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Chapter 1 Introduction  
A  WORLD TRANSFORMED... AGAIN... 

So, after a lot of work on a Pathfinder based Earth Delta, Paizo decides to kick out Pathfinder 2. Doing a lot 

of work for a system likely to wither seemed like an exercise in pointlessness. Granted, so is everything I do, but 

still... so this is an effort to see if the PF2 system provides a good basis for development. 

ALPHA GOALS 
3ÏÌɯÐÕÛÌÕÛɯÖÍɯÛÏÌɯÍÐÙÚÛɯɁ×ÜÉÓÐÊɂɯÙÌÓÌÈÚÌɯȹÞÏÐÊÏȮɯÐÍɯàÖÜɀÙÌɯÙÌÈËÐÕÎɯÛÏÐÚȮɯÛÏÐÚɯÐÚȮɯÉÜÛɯÈÚɯ(ɀÔɯÞÙÐÛÐÕÎɯÐÛȮɯ(ɯÏÈÝÌɯÕÖɯ

idea how far in the future it may be) is to be reasonably complete for level 1-ƙɯ×ÓÈàȭɯ3ÏÐÚɯËÖÌÚÕɀÛɯÔÌÈÕɯÕÖÛÏÐÕÎɯ

past level 5 will be included, just that it will be progressively more sparse the higher level it gets. The Alpha 

focus will also be on material original (well, as original as I  ÎÌÛȮɯÞÏÐÊÏɯÈÐÕɀÛɯÝÌÙàȺɯÛÖɯÛÏÌɯÚÌÛÛÐÕÎȮɯÞÐÛÏɯÕÖÛÌÚɯÖÕɯ

using existing content to fill in the gaps. In other words, things like normal PF armor and weapons, which exist 

ÉàɯËÌÍÈÜÓÛɯÐÕɯÛÏÌɯ×ÙÐÔÐÛÐÝÌɯÊÜÓÛÜÙÌÚɯÖÍɯÛÏÌɯ"ÏÈÕÎÌËɯ$ÈÙÛÏȮɯÞÖÕɀÛɯÕÌÊÌÚÚÈÙÐÓàɯÉÌɯÐÕɯÛÏÌɯÌØuipment charts. Special 

modifications, options, and archetypes for classes like rogues and rangers will be sketchy, as developing the 

ÜÕÐØÜÌɯÊÓÈÚÚÌÚɯÛÈÒÌÚɯ×ÙÌÊÌËÌÕÊÌȭɯ3ÏÌÙÌɀÚɯÈÕɯÈÚÚÜÔ×ÛÐÖÕɯÈÕàÖÕÌɯÞÐÓÓÐÕÎɯÛÖɯÛÙàɯÛÏÌɯÈÓ×ÏÈɯÐÚɯËÌÌ×ÓàɯÍÈÔÐÓÐÈÙɯÞÐÛÏɯ

RPGs in genÌÙÈÓȮɯÈÕËɯÉÖÛÏɯ/%ƖɯÈÕËɯÛÏÌɯÎÈÔÌÚɯÛÏÈÛɯÐÕÚ×ÐÙÌËɯ$ÈÙÛÏɯ#ÌÓÛÈȮɯÈÕËɯËÖÌÚÕɀÛɯÕÌÌËɯÈɯÓÖÛɯÖÍɯÏÈÕË-holding 

when it comes to taking an explicitly incomplete set of prototype rules and figuring out how to patch the gaps 

well enough to play a scenario or two. The idea is to find flaws with the mechanics that exist so far, not to point 

out the mechanics that are yet to be developed ɬ unless the missing content is essential for using what does exist 

due to lack of any equivalent PF2 core material to patch in. 

Things to look out for include:  

¶ Contradictions ɬ a bonus for the same effect has two different values in two places, or rules for the same 

concept (such as picking mutations) differ from one spot to the next.  

¶ Missing references, such as a feat or item that is discussed in one place but is never defined, but needs to 

be for a rule or option to make sense. 

¶ Imbalance. This is a big one. There are likely abilities which are too strong or too weak, and there are also 

ÓÐÒÌÓàɯɁÐÔÉÈÓÈÕÊÌËɯÙÌËÜÕËÈÕÊÐÌÚɂȮɯÞÏÐÊÏɯÐÚȮɯÛÞÖɯÈÉÐÓÐÛÐes that are essentially the same (i.e., both give +1 

when using bludgeoning weapons) but one is a level 1 feat and the other is a level 5 focus power, with no 

other distinctions.  

¶ Redundancies with PF2 core: Feats, actions, etc., that duplicate existing maÛÌÙÐÈÓɯÛÏÈÛɀÚɯÖÛÏÌÙÞÐÚÌɯÈÊÊÌÚÚÐÉÓÌɯ

ÞÐÛÏÐÕɯ$ÈÙÛÏɯ#ÌÓÛÈȭɯ3ÏÐÚɯËÖÌÚÕɀÛɯÈ××ÓàɯÛÖɯÚÛÜÍÍɯintended ÛÖɯ×ÈÙÈÓÓÌÓɯÌßÐÚÛÐÕÎɯÔÈÛÌÙÐÈÓɯÛÏÈÛɀÚɯÕÖÛɯ×ÈÙÛɯÖÍɯÛÏÌɯ

default setting ɬ ÐÛɀÚɯÖÉÝÐÖÜÚɯÛÏÌɯ2ÊÈÝÌÕÎÌÙɯÐÚɯÈɯÔÖËÐÍÐÌËɯÊÓÖÕÌɯÖÍɯÛÏÌɯ6ÐáÈÙËȭ 

¶ Redundancies, period. Abilities  that are effectively identical within a single silo or context, such as two 

different level 1 mutations that both give Resist Fire 3 and have no other distinctions.  

¶ 4e-isms. Earth Delta began as a variant of D&D 4e. Due to the extreme ËÐÍÍÌÙÌÕÊÌÚɯÐÕɯÚàÚÛÌÔɯËÌÚÐÎÕȮɯÛÏÌÙÌɀÚɯ

not a lot of mechanical copy paste, but some flavor text, mixed with  mechanical references, has made it 

over ɬ especially in the Mutant Manual.  3ÏÐÕÎÚɯÓÐÒÌɯɁ1ÌÍÓÌßɯ#ÌÍÌÕÚÌɂɯÐÕÚÛÌÈËɯÖÍɯɁ1ÌÍÓÌßɯ2ÈÝÌɂȮɯÛÏÈÛɯÒÐÕËɯ

of thing. 
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Less important are minor spelling and grammatical errors.  This is a rough draft, most of it is unedited 

ÌßÛÌÔ×ÖÙÈÕÌÈȭɯ6ÏÐÓÌɯÐÛɯÊÌÙÛÈÐÕÓàɯËÖÌÚÕɀÛɯÏÜÙÛɯÛÖɯÓÖÊÈÛÌɯÚÜÊÏɯÔÐÚÛÈÒÌÚɯÌÈÙÓàȮɯÛÏÌàɀÙÌɯÈÓÚÖɯÓÌÚÚɯÊÙÜÊÐÈÓȮɯÈÛɯÛÏÐÚɯÚÛÈÎÌȮɯ

than making sure the game design works. 
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Chapter 2 Characters 

ANCESTRY AND MUTATIONS 
One of the biggest changes in PF2 is how much race ɬ that is, ancestry ɬ has changed. Instead of front-loading a 

lot of little things, instead, there's a stripped -down  base "Ancestry" and you pick up a few feats here and there. 

Does this provide a template for the kind of  complex characters (in terms of mechanics, the roleplaying depth of 

a character is up to you) I want? 

MUTANTS 
Whenever a mutant is entitled to take a class feat, they may instead take a mutation feat. This allows a mutant 

character to decide whether to focus on their general class abilities or on their innate mutations. 

Mutants include Mutates (human mutants), Uplifts (sapient animals given humanoid form), and Florals 

(sapient plants).  

ANCESTRY FEATS 
All mutants have access to the New Mutation ancestry feat; this represents a previously dormant mutation 

that has blossomed to full utility.  
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HUMANS 
Humans in Earth Delta are not precisely the same as 21st century 

humans, a fact which, if widely known, would distress various human -

supremacist fanatics. Between the beginning of the Vanished Years 

and the time of the Cataclysm, germ-line genetic modification was 

commonplace. Aside from luddite enclaves, most humans were 

modified to eliminate inherited conditions, improve overall mental 

and physical health, increase immune response, and purge toxins. 

Thus, they are technically a slightly different species. In game terms, 

they're powered -up to be an appealing choice when placed alongside 

the possibilities of playing a telepathic tree which has symbiotic 

beehives or a cyborg wolf with jump -jets and acidic saliva. The design 

goal with human feats/ancestries is to emphasize overall skill and 

general toughness, vs. the high degree of customization allowed for 

the other races, whose 'base' racial traits are just a jumping-off point 

for individual mutations.  

HUMAN FOCUS POOL 
Humans in Earth Delta are much like their kin in Pathfinder, just a bit better. They have to be . You gain a 

focus pool with the Luck or Skill focus power.  

When a human takes the Refocus action, they spend their time in a blend of vigorous exercises or reciting 

ancient human ritual chants, such as "Tu Albif Pah-tees" (The Litany of Feasting). 

LUCK OR SKILL ' FOCUS 1 
Human  

Trigger  You make a D20 roll.  

Frequency  Once per round. 

By spending a Focus Point, you can add a +1 status bonus before the effect(s) of the roll are applied, but after the GM has 

told you if it succeeded or failed. (Thus, you can choose to add the bonus after learning you failed a save, but not after the 

damage for that failure has been rolled.)  

In essence, to be a normal person with no mutations in the harsh world of Earth Delta, you must be all -around 

better at darn near everything. 

Except for Cantrip  or other magical-type feats, most of the Human Ancestry feats from the core rules are 

available as well. 

HUMAN HERITAGES 
The Skilled Heritage and Versatile Heritage options are available. 

ANCESTRY FEATS 
1ST LEVEL 

EXTREME ADAPTABILITY FEAT 1 
Human  

Hit Points   

8 

Size  

Medium  

Speed  

25 feet. 

Ability Boosts  

Free 

Free 

Traits  

Human 
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Prior to the Cataclysm, humans managed to survive virtually everywhere on Earth, in swamps, deserts, tundra, and rainforests. 

You are Trained in Survival. Further, during exploration mode, damage from temperature extremes is halved, and you 

become fatigued after 10 minutes rather than 5. 

