, the
skyguard can make a ranged attack against a single creature within 30 feet, blasting his foe with supernatural winds that cut like
swords. On a successful attack, the target takes 1d4 points of slashing damage per class level that the paladin possesses.
Hardness and damage reduction apply against this attack. At 5th level, and every five levels thereafter, the skyguard gains a +1
bonus on attack rolls with this ability.

This ability replaces smite evil.

Buffeting Winds (Su): At 2nd level, a skyguard is protected by buffeting winds which reduce the impact of weapons that
successfully strike the paladin. The skyguard gains a +1 deflection bonus to AC and damage reduction equal to his paladin level.
This deflection bonus to AC increases by +1 at 6th level, and every four levels thereafter, to a maximum of +5 at 18th level.
These benefits are halved when the skyguard is not exposed to the air (such as while underwater).

This ability replaces divine grace.

Divine Freedoms (Su): At 3rd level, a skyguard becomes a force nearly impossible to restrain, contain, or put down. He adds his
paladin level to CMB and Escape Artist checks to escape from a grapple. At 9th level, the skyguard gains the ability to use
freedom of movement as a spell-like ability once per day. At 15th level, the skyguard benefits from his freedom of movement
ability constantly, and may suppress or renew the ability as a free action. As long as the freedom of movement effect is active,
the skyguard may expend one use of his lay on hands ability to cast knock as a spell-like ability targeting one set of manacles,
shackles, or similar bindings. The caster levels for these spell-like abilities are equal to the skyguard’s class level.

This ability replaces divine health and the mercies gained at 3rd, 9th, and 15th levels.

Air Channel (Su): At 4th level, a skyguard gains Elemental Channel (air) as a bonus feat, which he may activate by spending two
uses of his lay on hands ability using his paladin level as his effective cleric level.
This ability replaces channel positive energy.

Rise Above (Su): At 5th level, the skyguard gains a supernatural fly speed of 50 ft. with perfect maneuverability.
This ability replaces divine bond.

Wind Warden (Su): At 20th level, a skyguard’s body is suffused with elemental air. He no longer needs to eat, drink, breathe, or
sleep, gains an increased fly speed of 100 ft., cannot be flanked, and becomes immune to paralysis, poison, and stunning.
This ability replaces holy champion.
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