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Well, it took long enough, but here it finally is: the player’s handout for the much delayed, sometimes talked about, and probably long forgotten Legacy of Coperia: Hymn of Winter. It took over a year, but it looks like we’re about ready to go! If you’re reading this, it means you either have the patience of a saint, or you’re new to RI and don’t know how long it’s been. Regardless, it’s nice to have you, and I hope you enjoy the game.

The Heart of Winter will utilize the Pathfinder ruleset, as well as allow for some content from traditional Dungeons and Dragons 3.5. The following handout will include rules for character creation, new character options, a short history primer as well as descriptions of the nations and religion of Xevon, as well as brief introduction to the game. If there are any questions, comments, problems, curses, ect. to be had, be sure to ask!

- NS
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Character Creation & Options
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Character Generation

Character creation of Hymn of Winter uses a simple set of rules, thanks in part to the design of Pathfinder and the fact that it takes many common houserules into account already. There are, however, several new races as well as a new class available, as well as many common races being unavailable for use, as detailed below. The creation rules are as follows:

Level
Characters begin at level 2, with 2,000 XP on the medium character progression track.
Ability Scores
Ability scores will be generated using the Pathfinder ability score purchasing method as shown on page 15 of the Pathfinder Core Rulebook, using the Epic Fantasy pool of 25 points.
Character Races
The following races are readily available for play in this campaign:
	Human
	High Elf
	Halfling
	Half Elves

	Gnomes
	Dark Elves (Drow)
	Aasimar
	Tieflings

	
	Shifters
	Ghost Elves
	



Drow, Aasimar, and Tieflings are normally found in the Bestiary, but have been reproduced in this handout, while the stats for the remaining races will be detailed later in this section. While this is not a comprehensive list of races in Xevon, these represent the most common and most readily available races for players. As such, any races not listed here, including Half-Orcs and Dwarves, are not available for use in the campaign without explicit DM permission. However, don’t be afraid to ask – with a good enough concept or reason, some things that would not normally be allowed may, this includes some races which have not yet been converted for the Pathfinder system.

Character Classes
The following table presents the classes appropriate for characters in this campaign:


	Barbarian
	Bard
	Cleric
	Druid
	Fighter
	Monk

	Paladin
	Ranger
	Rogue
	Sorcerer
	Wizard
	Alchemist

	Cavalier
	Inquisitor
	Oracle
	Summoner
	Witch
	Gunslinger



Several of these classes (Alchemist through Witch) are classes presented in the Pathfinder Advanced Player's Guide Playtest (get it from The Pit if you don’t have it). Because of this, they are subject to change in the future and any such changes once the book releases will be enforced, with room for rebuilding allowed. The Gunslinger is a wholly unique class created for use in the Coperia setting, and is also subject to tweaking between now and the formal start of the campaign. This class will be presented later in this section.

Character Traits
Character Traits, originally presented in the Character Traits Web Enhancement, and reproduced faithfully later in this handout, are available for use in the Coperia setting. A maximum of two traits may be taken only at 1st level, and more traits may only be gained through the use of the "Additional Traits" feat. New traits may be added as development on Coperia progresses, so keep an eye out.

Hit Points
This campaign will use the 2x HP at 1st level plus your constitution modifier rule. Additionally, a character starts the campaign with max hit points for all levels.

Starting Gold
All characters starting this campaign at level 2 will start with 900 gold. Anyone starting at a later level will need to consult me.

Languages
The following languages have been added, and are available to anyone unless otherwise noted: Geldian (replaces Common), Ancient Geldian, and Tuilvilanuue. Ancient Geldian is available to several races as a bonus language, while Tuilvilanuue is a language unique to the Raptorans.

Allowed Books
Most material from Paizo published, Pathfinder compatible book is allowed for use. This includes Pathfinder Chronicles books such as Cities of Golarian and Seekers of Secrets, as well as Pathfinder Companion books such as Taldor, Echoes of Glory and Cheliax, Empire of Devils. These books contain everything from new feats and Prestige Classes to spells and character traits. If you wish to use anything from any of these books, please inform the DM first, so that any appropriate name or flavor changes may be made.

Material from third party books will be taken on a case-by-case basis.

3.5 Material
For the most part, usage of content originating from D&D 3.5 will not be allowed, for the sake of keeping things simple. There is one large exception to this, however: Any Prestige Class that you character can qualify for under the Pathfinder ruleset (using the official conversion rules), you are welcome to take. It is requested, however, that any Prestige choices outside of the ones presented in the Core book or in this document be run by the DM, if only for the sake of making sure any extra mechanics that need to get adapted do so. The DM also reserves the right to disallow a 3.5 Prestige Class.

Anything else – Feats, Flaws, Traits, Races, Classes, and Spells – is not available, generally without exception.

Racial Requirements
If there is a prestige class or feat you wish to take that possesses special racial restrictions, please speak to the DM. There’s a good chance many restrictions will be lifted.

Rebuilding
Under normal circumstances, rebuilding will not be allowed. However, with at least one new Player oriented book on the horizon (The Advanced Player’s Guide), as well as increasing third party support as well as tweaks, changes, and additions by the DM, any time a substantial amount of new content is entered into Coperia for use, the players will be allowed varying amounts of rebuilding based on the situation. This will be handed on a case by case basis, when the time comes.
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Races



Humans
Humans are in many ways the race that defines the continent of Xevon. Adaptable and curious, humans are both the youngest and most dominant race on the continent of Xevon, and are the source of much of its success as well as its hardships. Though still recovering from the violent wars against the Black Alchemist, Daragoth and the recent civil war in FIrac, they now control both it and the nation of Yuron. They comprise the majority of the continents prominent artisans, politicians, and adventurers. 

Relations between Humans and the other races of Xevon are typically good; the humans hold no enmity as a whole with anyone else on the land. They do come into conflict at times with radical High Elves, bent on taking back the lands they once controlled, and Dark Elves that come above ground with less than noble intentions. They take particular interest in the curious Gnomes, the noble Raptorans, and the sympathetic Ghost Elves.

Human religion is as varied as everything else about the race; there is no racial or moral boundaries preventing a human from worshiping whoever they may choose. Human naming conventions are also extremely varied, often influenced both by breeding and location rather than any sort of racial norm.
Humans in this campaign use the stats presented in the Pathfinder Core Rulebook, as follows:

+2 to One Ability Score: Human characters get a +2 bonus to one ability score of their choice at creation to represent their varied nature.
Medium: Humans are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Humans have a base speed of 30 feet.
Bonus Feat: Humans select one extra feat at 1st level.
Skilled: Humans gain an additional skill rank at first level and one additional rank whenever they gain a level.
Languages: Humans begin play speaking Geldian. Humans with high Intelligence scores can choose any languages they want (except secret languages, such as Druidic).