HUMAN DETERMINATION ' FEAT 1 
Human  

Prerequisite  Luck or Skill. 

Trigger  You used Luck or Skill and still failed. 

Frequency Once per day. 

When something has to be done to survive, humans can be very driven to do it. Reroll the failed check, retaining the +1 

status bonus from Luck or Skill. (This is a fortune effect).  

MASTER OF MACHINES FEAT 1 
Human  

Thinking machines were built to serve humans, and you have a knack for activating deeply buried code modules even in 

hostile AIs. You gain a +1 status bonus to all Charisma skill checks made when dealing with creatures with the AI trait.  

THAT WHICH DOES NOT KILL ME... FEAT 1 
Human  

Humans who were easily felled by disease or poison didn't leave descendants. When you make a saving throw against an 

affliction, you reduce the stage by 2 (1 for virulent). A critical success reduces the stage by 3 (2 for virulent). In addition, if 

you critically fail a save, it is treated as a normal failure. 

MANY PATHS TO SURVIVAL FEAT 1 
Human  

Adaptability has defined humanity; given new challenges, humans devise new cultural and physical tools. You gain the 

Adaptive Save focus power. If you do not have a focus pool, you gain one with 1 focus point, if you have one, you gain an 

additional focus point, up to the maximum of 3.  

ADAPTIVE SAVE F FOCUS 1 
Human  

Trigger  You must make a Fortitude, Reflex, or Will save 

Frequency  Once per round. 

By spending a Focus Point, you can change the type of save required. You must declare this before rolling. You must also 

provide some vague excuse, with the GMõs approval. For example, perhaps you dodged most of the scorpionoidõs stinger, 

letting you make a Reflex instead of Fortitude save against poison, or youõre just too tough to be taken down by mere 

shrapnel, letting you replace a Reflex save with a Fortitude save against a grenade, or you will not be kept back, making a 

Will instead of a Fortitude save against a paralysis ray. (  The GM should generally be forgiving, as the player has invested 

in this feat, and only disallow this if the situation is truly implausible. In such cases, the focus point is not expended and the 

player may choose some other action.) 

If you critically fail a save after using this power, your resolve is shaken and you may not use it again until your next daily 

preparation. 

5TH LEVEL 
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...MAKES ME STRONGER FEAT 5 
Human  

Prerequisite s That Which Does Not Kill Me 

Each time you fail a save or flat check to end persistent, you gain a cumulative +1 status bonus to the next roll  you make 

against it. to a maximum of +3. 

COULD HAVE BEEN WORSE ' FEAT 5 
Human  

Prerequisite s Luck or Skill 

Trigger  You critically fail a skill check or saving throw. 

You may spend a focus point to turn a critical failure into a normal failure.  

TIS ONLY A FLESH WOUND ( FEAT 5 
Human  

Prerequisite s Luck or Skill 

Trigger  An enemy critically succeeds in an attack roll against you. 

You may spend a focus point to turn the triggering attack into a normal success. You must do this before any effects of the 

attack, such as damage, are determined. 

 

SKILL BEATS LUCK FEAT 9 
Human   

Prerequisite s Could Have Been Worse 

Your ancestors learned from mistakesê or didnõt leave descendants. You are usually able to prepare for, and negate, the 

worst outcomes when using skills you know well. If you are expert or better in a skill, you only critically fail if you miss the 

DC by 15, not 10 or if the critical failure is due to a natural 1. This does not apply to skill uses with the Attack trait, or in cases 

where you could succeed only by rolling a natural 20.  
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MUTATES 
Mutates are humans with one or more mutations , which  grant them 

considerable power. Mutates can be broadly subdivided into psions, 

whose mutations are primarily mental, and biomorphs, whose 

mutations are primarily physical.  

The choices of ability boosts tend to make mutates lopsided in their 

attributes, though other sources of attribute boosts can offset this. This 

is by design, and helps reinforce the divergent paths humanity may 

take.) 

Focus Pool  Mutates gain a focus pool if they pick mutations that 

grant focus powers.  

Mutation  You gain a level 1 physical or mental mutation, as 

appropriate.  Feats may allow you additional mutations.  

MUTATE HERITAGES 
Mutates differ radically from each other,  even within the same family. 

While stable subspecies have appeared (listed in the Bestiary), PC 

Mutates represent individuals whose genetic makeup is still changin g. 

As such, there are two broad heritages available: Psion and Biomorph. 

BIOMORPH 
Your body has changed more than your mind. Most or all of your 

mutations are physical. You are gifted with superior physical abilities 

but suffer some mental disability. (See Ability Boosts). You gain a level 

1 physical mutation.  

PSION 
Is it not the mind of man that  set him apart from the beasts? It is your 

brain that has adapted to this new world, with most or all of your 

mutations being mental.  You are gifted with superior mental abilities 

but suffer some physical disability. (See Ability Boosts) . You gain a 

level 1 mental mutation.  

Optional  Ability Boost/Flaw Rule: Mostly Human   

You may choose to pick normal (non mutant) ability boosts, and a 

normal (non defect) ability flaw, with the GMs permission. You still 

must pick from the specified abilities for your chosen heritage. 

MUTATE ANCESTRY FEATS 
The following feats are specific to mutate ancestry and reflect their 

part-human nature. Mutates may take the More Mutated feat, page 50, 

to pick any mutation not otherwise denied to them.   

1ST LEVEL 

A LITTLE LUCK  FEAT 1 
Mutate   

Hit Points   

8 (Optionally, Psion:7 and Biomorph:9) 

Size  

Medium  

Speed  

25 feet. 

Ability Boosts  

Mutation   

Psions may choose the Enhanced 

Intelligence, Enhanced Wisdom, or 

Enhanced Charisma mutation. 

Biomorphs may choose the Enhanced 

Strength, Enhanced Dexterity, or 

Enhanced Constitution mutation. 

Non -Mutation  

Psions may choose another mental 

attribute to raise normally.  

Biomorphs may choose another physical 

attribute to raise normally.  

Make a note which ability boost  is the 

result of mutation. Mutation -enhanced 

attributes can be prerequisites for other 

abilities. 

Ability Flaw  

Psions Pick a physical mutational defect 

with the Attribute trait.  

Biomorphs Pick a mental mutational 

defect with the Attribute trait..  

Free 

Choose any attribute regardless of 

mutate type as your free boost. 

Traits  

Human 

Mutate  

Psion or Biomorph 
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You have access to the human "Luck or Skill" power, though it can be used only 1/hour. This does allow you access to feats 

dependent on it.  

BRAINS OVER BRAWN  FEAT 1 
Mutate   

Prerequisites  Psion heritage 

Baseline humans dominated the world before the Cataclysm due to their superior intellects, but their brutal, animalistic 

impulses led them to destroy i t all. You are far less prone to such ridiculous instincts. You have a +2 status bonus to saving 

throws against any effect with the Emotion trait.  

COMMON ANCESTOR  FEAT 1 
Mutate   

All life on Earth shares a common heritage, and the Cataclysm tossed the tree of life into a wood chipper. Choose any 1st 

level uplift ancestry feat that does not require a specific uplift heritage  or ability granted by the base ancestry. (For example, 

the scorpion upliftõs Fear Factor feat assume the base ancestryõs Scary ability. As always, the GM is the final arbiter.) 

Whether you actually are a hybrid, or whether convergent mutation gave you similar traits, is an issue for sages to debate 

in the future . Even if the feat you choose does not require physical changes, you will still bear some visual signs of your 

kinship ð if you take Predatorõs Gaze (page 37), you may have sharklike eyes and somewhat pointy  teeth.  

MIGHT MAKES RIGHT  FEAT 1 
Mutate   

Prerequisites  Biomorph heritage 

Being lost in thought and treating intellectual abstractions as if  they were more important than real things in the real world 

is what led to the Cataclysm. It is by actions, not ideas, that the world can be reborn. You have a +2 status bonus to saving 

throws against effects that inflict the slowed or immobilized conditi ons.  

READ AS HUMAN  FEAT 1 
Mutate   

Devices which are designed to respond to humans (non-rogue robots, security systems, automeds) will perceive you as 

human and act accordingly. If you have any mutations with the obvious trait, t his applies only to non-sapient machines. If 

you lack obvious mutations, it will also apply to sapient machines, regardless of their sensory apparatus, unless you use a 

mutation openly in front of them.  

SOMEWHAT HUMAN  FEAT 1 
Mutate   

Choose a Human ancestry feat you otherwise qualify for. You must take this at first level.   

SPECIALIZATION IS SUPERIOR  FEAT 1 
Mutate   

You, like all mutates (as far as youõre concerned) represent the next step beyond humanity. Where baseline humans evolved 

to be adaptable, the Cataclysm created a thousand new kinds of humans, each of whom could be better suited for a given 

role than their generalist ancestors. You become trained in a skill based on your chosen attribute mutation and have a +1 

status bonus when using that skill. If your chosen attribute mutation is Constitution, you may choose to gain the Toughness 

or Die Hard feats. However, you may not take any feats which grant access to human focus powers.  

5TH LEVEL 
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MOSTLY HUMAN  FEAT 5 
Mutate   

Prerequisites  Somewhat Human 

Choose a second Human ancestry feat you otherwise qualify for, up to 5th level. You may take this only once.   
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UPLIFTS 
Uplifts are animals which have gained sapience and a semblance of 

humanoid form ɬ enough to use tools and weapons, and sometimes 

wear armor. There are hundreds of possible uplift types, from 

antelopes to zebras, not to mention lions, tigers, and bears, alongside 

sharks and scorpions. Each uplift will have in nate traits derived from 

their animal heritage, and may also have additional mutations that 

make them individually unique. You can play a normal humanoid 

grizzly bear, or you can play a humanoid grizzly bear with wings and 

laser eyes. 

Given the thousands of potential species, only a handful are listed 

here. Others can be assigned by finding the closest match. 

By default, all PC uplifts have a roughly humanoid form and can 

wear most equipment intended for humans. Small and large uplifts 

might require adjustm ents to some items, but these can often be done 

with a Craft check (using the level of the item to set the DC) during downtime at any reasonably sized 

community, as long as no functionality is altered. (GMs who prefer more realism may apply a modicum of 

common sense and consider the exact nature of the item and how it should be used. Adding extra straps to 

ÎÖÎÎÓÌÚɯÚÖɯÛÏÌàɯÍÐÛɯÈɯÓÈÙÎÌɯÏÜÔÈÕÖÐËɯÌÓÌ×ÏÈÕÛɀÚɯÏÌÈËɯÔÈàɯÉÌɯÌÈÚàɯȹ-2), but a full -head VR helmet packed with 

dense quantum optic  circuitry would require a lot of effort (Very hard +5).) 

