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Originally, the Satori were a race which resided within the mountains as to not be 
disturbed by the outside world. This caused the Satori race to become sensitive to 
sunlight, however over time they left the mountain to expand their land ownership 
and to gather more resources. Still sensitive to daylight, most Satori either had 
parasols during the daytime or would opt to do their business at night and sleep 
during the day. The guards to the Satori city eventually adopted this as a method as 
well, taking advantage of some of their men's nocturnal lifestyles. This was before 
their near-extinction caused by ancient humans, and the fear that the Satori may take 
over. 

Physical Description: Slender and agile, the Satori appear mostly human, save for the 
defining third eye they possess that appears when they use their ability to read minds 
as one of their two eyes lights up in a cross-shaped symbol and begins glowing. The 
hair and eye color of the Satori range greatly, though their hair/eyes seem to focus 
mostly around bright colors (pink, blonde, red, and teal). Their eyes (except the third 
eye) always match their hair color, while the third eye’s eye color is another color 
entirely. 

Society: Satori do not have a defined society as much as they decide on blending in 
with the crowd of other races, often inserting themselves into niches where humans 
gather. There are some mountains where groups of Satori are known to dwell in, but 
these are seen as rare and to the city born Satori they are seen as “uncivil”. 

Relations: The Satori typically get along best with elves, often serving under them as 
advisors and oracles of wisdom. Humans are often seen as sheep in a flock by the 
neutral and evil Satori, and to the good, humans are seen as imperfect beings full of 
potential, often sticking to the high-end humans. Dwarves are considered too gruff 
and crude for the Satori’s tastes, all the while Halflings and Gnomes are more on 
neutral ground, finding that it all depends on the individual rather than the race 
itself.  

Alignment and Religion: Satori lean more towards Law and order than Chaos, their 
experiences of reading human minds eventually leading to the conclusion that humans 
are a barbaric race unless contained. Satori do not swing strongly between good or 
evil, leading to many variants of Satori from Lawful Good warriors of justice, to 
Lawful Evil aristocrats looking to take out their higher ups. 

Adventurers: Typically, a Satori will take up the job of a wizard or rogue. Some have 

been known to stray from the path typically taken, and take up lives as Sorcerers or if 

they feel the need to go charging into battle, the Satori will take up the job as a 

tactical Fighter, finding the intelligent approach to the problem much more 

appealing. 

Male Names: Oniji, Raiken, Valla, Eren, Utsosemi 

Female Names: Oara, Fuya, Ilana, Ceran, Erya



4 
 

Satori Racial Traits 

 +2 Dexterity, +4 Intelligence, and -2 Strength: Satori are incredibly smart and 
fast on their feet, yet have weak muscles. 

 Native Outsider:  Satori are outsiders with the native and Satori subtypes. 
 Medium: Satori medium are creatures and thus receive no bonuses or penalties 

due to their size. 
 Normal Speed: Satori have a base speed of 30 feet. 
 Darkvision: Satori can see perfectly in the dark up to 60 feet. 
 Skill Training: Satori consider Knowledge (Arcana) and Knowledge (Planes) 

class skills. 
 Quick Reactions: Satori gain Improved Initiative as a bonus feat at 1st level. 
 Third Eye: 1/day equal to the Satori’s intelligence modifier, it may use Detect 

Thoughts as a swift action. The save DC is equal to 10 + half the Satori’s level + 
the Satori’s intelligence modifier. 

 Light Sensitivity: Satori are dazzled as long as they remain in an area of bright 
light. 

 Languages: Satori begin play speaking Common and Satori. Satori with a 
high Intelligence scores can choose from any language they want (except for 
secret languages such as Druidic). See the Linguistics skill page for more 
information about these language.  

 

Alternate Racial Traits 

 Lacking Emotion: The Satori is immune to emotion based effects, regardless if 
they’re from an enemy or an ally. This replaces their Third Eye. 

 Rough Diplomat: Instead of Knowledge Arcana and Planes, the Satori receives 
Diplomacy and Intimidate as class skills. 

 Emotional Detection: Instead of detecting thoughts, the third eye detects 
emotions and feelings. Once this is done, one make the enemy roll another will 
save or the emotions are manipulated by the effects of Charm Person using the 
DC for their Third Eye. This replaces their Third Eye. 

 Daywalker: Not harmed by the rays of sunlight, the Satori loses Light 
Sensitivity, however they are not as quick to enter battle and lose Quick 
Reactions. 
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Product Identity: The following items are hereby identified as 
Product Identity, as defined in the Open Game License 1.0a, Section 
1(e), and are not Open Content: All trademarks, registered 
trademarks, proper names (characters, deities, etc.), dialogue, 
plots, storylines, locations, characters, artworks, and trade dress. 
(Elements that have previously been designated as Open Game 
Content are not included in this declaration.) 

Open Content: Except for material designated as Product Identity 
(see above), the game mechanics of this Black Flame Studios game 
product are Open Game Content, as defined in the Open Game 
License version 1.0a Section 1(d). No portion of this work other than 
the material designated as Open Game Content may be reproduced 
in any form without written permission. 

The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc. ("Wizards"). All Rights 
Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, 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 
enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means 
any work covered by this License, including translations and 
derivative works under copyright law, but specifically excludes 
Product Identity. (e) "Product Identity" 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, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) "Trademark" 
means the logos, names, mark, sign, motto, designs that are used 
by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor 
(g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative Material 
of Open Game Content. (h) "You" or "Your" means the 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 Content distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You 
indicate 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 
Contributions 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 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT 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 
Identity, 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 compatibility 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. Identification: If you distribute Open Game Content You must 
clearly 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 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.  
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