[bookmark: _GoBack]High Elves
Despite the loss of dominance the High Elves once held over the land, they continue to thrive all across the continent of Xevon. The Elves are not chained to any one region of the land, and like the humans, are found all across the land. The majority of them, however, make their homes in either the nation of Yuron, or the Nasei Territories.

Like the Humans, the Elves maintain strong relations with most of the rest of the races on the continent; of particular note the elves are known for their strong relations with the Gnomes and Raptorans. Some Elves take exception with humans over the loss of the northern lands of Xevon, while many Elves begrudge both of their cousins, though for different reasons. Conflict has always raged between the High and Dark Elves, originating from squabbles over land and war that eventually drove many of their dark skinned brothers below ground. The Ghost Elves hold a long, bitter contempt for the High Elves, a feeling that is readily returned.

Despite their strong relations, the High Elves are not entirely known for being hospitable, and are often looked upon as haughty and aloof, many times accused of believing themselves better than the shorter lived races. In modern times this is more a stereotype than anything else, but it is still not uncommon to meet an elf who acts in this manner.

(Elven Religion Section)

Elvish names in Xevon are typically comprised of three parts: a given name, often elegant sounding or having specific meaning, a short middle, or “everyday” name that often functions as a nickname, and a family name, often descriptive of family history, location of origin, or some other trait.

Male Given Names: Adanel, Callan, Desalon, Iravel, Ryean, Tharama
Female Given Names: Eris, Galandra,  Kaylina, Oneille, Sorsha, Tessara
Common Middle Names: Alen, Cali, Eri, Ima, Meri, Vera
Example Family Names: Brightgrove, Dawnblade, Frosthawk, Nightwing, Stromrider, Trueheart

Elven names do not follow these conventions exclusively, and they can vary widely by reigon. This, however, are the most common naming conventions.

Elves in this campaign use the stats presented in the Pathfinder Core Rulebook, as follows:

+2 Dexterity, +2 Intelligence, –2 Constitution: Elves are nimble, but their form is frail.
Medium: Elves are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Elves have a base speed of 30 feet.
Low-Light Vision: Elves can see twice as far as humans in conditions of dim light. See Chapter 7.
Elven Immunities: Elves are immune to magic sleep effects and get a +2 racial saving throw bonus against enchantment spells and effects.
Elven Magic: Elves  receive a +2  racial bonus on caster  level checks made  to overcome spell  resistance. In addition, elves receive a +2 racial bonus on Spellcraft skill checks made to identify the properties of magic items.
Keen Senses: Elves receive a +2 racial bonus on Perception skill checks.
Weapon  Familiarity:  Elves  are  proficient  with  longbows  (including  composite  longbows),  longswords, rapiers, and shortbows (including composite shortbows), and treat any weapon with the word “elven” in its name as a martial weapon.
Languages: Elves begin play speaking Geldian and Elven. Elves with high Intelligence scores can choose 
from the following: Ancient Geldian, Celestial, Draconic, Gnoll, Gnome, Goblin, Orc, and Sylvan.


Halflings
Contrary to what one might think at first glance, the ever energetic Halflings are held in high esteem among the people of Xevon, even if they are among the least populous races on the continent. They are one of the younger races on the continent of Xevon, though not as much as the Raptorans or Humans. Because of this, and the strong sense of wanderlust many Halflings possess, they hold no lands of their own. However, the Halflings are most numerous in the Nasei Territories, where they hold numerous settlements.

The halfling’s natural luck, curiosity, and fun, energetic personalities serve to both keep the race from fading into the background amongst the other races, as well as endearing them to them as a whole. The Halflings take interest in every person they come across, regardless of race, often willing to give anyone the benefit of the doubt.

The Halflings originate from the Nasei Territories, particularly the southern, warmer lands. Thus, it is here that they are most numerous. They flourish in the coastal and woodland villages and settlements that are found throughout this land, however it is far from uncommon to encounter the more nomadically inclined out within Yuron and Firac, where they show an unusual knack for blending in with their surroundings unlike anyone else.

(Halfling Religion Section)

Halflings follow naming conventions similar to humans, save for the fact that they often use simpler, one and two syllable names, similar to their gnomish cousins.

Halflings in this campaign use the stats presented in the Pathfinder Core Rulebook, as follows:

+2 Dexterity, +2 Charisma, –2 Strength: Halflings are nimble and strong-willed, but their small stature makes them weaker than other races.
Small: Halflings are Small creatures and gain a +1 size bonus to their AC, a +1 size bonus on attack rolls, a –1 penalty to their Combat Maneuver Bonus and Combat Maneuver Defense, and a +4 size bonus on Stealth checks.
Slow Speed: Halflings have a base speed of 20 feet.
Fearless: Halflings receive a +2 racial bonus on all saving throws against fear. This bonus stacks with the bonus granted by halfling luck.
Halfling Luck: Halflings receive a +1 racial bonus on all saving throws.
Keen Senses: Halflings receive a +2 racial bonus on Perception skill checks.
Sure-Footed: Halflings receive a +2 racial bonus on Acrobatics and Climb skill checks.
Weapon Familiarity: Halflings are proficient with slings and treat any weapon with the word “halfling” in its name as a martial weapon.
Languages: Halflings begin play speaking Geldian and Halfling. Halflings with high Intelligence scores can choose from the following: Elven, Gnome, and Goblin.


Half-Elves
The Half Elves of Xevon as a varied and plentiful bunch. They as curious and adventurous as their human kin, and many times as haughty and aloof as their elven ancestors – most commonly, it comes down to which side of their parentage raised them as to which society they blend into better.

The Half-Elves can be found anywhere within Xevon, driven across the land by a sense of wanderlust almost definitely inherited from the human blood that runs through their veins. They are, however, most common within the nation of Yuron, where many elven parents took their young following the beginning of the long string of wars and conflicts that have plagued Firac. Many are found in the Nasei Territories as well, exploring the depths of the Vales and Coasts that litter these lands.

Half-Elves can exist for each of the three common varieties of Elves in Xevon – the haughty High Elves, the dark skinned, secretive Dark Elves, and the reclusive, pale Ghost Elves, though the latter are immensely rare. Because of this, along with their human parentage, the half-elves’ nomenclature as well as their religious beliefs are among the most varied in Xevon.  It should be noted that all Half-Elves, regardless of the breed of their elven parent, possess the same statistics.

