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Cevir

The nomadic herbivores known as the cevir,
pronounced sé-ver, are xenophobic and extremely
homicidal. This is especially true toward the smaller
human-like races such as dwarves, gnomes, and
halflings. They refer to such individuals as “indani.”
A word in their native language that translates to
“children of the un-dying one,” or “children of the
destroyer.”

Cevir appear as tall, deer-like humanoids. Standing
on two legs both male and female members
possessing antlers. They bear a striking resemblance
to North American elk and are sometimes referred to
as elk-folk or cevir s.

There is a massive amount of evidence showing that,
like the mogril and the neko, the cevir are the result
of pre-cataclysm genetic engineering. However, the
cevir claim that they arrived on earth through a portal
and were immediately subjugated by the humans.
Only breaking this enslavement during the chaos of
the ender-day. Further research into this topic is
hampered by the tendency of the cevir to dismember
any non-cevir asking such questions and then string
their entrails through the forest.

The handful of cevir that become wanders and
adventurers are usually outcast from their tribe for
possessing unbecoming traits such as compassion,
tolerance, and curiosity. These individuals are always
tight-lipped about their people and history.

Cevir are fast and agile on their own but are found of
keeping and riding giant, semi-intelligent, mutant
canines known as autumn wolves.

Cevir Racial Traits (8 RP)

+2 Dexterity, +2 Wisdom, and -2 Charisma (0
RP): Cevir are nimble and perceptive but highly
xenophobic and standoffish.

Medium (0 RP): Cevir are Medium creatures and
have no bonuses or penalties due to their size.

Cevir (0 RP): Cevir are humanoids with the cevir
subtype.

Fast (3 RP): Cevir have a base speed of 50 feet.
Low-Light Vision (1 RP): Cevir can see twice as far
as a race with normal vision in conditions of dim
light.

Relentless (1 RP): Cevir gain a +2 bonus on combat
maneuver checks made to bull rush or overrun an
opponent. This bonus only applies while both the
cevir and its opponent are standing on the ground.
Hatred (1 RP): Cevir gain a +1 racial bonus on
attack rolls against creatures of the Gnome, Halfling,
and Dwarf subtypes.

Natural Attack (1 RP): Cevir receive one natural
gore attack. This is a primary natural attack that does
1d6 damage.

Terrain Stride (1 RP): Cevir can move through
natural difficult terrain at their normal speed while
within forest terrain. Magically altered terrain affects
them normally.

Languages (? RP): Cevir begin play speaking cevir .
Cevir with high Intelligence scores can choose from
the following additional languages: draconic, english,
gnomish and sylvan.

Cevir Vital Statistics

Random Starting Age
Adulthood: 1S years, Intuitive: +1d4, Self-Taught:
+1d6, Trained: +2d6.

Aging Effects
Middle Age: 35S years, Old: 53 years, Venerable 70
years, Maximum Age: 70 + 2d20 years.

Random Height and Weight, female
Base Height: 5ft. Sin., Base Weight: 105 Ibs,,
Modifier: 2d8, Weight Multiplier: x S Ibs.

Random Height and Weight, male
Base Height: Sft. 10in., Base Weight: 160 Ibs.,
Modifier: 2d8, Weight Multiplier: x S Ibs.




Gograuth

The stoic and aloof gograuth are one of the universes
many mysteries. Wandering from world to world
seemingly in search of something that they never
speak of. Little is known of their origins and culture.
Tall with dull grey to sickly white skin stretched over
gaunt frames the gograuth almost look like undead,
but are in fact living beings.

Little is known of their social structure. It is thought
to be a rigid caste system with at least three separate
divisions for warriors, mages, and psychics.

Almost all gograuth encountered can be considered
adventurers. They are almost always belong to the
wizard, psychic, or magus classes.

Gograuth Racial Traits (9 RP)

+2 Dexterity, +2 Intelligence, -2 Charisma (0
RP): Gograuths are smart and agile but are also aloof
and arrogant.

Medium (0 RP): Gograuths are medium size
creatures with no bonuses or penalties do to their
size.

Gograuth (0 RP): Gograuths are humanoids with
the gograuth subtype.

Normal Speed (0 RP): Gograuths have a base land
speed of 30.

Low-Light Vision (1 RP): Gograuths can see twice
as far as humans in conditions of dim light.