Uplifts of a given species are most common where that species thrived pre-cataclysm, but individuals of any 

species might be found anywhere. Uplifts are sapient tool -users and so can travel and adapt to almost any 

environment, and their non -intelligent ancestors might have been transplanted from their native habitat for any 

number of reasons. A village of uplifted polar bears might be found in a Saharan oasis, the descendants of a rich 

businessman's private zoo. While the GM is free to veto any particular species in their campaign, the setting 

itself imposes no such limitations.  

If it seems that one species should be entitled by their general nature to Heritages or Ancestry Feats listed 

under another, and the GM agrees, that is fine. The specifics presented are intended to be iconic for the uplifts 

in question, based on common portrayals in fiction, not an exhaustive list of possibilities. As always, the GM 

should consider unexpected synergies. If a given combination of ancestry, heritage, mutations, etc., turns out to 

be unbalancing (or alternatively, underwhelming), the GM should adjust it or let the player retrain.  

NATURAL WEAPONS 
Most uplifts have some form of natural weapons. They will be trained in these. This advances to expert at 7th 

level, and to master at 13th level. If your unarmed or brawling attack proficiency is higher, apply that instead . 

TYPICAL NATURAL WEAPONS 
Antlers : 1d6 piercing damage, free hand, parry. 

Beak : 1d4 slashing damage, free hand, deadly 1d4. 

Blunt horns : 1d3 bludgeoning  damage from headbutt, shove, free hand. 

Blunt  teeth : 1d3 bludgeoning damage, free hand 

Claws : 1d6 slashing damage, deadly d8. 

Fangs: 1d4 piercing damage, deadly d6, free hand. 

Uplift Taxons  

The following wholly unscientific and 

arbitrary system provides a way of 

categorizing uplifts for game mechanical 

purposes. Uplifts fall into one of the 

following groups: 

¶ Mammals (Furkind) 

¶ Birds (Featherkind) 

¶ Reptiles/Amphibians (Coldkind) 

¶ Fish/Mollusks (Waterkind) 

¶ Arthropods (Bugkind) 
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Hooves : 1d4 crushing damage when kicking, free hand. 

Large  teeth : 1d6 piercing damage, free hand. 

Pointy teeth : 1d3 piercing damage, free hand, fatal d4 

Ripping  teeth : 1d8 slashing damage, free hand, deadly d8. 

Sharp horns : 1d4 piercing damage from headbutt, free hand, fatal d6. 

Sharp nails : 1d4 slashing damage, finesse. 

Stinger : 1d6 piercing, backstab, free hand. 

Talons : 1d8 slashing damage, versatile (piercing). 

There are feats, heritages, and ancestries which may increase the default damage or unlock other options. The 

basic natural weapons reflect a generic background; some individuals may be much deadlier, due to atavistic 

mutations, deliberate training, or both.  

OTHER MUTATIONS 
Uplifts may always choose the "More Mutated" ancestry feat (pg. 50) at first level to gain  mutations not related 

to their species. They can also choose a defect and gain a mutation that way, or bo th (so they will start with  

several mutations). 

UPLIFT ANCESTRY FEATS 
These feats may be taken by all uplifts, regardless of species, unless otherwise noted. 

1ST LEVEL 

ANCESTRAL EMPATHY FEAT 1 
Uplift  

You are connected to your non-sapient kin. When dealing with non -intelligent creatures of the same taxon as yourself, you 

get a +1 status bonus to skills dealing with them, such as Command an Animal, Demoralize, or Perception checks to notice 

them. If they are closely related (a mutant lion, when you have cat ancestry), this increases to +2. The GM will ultimately rule 

on kinship. 

ATAVISTIC ATTACKER FEAT 1 
Uplift  

You retain more of your bestial ancestry than most uplifts. You rely on your natural weapons, not on tools, in combat. Your 

proficiency with anything but unarmed attacks will not increase normally for your class. (This does not apply to Scavenger 

devices or Scholar bombs, however.) Instead, your natural weapons become increasingly deadly.  

Any weapon proficiencies granted by your class apply first to unarmed attacks instead of their listed weapon types. If 

your class gives you expert proficiency in martial melee weapons at 4th level, for example, you gain expert proficiency with 

your natural weapons instead. If you later gain expert proficiency in some other weapon group, before gaining master in 

anything, you may apply that to the group which would have been improved at 4th level. If thereõs an increase in proficiency 

to a list of specific weapons at a given level (such as ôbecome master with Swords and Bowsõ), that is still a single ôgroupõ for 

these purposes and you increase only your unarmed attack proficiency. 

You gain the following improvements automatically:  

Level Benefit  
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2 +1 potency bonus to attacks w/natural weapons.  Natural weapon damage die increases by 1 step. 

4 Add additional damage die to natural weapons.  

10 +2 potency bonus to attacks w/natural weapons.  

12 Add additional damage die to natural weapons.  

16 +3 potency bonus to attacks w/natural weapons.  

19 Add additional damage die to natural weapons.  

 

Thus, a cat uplift with the sabretooth ancestry would gain a +2 potency bonus and do 3d8 damage with their fangs at 12 th 

level. 

5TH LEVEL 

ATAVISTIC EVOLUTION FEAT 5 
Uplift  

Prerequisite s Atavistic Attacker 

You have learned to use your natural weapons in new ways, or they have subtly mutated to be more than they were. Pick a 

weapon trait from agile, deadly, disarm, fatal*, finesse, forceful, grapple, parry, shove, sweep, trip, or versatile. Your natural 

weapon gains this trait. Ideally, this is some semi-logical reason how the weapon can have such a trait.  

You may take this feat multiple times, picking a new trait each time.   

*You may choose fatal only if the weapon is already deadly. This trait replaces deadly. You may take this feat twice to 

upgrade from normal critical to deadly, and then again to fatal.  



Characters  - Uplifts  14 

 Sometimes known as a gatoroid. Not to be confused with one of 

the Ancestor's elixirs of power. Seriously. 

Gatoroids are, as might be expected, the humanoid 

descendants of alligators and crocodiles. Strong, tough, and often 

surly, they have a somewhat well deserved reputation as moody, 

vicious, loners. Among their own kind, they are some of the most 

nurturing of the reptoid races, raising their children and forming 

tight -knit family units. In appearance, they range from alligator -

headed humanoids somewhat resembling Egyptian gods to more flat -faced "lizard men"  

 

ALLIGATOR HERITAGES 
DEATHGRIP 

You have extremely powerful jaw muscles. Your large teeth gain the 

grapple trait, and when you succeed with a grapple using your teeth, 

attempts to Escape suffer a -2 status modifier.  

RIVER LURKER 

Long ago, your forebears drifted like logs, leaving prey o blivious, 

until it was too late. Today, you gain the Aquatic Ambush ability.  

THICKSKIN 

You have heavier scales than most. You gain the armored skin 

(medium armor) mutation. 

STRONGTAIL 

You have retained much of the tail of your animal antecedents. This 

is a natural weapon in the brawling group.  

Gator Tail  d6 bludgeoning , free-hand, trip 

ANCESTRY FEATS 
1ST LEVEL 

ARM CHOMP FEAT 1 
Gat o roid   

Your bite gains the disarm trait. If you critically succeed with a disarm check 

using your jaws, you also do your Strength modifier in piercing damage. 

However, if you critically fail, you take damage equal to your strength 

modifier, as you managed to bite the pointy bits (or get some teeth broken 

on a bludgeoning weapon, as appropriate).  

 

CRAWLER  FEAT 1 
Gatoroid   

Hit Points  

9 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

Strength 

Wisdom 

Free 

Ability Flaw  

Dexterity 

Traits  

Humanoid 

Uplift  

Coldkind 

Amphibious 

Natural Weapons  

Large teeth 

You automatically gain the Armored Skin 

(light armor) mutation.  

Senses 

Low-light vision, scent (imprecise) 30õ 

 

 

"Hello, Zeeba Neighba!" 

(Traditional gatoroid greeting. Origin 

unknown.) 
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Your kind once crawled low on their bellies and still took down prey. You normally have a bipedal stance, but retain some 

ancient skills. Your crawl speed increases to 10 feet.  

GATOR TAKEDOWN    FEAT 1 
Gatoroid  Attack  

Prerequisite s Death Grip ancestry 

When you grapple a foe with your jaws, you may attempt to drop prone and take your prey with you. Make a Trip check 

against their Fortitude DC. You do not lose the grapple unless you critically fail. If this succeeds, both you and your target 

are prone, but you are not flat -footed against it. You do your Str modifier in damage as they are slammed into the ground.  

5TH LEVEL 

DEATH ROLL ! FEAT 5 
Gatoroid  Move  Attack   

Prerequisite s Gator Takedown 

You can severely harm an enemy once theyõre in your jaws! Attempt a gator takedown as part of this activity. If it succeeds, 

you may Stride (while prone, as youõre rolling) up to 15 feet as part of this activity. At the end of your movement, make a 

Strike with your jaws. On a hit, you deal your normal jaw damage, plus additional damage equal to your  Strength modifier 

for each five feet you rolled after the first. This is doubled on a critical success.  
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 The closest cousins of mankind, they needed little change to 

match their less-hirsute relations. As strongly social animals, they 

tend to form stable, if small, communities, or to exist well within 

safeholds of mixed sapient types. There is a slight tendency for 

them to be drawn to the Heirs of Ludd, as many have some inkling 

of the things done to them in science labs and how their original 

territories were reduced by human incursion. Others, however, consider themselves the rightful heirs to 

technology, being tool users even before mutating into sapience. 

The three types f great ape are all represented here; the Ancestry 

chosen may modify the default values given.  

APE HERITAGES 
GORILLA 

Gorillas are big, strong, and tough. While in reality, gorillas are plant 

eaters which are hostile only when threatened or aroused, it is a classic 

trope in post -apocalyptic gaming that gorilloids are brutish soldiers 

and thugs, ironically often less intelligent than mutant animals whi ch 

come from creatures far further from humans. Ability boosts are 

Strength and Constitution, ability flaw is Int, and hit points are 10. 

You have a -1 status penalty to Will saves. 

