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Introduction

One of the most iconic races in the Pathfinder Roleplaying
Game, goblins have finally taken a place in the core rule-
book as of second edition. Everyone’s favorite murderous
little scamps, goblins are mean, green, and after your spleen.
And while there are plenty of exciting options for the goblin
ancestry in the Pathfinder Second Edition Core Rulebook,

any goblin worth his song knows that you can never have

too much of a good thing (especially things like explosives,
or knives, or delicious pickled treats). This book presents a
variety of new options for goblin characters, including several
goblin heritages, new ancestry feats for goblins, and a goblin-
exclusive archetype that allows you to harness the power of a
barghest.

New Goblin Heritages

In addition to the heritages found in the Pathfinder Second
Edition Core Rulebook, goblin characters can also select from
among the following heritages.

Your ears are particularly large, even by goblin standards,
the better to hear the sounds of danger and potential prey.
You gain a +4 bonus on Perception checks relying primarily
on sound, and your Perception DC against checks that rely
primarily on sound is increased by +4.

While all goblins are quick to charge into battle and just as
quick to run away when things turn difficult, your ancestors
were particularly adept at moving quickly, relying on their
speed not just to find and claim the best pickings when
scavenging, but also to escape many a nasty and brutish end.
Your Speed is increased to 30 feet.

You come from a line of goblins that lost their sense of smell
generations ago, possibly due to one too many fiery mishaps,
but more likely as a way to adapt to the filthy and disgusting
conditions most goblins live in. You have no sense of smell.
While this means that you automatically fail scent-based
checks and are unable to detect aromas, it also means that
you are immune to any effect that relies on aroma or
otherwise has the olfactory trait (such as the stench ability of
a xulgath).

Your head is abnormally small for a goblin, your ears
unimpressive, and your mouth disgustingly narrow and
rounded. In short, you look almost as much like a halfling as
you do a goblin. While this makes you terribly ugly by goblin
standards, it also means you gain a +4 bonus on Deception
checks made to impersonate halflings or human children.

b o

You are a freak of nature, even by goblin standards. You have
a vestigial third arm growing from somewhere on your torso.
This shriveled appendage is too weak to wield a weapon or
shield, but it can be used to hold or manipulate objects.

New Ancestry Feats

In addition to the ancestry feats found in the Pathfinder
Second Edition Core Rulebook, goblin characters can select
from among the following ancestry feats.

Ankle Biter ‘¥ Feat1

Prerequisites Must have a jaws Strike, whether from a goblin
heritage or another source.

You make a debilitating attack against a larger creature’s
ankle. Make a jaws Strike against a creature one or two size
categories larger than you, with a -2 penalty. If the attack
hits, it deals damage as normal, and the target gains the
clumsy 1 condition and suffers a -10-foot penalty to any of its
Speeds that involve its legs. If the Strike results in a critical
hit, this increases to clumsy 2 and a —20-foot penalty, instead.
These penalties last for 1 minute or until the damage inflicted
by your Strike is healed, whichever comes first.

Pictograms Feat 1

Like most goblins, you refuse to write things down, for fear
that the words will be stolen from your head by doing so. This
taboo has nothing to say about drawing pictures, however,
and so you have formed a crude language of pictographs and
actual drawings which you can use to convey written ideas.

If you use these pictograms to record spells or formulas, they
take up twice as many pages as normal, but you must pay
only half the normal price. Additionally, the DC for anyone
besides you to learn a spell or borrow a spell that you record-
ed in this way is increased by 10. The pictograms can also be
used to convey more mundane messages. The DC to decipher
messages written in this way increases by 10 for creatures to
whom you have not explained your pictographic language,
but for those who are familiar with your pictographic mes-
sages, the DC to decipher the text is 10 lower than it would
otherwise be.

Racial Hatred Feat1

You gain a +2 status bonus on attack and damage rolls against
equine creatures, such as horses, pegasi, and unicorns, as well
as against canine creatures other than barghests, goblin dogs,
and worgs.
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Arsonist Feat 5

You really, really love a good fire. As long as a creature or
object of Medium size or larger within sight is on fire (taking
persistent fire damage), you gain a +2 status bonus on attack
rolls, ability checks, saving throws, and skill checks.

