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Drow Alternate 
Racial Traits 

Ancient Heritage Some older drow 
houses still continue to teach the ancient 
ways. They gain proficiency in the elven 
curve blade. This replaces the normal drow 
weapon familiarity.

Arachnid Empathy Though drow often 
relate poorly to humanoids, some share 
an affinity with baser creatures. These 
drow gain the ability to communicate with 
arachnids as if under the effects of a speak 
with animals spell (caster level equal to 1/2 
the drow’s Hit Dice). In addition, they gain a 
+2 racial bonus on Diplomacy checks when 
dealing with these animals. Whenever 
these drow initiate an exchange, arachnids 
begin with a starting attitude of indifferent. 
This is a supernatural ability. This racial 
trait replaces the normal drow spell-like 
abilities.

Capture Alive Selling a slave is better 
business then killing a slave, sometimes. 
Once per day, if they are dealing nonlethal 
damage with a weapon, they maximize 
this weapon’s damage. Do not roll for 
damage—the weapon deals maximum 
nonlethal damage. This affects only the 
weapon’s base damage dice, not additional 
damage from sneak attack, magical 
weapon properties, or critical hits. If these 
drow confirm a critical hit when dealing 
nonlethal damage, they instead increase 
their weapon’s critical multiplier by 1. 
This replaces the normal drow weapon 
familiarity.

Darkdancer A few drow come from a line of 
sward masters and are trained from birth to 
handle such weapons. Once per day, when 
using a sword to make a combat maneuver 
check, these drow can roll twice and take 
the better result; they must decide to use 
this ability before the roll is attempted. This 
ability replaces poison use.

Drow Noble House You were born to a 
noble house of the drow and carry their 
bran upon your flesh. Once per day when 
making a Diplomacy check you may roll 
twice, choosing the best result; you must 
declare the use of this ability before the roll. 
You also start with the maximum amount 
of starting wealth at 1st level or +10% if 
starting at a level higher than 1st. This 
racial trait replaces keen senses.

Fearless They only thing more horrific then 
what the drow do to each other, is what 
they do to others. Drow with this racial trait 
have seen their share of the grotesque and 
gain a +2 racial bonus on all saving throws 
against fear. This racial trait replaces keen 
senses.

Horror in the Dark Some drow have 
suffered at the hands of torturers or were 
disfigured by a rival. In a society that 
embraces beauty and pain, these drow 
stand out with their marks of agony. Drow 
with this racial trait gain a +2 racial bonus 
on Intimidate checks. This racial trait 
replaces keen senses.

Hunter in the Dark Like the spider who 
hunts the fly, some drow are gifted with 
patience and deadly accuracy. A drow 
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gains a +2 racial bonus to attack rolls 
with readied attacks made with a ranged 
weapon. This racial trait replaces the drow 
immunities racial trait.

Poisoner Toxins are a normal part of 
drow life. Constant use and exposure to 
poison inures some drow to its effects. 
Drow with this racial trait gain a +2 bonus 
to saves against poison. Also, if this drow 
fails four saves against one type of poison 
he is thereafter immune to that poison. 
This racial trait replaces the normal drow 
resistance racial trait.

Skulk Some drow are naturally stealthy and 
can blend easily into their environments, 
and move with surprising grace. Drow 
gain a +2 racial bonus on Stealth checks, 
and take only a –5 penalty on Stealth 
checks made to hide from creatures they 
have distracted with a Bluff check (rather 
than the normal –10 penalty). This racial 
trait replaces the normal drow spell-like 
abilities.

Spider Touched The spider queen 
sometimes bestows powers on a drow 
infant. A drow with this racial trait can cast 
detect poison, spider climb, and summon 
monster I (giant spider) each once per day, 
using his total character level as his caster 
level. This racial trait replaces the normal 
drow spell-like abilities.

Taskmaster Slavery is an important aspect 
of drow culture, and some are raised from 
birth in the art of lashing the enslaved. 
Drow with this racial trait gain proficiency 
with whips and a +1 racial bonus on combat 

maneuver checks made to disarm or trip 
with a whip. This replaces the normal drow 
weapon familiarity.
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Drow Race 
Traits

Blasphemed Nature
An ancestor of yours performed some act 
will a hellish entity. The exact nature of this 
deal is unknown, but your family has been 
rewarded. You gain a +2 trait bonus to 
Spellcraft checks regarding spells with the 
darkness, death, evil, or fear descriptors. 
Spellcraft is always a class skill for you.

Child of Darkness
You come from a long line of dark magic 
users and the taint of your blood is strong. 
Practicing dark magic causes you to surge 
with unnatural vigor. For one round after 
you cast any spell with a darkness, death, 
evil, or fear descriptor, you gain a +1 trait 
bonus to Armor Class.

First Blood
At an early age a group of rivals or siblings 
tried to murder you, either way you drew 
first blood and ended the situation. You 
have learned to face down unfavorable 
odds and still emerge victorious. You gain 
a +1 trait bonus to attack rolls in melee 
combat when you are threatened by more 
than one foe.

Hell-Tongued
Your young life involved the teaching and 
studying of ancient manuscripts, authored in 
strange languages, these texts demanded 
special knowledge. Consequently, you’ve 
gained insight into the language and 
psychology of certain unnatural creatures. 
Choose one bonus language from this list: 
Abyssal, Aklo, Draconic, or Infernal. You 
gain a +1 trait bonus to Diplomacy checks 

when interacting with creatures whose 
native tongue is the language you chose 
for a bonus language.

Rebellious Beauty
You are strikingly attractive, and you 
know it. You’ve learned to use your good 
looks and self confidence to get your way. 
Choose either Bluff or Intimidate. You get 
a +1 trait bonus to checks on a character 
is that is (or could be) sexually attracted to 
you with your chosen skill. You get a +1 trait 
bonus to Will saves against compulsions.

Sensing the Enemy
When danger strikes without warning, you 
act with speed and determination. You gain 
a +2 trait bonus to initiative checks and a 
+1 trait bonus to attack rolls when able to 
act during a surprise round.

Spider Skirmish
Movement confuses the enemy and keeps 
you alive long enough to attack. You slip by 
your enemies with practiced ease in order 
to gain advantageous ground or position. 
You gain a +2 trait bonus to Armor Class 
when you move out of or within a threatened 
area. A condition that makes you lose your 
Dexterity bonus to Armor Class (if any) 
also makes you lose this trait’s bonus.

Voice of Pain
Words have power, and you know this 
better than many. Whenever you cast a 
spell that inflicts hit point damage and that 
has a verbal component, the spell’s save 
DC gains a +1 trait bonus (if applicable). 
Also, choose one of the spell’s target who 
can hear you cast the spell. Against this 
target, the spell gains a +1 trait bonus to 
damage.
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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 Reserved.

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners who 
have contributed Open Game Content; (b) "Derivative Material" means copyrighted mate-
rial 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, loca-
tions, environments, creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered trademark clearly identi-
fied 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 con-
tributed 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 indi-
cation 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 compat-
ibility 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 provi-
sion shall be reformed only to the extent necessary to make it enforceable.
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