CHIMPANZEE 

Chimpanzees are very akin to man, and are agile and intelligent. In 

È×ÖÊÈÓà×ÛÐÊɯ ÍÐÊÛÐÖÕȮɯ ÛÏÌàɀÙÌɯ ÖÍÛÌÕɯ ×ÖÙÛÙÈàÌËɯ ÈÚɯ ÐÕÛÌÓÓÌÊÛÜÈÓÚɯ ÈÕËɯ

philosophers. Ability boosts are Dexterity and Intelligence, ability 

flaw is Strength, and hit points are 8. 

ORANGUTAN 

Orangutans are great climbers; you gain a +1 status bonus to Climb in 

any situation. Your ability boots are Dexterity and Wisdom, and your 

ability flaw is Charisma. You have 9 hit points.  

ANCESTRY FEATS 
1ST LEVEL 

CHESTTHUMPER FEAT 1 
Ape   

Prerequisite s Gorilla heritage 

You can be pretty scary for a vegetarian! You gain the Intimidating Glare feat, 

even if you donõt meet the prerequisites. Instead of glaring, though, you 

thump your chest, bellow, and bare your teeth. Creatures already Frightened 

take a -2 circumstance penalty to their Will DC to resist your Intimidation.  

Hit Points  

As per heritage 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

As per heritage 

Free 

Ability Flaw  

As per heritage 

Traits  

Humanoid 

Uplift  

Furkind 

Natural Weapons  

Blunt teeth 

Senses 

Low-light vision  

Monkey See, Monkey Do  

When someone Aids you in a non-

combat action, you increase the granted 

circumstance bonus by 1. 

Arboreal  

You have a +1 status bonus to Climb 

checks or to Grab an Edge if you are in a 

forest, or an environment with many 

branch-like protrusions, such as the 

exposed cross-beams of a ruined 

skyscraper.  

 

 

"You maniacs! You blew it up! Damn you 

all to hell!" 
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INSTINCTIVE HERBALIST FEAT 1 
Ape   

You have an instinctive grasp of the utility of the natural world. You instinctually know the formulae for two common scholar  

concoctions of your level or lower with the  healing trait. With 10 minutes of time in any wilderness other than the most 

barren of wastelands (  GMõs discretion), you can prepare a dose of one of these concoctions, which must be used within 

the hour. If you are trained in Survival, you may make each of the formulae you know once per day.  

Known formulae increase automatically with your level. If you are fifth level and know how to make a Poultice, you can 

make Prescription-Strength rather than Over The Counter. 

MONKEY ON SOMEONE ELSE«S BACK FEAT 1 
A pe   

Your long and agile limbs give you exceptional grappling ability. Once you have established a grapple, attempts to Escape 

suffer a -2 circumstance penalty. 

PREHENSILE TOES FEAT 1 
Ape   

While the typical apeoid is effectively humanoid, with only slight hints of their ancestral foot structure, you have retained 

more useful appendages. When barefoot, or wearing modified boots, you have decent gripping capabilities with your feet. 

While you canõt normally attack with a weapon held in your toes (hard to move when youõve got a laser pistol on your foot), 

you can pick up an object and transfer it to a hand as a free action once per turn, on your turn. You get a +1 status bonus 

on grapple checks. If you are in a situation where you donõt need your feet to move (hanging from a beam, flying) you can 

attack with a foot -held weapon at a -2 circumstance penalty. (Your legs are still not as agile as your arms, in terms of being 

able to aim or swing correctly.) 

POWERFUL SWING FEAT 1 
Ape   

Prerequisite s Orangutang heritage 

Your long arms add extra leverage! When wielding a 2-handed weapon that does slashing damage, you may reroll one 

damage die on your first successful attack on your turn. You must take the second result, even if itõs lower. 

TEST SUBJECT FEAT 1 
Ap e   

Prerequisite s Chimpanzee heritage 

Before the Cataclysm, humans conducted many cruel and torturous  experiments on your ancestors. They survived, and 

passed that toughness down to you. You have a +1 status bonus to Fortitude saves against disease and poison. 
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Uplifted b ears come in many species, such as black, brown, grizzly, 

polar, daddy, and leather. They are common throughout the Changed 

Earth, most notably in temperate or sub-arctic regions. 

BEAR HERITAGES 
HIBERNATOR 

Your species slept through the long winters. You d on't do that, but 

you can enter a very deep sleep. If you get a full eight hours rest, you 

heal as if you had taken a long-term rest, and you get a +2 status bonus 

to saves against afflictions  with intervals  of a day or more.  

POLAR 

You are the descendant of northern bears. Your fur is thick and 

grey-white. You gain a +1 status bonus to hide or sneak in snowy 

terrain (unless you are wearing full -body armor or otherwise hiding 

most of your fur), and gain cold resistance equal to half your level 

(minimum 1)  

PRIMEVAL 

Mutation ɬ or possibly the result of the Ancestors restoring extinct 

species before the Cataclysm ɬ has made you akin to the massive cave 

ÉÌÈÙÚɯÛÏÌɯÏÈÐÙÓÌÚÚɯÈ×ÌÚɯÌßÛÌÙÔÐÕÈÛÌËȮɯÈÓÓɯÉÌÊÈÜÚÌɯÛÏÌàɯÏÈËɯȿÚÈ×ÐÌÕÊÌɀɯ

ÈÕËɯȿÛÏÜÔÉÚɀȭɯ6ÌÓl, guess what, monkeys? Now àÖÜɀÝÌ got both those 

things, and àÖÜɀÙÌɯ Èɯ ÍÙÌÈÒÐÕɀɯ ÎÐÈÕÛɯ ÉÌÈÙȵɯYou are trained in 

Intimidation, and any creature already frightened takes a -2 circumstance penalty on their Will DC against your 

Coerce or Demoralize checks.  

WOODLAND 

You are the descendant of one of the many species of forest bear. You are a good climber, gaining a +2 status 

bonus on climbing checks. 

ANCESTRY FEATS 
1ST LEVEL 

BASHING PAWS  FEAT 1 
Ursin e 

You can deliver a powerful swat with your paws. Your claw attacks gain versatile (bludgeoning) and sweep. 

BEAR HUG  FEAT 1 
Ursin e 

If you have both hands free and succeed on a grapple attack, you automatically deal your strength bonus in bashing damage 

as part of the attack. So long as you maintain the two-handed grapple, you deal this damage automatically at the start of 

your turn. 

If you have more than two arms, you only need to use two for this effect.  

Hit Points  

10 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

Constitution  

Strength 

Free 

Ability Flaw  

Charisma 

Traits  

Humanoid 

Uplift  

Mammal 

Natural Weapons  

Pointy teeth, claws 
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HONEY ROBBER  FEAT 1 
Ursin e 

Your fur is thick and dense, and the skin beneath it is tough as well. You gain resistance equal to half your level against 

physical damage from swarm attacks that do not require an attack roll.  

5TH LEVEL 

BEE-BANE  FEAT 5 
Ursin e 

Prerequisite s Honey Robber 

Broad paws and wide swats scatter small foes! When you make an unarmed attack against a swarm, you ignore its resistance 

to physical damage. If you use a melee weapon, its resistance is halved (round down) 

MAULER  FEAT 5 
Ursin e 

You do +2 damage with your first successful claw Strike in your round . The second claw Strike in the round to hit the same 

target does +4 damage, and the third does +6.  

SWAT ASIDE  FEAT 5 
Ursin e 

Prerequisite s Bashing Paws 

When you make a bludgeoning attack with your claws, the attack gains Push on a critical success.  
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Your ancestors were canines, either wild pack predators or 

domestic pets. Hyenoids, wolfoids, and poodleoids all draw from this 

ancestry. 

CANINE HERITAGES 
GOOD BOI 

Whose a good doggy? You are! Yes you are! Your ancestors were 

beloved household pets, relying on manipulating humans into 

feeding and protecting them. While that had rather tragic 

consequences for most in the wake of the Apocalypse, some were able 

to get surviving humans to share scarce food and precious shelter. 

Your ability boosts are Strength and Charisma, while your ability flaw 

becomes Intelligence. Most NPCs will start out as Friendly, rather 

than Indifferent, towards you (but not necessarily toward s your 

companions). The GM will decide if the circumstances override this.  

GRIPPER 

Your breed was shaped to grab and hold prey in its powerful jaws. 

6ÏÌÕɯàÖÜɯÉÐÛÌɯËÖÞÕȮɯàÖÜɯËÖÕɀÛɯÓÌÛɯÎÖȵɯYour ripping teeth attack gets 

the Grab trait . (ÍɯàÖÜɯËÖÕɀÛɯÈÓÚÖɯÏÈÝÌ a free hand to help maintain the 

grab, you are flat-footed to anyone other than the grabbed person. If 

your target fails to Escape, you automatically do your Str modifier in 

piercing damage to them.  

HOWLER 

You can emit a fearsome howl that may strike terror into foes. Your 

Demoralize checks take no penalty for the lack of a shared language. 

If you are expert in Intimidation, you may target two creatures within 

30 feet of you. At master, this increases to three, and at legendary, all 

creatures in a 30 foot emanation. 

K-9 

You trace your heritage to domestic dogs with a long history of working with humans to mutual benefit, 

especially with a handler. Breeding and genetic manipulation reinforced those traits most suited to this kind of 

partnership. This gives an instinctive ability to form bonds with almost anyone and interact smoothly with them. 

During your daily preparations, designate a specific ally. When you take the Aid action to help them, or they 

take it to help you, roll twice and pick the result  you wish  

SCAVENGER 

Your ancestors hunted, but also stole kills from others, and could survive on almost anything. You can eat 

partially rotted food, so that when you make Subsist check, you determine the food you find as if you had a +2 

status bonus to the roll. (So you may end up with a Success as regards shelter and Critical Success as regards 

food, from the same roll.) You also gain a +2 status bonus to Fortitude saves against ingested poisons.  

Hit Points  

8 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

Strength 

Wisdom 

Free 

Ability Flaw  

Charisma 

Traits  

Humanoid 

Uplift  

Mammal 

Natural Weapons  

Ripping teeth 

Senses 

Low-light vision, scent (imprecise) 30õ 

Pack Hunter  

If two or more of your allies are adjacent 

to an enemy, you gain a +1 status bonus 

to attacks against that creature. 
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WINTER WOLF 

You have a thick coat of fur. You gain resist cold equal to half your level (round up). You gain a +2 status 

bonus on Fortitude saves to resist cold environments. 

