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In the Pathfinder Roleplaying Game, every time
characters take a level in a favored class, they gain a
bonus. Under the core rules, that bonus is either +1 skill
point or +1 hit point. However, The Advanced Player’s
Guide introduced a new set of racial favored class
options. These are benefits that members of specific races
can get when they gain a level in a class that is listed as
a favored class for their race. These rules are extremely
interesting in that they add an new way to differentiate
between characters, creating even more potential points
of difference between a halfling paladin and a human
paladin (just as an example). A GM wishing to make
different regions or groups unique could also take the
new “racial” options and instead link them to a specific
kingdom, knightly order, or school.

Of course, those rules came out after Super Genius
Games has already released a range of new base character
classes. So, to ensure that players who use our character
classes for their characters have the same range of options
that characters built from the core rules do, this free PDF
supplement adds racial favored class options for all the
Super Genius classes currently available. In the future,
we will include racial favored class information as part
of any further new base classes we release.

DWARVES

Archon: Reduce arcane spell failure in medium and
heavy armor by 1%.

Armiger: Add +1/2 to CMD against bull rush and
grapple maneuvers.

Dragonrider: Add +1 to your dragon steed’s energy
resistance against any one type of energy (maximum
+10.)

Godling, adept: Treat your spellcasting attribute as if
it were +1/3 higher for purposes of your lineage domain
powers. (+1 effective spellcasting attribute for lineage
powers for every three times your select this option.)
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Godling, mighty: Add +1 to your CMB for
maneuvers against foes with more HD or levels
than yourself.

Time Thief: Add 1/6 of an additional d4
added to armor class when you spend a mote
to boost your AC. (+1d4 for every six times you
select this option.)

Vanguard: Increase by +1 your effective
caster level for purpose of the Arcane Strike feat.

War Master: Add 1 to your total number of
rounds of battle tactics available each day.

Witch Hunter: Add a +1/2 circumstance
bonus to AC for 1 round when you use a devoted
strike. (+1 circumstance bonus to AC for every
two times you select this option.)

ELVES

Archon: Add +1 to the number of spells
you may know at a given level. You may
never know more archon spells at a level
than you do at the level above it.

Death Mage: Select one power gained
from your pale road ability that you may
use a number of times per day equal to 3 +
an ability modifier. Add +1/2 to your uses
per day of that ability. (+1 use for every two
times you select this option.)

Dragonrider: Add +1 skill point to your
dragon steed.

Godling, adept: Select one power gained
from you're a lineage domain that you may
use a number of times per day equal to 3 +
an ability modifier. Add +1/2 to your uses
per day of that ability. (+1 daily use for every
two times you select this option.)

Godling, clever: Select one power gained
from you're a lineage domain that you may
use a number of times per day equal to 3 +
an ability modifier. Add +1/2 to your uses
per day of that ability. (+1 daily use for every
two times you select this option.)

Godling, eldritch: Learn a new O-level
spell from any spell list.

Magus: Add 1/6 of a mystic talent. (One
additional mystic talent for every six times
you select this option.)

Shadow Assassin: Reduce by 1/2 minute
the number of minutes of rest and quiet
contemplation required to refocus your
deadly focus.

Time Thief: +1/2 mote/day. (One
additional mote for every two times you
select this option.)

GNOMES

Archon: Select one illusion spell that is
not on the archon spell list but is of a level
you can cast. You learn this spell, subject
to the archon’s normal maximum spells
known restrictions.

Armiger: Add 1/6 of an armiger talent.
(One additional armiger talent for every six
times you select this option.)

Death Mage: Add +1/4 of a new fetish
power. (+1 fetish power for every four times
you select this option.) You must have fetish
powers to select this option.

Dragonrider: Add +1/4 of a die of
damage to dragon steed’s breath weapon.
(+1 die of damage for every four times you
select this option.)

Godling, adept: Add 1/6 of a minor
ascendancy. (One additional minor
ascendancy for every six times you select
this option.)

Godling, clever: Add +1 to your CMD
against maneuvers by foes with more levels
or HD than yourself.