Goblin Diversion Feat 5

As a goblin, you are adept at creating diversions and attract-
ing attention to yourself. When you use Deception to Create a
Diversion, you may choose to have another character besides
yourself gain the advantage of the diversion, rather than do-
ing so yourself. If you do, you gain a +4 bonus on the check.

Serendipitous Distraction 2 Feat 5

Trigger You are the target of a Strike.

You are suddenly distracted by your surroundings at just the
right time to help you avoid the attack. You might stoop down
to examine a slug beneath your feet just as an axe swings
through the space your head was occupying a moment ago,

or you might turn around to investigate a noise, causing an
arrow to miss you by inches. The attacker rolls twice for the
triggering attack, and must use the worse result. You can’t use
Serendipitous Distraction again for 1 hour.

Frightening Song ‘¥ Feat 9

N N e

Disease

Goblins.and goblin dogs are immune to goblin pox.
Saving Throw Fortitude DC 10 + the goblin dog’s
master’s/level + the goblin dog’s Constitution

modifier; Stage 1 sickened 1 (1 round); Stage 2 sickened
1and slowed 1 (1 round); Stage 3 sickened 2 and can’t
reduce its sickened value below 1 (1 day).

Manipulate

The goblin dog vigorously scratches itself; exposing all
adjacent creatures to goblin pox.

Goblin Dog Companion Feat 9

Prerequisites Animal Companion

You may exchange your existing animal companion for a
goblin dog animal companion. A goblin dog animal
companion functions in all ways as a wolf animal companion,
except that it also gains the Goblin Pox and Scratch abilities
of the goblin dog.

Goblin Chorus *¥ Feat 9

Prerequisites Goblin Song

Prerequisites Goblin Song

You can sing your goblin song in such a way that it is frighten-
ing, rather than just annoying. Attempt a Performance check
against the Will DC of a single enemy within 30 feet. This has
all the usual traits and restrictions of a Performance check.
You can affect up to two targets within range if you have
expert proficiency in Performance, four if you have master
proficiency, and eight if you have legendary proficiency.
Creatures that are immune to Goblin Song are also immune
to Frightening Song.
Critical Success The target gains the frightened 3 condition.
Success The target gains the frightened 1 condition.
Critical Failure The target is temporarily immune to at-
tempts to use Frightening Song for 1 hour, and their Will DC
is increased by 5 against attempts to use Goblin Song for 1
hour.

T e
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You sing a joyous tune about death and dismemberment,
inviting your allies to join in and bolstering morale with talk
of chopping, slaying, burning, and the like. You gain a +1
status bonus on attack and damage rolls for 1 round.
Additionally, until the beginning of your next turn, each ally
that heard you sing can spend an action on his or her turn
to add their own verse to the song, granting themselves a +1
status bonus on attack and damage rolls for 1 round, as well.

“I-Kill-Yees” Bite Feat 13

Prerequisites Ankle Biter

Whenever you successfully damage a creature with your An-
kle Biter feat, you may also choose to sever the major artery in
their ankle, causing them to bleed profusely. The Strike also
deals an additional 1d6 points of persistent bleed damage.
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Self-Immolator Feat 13

Barghest Nose Feat 4

Prerequisites Fire resistance 6 or greater

Thanks to your thick skin and familiarity with flames, being
on fire isn’t that bad for you. Halve any persistent fire damage
you suffer for being on fire, before applying your resistance.
Additionally, as long as you are on fire, whenever you

damage an opponent with a weapon in the brawling group, or
a creature damages you with a natural attack (such as claw or
jaws Strikes), that creature suffers additional damage equal
to the persistent fire damage you suffer for being on fire. The
damage suffered by the creature is not halved.