 

ANCESTRY FEATS 
1ST LEVEL 

HEEL NIPPER  FEAT 1 
Canine  

When you critically success with a slashing or piercing attack against an enemy, their speed is reduced by 5õ until the start 

of your next turn, unless the source of their mobility canõt be affected by physical damage. 

HOWL  FEAT 1 
Canine  

Prerequisite s trained in Intimidation  

You can emit a fearsome howl that may strike terror into foes. Your Demoralize checks take no penalty for the lack of a 

shared language. If you are expert in Intimidation, you may target two creatures within 30 feet of you. At master, this 

increases to three, and at legendary, all creatures in a 30 foot emanation. 

MIXED BREED  FEAT 1 
Canine  

Your ancestors were highly exogamous, or the product of a deliberate breeding program. You may choose a second Heritage 

feat. This may only be done at first level. The GM will determine the result of any contradictory effects of having two 

Heritages. 

TRACKER  FEAT 1 
Canine  

Your sense of smell allows you to follow foes easily. You gain a +2 status bonus to Track checks unless the enemy has no 

scent. (Robots and androids do have a scent; holograms, generally not.) You also gain a +2 status bonus to penetrate a 

disguise if the GM feels smell might be a clue. (Someone disguised as a different species, or as an individual youõve met 

before, for example.) 

5TH LEVEL 

PACK TAKEDOWN  FEAT 5 
Canine  

Prerequisite s heel nipper 

When you successfully reduce an enemyõs speed via the heel nipper feet, an ally within melee reach of that enemy may 

attempt to Trip that enemy as a reaction, if they meet all other requirements (free hand, capable of making attack actions, 

yadda yadda). This reaction does not suffer from their multi -attack penalty, if any. 

PACK CALL   FEAT 5 
Canine  

Prerequisite s Howl 
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You emit a loud howl, focusing your packs attention and reminding them they are part of a greater whole . Any allies within 

a 40 foot emanation that are afraid or confused may immediately make a Will save at the original DC (or at a moderate DC 

for the effectõs level, if none was provided) to end it. Regardless of success or failure, targets are immune to this power fo r 

10 minutes.   
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You are descended from one of the many species of feline predator, 

such as lions, tigers, panthers, housecats, or leopards.  

FELINE HERITAGES 
SMOL BOI 

You are descended from housecats, and while you are much larger 

than they, you are still smaller than  other types of feline uplifts. Your 

size is Small, your base hit points are 6, and you are, in a word,  cute. 

You gain a +2 status bonus to Make an Impression or Request actions 

when dealing with most humans  and mutates whose attitude is 

Indifferent or better.   

SABRETOOTH 

While your body evolved to become more humanoid, some twist 

of DNA has given you the fangs of your most distant ancestors. Your 

fangs do 1d6 damage and are deadly (d8). 

STALKER 

You retain your ancestors' skill in approaching prey. You gain a +2 

circumstance bonus to initiative checks if you were using Avoid 

Notice, and a +1 status bonus to Sneak checks. 

SOLITARY 

Your ancestors preferred to hunt alone. When no ally is within 10 

feet of you, gain a +1 status bonus to the first attack roll you mak e on 

your turn.  

ANCESTRY FEATS 
1ST LEVEL 

CLIMBER  FEAT 1 
Feline  

Requirements  You are not encumbered 

If both hands are free, you can use your claws to climb most surfaces. Gain a climb speed equal to half your move. This does 

not apply to surfaces over 90 degrees, or to ceilings. For very smooth surfaces with few handholds, you must have an 

Athletics modif ier equal to or greater than the materials hardness.   

FLEET FLEE  FEAT 1 
Feline  

Prerequisite  Scaredy-cat 

òHe who hisses and runs away, livê oh. Youõre already gone.ó When you are frightened, you gain a status bonus to your 

move equal to 5 feet per condition value (e.g., frightened 2 grants a 10 foot bonus). You choose to use this feat as a free 

action when you gain the frightened condition or at the start of any turn where you have the condition. It remains in effect 

until the start of your next turn or you are no longer frightened. While benefitting fr om this feat, you may only take move 

Hit Points  

8 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

Dexterity 

Charisma 

Free 

Ability Flaw  

Wisdom 

Traits  

Humanoid 

Uplift  

Mammal 

Natural Weapons  

Fangs, claws 

Senses 

Low-light vision  

Catfall  

If you are not restrained, immobilized, 

etc., you treat falls as if they were 10' 

shorter. 
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actions which put you further away from enemies, or further from the most powerful if thereõs no path free of foes. The 

GM will resolve any ambiguity. If you move up to your speed during your turn while this feat is in effect, you gain a +2 

circumstance bonus to your AC vs. ranged attacks. 

If you have this feat and gain the fleeing condition, it kicks in automatically and grants a 10 foot status bonus, plus the 

AC bonus if you move as noted. 

POUNCER  FEAT 1 
Feline  

You may jump a gap of up 10 feet as part of a normal stride, without needing a check, providing both sides of the gap are 

at roughly equal heights. This consumes 15 feet of total movement. 

SCAREDY-CAT  FEAT 1 
Feline  

You're not scared, you're prepared. You tend to leap out of the way of danger. You gain a +1 status bonus to reflex saves. 

SUDDEN STRIKE  FEAT 1 
Feline  

Prerequisite s Stalker Heritage 

On the first round of combat, you may stride up to your speed and strike an enemy who has not yet acted. You may draw a 

weapon as a part of this action.  

CAT AND MOUSE  FEAT 5 
Feline  

Prerequisite s trained in Intimidate  

You are an expert at using fear to keep your prey off -balance. You may use Intimidate rather than Deception to make Feint 

checks. You may take skill feats that improve or modify feinting by using your Intimidation proficiency to meet the 

prerequisites. 

5TH LEVEL 

SABRE SPECIALIST  FEAT 5 
Feline  

Prerequisite s sabretooth Heritage 

When you score a critical success with your fangs, you also inflict 1d4 bleed. 

SWIFT CLIMBER  FEAT 5 
Feline  

Prerequisite s Climber 

Your climb speed is equal to your base ground movement. 
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Frogs (and toads; for my opinion on the distinction, see also the 

alligator and rabbit ancestries) were wildly diverse and widespread 

before the Cataclysm, and remain so now. Anuran uplifts are found 

all over the world; they prefer places close in climate to their original 

lands, but can survive anywhere any other Uplift can.  

Many remain, like their forebears, somewhat asocial, not forming 

close bonds even with kin, 

but individuals vary greatly. There are frogoid settlements here and 

there, and frogoids living within larger communities may be anything 

from lone individuals to p ÈÙÛɯÖÍɯÈɯɁ%ÙÖÎÛÖÞÕɂɯÕÌÐÎÏÉÖÙÏÖÖËȭɯ 

Frogs have some unusual senses, as well. 

Skinsense  (10 feet, imprecise) Your skin is extremely sensitive to nearby 

disturbances. You can detect Unobserved creatures, but only if theyõve taken 

a Move or Attack action inside that radius. Abilities that negate scent will not 

negate your skinsense, as you rely on movement rather than smell. 

Taste  Your taste buds are very refined. You can make a Perception check 

with a +2 status bonus to detect ingested poison, rotten or infect ed food, 

and so on.  The DC should be set by the level of the affliction. At the GMõs 

discretion, you might be able to identify what type creature left behind blood, 

or otherwise glean useful information by putting clues in your mouth.  

FROG HERITAGES 
POISON 

You are brightly colored ɬ and deadly. Anyone grappling you, or 

ÚÛÙÐÒÐÕÎɯàÖÜɯÞÐÛÏɯÛÏÌÐÙɯÉÈÙÌɯÚÒÐÕɯȹÍÜÙȮɯÚÊÈÓÌÚȮɯÉÈÙÒȱȺɯÔÜÚÛɯÔÈÒÌɯÈɯÍÓÈÛɯ

DC 5 check or be exposed to your venom, which does 1d4 poison 

damage and 1 ongoing poison damage against a basic Fortitude save 

(DC moderate and based on your level).  

8ÖÜɯÏÈÝÌɯÍÖÜÙɯɁÊÏÈÙÎÌÚɂɯÖÍɯ×ÖÐÚÖÕɯÉÌÍÖÙÌɯÐÛɀÚɯÔÖÚÛÓàɯÚÊÙÈ×ÌËɯÖÍÍȰɯ

these recover after a rest period. 

TONGUELASHER 

You have a unique natural weapon ɬ a powerful tongue that can lash 

out and bash foes.  

Frog  Tongue  d6 bludgeoning , free hand, reach, shove 

It is considered part of the Club group for purposes of Critical 

Specialization. 

HORNY TOAD 

You have a hard outer skin that provides some defense. You gain the 

Armored Skin (Light Armor) mutation.  

Hit Points  

As per heritage 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

Dexterity 

Wisdom 

Free 

Ability Flaw  

Strength 

Traits  

Humanoid 

Uplift  

Coldkind 

Amphibious 

Senses 

Skinsense, Taste (see main text) 

Leaper 

You have a +2 status bonus on Leap 

checks. As part of a normal Stride, 

provided you are not suffering any 

reductions in speed or mobility, you may 

automatically Leap over a single 

unoccupied square, assuming the 

destination is of roughly equal height 

and there is no obstruction more than 

about five feet in height. This allows you 

to cross small gaps, avoid some types of 

dangerous terrain, etc. 

 

 

Do Not Give Rides To Scorpions. 

-- A Common Frog Saying 
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ANCESTRY FEATS 
1ST LEVEL 

SHARED VENOM FEAT 1 
Frog   

Prerequisite s Poison Heritage 

You allow your allies to scrape some of your poison onto arrows or blades. An adjacent ally can spend 1 to coat their weapon 

with your secretions, reducing your poison charges by 1. If the envenomed weapon is not used by the end of their next turn, 

the poison evaporated. 

SLIPPERY FEAT 1 
Frog   

Your skin is particularly slick and slimy. This grants you a +2 status bonus to all attempts to Escape.  

TREEFROG FEAT 1 
Frog   

You have sticky footpads or other aids in climbing. You gain the Clinging mutation.  