Magus: Select one enchantment or
illusion spell you know that is not from
your primary spell list. It counts as being
from your primary spell list for purposes
of ensuring 1/2 of all your spells known are
from your primary spell list.

Shadow Assassin: Add 1/6 of a shadow
talent. (One additional shadow talent for
every six times you select this option.)

Time Thief: Add 1/6 of a temporal talent.
(One additional temporal talent for every
six times you select this option.)




HALF-ELVES

Archon: Add +1 to the number of spells
you may know at a given level. You may
never know more archon spells at a level
than you do at the level above it.

Death Mage: Add +1 hp to your
unbreathing companion. You must have
an unbreathing companion to select this
option. If you change to a new unbreathing
companion, the new companion gains the
additional hp.

Dragonrider: Add +1 hp to your dragon
steed.

Godling, clever: Add +1/6 of a divine
talent. (One additional divine talent for
every six times you select this option.)

Godling, eldritch: Select a spell from
a spell list other than the one you selected
as your eldritch godling spell list. Add this
spell to your eldritch godling spell list as a
spell 1 level higher than its normal listing.
(Thus if adding magic missile to your spell
list, you would add it as a 2nd level spell.)
You may not add more 1st level or higher
spells to your spell list than you have added
to each spell level below it.

Magus: Add +1 to the number of spells
of a particular class you are considered to
have for purposes of qualifying for feats.

Time Thief: Add 1/6 of an additional d4
to one attack roll when you spend a mote
to boost your attack roll. (+1d4 for every six
times you select this option.)

Vanguard: Add +1/6 of a daily use of the
swift spell ability. (One additional use/day
for every six times you select this option.)

Witch Hunter: Add +1/6 of a devotee
talent. (One additional devotee talent for
every six times you select this option.)

HALF-ORCS

Archon: Gain proficiency
additional martial weapon.

Armiger: Grant DR +1/3/magic to any
ally to whom you are giving a cover bonus.
(DR 1/magic for every three times you select
this option.)

Death Mage: Select one power gained
from your pale road. Add +1/2 to your
effective death mage level when calculating
how effective that power is. (+1 level for
every two times you select this option.)

Dragonrider: Add +1/2 to the damage
dealt by your dragon steed’s bite attack. (+1
to the bite attack’s damage for every 2 times
you select this option.)

Godling, mighty: Add +1 to your CMB
for maneuvers against targets with fewer
HD or levels than yourself.

Shadow Assassin: Add +1 damage to
any critical hit you score with a light or
exotic weapon you are proficient with. This
additional damage is not multiplied by the
critical multiple of your weapon.

Time Thief: Add 1/6 of an additional d4
to one damage roll when you spend a mote
to boost damage. (+1d4 for every six times
you select this option.)

War Master: Add +1/6 of a war master
talent. (One additional war master talent for
every six times you select this option.)

Witch Hunter: Increase damage bonus
to devoted strikes by +1/2. (+1 bonus to
damage with devoted strikes for every two
times you select this option.)
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HALFINGS

Armiger: Add +1/3 to defensive
maximization. (+1 AC for every three times you
select this option.)

Dragonrider: Add +1/2 to your and your
dragon steed’s CMD when you are mounted on
your dragon steed. (+1 to you and your dragon
steed’s CMD when you are mounted for every
2 times you select this option.)

Godling,adept: Add +1/2 toall concentration
checks (+1 for every two times you select this
option.)

Godling, clever: Add +1/2 to any two Int-,
Wis- or Cha-based skills of your choice. (+1 to
those skills for every two times you select this
option.)



Godling, eldritch: Add +1 to your CMD on
any round during which you cast a spell. This
bonus lasts until the beginning of your next
round.

Magus: Add +1 to your metamagic pool.
You must have a metamagic pool to select this
option.

Shadow Assassin: Add +1 to your CMD
when in dim or weaker light.

Time Thief: Add 1/6 of an
additional d4 to one saving throw
when you spend a mote to boost a |
saving throw. (+1d4 for every six
times you select this option.) ‘

War Master: +1/2 to all
Diplomacy and Knowledge |
(nobility) checks. (+1 to
those checks for
every two times
you select this
option.)

HUMANS

Archon: Gain +1/2 favored spell. (One
additional favored spell for every two times
you select this option.)