+2 to One Ability Score: Half-elf characters get a +2 bonus to one ability score of their choice at creation to represent their varied nature.
Medium: Half-elves are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Half-elves have a base speed of 30 feet.
Low-Light Vision: Half-elves can see twice as far as humans in conditions of dim light. See Chapter 7.
Adaptability: Half-elves receive Skill Focus as a bonus feat at 1st level.
Elf Blood: Half-elves count as both elves and humans for any effect related to race.
Elven Immunities: Half-elves are immune to magic sleep effects and get a +2 racial saving throw bonus against enchantment spells and effects.
Keen Senses: Half-elves receive a +2 racial bonus on Perception skill checks.
Multitalented: Half-elves choose two favored classes at first level and gain +1 hit point or +1 skill point whenever they take a level in either one of those classes. See Chapter 3 for more information about favored classes. 
Languages: Half-elves begin play speaking Geldian and Elven. Half-elves with high Intelligence scores can choose any languages they want (except secret languages, such as Druidic).


Gnomes
+2 Constitution, +2 Charisma, –2 Strength: Gnomes are physically weak but surprisingly hardy, and their attitude makes them naturally agreeable.
Small: Gnomes are Small creatures and gain a +1 size bonus to their AC, a +1 size bonus on attack rolls, a –1 penalty to their Combat Maneuver Bonus and Combat Maneuver Defense, and a +4 size bonus on Stealth checks.
Slow Speed: Gnomes have a base speed of 20 feet.
Low-Light Vision: Gnomes can see twice as far as humans in conditions of dim light. See Chapter 7.
Defensive Training: Gnomes get a +4 dodge bonus to AC against monsters of the giant type.
Gnome Magic: Gnomes add +1 to the DC of any saving throws against illusion spells that they cast. Gnomes with a Charisma of 11 or higher also gain the following spell-like abilities: 1/day—dancing lights, ghost sound, prestidigitation, and speak with animals. The caster level for these effects is equal to the gnome’s level. The DC for these spells is equal to 10 + the spell’s level + the gnome’s Charisma modifier.
Hatred: Gnomes receive a +1 bonus on attack rolls against humanoid creatures of the reptilian and goblinoid subtypes due to special training against these hated foes.
Illusion Resistance: Gnomes get a +2 racial saving throw bonus against illusion spells or effects.
Keen Senses: Gnomes receive a +2 racial bonus on Perception skill checks.
Obsessive: Gnomes receive a +2 racial bonus on a Craft or Profession skill of their choice.
Weapon Familiarity: Gnomes treat any weapon with the word “gnome” in its name as a martial weapon.
Languages: Gnomes begin play speaking Geldian, Gnome, and Sylvan. Gnomes with high Intelligence scores can choose from the following: Draconic, Elven, Giant, Goblin, and Orc.


Dark Elves (Drow)

+2 Dexterity,  +2 Charisma,  –2 Constitution: Drow  are nimble and manipulative.
Medium:  Drow are Medium creatures, and have no bonuses or penalties due to their size.
Normal Speed: Drow have a base speed of 30 feet.
Darkvision: Drow can see in the dark up to 120 feet.
Drow Immunities:  Drow are immune to magic sleep  effects  and  get  a  +2  racial  bonus  to  saves  against enchantment spells.
Keen Senses:  Drow receive a +2 racial bonus on Perception checks.
Spell Resistance: Drow possess spell resistance equal to 6 plus their class levels.
Spell-Like  Abilities:  A  drow  can  cast  dancing  lights, darkness,  and  faerie  f ire  each once per day, using his  total character level as his caster level.
Light Blindness: Abrupt exposure to bright light blinds drow for 1 round; on subsequent rounds, they are dazzled as long as they remain in the affected area.
Poison Use: Drow are skilled in the use of poison and never risk accidentally poisoning themselves. 
Weapon Familiarity: Drow are proficient with the hand crossbow, rapier, and short sword.
Languages:  Drow begin play speaking Elven and Undercommon.  Drow  with  high  Intelligence  can  choose bonus  languages  from  the  following:  Abyssal,  Aklo,  Aquan, Geldian, Drow Sign Language, Gnome, or Goblin.


Aasimar

+2 Charisma, +2 Wisdom:  Aasimars are insightful, confident, and personable.
Normal Speed: Aasimars have a base speed of 30 feet.
Darkvision: Aasimars can see in the dark up to 60 feet.
Skilled: Aasimars have a +2 racial bonus on Diplomacy and Perception checks.
Spell-Like Ability: Aasimars can use daylight once per day as a spell-like ability (caster level equals the aasimar’s class level).
Celestial Resistance:  Aasimars have acid resistance 5, cold resistance 5, and electricity resistance 5.
Languages:  Aasimars begin play speaking Geldian and Celestial. Aasimars with high Intelligence scores can choose any of the following bonus languages: Ancient Geldian, Draconic, Elven, Gnome, Halfling, and Sylvan.


Tieflings

+2 Dexterity, +2 Intelligence, –2 Charisma: Tieflings are quick in body and mind, but are inherently strange.
Darkvision: Tieflings see in the dark up to 60 feet.
Skilled: Tieflings have a +2 racial bonus on Bluff and Stealth checks.
Spell-Like Ability: Tieflings can use darkness once per day as a spell-like ability. The caster level for this ability equals the tiefling’s class level.
Fiendish Resistance: Tieflings have cold resistance 5, electricity resistance 5, and f ire resistance 5.
Fiendish Sorcery: Tiefing sorcerers with the Abyssal or Infernal bloodline treat their Charisma score as 2 points higher for all sorcerer class abilities. 
Languages:  Tieflings begin play speaking Geldian and either Abyssal or Infernal.  Tieflings  with  high  Intelligence  scores  can  choose  any  of  the  following: Ancient Geldian, Abyssal,  Draconic, Elven,  Gnome,  Goblin, Halfling, Infernal, and Orc.


Shifters

+2 Dexterity, +2 Wisdom, -2 Charisma: Shifters are lithe and wise, but their fundamental bestial nature detracts from their social interactions.
Shapechanger: Shifters are humanoids with the shapechanger subtype.
Medium: Shifters are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Shifters have a base speed of 30 feet.
Low-Light Vision: Shifters can see twice as far as humans in conditions of dim light. See Chapter 7 of the Pathfinder Roleplaying Game.
Bestial Agility: Shifters recieve a +2 racial bonus on Acrobatics and Climb skill checks.
Shifting (Su): A shifter can tap into their lycanthropic heritage as a free action for a number of rounds per day equal to 4 + their Constitution modifier; during this time, their features become more bestial in nature and they gain the bonuses of their shifter trait. The number of rounds a shifter can change each day is increased by 2 for every shifter feat the shifter takes. These Feats will be listed later in the handout.
Languages: Shifters begin play speaking Geldian. Shifters with high Intelligence scores can choose from the following: Elven, Gnome, Halfling, and Sylvan.