Stab! Stab! Stab! ‘9% Feat 13

Prerequisites Goblin Weapon Frenzy

You make three melee Strikes with a goblin weapon, all
against the same target. All three attacks suffer a -2 penalty,
but none of the attacks count for your multiple attack
penalty, nor does that penalty apply to these attacks.

New Archetype
The following archetype is thematically linked to goblins, and
is available to goblin characters of any class.

No ordinary goblin, the blood of mighty barghests runs in
your veins, granting you power and abilities enjoyed by those
fiends. Such talents are the envy of other goblins, who view
you as favored by the heroic progenitors of your race.

Barghest-Kin Dedication Feat 2

Prerequisites Goblin ancestry. If you have a class feature,
feat, or similar that specifies your lineage (such as a sorcerer’s
bloodline), that lineage must be applicable to barghests (such
as the demonic or diabolic bloodline).

You can gain strength by devouring the corpses of your slain
foes, similar to a barghest’s ability to feed. Once per day, you
can spend 1 minute devouring the corpse of a creature that
you personally slew (any creature to whom you either dealt
the killing blow, or dealt an amount of damage to equal to
or greater than half its maximum hit points before it died).
If you do, you gain a number of feeding points equal to1 + 1
for every 5 levels the creature had beyond 1st. Whenever you
make a melee attack roll, melee damage roll, or saving throw,
after the roll is made, but before the result is announced, you
can choose to expend one of these feeding points to add a +2
circumstance bonus to the roll. Feeding points not expended
are lost at the next dawn.

Special You cannot select another dedication feat until
you have gained two other feats from the Barghest-Kin
archetype.

4
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Prerequisites Barghest-Kin Dedication

Your barghest heritage gives you a keen sense of smell, the
better to hunt down your next meal. You gain scent to a range
of 30 feet. This is an imprecise sense.

Wolf Form Feat 4

Prerequisites Barghest-Kin Dedication

You can transform yourself into a wolf, just as your barghest
ancestors can. You gain the wolf form focus spell. If you don’t
already have one, you gain a focus pool of 1 Focus Point,
which you can Refocus by consuming raw meat.

Barghest Charm Feat 6

Prerequisites Barghest-Kin Dedication

You are able to charm creatures as easily as a barghest. Once
per day, you can cast charm as a divine innate spell. This is
always cast as a 1st-level spell. You are considered trained in
spell DCs for this spell, and your key spellcasting ability for
this spell is Charisma.

Run with the Pack Feat 8

Prerequisites Barghest-Kin Dedication, Wolf Form

You are able to remain in wolf form for much longer. If you
expend 2 Focus Points when you cast wolf form, its duration
increases to 4 hours. If you expend 3 Focus Points when you
cast it, it lasts indefinitely: until it is either dispelled, or you
spend an action to end it.

Special Beginning at 12th level, if you also have the
Barghest Form feat, you can expend 2 Focus Points when you
cast barghest form to increase its duration to 4 hours.
Beginning at 16th level, you can expend 3 Focus Points when
you cast barghest form to allow it to last indefinitely: until it
is dispelled or you end it.

Barghest Form Feat 8

Prerequisites Barghest-Kin Dedication, Wolf Form

You can physically transform into a barghest. You gain the
barghest form focus spell. The maximum number of Focus
Points you can have in your focus pool increases by 1.

R i & e




Fiendskin Feat 10

Greater Fiendskin Feat 16

Prerequisites Barghest-Kin Dedication

Prerequisites Barghest-Kin Dedication, Fiendskin

Your skin is supernaturally tough. You gain resist 5 to physical
damage (except magical).

Poison Fangs Mutation Feat 14

Prerequisites Barghest Form

When you cast the barghest form focus spell, you can expend
1additional Focus Point. If you do, you also gain the benefits
of a greater barghest’s fangs mutation. Your jaws Strike deals
an additional 1d6 poison damage and 1d6 persistent poison
damage.