Innate Psychic (4 RP): All gograuths wield inborne
telekinetic abilities. A gograuth can cast Glide, Mage
Hand, and Shield, once each per day, using her total
character level as her caster level.

Silent Hunter (2 RP): Gograuths reduce the
penalty for using Stealth while moving by S and can
make Stealth checks while running at a —20 penalty
(this number includes the penalty reduction from
this trait).

Fearless (1 RP): Gograuth gain a +2 racial bonus on
all saving throws against fear effects.

Languages (1 RP): A gograuth character begins play
speaking Solarian and Draconic. Gograuths with
high Intelligence scores can choose any language
they want (except secret languages like Druidic).

Gograuth Alternate Racial Traits

The following racial traits may be selected instead of
existing racial traits. Consult your GM before
selecting any of these new options.

Darkvision: Some gograuth have enhanced sight
and darkvision out to 60 feet.
This ability replaces silent hunter.

Reader: Some gograuth develop telepathic rather
than telekinetic abilities. These gograuth can cast
Comprehend Languagues, Detect Magic, and Detect
Thoughts once each per day, using her total character
level as her caster level.

This ability replaces innate psychic.

Warborn: A handful of gograuth encountered are
ones raised in an enclave of their people known only
as The Tower. These gograuth choose any two
martial or exotic weapons. They are proficient in the
use of the chosen weapons and gain the Weapon
Focus feat as a bonus feat for one of those weapons.
This ability replaces silent hunter and fearless.

Gograuth Vital Statistics

Random Starting Age
Adulthood: 1S years, Intuitive: +1d4, Self-Taught:
+1d6, Trained: +2d6.

Aging Effects
Middle Age: 35 years, Old: SS years, Venerable 80
years, Maximum Age: 80 + 2d20 years.

Random Height and Weight, female
Base Height: 5ft. 3in., Base Weight: 85 Ibs., Modifier:
2d10, Weight Multiplier: x 5 Ibs.

Random Height and Weight, male
Base Height: S5ft. 2in, Base Weight: 120 Ibs,,
Modifier: 2d10, Weight Multiplier: x S Ibs.




Last-Born

Most who encounter the Last-Born mistake them for
an average human being, all be it tall and near-
physically perfect specimens of the human race, and
thus never even know who they have met. Those who
call themselves Last-Born are in fact the direct
descendants of the original humans that escaped to
the greater multi-verse after the mysterious disaster
that ended the first age.

Last-Born Racial Traits (13 RP)

+2 to Any Two Ability Scores (2 RP): Last-Born
characters get a +2 bonus to two separate ability
score of their choice.

Medium (0 RP): Last-Born are Medium creatures
and have no bonuses or penalties due to their size.
True Human (3 RP): Last-Born are native outsiders
that also count as human.

Normal Speed (0 RP): Last-Born have a base speed
of 30 feet.

Darkvision (0 RP): Last-Born can see in the dark up
to 60 feet.

Fearless (1 RP): Last-Born gain a +2 racial bonus on
all saving throws against fear effects.

Spell Resistance, Lesser (2 RP): Last-Born gain
spell resistance equal to 6 + their character level.
Eldritch Heritage (4 RP): A Last-Born can cast
detect magic, flame blade, and protection from evil,
once each per day, using her total character level as
her caster level.

Languages (1 RP): Last-Born begin play speaking
English and Solarian (the common tongue of the first
age). Last-Born with high Intelligence scores can
choose any languages they want (except secret
languages, such as Druidic).

Last-Born Feats

Last-Born have access to the following feats.

Dimensional Nomad
You tread where few dare.
Prerequisites: Character level 7th, Last-Born.

Benefit: You can cast dimension door once per day as
a spell-like ability, using your character level as the
caster level. Furthermore, you gain a +4 bonus or
your opponent takes a -4 penalty, whichever is
applicable, on abilities that attempt to move you via
teleportation or similar magic or try to stop or
hamper your movement with such magics.

Last-Born Nobility

Your blood courses with power, granting you greater
spell-like abilities.

Prerequisites: Able to use Last-Born spell-like
abilities, Last-Born.

Benefit: You add air bubble, feather fall, and
prestidigitation to the spell-like abilities that you may
use once each per day. Your caster level is equal to
your character level.

Improved Last-Born Nobility

Your magical heritage is more potent than that of
your peers.