WIDE-ANGLE VISION FEAT 1 
Frog   

In ancient times, your most distant forebears served as familiars to magic-users who had hoped to get a pseudo-dragon, 

but hey, crits happen. Those distant relations did grant their disappointed masters the boon of wide -angle vision, and you 

possess it, too. If you become flanked, pick one of the flanking creatures. You are not flat-footed towards them. You may 

change which creature this applies to at the start of each turn where you are flanked.  
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Known for their prolific rate of reproduction, it is unsurprising that 

rabbits survived the apocalypse and adapted rapidly to the challenges 

of the reshaped world. This category of uplift include s all 

lagomorphs. 

RABBIT HERITAGES 
BURROWER 

You retain digging claws and can travel through soil or sand . You 

gain a Burrow speed of 10 feet. If the soil is relatively solid (GM's 

option) you will leave a Medium tunnel behind you . This will collapse 

within 10 minutes.  You cannot burrow through material with a 

Hardness greater than your Strength ability modifier. The GM may 

reduce speed to 5 feet for some environments (extremely dense roots 

in forest soil).  

HOPPER 

Your leaping ability is a bit more atavistic than most other 

leporid ian uplifts.  If both hands are free or holding small (Bulk L) 

items, you can drop to all fours and then Stride your normal speed, 

skipping over every other square, subject to the same limits as your 

innate Leaper ability. You do not have to leap a square if you don't 

wish to. You must end your Stride on the ground, unless your next 

action is to continue the Stride.  

LONGEAR 

As one of the yummier species on the planet prior to the cataclysm, 

your ancestors learned to detect and avoid predators, or they didn't 

leave descendants, such as you. Your hearing is extraordinarily good, 

granting a +2 status bonus on Perception checks involving soun d. In 

addition, whenever a hidden or undetected creature moves adjacent 

to you, you may Seek it as a free action triggered by that movement . 

(The GM may roll this check for you , as opposed to suddenly asking 

you to roll Perception, thereby alerting you something is up.) 

ANCESTRY FEATS 
1ST LEVEL 

HOLD STILL"  FEAT 1 
Rabbit   

Requirements  You are behind lesser cover. 

You can use almost anything to hide behind, as you become so immobile your foes fail to register your presence. By taking 

a 3  activity, you can attempt to Hide with only lesser cover. If you successfully Sneak on your next turn, you do not become 

observed if you end your move behind lesser cover.  

Hit Points  

7 

Size  

Medium  

Speed  

25 feet 

Ability B oosts  

Dexterity 

Wisdom 

Free 

Ability Flaw  

Strength 

Traits  

Humanoid 

Uplift  

Mammal 

Natural Weapons  

Sharp nails 

Leaper 

You have a +2 status bonus on Leap 

checks. As part of a normal Stride, 

provided you are not suffering any 

reductions in speed or mobility, you may 

automatically Leap over a single 

unoccupied square, assuming the 

destination is of roughly equal height 

and there is no obstruction more than 

about five feet in height. This allows you 

to cross small gaps, avoid some types of 

dangerous terrain, etc. 
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INSTINCTIVE HERBALIST FEAT 1 
Rabbit  Exploration  

Frequency  Once per day. 

Your keen nose and inherited instincts tell you much about the local plants and fungi. You instinctually know the formulae 

for two common scholar concoctions of your level or lower with the healing trait. With 10 minutes of time in any wilderness 

other than the most barren of wastelands (  GMõs discretion), you can prepare a dose of one of these concoctions, which 

must be used within the hour.  If you are trained in Survival, you may make each of the formulae you know once per day. 

Known formulae increase automatically with your level. If you are fifth level and know how to make a Poultice, you can 

make Prescription-Strength rather than Over The Counter. 

RABBIT KICK ! FEAT 1 
Rabbit  Attack  

If you are prone, you may kick with the same power that can propel you over gaps, at no penalty to the attack roll. On a 

critical success, this attack gains the Push property.  

You drop on your back, draw in your legs, and kick with the same power that can propel you over gaps. Make a melee attack 

roll using your natural weapon or unarmed proficiency. The base damage is 1d8 + your Strength modifier, increasing to 2d8 

if you are expert, 3d8 if master, and 4d8 if legendary. You normally return to standing as part of this action.  

Critical Success In addition to the usual effects of a critical hit, your enemy is shoved 10 feet or knocked prone 

(your choice). 

Success Inflict normal melee damage, and your target must make a Reflex save against your attack DC or be shoved 

5 feet. 

Critical Failu re  You miss, and do not automatically stand.  

Special: Any reactions triggered by such things as "An enemy falls prone..." will occur before you make your attack roll. This 

won't prevent the attack roll unless you are rendered incapable of attacking, your target has moved out of melee range, etc.  

TWITCHY ( FEAT 1 
Rabbit  Move  

Trigger  An observed enemy moves adjacent to you. 

Requirements  You are not immobilized, prone, or otherwise hindered in your movements.  

You leap away from an approaching foe. Leap up to 10 feet to an unoccupied square that is not adjacent to an enemy. If no 

such square exists, you cannot use this reaction. This feat is particularly useful if you have Longear ancestry. This will trigger 

any reactions based on move actions. 

WARREN BUILDER ( FEAT 1 
Rabbit  Exploration  

Given firm enough soil (GMs discretion), you can hollow out a space roughly 20 feet in diameter, with an entrance only 5 

feet wide. This takes 10 minutes, and you will be fatigued afterwards. This remains stable for 12 hours. By disguising the 

entrance (Nature, Survival, or appropriate Lore will cover this), you can create a safer place to rest. (The total of the roll to 

disguise the location is the base DC for Perception checks to notice it.) 

5TH LEVEL 

FAST TWITCH ( FEAT 5 
Rabbit  Move  
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You react to an approaching foe without an instantõs hesitation. When you use the twitchy reaction, you do not trigger 

reactions based on movement.  

SHARP EARS ( FEAT 5 
Rabbit   

Prerequisites  Longear Heritage 

You can focus your hearing exceptionally well. When you roll a flat check to affect a concealed creature with ten feet, you 

may roll twice and take the higher result.  
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Rats are astoundingly adaptable, smart, and fecund, well poised to 

survive whatever the apocalypse threw at them. While millions died 

when the cities fell, millions more survived and exploited all that man 

had left behind. Some took on more of the shape of man, and many 

consider themselves the rightful heirs of humanity.  

RAT HERITAGES 
GIANT RAT 

You're big. Not quite Large, but close. Your Ability Flaw is Dexterity, 

and your Ability Boosts are Strength and Constitutio n. You can carry 

+2 Bulk before becoming encumbered.  

LAB RAT 

Your ancestors were used in man's experiments and tests, and 

somehow, this imprinted on your genes. You have access to one 

Scavenger gizmo that you may use at will. This will be heightened to 

1/2 your level automatically.  

SURVIVOR 

Constant efforts to exterminate your ancestors merely led to them 

becoming tougher and more cunning. Poison and traps were spread 

to stop them, and they learned to survive both. You have a +1 status 

bonus on saving throws vs. poison, and a +1 status bonus to Disable a 

Device and to saving throws against traps. 

TUNNEL RAT 

The deep passages beneath the cities are your home. You have a +2 

status bonus to Survival checks to navigate underground, and you 

may treat your size as small for purposes of determining when you 

need to squeeze. 

ANCESTRY FEATS 
1ST LEVEL 

CHOMPER FEAT 1 
Rat   

Prerequisite s Giant Rat heritage 

Your natural weapons are upgraded to fangs and claws. 

RAT PACK FEAT 1 
Rat  

Your ancestors could take down more powerful enemies by coordination. When you critically succeed in a melee or ranged 

strike, an ally you designate gets a +1 circumstance bonus to their first attack against the same enemy, until the start of 

your next turn.  

Hit Points   

7 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

Dexterity 

Intelligence 

Free 

Ability Flaw  

Strength 

Traits  

Humanoid 

Uplift  

Mammal 

Natural Weapons  

Sharp nails 

Pointy teeth 

Senses 

Darkvision 

Survivor  

Your ancestors survived countless 

attempts at extermination. You have 

blight resistance equal to half your level 

(minimum 1), and you have a +2 status 

bonus on Fortitude saves vs. poison or 

disease. 
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SCRABBLER FEAT 1 
Rat  

Rubble, ruins, narrow pipes, twisted beams lying at odd anglesê you move swiftly through or over them all. If 

you roll a success on an Acrobatics check to Balance or an Athletics check to Climb, you get a critical success instead. Youõre 

not flat -footed when you attempt to Balance or Climb . 

SCURRY ( FEAT 1 
Rat  

Trigger  An ally ends a move action adjacent to you. 

Your kind learned to fight well in groups. You take advantage of an allyõs movement to Step.  

WHIPTAIL FEAT 1 
Rat  

Your tail is long and tough, enabling you to wield it as a weapon. It acts as a whip with the Free-Hand trait. 

WIRECHEWER FEAT 1 
Rat  

Prerequisite s Lab Rat or Tunnel Rat heritage 

Long ago, your people were "the rats in the walls", and learned to navigate around human power  systems. Your exposure 

to what remains of such systems had toughened you. You gain resistance to electricity equal to half your level (minimum 1). 

5TH LEVEL 

WIRERIPPER FEAT 5 
Rat  

Prerequisite s Wirechewer 

Youõre very good at ripping out wires. When you critically success with a melee attack against a robot, you deal 1d6 precision 

damage.  

RAT SWARM FEAT 5 
Rat  

Prerequisite s Rat Pack 

You are even better at coordinating. When you critically succeed with an attack against a target, you may designate up to 

four allies within 30 feet to gain the bonus.  
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Rhinoceri are strong, hardy herbivores, known large horns and tough 

hide. Mostly found only in zoos or protective enclaves pre -Cataclysm, 

their mutant des cendants have adapted to the new world, some as 

new species of beast, and some as sapient competitors for the crown 

humanity discarded . 

Rhino uplifts have a reputation for being short -tempered, and 

ÚÖÔÌɯÌß×ÓÖÐÛɯÛÏÐÚɯÛÖɯÐÕÛÐÔÐËÈÛÌɯÖÛÏÌÙÚɯȹɁ8ÖÜɯÞÖÜÓËÕɀÛɯÓÐÒÌ me when 

(ɀÔɯ ÈÕÎÙàȭɂȺɯ  Õàɯ ÐÕËÐÝÐËÜÈÓɯ ÔÈàɯ ÏÖÓËɯ ÛÖȮɯ ÖÙɯ ËÐÍÍÌÙɯ ÍÙÖÔȮɯ ÛÏÐÚɯ

stereotype as they see fit. 