Shifter Traits
Beasthide (Su): While shifting, a beasthide shifter gains a +2 bonus to Constitution and natural armour that provides a +2 bonus to AC.
Cliffwalk (Su): While shifting, a cliffwalk shifter gains a +2 bonus to Dexterity and has a climb speed of 20 feet. Gaining a climb speed grants the shifter a +8 racial bonus on Climb skill checks. In addition, the shifter gains a +2 bonus to Acrobatics checks, even when not shifting.
Dreamsight (Su): The rarest of all shifter traits, a dreamsight shifter gains a +2 bonus to Wisdom and gains the ability to communicate with animals as if under the effect of a speak with animals spell while shifting. In addition, the shifter gains a +2 bonus to Handle Animal and wild empathy checks, even when not shifting.
Gorebrute (Su): While shifting, a gorebrute shifter gains a +2 bonus to Strength and manifests powerful horns that can be used as a natural weapon that deals 2d6 points of damage (plus an extra 1 point for every four character levels they have), but only during a charge attack.
Longstride (Su): While shifting, a longstrider shifter gains a +2 bonus to Dexterity and a bonus of +10 feet to their base land speed.
Longtooth (Su): While shifting, a longtooth shifter gains a +2 bonus to Strength and grows fangs that can be used as a natural weapon that deals 1d6 points of damage (plus an extra 1 point for every four character levels they have).
Razorclaw (Su): While shifting, a razorclaw shifter gains a +2 bonus to Strength and grows claws that can used as natural weapons that deal 1d4 points of damage (plus an extra 1 point for every four character levels they have).
Swiftwing (Su): While shifting, a swiftwing shifter gains a +2 bonus to Dexterity and grows leathery flaps of wings that grant them a fly speed of 20 feet with average maneuverability. In addition, the shifter gains a +2 bonus to Fly skill checks, and always treats Fly as a class skill, even when not shifting.
Truedive (Su): While shifting, a truedive shifter gains a +2 bonus to Constitution and has a swim speed of 30 feet. Gaining a swim speed grants the shifter a +8 racial bonus on Swim skill checks. In addition, the shifter can hold their breath for a nimber of rounds equal to 5 times their Constitution modifier, even when not shifting.
Wildhunt (Su): While shifting, a wildhunt shifter gains a +2 bonus to Constitution and the scent ability. In addition, the shifter gains a +2 bonus to Survival checks, even when not shifting.


Ghost Elves (Marya)
Cousins of Xevon’s High Elves, the Ghost Elves are far detached and often disliked by their brethren. A long, bitter history exists between them and the High Elves, beginning long ago in the Elven War with the Dwarves. During this conflict, there was a small group of Elves lead by Varis Shadowsong who did not believe that driving the Dwarves from the lands on Xevon was the right path. Ridiculed and chastised by their fellow Elves, this small sect of Elves decided to seek Divine guidance in their predicament, wishing to ask the Gods themselves what they should do. However, their attempt to travel to the Celestial Court in which the Gods dwell was sabotaged by the High and Dark Elf leaders, Kalinda and Ryean Sivila, and instead they were sent to the Ethereal plane by Kalinda Frosthawk and trapped there by Ryean. Without Varis and his dissenters impeding progress anymore, the Elves quickly drove the Dwarves from Xevon, killing most of them, the survivors fleeing the land.

Many years later, Varis and his followers returned, having finally found a way to break Ryean’s seal following his death during the Drow Revolt. However, their time trapped there had changed them, twisted them from what they used to be, having severed their connection with the land and world. The High Elves, still led by an aged Kalinda, were horrified by their “defiled” brethren, calling them tainted cowards, among other things. Just as unwilling to remain among the High Elves and their insults as the High Elves were to let them stay, Varis led his followers north to the Shalrien Mountain Range, where they continue to dwell, isolating themselves from their brothers and the rest of the world. Dubbiing themselves the “Ghost Elves”, or “Marya” (an elven word meaning simply “pale”), they started over, forming their own isolated community, away from the High Elves that had shunned them.

Before their exile to the Ethereal Plane, the Ghost Elves were just like any other High Elf. However, the exile they endured changed them great, both physically and mentally. The Ghost Elves became timid, gentle creatures, both because of the Ethereal Plane’s effects on their minds and because of the generally pacifist nature of their leader, Varis Shadowsong. They go out of their way to differentiate themselves from the High Elves, acting far less reserved and haughty. Despite their reclusive nature, they are kind and accepting people, both to further themselves from the High Elves and as a way to make sure that no one is treated the same way that they were.

Ghost Elves have generally the same range of height and weight as the High Elves, however they posses frailer builds, a result of their severed connection with the land. They reach adult hood at about age thirty, and have a life span that is shorter than the High Elves by about a hundred years, however, they often do not show their age until a few years prior to

The Ghost Elves of Xevon tend to isolate themselves from the rest of the world. They are cautious people, not to the point of paranoia or xenophobia, as they are, for the most part, very excepting of those who wander into their lands, or those they meet while traveling. The High Elves and Drow are the only people in Xevon that the Ghost Elves hold animosity towards, holding a grudge for their banishment to the Ethereal Plane and subsequent exile after their return. They will typically have nothing to do with a High Elf, unless circumstances absolutely require it. There are a few High Elves that pity the Ghost Elves’ plight; however, the ghost elves will hear nothing of this.

The Ghost Elves live primary in the northern reaches of Xevon, among the cold and secluded lands in the Shalrien Mountains and the Frozen Vale. Some Ghost Elves venture south deeper into Firac, and some into Nasei. A Ghost Elf in Yuron these days is much rarer, however, as the High Elves are most plentiful here. There are rumors of Ghost Elf “settlements” and gatherings within the Ethereal Plane, and indeed many Ghost Elves still reside there. However, few have ever seen or been to any such places.

The Ghost Elves are strong worshippers of the Gods, particularly of Elyzia. The do not feel as though the Gods abandoned them, but rather that they were betrayed by their brethren, and thus hold little against the Gods for their exile. They do not have temples devoted to the Gods, however, instead, clerics and oracles simply gather for prayer and teaching, usually in town squares. The chief language of the Ghost Elves is Elven; however, Geldian is also becoming widely used. 

Ghost Elf naming conventions differ little from High Elf naming conventions, and is one of the few remaining links between the two.