Armiger: Add +1/2 CMD. (+1 to CMD
for every two times you select this option).

Death Mage: Add +1/2 to CMB for
maneuvers made against undead, and to
CMD against maneuvers made by undead.
(+1 to CMB and CMD vs. undead for every
two times you select this option.)

Dragonrider: Add +1/2 to your dragon
steed’s CMB. (+1 to your dragon steed’s
CMB for every two times you select this
option.)

Godling, adept: Gain +1/2 a divine trait
rank. (One additional divine trait rank for
every two times you select this option.)

Godling, clever: Gain +1/2 a divine trait
rank. (One additional divine trait rank for
every two times you select this option.)

Godling, eldritch: Gain +1/2 a divine
trait rank. (One additional divine trait rank
for every two times you select this option.)

Godling, mighty: Gain +1/2 a divine
trait rank. (One additional divine trait rank
for every two times you select this option.)

Magus: Add one spell known from your

primary spell list. The spell must be at least
one level below the highest-level spell you
can cast.

Shadow Assassin: Add 1/6 of a shadow
style. (One additional shadow style for
every six times you select this option.)

Time Thief: Add 1/6 of an additional
d4 to one skill check or ability check when
you spend a mote to boost such a check.
(+1d4 for every six times you select this
option.)

Vanguard: Add +1/2 to your CMD
against grapple and trip maneuvers when
you are wielding your bonded weapon.
(+1 to CMD against grapple and trip
maneuvers when you are wielding your
bonded weapon for every two times you
select this option.)

War Master: +1/5 to the circumstance
bonus gained when using a masterwork
weapon, armor or item. (+1 to the
circumstance bonus for using masterwork
gear for every five times you select this
option.)

Witch Hunter: Add +1/2 to the
number of daily uses of devoted strike.
(+1 devoted strike/day for every two
times you select this option.)
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AWESOME!

CREDITS

Designer:
Owen K.C. Stephens

Editor:
Stan!

Cover Art:
Kimagu

Interior Art:
Peter Szabo Gabor, Shaman Stockart, and
Empty Room Studios

Graphic Design and Typesetting:
R. Hyrum Savage

Produced By:
Super Genius Games
WWWw.supergeniusgames.com

Contents ©2010 Super Genius Games

For more information about Super Genius Games and
our upcoming products, follow us on Facebook:
www.facebook.com/supergeniusgames, via Twitter:
Owen: @Owen_Stephens, Stan: @stannex, and/or
Hyrum: @savageplanet, or at our Yahoo Group: http://

games.groups.yahoo.com/group/super-genius/

All logos are the trademark of
Super Genius Games All rights reserved.

Published Under the SRD, OGL, and d20 (v 3) License ©2000, Wizards of the Coast, Inc.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder

Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/pathfinderRPG for

more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not
guarantee compatibility, and does not endorse this product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder

Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are

trademarks of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying

Game Compatibility License. See http://paizo.com/pathfinderRPG/compatibility for
more information on the compatibility license.

DESIGNATION OF PRODUCT IDENTITY: The Super Genius Games (SGG) and OtherWorld
Creations (OWC) company names and logos; the “Genius Guide To: Favored Class Options” name
and logo; all artwork, backgrounds, and logos; all trade dress, and graphic design elements.
DECLARATION OF OPEN CONTENT: All game mechanics, proper names of classes, prestige
classes, archetypes, feats, skills, S]:f’ells, magic items, monsters, rituals, artifacts AND OR the names
of abilities presented within this book are Open Game Content as described in Section 1(d) of the
License.

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 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 sFeciﬁcall 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, si/‘mbols,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic, Fhotograp ic 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 graghic 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, copr\, 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 OSen 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 perf‘etual, 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
cogzying, 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. Ir}ilentiﬁcation: 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 t{ne 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.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet,
Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based
on material by Jonathan Tweet, Monte Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte ]. Cook. All rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale,
Patrick Lawinger, and Bill Webb; Based on original content from TSR.

The Genius éuide To: Favored Class Options. Copyright 2010, Super Genius Games. Author:
Owen K.C. Stephens