RHINO HERITAGES 
STRONGHORN 

Your natural weapon becomes: 

Large Horn  d8 piercing, deadly d8, free-hand 

STUBBORN 

-ÖɯÖÕÌɯÊÈÕɯÙÌÚÐÚÛɯàÖÜÙɯÊÏÈÙÎÐÕÎɯÍÜÙàȱɯÈÕËɯÕÖɯone can make you 

move against your will. You gain a +2 circumstance bonus to your 

Fortitude or Reflex DC against attempts to Shove or Trip you. This 

bonus also applies to saving throws against gadgets, concoction, 

harvests, or effects that attempt to knock you prone. 

In addition, if any effect would force you to move 10 feet or more, 

you are moved only half the distance. 

THICKSKIN 

3ÏÌɯ ÛÌÙÔɯ ɁÙÏÐÕÖɯ ÏÐËÌɂɯ ÞÈÚɯ  ÕÊÌÚÛÙÈÓɯ ÚÓÈÕÎɯ ÍÖÙɯ Èɯ ÛÖÜÙÕÈÔÌÕÛɯ

combatant who ignored blows they should have acknowledged. In 

your case, it is not derogatory. You have resistance to bludgeoning 

damage equal to your level/2, minimum 1.  

WOOLY 

In another example of the Ancestors bringing back extinct species, or 

the Cataclysm resurrecting long-buried genes, you are covered with thick fur.  You gain cold resistance equal to 

half your level (minimum 1) and treat environmental cold as one category less extreme. 

ANCESTRY FEATS 
1ST LEVEL 

INDOMITABLE FEAT 1 
Rhino  

Nothing can make you move physicallyê or mentally. When you make a Will or Fortitude save against an effect which would 

remove your control in some way, such as making you Controlled, Confused, or Fleeing, you get +2 status bonus to the 

save. 

Hit Points   

10 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

Strength 

Constitution  

Free 

Ability Flaw  

Wisdom 

Traits  

Humanoid 

Uplift  

Mammal 

Natural Weapons  

Sharp horn 

Senses 

Low-Light Vision 

Unstoppable  

If you Stride up to your speed on difficult 

terrain, if your next action is also a Stride, 

you ignore the difficult terrain for that 

action, and any subsequent move action 

where you move more than five feet. This 

effect ends when you take a non-move 

action. 
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MOTION VISION ( FEAT 1 
Rhino  

Trigger  A hidden enemy Sneaks more than 10 feet within 15 feet of you. 

It is not true you canõt see an enemy if theyõre not movingê but you can sometimes see them better when they are. You 

may Seek as a reaction to the triggering motion, even if the enemy remains behind greater concealment during their move.  

 

TANTRUM   FEAT 1 
Rhino  

You exploit your reputation as a barely-controlled psychopath by lashing out and smashing some random object or 

otherwise demonstrating that youõre losing it while everyone else keeps yakking1 on and on. Make an Athletics check against 

the Will DC of a target an ally is trying to influence via Diplomacy. On a success, the targetõs Will DC is reduced by 1 (2 on a 

critical success). On a critical failure, the targetõs attitude shifts one step downward. 

 
1 Even those not descended from yaks. Go figure. 
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A few generations ago, your ancestors scurried across the land, 

barely a few inches long. Today, you are a sapient humanoid of 

medium size. Exactly how this works, physiologically, is an exercise 

best left to the philosophers. I mean, do you have humanoid lungs 

and an endoskeleton for support? Or what? Anyway, what matters is, 

àÖÜɀÝÌɯÎÖÛɯÈɯÚÛÐÕÎàɯÛÈÐÓɯÈÕËɯàÖÜɀre scary. 

SCORPION HERITAGES 
ARMORED 

Your ancestral species was particularly well -armored, granting you a 

tougher exoskeleton. You gain bludgeoning resistance equal to half 

your level (minimum 1).  

DESERT DWELLER 

Your ancestors hunted in the harsh deserts of the world. You gain fire 

resistance equal to half your level (minimum 1) and treat 

environmental heat effects as if they were one step less extreme.  

JUNGLE DWELLER 

Before the Cataclysm, your forebears hunted in swamps and jungles. 

You ignore difficult terrain caused by vines, leaves, roots, and similar 

muck. 

NIGHTBREED 

Your ancestors prowled the darkness. You gain darkvision to 60 feet. 

In dim light or darkness, you have a +1 status bonus on attack rolls 

against creatures who lack mitigating senses (darkvision, low -light 

vision, tremorsense, scent, etc.) 

PINCERS 

One of your hands is replaced by a large pincer! This does 1d8 

slashing damage and grants a +2 status bonus to Grapple attempts. 

When you successfully grapple an opponent, you may deal your 

strength modifier in crushing damage. You gain the Poor Grip 

mutation.  

POISON 

Your stinger contains a reservoir of toxin . If you hit with a stinger 

attack, you may use your next action to inject poison. This deals 1d4 

persistent poison damage against a basic Fortitude save equal to your 

class DC.  

Hit Points  

9 

Size  

Medium  

Speed  

25 feet 

Ability Boosts  

Dexterity 

Wisdom 

Free 

Ability Flaw  

Intelligence 

Traits  

Humanoid 

Uplift  

Arthropod  

Natural Weapons  

Stinger 

Exoskeleton  

You automatically gain the Armored Skin  

mutation  (light, medium, or heavy ð your 

choice) with the òcrackableó option. 

Scary  

You are very alien-seeming and trigger 

deeply-buried fears in many other 

creatures. You gain a +1 status bonus to 

Coerce or Demoralize checks against 

most non-arthropods. (Exceptions 

include any creature without evolved 

instincts, including AI, blightspawn (even 

sapient ones lack normal living 

reactions), and robots. GMõs discretion 

applies.)  

 



Characters  - Uplifts  35 

ANCESTRY FEATS 
1ST LEVEL 

ANCIENT BLOOD FEAT 1 
Scorpion  

Your ancestors crawled Devonian seas, surviving multiple mass extinction events. The first time each day you must make a 

Recovery Check, you succeed automatically.  

FEAR FACTOR FEAT 1 
Scorpion  

You are trained in Intimidate. Your status bonus from Scary increases to +2. If a background would automatically grant 

Intimidate, you instead become trained in a skill of your choice. 

NIGHT HUNTER FEAT 1 
Scorpion  

You gain darkvision to 60 feet. In dim light or darkness, you have a +1 status bonus on attack rolls against creatures who 

lack mitigating senses (darkvision, low-light vision, tremorsense, scent, etc.) 

SKULKER FEAT 1 
Scorpion  

You are quite adept at lurking in shadows and striking suddenly. You gain a +2 status bonus to Hide checks, and if you are 

avoiding notice during exploration mode, you gain a +2 status bonus to initiative checks.  

5TH LEVEL 

POTENT POISON FEAT 5 
Scorpion  

Prerequisite s Poison heritage 

Your poison does 2d4 persistent poison damage. 

UNSTOPPABLE ( FEAT 5 
Scorpion  

Prerequisite s Ancient Blood 

Frequency  once per day 

Trigger  You would be reduced to 0 Hit Points but not immediately killed.  

You are damn hard to kill. Rather than falling unconscious, you avoid being knocked out and remain 

at 1 Hit Point, and your wounded condition increases by 1. 
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Descended from the apex predator of the oceans, you have evolved a 

more humanoid form and can exist indefinitely on land. Whi le most 

common in areas bordering oceans, there's no reason that you or your 

ancestors might not have moved inland in search of opportunities. 2 

SHARK HERITAGES 
HAMMERHEAD 

You have a freakishly (by humanoid standards)  shaped head, with 

your eyes attached to either side of a t-shaped facial structure. This 

allows you to focus on multiple targets easily. You cannot be flanked. 

However, range increments are halved for you, as your depth 

perception is poor. 

HELICOPRION 

The strange mutagenic powers of the blight (perhaps combined with 

Ancestral genetic manipulation/reconstruction) has given you a trait  

ÓÖÚÛɯÈɯÏÜÕËÙÌËɯÔÐÓÓÐÖÕɯàÌÈÙÚɯÉÌÍÖÙÌɯÛÏÌɯ"ÈÛÈÊÓàÚÔȯɯ ɯɁÞÏÖÙÓɂɯÖÍɯÛÌÌÛÏɯ

that can lash out like a whip! 3 Your natural weapon becomes: 

Helicoprion Whorl  d6 slashing, deadly d6, free-hand, reach 10 feet. 

IRONJAW 

All sharks (well, all the cool sharks) have powerful jaws, but you go 

above and beyond. Your ripping teeth gain the grapple trait.  

MAKO 

You are descended from (or share some randomly spliced DNA with) 

the fastest pre-Cataclysm sharks. You ability boosts are to Dexterity 

and Wisdom. Your base speed is 30 feet. 

SHARPSKIN 

Your skin retains, and enhances, the rough texture of your ancestors' 

hides. Any  creature grappling you takes 1d 3 slashing damage unless 

they critically succeed. 

 
2 Regarding water scent: This applies only to sensing other submerged creatures, just in case some wise-ass player was 

tempted to stick their head in a bucket and then claim they could sme ll enemies approaching through the grasslands, or 

something.  

3 Unfortunately, killjoy scientists have determined the teeth stayed in the jaw to grind up shellfish and did not lash out 

like a toothy whip. Fortunately, this game has bugger all to do with ac ÛÜÈÓɯÚÊÐÌÕÊÌȭɯ8ÖÜɯÞÈÕÛɯȿÙÌÈÓÐÚÔɀȮɯÎÖɯ×ÓÈàɯ ÍÛÌÙÔÈÛÏɯ

by FGU. 

Hit Points   

9 

Size  

Medium  

Speed 25 feet 

Ability Boosts  

Constitution  

Wisdom 

Free 

Ability Flaw  

Charisma 

Traits  

Humanoid 

Uplift  

Waterkind 

Natural Weapons  

Ripping teeth 

Senses 

Water Scent: You have Scent (60') when 

submerged.  

Aquatic  

You automatically gain the Aquatic 

mutation.  

Frenzy  

If you start your turn w hen an enemy 

within your reach is suffering bleed 

damage, you must make a raw DC 5 

check or your first action must be a 

melee attack of some kind against them.  

You will not voluntarily move away from 

them, but may take your other actions 

normally.  
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ANCESTRY FEATS 
1ST LEVEL 

AIR HUNTER FEAT 1 
Shark  

Prerequisite s Water Scent 

You have scent 30õ when not submerged. Still doesnõt work well with your head in a bucket, though. 