+2 Dexterity, +2 Intelligence, –2 Charisma: Though their exile has made ghost elves hardier than those who banished them, their isolation on the Ethereal Plane has eroded their hospitality.
Extraplanar: Ghost elves are native to the Ethereal Plane; those found in the Material Plane have the Extraplanar subtype. Spells or effects that affect extrawplanar creatures (such as those that banish the target to their plane of origin) function on a ghost elf.
Medium: Ghost elves are Medium creatures and have no bonuses or penalties due to their size.
Normal Speed: Ghost elves have a base speed of 30 feet.
Low-Light Vision: Ghost elves can see twice as far as humans in conditions of dim light. See Chapter 7 of the Pathfinder Roleplaying Game.
Elven Immunities: Ghost elves are immune to magic sleep effects.
Keen Senses: Ghost elves receive a +2 racial bonus on Perception skill checks.
Luminescent: The skin of a ghost elf naturally glows with a soft white light that is as bright as a candle (illuminating 5' around them). This glow can be suppressed or renewed as a free action.
Ethereal Power: Ghost elves with an Intelligence of 11 or higher are able to invoke their connection to the Ethereal Plane once per day. Each day, a ghost elf who meets the requirements can use one of the following spell-like abilities: slip binding (gain a +10 enhancement bonus to Escape Artist checks for 1 minute/level; gain an additional +5 bonus for every four levels past 1st level), see invisibility (requires 5th level), blink (requires 9th level), ethereal jaunt (requires 13th level), or ethereal shift (requires 17th level). The caster level for these effects is equal to the ghost elf’s level. The DC for these spells is equal to 10 + the spell’s level + the ghost elf’s Intelligence modifier.
Weapon Familiarity: Ghost elves are proficient with longbows (including composite longbows) and shortbows (including composite shortbows).
Languages: Ghost elves begin play speaking Geldian and Elven. Ghost elves with high Intelligence scores can choose from the following: Ancient Geldian, Celestial, Infernal, and Sylvan.


Other Races
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Classes


Base Classes


Prestige Classes
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Feats


Additional Trait
You have more traits than normal. 
Benefit:  You gain one additional character trait of your choice. 

Harrowed
Numerous Harrow readings early in your life seem to have hit the mark precisely, increasing your belief that you are destined for a specific purpose in life; the Harrow deck and your destiny seem intertwined.
Prerequisites: Cha 13, must be chosen at 1st level
Benefit: You get a +2 bonus on all Will saves made to resist charm or compulsion effects.

Once  per  day,  you may  draw  a  card  from  a  Harrow deck  you own. At any one time for the rest of that day, you may apply a +2 bonus on any d20 roll modified by the card’s suit. For example, if you drew a card from the suit of Wisdom, you may apply a +2 bonus on a Will save or a Wisdom-based skill check. If you drew a card from the suit of Dexterity, you could apply this +2 bonus on an Initiative check, a Reflex save, a Dexterity-based skill check, or a ranged attack roll. You may assign this +2 bonus after you make the roll, but you must do so before you know if the roll was a success or not.

(If  you  don’t  have  an  actual  Harrow  deck  handy  to draw  from  to  determine  your  bonus,  you  can  randomly determine  the  ability  score  by  simply  rolling  1d6  - 1  = Strength, 2 = Constitution, 3 = Dexterity, 4 = Intelligence, 5 = Wisdom, 6 = Charisma).


BEASTHIDE ELITE [SHIFTER]
Your shifter trait improves.
Prerequisite: Shifter with the beasthide trait.
Benefit: While shifting, your natural armor bonus
increases to +4.
Normal : Without this feat, a beasthide shifter has a
natural armor bonus of+2 while shifting.

CLIFFWALK ELITE [SHIFTER]
Your shifter trait improves.
Prerequisites: Shifter with the cliffwalk trait.
Benefit: While shifting, your climb speed improves
by 10 feet. This improvement stacks with the increase for
the cliffwalk trait, for a total increase of 30 feet.

EXTRA SHIFTER TRAIT [SHIFTER]
You manifest a second shifter trait while shifting.
Prerequisites: Shifter, two other shifter feats.
Benefit: Select a second shifter trait from those
described in the shifter race description (see page 18). You
manifest all the benefits of the second trait except for the
emporary bonus to an ability score.

GREAT BITE [SHIFTER]
You know how to hit where it hurts with
your fangs.
Prerequisites: Shifter with the long-
tooth trait, +6 base attack bonus.
Benefit: Your fang attacks now have a
critical hit multiplier of X3.
 Normal : Without this feat, your fang
attacks have a multiplier of X2.

GREAT REND [SHIFTER]
You know how to hit where it hurts with
your claws.
Prerequisites: Shifter with the razor-
claw trait, +4 base attack bonus.
Benefit: If you hit with both of your
claw attacks in a round, you deal extra
damage equal to 1d4 + 1/2 your Str
modifier, plus 1 additional point for
every four character levels you have.

GREATER SHIFTER DEFENSE
[SHIFTER]
By delving deeper into your shifter heritage, you develop
the ability to ignore some damage from every attack.
Prerequisites: Shifter, Shifter Defense, three other
shifter feats.
Benefit : When shifting, your damage reduction
improves to DR 4/silver.

HEALING FACTOR [SHIFTER]
When your current period of shifting ends, you heal a
limited amount of damage.
Prerequisites: Shifter, Constitution 13.
Benefit: When you stop shifting, you immediately
heal a number of hit points equal to your character level.
This benefit does not occur if you die (at —1 0 hit points)
before the period of shifting ends.

LONGSTRIDE ELITE [SHIFTER]
Your shifter trait improves.
Prerequisite: Shifter with the longstride trait.
Benefit: While shifting, your base land speed improves
by 10 feet. This improvement stacks with the increase for
the longstride trait, for a total increase of 20 feet.

SHIFTER DEFENSE [SHIFTER]
By delving into your shifter heritage, you have
developed the ability to ignore a little
damage from every attack.
Prerequisites: Shifter, two other
shifter feats.
Benefit: While shifting, you gain dam-
age reduction 2/silver.

SHIFTER FEROCITY
[SHIFTER]
You are a tenacious combatant, continuing
to fight when others would succumb to pain
and injury.
Prerequisites: Shifter, Wisdom 13.
Benefit: While shifting, you continue to fight
without penalty if you are disabled or dying.

SHIFTER MULTIATTACK
[SHIFTER]
You are adept at using your natural
attack in conjunction with another
weapon.
Prerequisites: Shifter with the
longtooth or razorclaw trait, base attack
bonus +6.
Benefit: Your secondary attack
with a natural weapon takes only a —2
penalty.
Normal: Without this feat, your secondary attack with
a natural weapon takes a —5 penalty.
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Character Traits



Gaining Traits 
When you create your character this campaign, a new PC gains two traits, effectively gaining what amounts to a bonus feat at character creation. Additional Character Traits may be gained though the Additional Traits feat (see above).  

Types of Traits 
There are many traits, split among the categories of Combat, Faith, Magic, and Social. Note that each of these four categories roughly equates to the four modes of adventuring, but aren’t tied to specific classes. It’s perfectly possible to have a religious rogue, for example, or a magic-obsessed fighter.

Combat Traits: These traits are associated with combat, battle, and physical prowess; they give characters minor bonuses in battle and represent conflicts and physical struggles in the character’s backstory.