Toxic Breath Mutation Feat 14

Prerequisites Barghest Form

When you cast the barghest form focus spell, you can

expend one additional Focus Point. If you do, you also gain
the benefits of a greater barghest’s toxic breath mutation.
Using your toxic breath requires 2 actions, and you can only
use it once per time you cast barghest form. Your toxic breath
takes the form of a 30-foot cone of toxic gas that deals 8d6
poison damage to each creature within. Affected creatures
can make a basic Fortitude save to resist the effect.

Vestigial Arms Mutation Feat 14

Prerequisites Barghest Form

When you cast the barghest form focus spell, you can expend
one additional Focus Point. If you do, you also gain the
benefits of a greater barghest’s vestigial arms mutation. You
grow a shriveled third arm somewhere on your torso. As a free
action once per round, when you complete a Strike, you can
make a claw Strike with this vestigial third arm. This

attack doesn’t count for your multiple attack penalty, nor
does that penalty apply to the attack. However, it deals only
1d8 slashing damage instead of the normal damage for your
claw Strike.

Wings Mutation Feat 14

Prerequisites Barghest Form

When you cast the barghest form focus spell, you can expend
one additional Focus Point. If you do, you also gain the
benefits of a greater barghest’s wings mutation. You grow
wings, and gain a fly Speed of 25 feet.
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Your resistance to mortal weapons is increased, though you
become more vulnerable to the forces of righteousness. Your
resistance to physical damage increases to 10 (damage from
magical sources still affects you normally). You gain weakness
5 to good sources of damage and weakness 5 to lawful sources
of damage.

Barghest-Kin Focus Spells

Barghest Form Focus 4

Cast *¥?® somatic, verbal
Duration 1 minute

You become a barghest. You gain the effects of animal form,
except as outlined here.
e AC =18 +your level. Ignore your armor’s check
penalty and Speed reduction.
15 temporary hit points.
Darkvision and imprecise scent 30 feet.
Speed 25 feet
You gain a jaws melee Strike that deals 2d6 piercing
damage on a successful hit, and a claw melee Strike
with the agile property that deals 2d6 slashing
damage on a successful hit. Your attack bonus is +13,
and your damage bonus is +5. If your unarmed attack
modifier is higher, you can use it instead.
e Acrobatics and Stealth modifiers of 6 + your level,
unless your own modifier is higher.
¢  You gain resist fire 5. If you already have resistance to
fire, it increases by 5 instead.

Wolf Form Focus 2

Cast *¥?® somatic, verbal
Duration 1 minute

You become a wolf. You gain the effects of animal form,
except that you can only transform into a canine (specifically,
a wolf).
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Permission to copy, modify and distribute the files collectively known as the
System Reference Document (“SRD”) is granted solely through the use of the
Open Gaming License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and
you should read and understand the terms of that license before using this
material.

The text of the Open Gaming License itself is not Open Game Content.
Instructions on using the License are provided within the License itself.

The following items are designated Product Identity, as defined in Section 1(e) of
the Open Game License Version 1.0a, and are subject to the conditions set forth
in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D,
Player’s Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of
the Coast, d20 (when used as a trademark), Forgotten Realms, Faer{n, proper
names (including those used in the names of spells or items), places, Red Wizard
of Thay, the City of Union, Heroic Domains of Ysgard, Ever-Changing Chaos of
Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss,
Tarterian Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna,
Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of
Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia,
Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the
Beastlands, Olympian Glades of Arborea, Concordant Domain of the Outlands,
Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness, beholder, gauth,
carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind
flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of
the License.

More information on the Open Game License can be found at www.wizards.com/
d20.

The terms of the Open Gaming License Version 1.0a are as follows:
OPEN GAME LICENSE Version 1.0a

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

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b)”Derivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)”Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself
or its products or the associated products contributed to the Open Game License
by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.
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4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by
this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion
of this License to include the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as
an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement
with the owner of such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy
of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

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

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Pathfinder Roleplaying Game Reference Document. © 2011, Paizo Publishing,
LLC; Author: Paizo Publishing, LLC.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Designers: Logan
Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.
Ancestral Options: Goblins © 2019, Necromancers of the Northwest; Designers:
Alex Riggs, Joshua Zaback.

END OF LICENSE
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