CIRCLE PREY FEAT 1 
Shark  

Much as your kind did in the sea, you can carefully circle an enemy, looking for the precise time to strike. You may Stride up 

to half your speed without triggering reactions based on movement, as long as you remain within melee reach of creatures 

with the  reaction. (If you have multiple such foes, you will trigger the reaction only from those where you move out of their 

reach; the reaction occurs before you leave their attack range, of course.)  

FLAYER FEAT 1 
Shark  

Prerequisite s Sharpskin heritage 

When you successfully grapple someone, they take 1d3 slashing damage, and the same when you maintain the grapple or 

when they fail an escape action.  

MAGNETIC SENSE FEAT 1 
Shark  

You are sensitive to electromagnetic fields. This gives you a +2 status bonus to Sense Direction checks, and a +1 status 

bonus to checks made to Disable electrically powered traps or Pick electronic locks. 

PREDATOR'S GAZE FEAT 1 
Shark  

Your cold, dark eyes betray little emotion and are notably unnerving to many beings. Sense Motive checks against you have 

a -2 status penalty, and you have a +1 status bonus to Coerce another creature. 

5TH LEVEL 

CIRCLE STRIKE  FEAT 5 
Shark  Attack  

Prerequisite s Circle Prey 

Requirements  You have moved at least 15 feet while remaining adjacent to a foe with Attack of Opportunity or a similar 

movement-based reaction. 

Your foe watches you warily as you circle themê but you are too swift! You make a melee Strike at the circled enemy. They 

are flat-footed against this attack. If you miss, it will trigger their reaction, and you will be flat -footed against it.  
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You are descended from one of the many species of snake. Even 

though you probably have arms and legs (depending on your 

heritage), you retain a sinuous, flexible body. Cunning, alert, and 

dangerous, you are likely aware of the pre-Cataclysm tales of your 

kind and your mythical role as both deadly predator and giver of 

w isdom. Whether you embrace either, both, or neither is up to you.  

SNAKE HERITAGES 
CONSTRICTOR 

You can crush a foe! You gain the Constrict action. 

Constrict 1  

Requirements  You are wearing light or no armor. Effect  You deal your Str 

modifier in damage to a grabbed or restrained foe, who must make a basic 

Fortitude save against your Athletics DC. 

Special  You may choose a second Heritage feat (except for viper) 

instead of your first level Ancestry feat.  

SLITHERER 

You are not fully humanoid, but are serpentine from the waist down. 

This provides several advantages: You may ignore many types of 

ËÐÍÍÐÊÜÓÛɯÛÌÙÙÈÐÕɯȹ&,ɀÚɯËÐÚÊÙÌÛÐÖÕȯɯ2ÜÊÏɯÛÏÐÕÎÚɯÈÚɯÓÖÖÚÌɯÙÜÉÉÓÌȮɯÛÈÕÎÓÐÕÎɯ

undergrowth, or uneven surfaces can be ignored, while slick ice or 

sticky chemicals are just as problematic to you as to a biped.) You gain 

a +2 status bonus on swim checks and to saves against Trip attacks, 

and a -1 on climb and leap checks. You cannot use foot or leg items 

unless they are heavily modified (t ypically, a hard Craft DC of the 

ÐÛÌÔɀÚɯÓÌÝÌÓȺȭɯ 

TONGUEFLICK 

You ÊÈÕɯɁÛÈÚÛÌɂɯÛÏÌɯÈÐÙɯÈÙÖÜÕËɯàÖÜɯÛÖɯËÌÛÌÊÛɯÍÖÌÚȭɯ8ÖÜɯÎÈÐÕɯÚÊÌÕÛɯ

(imprecise) fifteen feet. 

V IPER 

You have fangs filled with toxin! If you hit with a bite attack, you may use your next action to inject poison. This 

deals 1d4 persistent poison damage against a basic Fortitude save equal to your class DC.  

Special  You may choose a second Heritage feat (except for constrictor) instead of your first level Ancestry feat. 

SEA SNAKE 

You are descended from sea or river dwelling snakes, but, like them, you are still an air -breather. You have a 

swim speed equal to your land speed, and a +2 status bonus to Swim checks. You see underwater without 

penalty. 

Hit Points  

8 

Size 

Medium  

Speed  

25 feet 

Ability Boosts  

Dexterity 

Charisma 

Free 

Ability Flaw  

Constitution  

Traits  

Humanoid 

Uplift  

Reptile 

Natural Weapons  

Fangs 

Senses 

Darkvision  

Flexible  

Your sinuous motions make you harder 

to hit. You gain a +1 status bonus to AC 

against ranged attacks when the attacker 

is observed. 
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ANCESTRY FEATS 
1ST LEVEL 

PARALYTIC VENOM FEAT 1 
Snake  

Prerequisite s Viper ancestry 

When your target critically fails their initial save against your poison, they also become Clumsy 1 for as long as the poison 

remains in their system. 

SNAKE CHARMER FEAT 1 
Snake  

No, you donõt charm snakes, youõre a snake, and a charmer. Your eyes border on the hypnotic, and your subtle movements 

keep a foe focused on you. You gain a +1 status bonus to checks to Make an Impression or Feint. Allies gain a +1 

circumstance bonus to Create a Diversion if they target the individual youõre trying to Impress or Feint.   

SINUOUS FEAT 1 
Snake  

Prerequisite s Flexible racial feature, Slitherer ancestry 

You are especially good at twisting out of the way. You gain a +1 status bonus to Reflex saves. 

5TH LEVEL 

COBRA«S GAZE! FEAT 5 
Snake  Visual  Enchantment  

Prerequisite s Snake Charmer 

You donõt need to literally  be descended from a cobra to gain this feat. You can attempt to lock a creatureõs attention on 

you to the exclusion of almost all else. Frequency  Once/minute  Target  One creature within 30 feet who can see your face. 

Effect  The target makes a Will save against your Diplomacy DC. On a failure, they are fascinated by you until the end of 

your next turn. On a critical failure, they cannot take any hostile action against you while the effect lasts. You must keep 

them in your sight; if line of sight is blocked by an level of concealment, the effect ends. Regardless of the save, the target 

will be temporarily immune to this power for 24 hours.  
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You are descended from some species of hard-shelled reptile. You are 

slow-moving, but hard to hurt.  This type of uplift includes tortoises, 

because who the hell can tell the difference, anyway? 

TURTLE HERITAGES 
DRYSHELL 

Your ancestors dwelled in surprisingly harsh climes, such as deserts 

and badlands. You need only half as much food and water to survive , 

and have a +4 status bonus to resist environmental damage. 

HARDCLAW 

You retain sharp claws and can use them in combat (as per the claws 

natural weapon) , as well as to grant a +2 status bonus to checks to 

climb. 

NINJA 

You are surprisingly graceful for a heavily -armored lumbering 

reptile. You gain a +1 status bonus to Stealth, and are trained in one 

common martial agile weapon. When a class grants improvements to 

weapon proficiency, this proficiency increases as well.  

SNAPPER 

Your jaws are immensely strong and sharp. Your natural weapon 

becomes: 

Snapping Beak  d6 slashing, fatal d8, free-hand 

WETSHELL 

You are descended from sea or river dwelling turtles , but, like them, you are still an air -breather. You have a 

swim speed equal to your land speed, and a +2 status bonus to Swim checks. Your armored skin check penalties 

do not apply to swim checks. You see underwater without penalty.  

ANCESTRY FEATS 
1ST LEVEL 

PONDEROUS POISON FEAT 1 
Turtle  

Your metabolism can slow itself down instinctively. When you are subject to an affliction wit h the poison trait, the time for 

each stage doubles. 

SLOW AND STEADY FEAT 1 
Turtle  

Patience and focus are the key to success. When performing an exploration activity using a trained skill, you may double the 

time to get a +2 circumstance bonus. You also treat a critical failure as a normal failure. At the GM's option, you may also 

double the time of some actions, such as picking a lock or disabling a device, for the same effect.  

Hit Points  

9 

Size 

Medium  

Speed  

20 feet 

Ability Boosts  

Constitution  

Wisdom 

Free 

Ability Flaw  

Dexterity 

Traits  

Humanoid 

Uplift  

Reptile 

Natural Weapons  

Beak 

You automatically gain the Armored Skin 

(medium or heavy) mutation.  
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SPAWNING GROUNDS FEAT 1 
Turtle  

After dwelling in an area (remaining inside a roughly mile-diameter circle) for a week, you may declare it to be your home 

territory. You will always know the direction and approximate distance (within 10%) to this location. You may ôresetõ this ay 

any time by spending a week in a different location, but you do not lose it if you donõt wish to; you can spend a year in the 

Lost Wages Desert but always know the direction back to Shi-Kago. 

SPLASH RESISTANT FEAT 1 
Turtle  

Your hard shell can keep out some damage. You gain resistance equal to half your level (minimum 1) against most types of 

splash damage, unless the GM rules a particularly rare damage type is not affected by physical barriers. (Antimatter grenades, 

for example, consider your shell to just be more matter for them to be òantió.) 

TURTLE MODE ( FEAT 1 
Turtle  

You respond to an area attack by instinctively withdrawing into your shell. This grants you a +2 circumstance bonus against 

that attack, and any others until the start of your next turn. Your sight and hearing are restricted (-2 circumstance penalty), 

your speed is reduced to five feet, and you suffer a -2 circumstance penalty to most actions requiring your limbs, as they're 

mostly withdrawn. You must take one action to restore yourself at the start of your next turn. You cannot remain in this state 

voluntarily. 
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FLORALS 
It is not merely frogs and rabbits who found themselves 

uplifted to self awareness by the strange forces 

unleashed by the Cataclysm; the ferns and radishes 

now have their chance to rule the world. 

Mutant plants strike some people as "silly", 

even in a genre which is known for 

featuring bunnies who turn guns 

to rubber and two -headed 

winged cougars. While every 

rule is optional (see Error! 

Reference source not 

found. , page Error! 

Bookmark not 

defined. ), mutant 

plants as PCs are 

"Double Secret 

Optional".  While there 

are many thousands of 

species of plant which 

might be the root (root? Get 

it?) of a floral PC, for game 

purposes, there are three sub-

types: Strongbark, Quickvine, 

and Sporeborn. 

  












































































































































































































































































































































































































