Prerequisites: Cha 13, Last-Born Nobility, able to use
Last-Born spell-like abilities, Last-Born.

Benefit: You may use your air bubble, feather fall,
flame blade, prestidigitation, and protection from
evil spell-like abilities twice per day. You may use
detect magic as a spell-like ability at will,.

Last-Born Vital Statistics

Random Starting Age
Adulthood: 20 years, Intuitive: +4d6, Self-Taught:
+6d6, Trained: +8d6.

Aging Effects
Middle Age: 100 years, Old: 150 years, Venerable
200 years, Maximum Age: 200 + 3d% years.

Random Height and Weight, female
Base Height: 5ft. Oin., Base Weight: 90 Ibs., Modifier:
2d10, Weight Multiplier: x S Ibs.

Random Height and Weight, male
Base Height: Sft. Oin., Base Weight: 120 Ibs,,
Modifier: 2d10, Weight Multiplier: x S Ibs.




Mantid

Nomadic and tribal, these insectoid humanoids are
normally peaceful and content to keep to themselves.
Most tribes can be found in jungles or deserts, but
there are rumors of tribes in temperate forests,
mountains, and the underdark.

They stand almost a foot taller than a normal human.
They have a pair of antennae and a small but
powerful mouth bracketed by a pair of mandibles
which vary in size and shape. Four arms sprout from
an armored chitinous body which ends in a pair of
tail-like appendages that seem to be used to aid in
balance. Coloration varies based on the individual,
the tribe, and their native habitat.

Mantid Racial Traits (11 RP)

+2 Dexterity, +4 Strength, -2 Charisma (4 RP):
Mantids are nimble and very strong but often come
off as aloof and alien.

Medium (0 RP): Mantids are medium humanoids
with no bonuses or penalties do to their size.
Mantid (0 RP): Mantids are humanoids with the
Mantid subtype.

Fast (1 RP): Mantids have a base land speed of 40.
Low-Light Vision (1 RP): Mantids can see twice as
far as humans in conditions of dim light.
Multi-Armed (1 RP): Mantids possess an extra set
of slightly smaller arms that can be used to carry
items and help with fine manipulations. While they
cannot wield weapons with these arms, they can use
them to retrieve small, stowed objects carried on
their persons as a swift action.

Paralytic Bite (2 RP): Mantids have a natural bite
attack that deals 1d3 damage. The bite is a primary
attack, or a secondary attack if the mantid is wielding
manufactured weapons. A number of times per day
equal to its Constitution modifier (minimum
1/day), as afree action, a mantid can inject a paralytic
venom into the victim of a successful bite attack. The
venom has the following properties: Injury; save Fort
DC 10 + the 1/2 user’s Hit Dice + the user’s
Constitution modifier; frequency 1/round for 6
rounds; effect 1d2 Dex; cure 1 save.

Armored Shell (2 BP): mantids gain a +1 natural
armor bonus to their armor class.

Languages (0 RP): A mantid character begins play
speaking English and Mantid. Mantids with high
Intelligence scores can choose from the following:
Aquan, Auran, Draconic, Giant, Ignan, Sylvan, and
Terran.

Mantid Alternate Racial Traits

The following racial traits may be selected instead of
existing racial traits. Consult your GM before
selecting any of these new options.

Sensitive Antenna: Some mantids have antenna
that are somewhat longer than normal and more
sensitive. This character acquires the scent ability.

This ability replaces paralytic bite and armored shell.

Born Below: Those mantids born below ground
often have keener eyesight than most species. These
mantids can see perfectly in darkness of any kind,
including that created by spells such as deeper
darkness.

This ability replaces paralytic bite and armored shell.

Mantid Vital Statistics

Random Starting Age
Adulthood: 6 years, Intuitive: +1d4, Self-Taught:
+1d4, Trained: +1d4.

Aging Effects
Middle Age: 16 years, Old: 20 years, Venerable 25
years, Maximum Age: 25 + 1d4 years.

Random Height and Weight, female
Base Height: 4ft. 6in., Base Weight: 100 Ibs.,
Modifier: 2d10, Weight Multiplier: x 7 Ibs.

Random Height and Weight, male
Base Height: S5ft. 2in., Base Weight: 135 Ibs,,
Modifier: 2d10, Weight Multiplier: x 7 Ibs.
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