Faith Traits: These traits rely upon conviction of spirit, perception, and religion, but are not directly tied to the worship of a specific deity. You do not need a patron deity to gain a Faith Trait, as these traits can represent conviction in one’s self or philosophy just as easily as they can represent dedication to a deity.

Magic Traits: These traits are associated with magic, and focus on spellcasting and manipulating magic. You need not be a spellcaster to take a Magic Trait (although several of these traits aren’t as useful to non-spellcasters). Magic Traits can represent a character’s early exposure to magical effects or childhood studies of magic.

Social Traits: Social Traits are a sort of catch-all category—these traits reflect the social upbringing of your character, your background with high society or lack thereof, and your history with parents, siblings, friends, competitors, and enemies.

Restrictions on Trait Selection 
There are a few rules governing trait selections. As mentioned, there is an initial limit of two character traits at creation. When selecting traits, you may not select more than one from the same list of traits. Certain types of traits may have additional requirements, as detailed in the section above. 

Remember also that traits are intended to model events that  were  formative  in  your  character’s  development,  either  before  he  became  an  adventurer,  or  (in  the  case of additional traits gained via the Additional Traits feat) events  that  happened  while  adventuring.  Even  if  you become a hermit and abandon society, you’ll still retain your  legacy  of  growing  up  an  aristocrat  if  you  took  a social trait. 

Combat Traits
[bookmark: TOC-Accelerated-Drinker]Accelerated Drinker
You know how to drink a potion efficiently, such as by not using your hands, tossing it in the air and catching it in your mouth, or opening it with your teeth. You may drink a potion as a move action instead of a standard as long as you start your turn with the potion in your hand. 
[bookmark: TOC-Anatomist]Anatomist
You have studied the workings of anatomy, either as a student at university or as an apprentice mortician or necromancer. You know where to aim your blows to strike vital organs and you gain a +1 trait bonus on all rolls made to confirm critical hits.
[bookmark: TOC-Armor-Expert]Armor Expert
You have worn armor as long as you can remember, either as part of your training to become a knight’s squire or simply because you were seeking to emulate a hero. Your childhood armor wasn’t the real thing as far as protection, but it did encumber you as much as real armor would have, and you’ve grown used to moving in such suits with relative grace. When you wear armor of any sort, reduce that suit’s armor check penalty by 1, to a minimum check penalty of 0.
[bookmark: TOC-Bullied]Bullied
You were bullied often as a child, and you are now constantly ready to defend yourself with your fists when an enemy comes near. You gain a +1 trait bonus on attacks of opportunity attack rolls made with unarmed strikes. Note that this trait does not grant the ability to make attacks of opportunity with your unarmed strikes—you’ll need to take a level of monk, the Improved Unarmed Strike feat, or some other similar power to gain the use of this character trait. However, that doesn’t prevent you from selecting this trait. You’ll simply not be able to make use of it until a later point if you do. 
[bookmark: TOC-Courageous]Courageous
Your childhood was brutal, yet you persevered primarily through force of will and the hope that no matter how hard things might get, as long as you kept a level head you’d make it through. You gain a +2 trait bonus on Saving Throws against fear effects.
[bookmark: TOC-Deft-Dodger]Deft Dodger
Growing up in a rough neighborhood or a dangerous environment has honed your senses. You gain a +1 trait bonus on Reflex saves.
[bookmark: TOC-Dirty-Fighter]Dirty Fighter
You wouldn’t have lived to make it out of childhood without the aid of a sibling, friend, or companion on whom you could always count to distract your enemies long enough to do a little bit more damage than normal. That companion may be another PC or an NPC (who may even be recently departed from your side). When you hit a foe you are flanking, you deal an additional 1 point of damage (this damage is added to your base damage, and is multiplied on a critical hit). This additional damage is a trait bonus.
[bookmark: TOC-Fencer]Fencer
You trained long hours as a youth with blades, either taking lessons in the genteel art of fencing from tutors paid for by your parents or by being taken under the wing of a disenfranchised fencer who may have turned to a life of crime. You gain a +1 trait bonus on attacks of opportunity made with daggers, swords, and similar bladed weapons.
[bookmark: TOC-Jaded]Jaded
[bookmark: TOC-1]You have seen horror and death as far back as you can remember. Maybe you are unfazed by the gruesome, or have become a cynic as a defense against the dark realities of the corners of the world. You have a +2 trait bonus on saving throws against Fear.
[bookmark: TOC-Killer][bookmark: TOC-Killer1]Killer
You made your first kill at a very young age and found the task of war or murder to your liking. You either take particular pride in a well-placed blow, or vile pleasure in such a strike as you twist the blade to maximize the pain. You deal additional damage equal to your weapon’s critical hit modifier when you score a successful critical hit with a weapon; this additional damage is added to the final total, and is not multiplied by the critical hit multiple itself. This extra damage is a trait bonus. 
Medic
You have studied how to handle injury and pain well, either through magic or medical application, and know by sight the signs of ailments and toxins you might encounter.  You gain a +2 trait bonus to Heal checks to treat diseases or poisons, and Heal is always a class skill for you. 
[bookmark: TOC-Reactionary]Reactionary
You were bullied often as a child, but never quite developed an offensive response. Instead, you became adept at anticipating sudden attacks and reacting to danger quickly. You gain a +2 trait bonus on Initiative checks.
[bookmark: TOC-Resilient]Resilient
Growing up in a violent neighborhood or in the unforgiving wilds often forced you to subsist on food and water from doubtful sources. You’ve built up your mettle as a result, and gain a +1 trait bonus on Fortitude saves. 
[bookmark: TOC-Strong-Arm-Supple-Wrist]Strong Arm, Supple Wrist
You have been trained in the javelin and the spear, and know how to make the best use of your momentum.  Whenever you move at least 10 feet before making an attack with a thrown weapon, you add 10 feet to the range increment of the weapon thrown.  You can only gain this benefit once per round. 
[bookmark: TOC-Threatening-Defender]Threatening Defender
[bookmark: TOC-2]You know how to avoid a blow while still maintaining your offensive posture. When you use Combat Expertise, reduce the number you subtract from your melee attack rolls by 1.

Faith Traits
[bookmark: TOC-Birthmark]Birthmark
You were born with a strange birthmark that looks very similar to the holy symbol of the god you chose to worship later in life. This birthmark can serve you as a divine focus for casting spells, and, as a physical manifestation of your faith, increases your devotion to your god—you gain a +2 trait bonus on all saving throws against charm and compulsion effects as a result. 
[bookmark: TOC-Caretaker]Caretaker
As the child of an herbalist or an assistant in a temple infirmary, you often had to assist in tending to the sick and wounded. You gain a +1 trait bonus on Heal checks, and Heal is always a class skill for you. 
[bookmark: TOC-Child-of-the-Temple]Child of the Temple
You have long served at a temple in a city, and not only did you pick up on many of the nobility’s customs, you spent much time in the temple libraries studying your faith. You gain a +1 trait bonus on Knowledge (nobility) and Knowledge (religion) checks, and one of these skills (your choice) is always a class skill for you.
[bookmark: TOC-Devotee-of-the-Green]Devotee of the Green
Your faith in the natural world or one of the gods of nature makes it easy for you to pick up on related concepts. You gain a +1 trait bonus on Knowledge (geography) and Knowledge (nature) checks, and one of these skills (your choice) is always a class skill for you. 
[bookmark: TOC-Ease-of-Faith]Ease of Faith
Your mentor, the person who invested your faith in you from an early age, took steps to ensure that you understood that what powers your divine magic is no different than that which powers the magic of other religions. This philosophy makes it easier for you to interact with others who may not share your views. You gain a +1 bonus on Diplomacy checks, and Diplomacy is always a class skill for you. 
[bookmark: TOC-History-of-Heresy]History of Heresy
You were raised with heretical views that have made it not only difficult for you to accept most religious beliefs, but you also have had to live with the fact that you or those you love were often treated as pariahs. As a result, you have turned your back on religious teachings, and as long as you do not possess any levels in a class that grants divine spellcasting power, you gain a +1 trait bonus on all saving throws made against divine spells. 
[bookmark: TOC-Indomitable-Faith]Indomitable Faith
You were born in a region where your faith was not popular, yet you never abandoned it. Your constant struggle to maintain your own faith has bolstered your drive; you gain a +1 trait bonus on Will saves as a result. 
[bookmark: TOC-Sacred-Conduit]Sacred Conduit
Your birth was particularly painful and difficult for your mother, who needed potent divine magic to ensure you survived; your mother may or may not have survived. In any event, the magic infused you from an early age, and you now channel divine energy with greater ease than most. Whenever you channel energy, you gain a +1 trait bonus to the save DC of your channeled energy. 
[bookmark: TOC-Sacred-Touch]Sacred Touch
You were exposed to a potent source of positive energy as a child, perhaps by being born under the right cosmic sign, or maybe because one of your parents was a gifted healer. As a standard action, you may automatically stabilize a dying creature merely by touching it. 
[bookmark: TOC-Scholar-of-the-Great-Beyond]Scholar of the Great Beyond
Your great interests as a child did not lie with current events or the mundane— you have always felt out of place, as if you were born in the wrong era. You take to philosophical discussions of the Great Beyond and of historical events with ease. You gain a +1 trait bonus on Knowledge (history) and Knowledge (planes) checks, and one of these skills (your choice) is always a class skill for you. 
[bookmark: TOC-Magic-Traits]Magic Traits
[bookmark: TOC-Classically-Schooled]Classically Schooled
Your apprenticeship or early education was particularly focused on the direct application of magic. You gain a +1 trait bonus on Spellcraft checks, and Spellcraft is always a class skill for you. 
[bookmark: TOC-Dangerously-Curious]Dangerously Curious
You have always been intrigued by magic, possibly because you were the child of a magician or priest. You often snuck into your parent’s laboratory or shrine to tinker with spell components and magic devices, and often caused quite a bit of damage and headaches for your parent as a result. You gain a +1 bonus on Use Magic Device checks, and Use Magic Device is always a class skill for you. 
[bookmark: TOC-Desperate-Focus][bookmark: TOC-Desperate-Focus1]Desperate Focus
[bookmark: TOC-3][bookmark: TOC-4]You've often found yourself in situations where a lack of focus can lead to worse than a lost spell. You gain a +2 trait bonus on concentration checks. 
[bookmark: TOC-Diabolical-Dabbler]Diabolical Dabbler
Each fiendish animal you conjure with any summon spell gains +1 hit point per hit die for the duration of the spell that summoned it. 
[bookmark: TOC-Focused-Mind]Focused Mind
Your childhood was either dominated by lessons of some sort (be they musical or academic) or by a horrible home life that encouraged your ability to block out distractions to focus on the immediate task at hand. You gain a +2 trait bonus on concentration checks. 
[bookmark: TOC-Ghost-Sight]Ghost Sight
When you were younger you suffered a brush with death. Perhaps you were almost killed by a wight, close to dying from a grievous wound, or actually died and were raised. Since then you have not been the same. You can see beyond the veil, able to see ghost and spirits and detect the taint of the undead. You receive a +2 trait bonus to Perception checks when trying to locate undead, and can attempt to locate ethereal undead (though they are still considered merely invisible, +20 to Stealth). 
[bookmark: TOC-Gifted-Adept]Gifted Adept
Your interest in magic was inspired by witnessing a spell being cast in a particularly dramatic method, perhaps even one that affected you physically or spiritually. This early exposure to magic has made it easier for you to work similar magic on your own. Pick one spell when you choose this trait—from this point on, whenever you cast that spell, its effects manifest at +1 caster level. 
[bookmark: TOC-Hedge-Magician]Hedge Magician
You apprenticed for a time to a craftsman who often built magic items, and he taught you many handy shortcuts and cost-saving techniques. Whenever you craft a magic item, you reduce the cost of gp required to make the item by 5%. 
[bookmark: TOC-Magical-Knack]Magical Knack
You were raised, either wholly or in part, by a magical creature, either after it found you abandoned in the woods or because your parents often left you in the care of a magical minion. This constant exposure to magic has made its mysteries easy for you to understand, even when you turn your mind to other devotions and tasks. Pick a class when you gain this trait—your caster level in that class gains a +2 trait bonus as long as this bonus doesn’t increase your caster level higher than your current Hit Dice. 
[bookmark: TOC-Magical-Lineage]Magical Lineage
One of your parents was a gifted spellcaster who not only used metamagic often, but developed many magical items and perhaps even a new spell or two—and you have inherited a fragment of this greatness. Pick one spell when you choose this trait. When you apply metamagic feats to this spell, treat its actual level as 1 lower for determining the spell’s final adjusted level. 
[bookmark: TOC-Magical-Talent]Magical Talent
Either from inborn talent, whimsy of the gods, or obsessive study of strange tomes, you have mastered the use of a cantrip. Choose a 0-level spell. You may cast that spell once per day as a spell-like ability. This spell-like ability is cast at your highest caster level gained; if you have no caster level, it functions at CL 1st. The spell-like ability’s save DC is Charisma-based. 
[bookmark: TOC-Mathematical-Prodigy]Mathematical Prodigy
Mathematics has always come easily for you, and you have always been able to “see the math” in the physical and magical world. You gain a +1 bonus on Knowledge (arcana) and Knowledge (engineering) checks, and one of these skills (your choice) is always a class skill for you. 
Precocious Spellcaster
Before you even began your training as a spellcaster, you spent a great deal of time studying cantrips and simple spells on your own. Because of this, you developed some innate magical abilities without any outside guidance. Select one cantrip and one 1st-level spell; when you cast these spells, they function at one caster level higher than your actual caster level.  
[bookmark: TOC-Skeptic]Skeptic
Growing up, you were always around magical effects to the extent that you realized that much of it was smoke and mirrors. You gain a +2 trait bonus on all saving throws against illusions. 
[bookmark: TOC-Theoretical-Magician]Theoretical Magician
You've studied more magic than what you can actually perform. You gain a +2 trait bonus on Spellcraft checks, or a +3 bonus if you aren't a spellcaster. 
[bookmark: TOC-Social-Traits]Social Traits
[bookmark: TOC-Adopted]Adopted
You were adopted and raised by someone not of your actual race, and raised in a society not your own. As a result, you picked up a race trait from your adoptive parents and society, and may immediately select a race trait from your adoptive parents’ race. Race traits can be found in Pathfinder Companion products—if you don’t have access to a selection of race traits, it’s best to simply pick a different social feat. 
[bookmark: TOC-Bully]Bully
You grew up in an environment where the meek were ignored and you often had to resort to threats or violence to be heard. You gain a +1 trait bonus on Intimidate checks, and Intimidate is always a class skill for you. 
[bookmark: TOC-Canter]Canter
You grew up among thieves and scoundrels, and their unusual speech patterns and turns of phrase don’t phase you in the slightest today as a result. Anyone who attempts to use Bluff to deliver a secret message to you gains a +5 bonus on his Bluff check. When you attempt to intercept a secret message using Sense Motive, you gain a +5 trait bonus on the attempt. 
[bookmark: TOC-Charming]Charming
Blessed with good looks, you’ve come to depend on the fact that others find you attractive. You gain a +1 trait bonus when you use Bluff or Diplomacy on a character that is (or could be) sexually attracted to you, and a +1 trait bonus to the save DC of any language-dependent spell you cast on such characters or creatures. 
[bookmark: TOC-Child-of-the-Streets]Child of the Streets
You grew up on the streets of a large city, and as a result you have developed a knack for picking pockets and hiding small objects on your person. You gain a +1 trait bonus on Sleight of Hand checks, and Sleight of Hand is always a class skill for you. 
Chivalrous
[bookmark: TOC-19][bookmark: TOC-20]You were raised on stories of heroic knights and benevolent wizards, and wish to emulate their great deeds. You gain a +1 trait bonus to Diplomacy and Knowledge (history) checks. 
[bookmark: TOC-Fast-Talker]Fast-Talker
You had a knack at getting yourself into trouble as a child, and as a result developed a silver tongue at an early age. You gain a +1 trait bonus on Bluff checks, and Bluff is always a class skill for you. 
[bookmark: TOC-Hellknight-Ancestry][bookmark: TOC-Hunter-s-Blood]Hunter's Blood

You didn’t choose the path of the hunt, the hunt chose you. You were born inside a family of those dedicated to hunting the undead. Since an early age you were taught the tools of the trade, how to hunt and kill your quarry. Be careful when using your family name – it’s better known than you are. You earn a +1 trait bonus on Diplomacy when used to gather information, Knowledge (religion), and Survival when used for tracking when related to an undead quarry. Choose one as these as a class skill. The undead have a +1 bonus on any roll to learn about you, as your family’s fame precedes you. 
[bookmark: TOC-Lost-Nobility]Lost Nobility
Your family was prominent before the rise of the current ruling family, but that legacy is now forgotten by all but you. You hold every government official of your nation personally responsible for your lost glory. You gain a +1 trait bonus on attack and damage rolls against these officials. 
[bookmark: TOC-Natural-Born-Leader]Natural-Born Leader
You’ve always found yourself in positions where others look up to you as a leader, and you can distinctly remember an event from your early childhood where you led several other children to accomplish a goal that each of you individually could not. All cohorts, followers, or summoned creatures under your leadership gain a +1 morale bonus on Will saves to avoid mind-affecting effects. If you ever take the Leadership feat, you gain a +1 trait bonus to your Leadership score. 
[bookmark: TOC-Nonchalant-Thuggery]Nonchalant Thuggery
You are adept at keeping witnesses from noticing that anything is wrong. You gain a +4 trait bonus on Bluff checks to keep others from noticing your aggressive actions. 
[bookmark: TOC-Poverty-Stricken]Poverty-Stricken
Your childhood was tough, and your parents had to make every copper piece count. Hunger was your constant companion, and you often had to live off the land or sleep in the wild. You gain a +1 bonus to Survival checks, and Survival is always a class skill for you.  
[bookmark: TOC-Princess-female-]Princess (female)
You have been raised to expect obedience from those around you, regardless of their station, and are not shy about demanding what you want.  You gain a +1 trait bonus to Diplomacy and Intimidate checks, and one of these skills (your choice) is always a class skill for you. 
[bookmark: TOC-Rich-Parents][bookmark: TOC-Rich-Parents1]Rich Parents
You were born into a rich family, perhaps even the nobility, and even though you turned to a life of adventure anyway, you enjoyed a one-time benefit to your initial finances and your starting cash increases to 900 gp. 
[bookmark: TOC-Suspicious]Suspicious
You discovered at an early age that someone you trusted, perhaps an older sibling or a parent, had lied to you, and often, about something you had taken for granted, leaving you quick to question the claims of others. You gain a +1 trait bonus on Sense Motive checks, and Sense Motive is always a class skill for you. 
[bookmark: TOC-Without-a-Past]Vagabond Child
You grew up among the outcasts and outlaws of your society, learning to forage and survive in an urban environment. Select one of the following skills: Disable Device or Sleight of Hand. You gain a +1 trait bonus on that skill, and it is always a class skill for you.  
Without a Past
[bookmark: TOC-Regional-Traits][bookmark: TOC-Vagabond-Child][bookmark: TOC-Venicaan-Medic][bookmark: TOC-Watching-the-Empire]You knew you were going into a world where none go unscathed, and there is no turning back, so you decided to forsake your past in order to protect your loved ones. You earn +1 trait bonus to Bluff and Linguistics when used to forge documents, and choose one as a class skill. You have no old friends or family to go in times of need, yet at least they remain safe from your enemies finding and taking their wrath out on them.
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Coperia: Heart of Winter Player Handout – What’s Needed

· Cover Page
· Short Intro
· Listing of Creation Rules, Available Options, House Rules, PrC Rules, Rules regarding rebuilding and alter additions
· Character Traits
· Short Section Detailing new feats or classes, as well as guns, pulled from Dragon
· Short Section on Races in Xevon
· Short Timeline of Recent History (Last ~250 years, since destruction of something important years ago. Definite timeline shrinkage)
· Short Profile on Nations, Current Events, Key Figures
· Short section on religion and deities
· Game Introduction
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