
16
C H A P T E R  1  |  C h a r a c t e r  R a c e s

S
T

E
V

E 
A

R
G

Y
LE

SHIFTERSHIFTER

Ferocious heirs of the wild,
the perfect fusion of civilized race and wild beast

RACIAL TRAITSRACIAL TRAITS
Average Height: 5́  7˝–6́  0˝
Average Weight: 130–180 lb.

Size: Medium
Speed: 6 squares
Vision: Low-light

Languages: Common, choice of one other 

 LONGTOOTH SHIFTERS LONGTOOTH SHIFTERS
Ability Scores: +2 Strength, +2 Wisdom
Skill Bonuses: +2 Athletics, +2 Endurance
Longtooth Shifting: You have the longtooth shifting 

power.

RAZORCLAW SHIFTERSRAZORCLAW SHIFTERS
Ability Scores: +2 Dexterity, +2 Wisdom
Skill Bonuses: +2 Acrobatics, +2 Stealth
Razorclaw Shifting: You have the razorclaw shifting 

power.

Longtooth Shifting Longtooth Shifting Shifter Racial Power

You unleash the beast within and take on a savage countenance.
Encounter ✦ Healing
Minor Action Personal
Requirement: You must be bloodied.

Effect: Until the end of the encounter, you gain a +2 bonus 

to damage rolls. In addition, while you are bloodied, you 

gain regeneration 2.

 Level 11: Regeneration 4.

Level 21: Regeneration 6.

Razorclaw Shifting Razorclaw Shifting Shifter Racial Power

You unleash the beast within and take on a savage countenance.
Encounter
Minor Action Personal
Requirement: You must be bloodied.

Effect: Until the end of the encounter, your speed increases 

by 2, and you gain a +1 bonus to AC and Reflex.

Shifters are fierce hunters strongly influenced by 
their animal nature. Though they can’t fully change 
shape as their lycanthrope ancestors can, shifters do 
become more bestial during the heat of battle, calling 
on the primal power of the beast within.

Play a shifter if you want . . .
✦ to tap into bestial strength or speed in battle.
✦ to be a character in tune with your primal savage 

nature.
✦ to be a member of a race that favors the druid, 

fighter, ranger, and warden classes.
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In broad strokes, shifters resemble humans with ani-
malistic features. Their bodies are lithe and strong, 
and they often move in a crouched posture, springing 
and leaping along the ground. Their faces have a bes-
tial cast, with wide, f lat noses, large eyes and heavy 
eyebrows, pointed ears, and long sideburns. The hair 
of their heads is thick and worn long. Shifter skin and 
hair are usually some shade of brown.
 Longtooth shifters claim werewolves as ancestors 
and have a vaguely canine cast to their features that 
becomes much more pronounced when they use 
their longtooth shifting power. Razorclaw shifters are 
descended from weretigers and are more catlike, par-
ticularly when using razorclaw shifting.
 Shifters live about as long as humans.

Playing a Shifter
Shifters are strongly influenced by their animal 
natures. They think and act like predators, conceiving 
of most activities in terms of hunting and prey.
 Longtooth shifters are drawn to a pack of 
companions, whether that’s a family group or an 
adventuring party. They work well as part of a team 
in combat, coordinating their attacks with their 
allies and coming to the aid of beleaguered friends. 
They’re drawn to the leader and defender roles, and 
they make excellent clerics, fighters, paladins, 
and wardens.
 Razorclaw shifters are more independent, self-reli-
ant, and adaptable. They’re no less devoted to their 
adventuring companions, but they trust their allies to 
take care of themselves, and they strive to carry their 
own weight in the group. They’re more inclined to be 
strikers or controllers, and they favor classes such as 
avenger, druid, ranger, and rogue.
 Historically, most shifters dwelled in nomadic 
bands in plains and forests far removed from cities 
and towns. Since the fall of Nerath, however, the 
increasing dangers of the wilds have driven many 
shifters into closer proximity to human and elf com-
munities. Some shifters have adapted smoothly to this 
change, carving niches for themselves as trappers, 
hunters, fishers, trackers, guides, or military scouts. 
Others have a much harder time fitting in. Shifters 
who feel alienated from the plains and forests they 
love sometimes take up the adventuring life as a way 
of escaping the confines of city walls and returning to 
nature. Some shifters, though, turn to a life of crime, 
preying on the residents of their new homes like the 
hunters they are.

Shifter Characteristics: Active, alert, fierce, free-
spirited, intuitive, perceptive, predatory, self-reliant, 
unrestrained, wild

Male Names: Ash, Brook, Claw, Cliff, Flint, Frost, 
River, Rock, Storm, Thorn, Tor

Female Names: Aurora, Autumn, Dawn, Hazel, Iris, 
Lily, Rain, Rose, Summer

Shifter Adventu rers
Three sample shifter adventurers are described 
below.
 Ash is a proud longtooth cleric devoted to Melora. 
His clan moved from the open plains into a nearby 
city shortly after the fall of Nerath, and most of them 
have adjusted smoothly to an urbanized life. Even 
during his childhood, though, Ash felt a calling to the 
wild places of the world, and he ventured far from 
the city on his wanderings. As a personal rite of pas-
sage when he turned 18, he traveled ten days from 
the city into the wilds and stayed there for ten more 
days, spending his time hunting, gathering food, 
and praying to the god of the wilderness. He had 
planned to return after those ten days but decided 
that Melora had a different plan in mind. He avoids 
cities and towns now unless he has no choice, spend-
ing his time wandering the wilds, exploring ancient 
ruins, and fighting the monsters that make the 
wilderness unsafe.
 Summer is a razorclaw druid whose tribe still 
wanders a pristine forest far from any human cities. 
She was her tribe’s moonspeaker, a religious leader 
who traveled among the different clans of her tribe. 
In the summer of one year, she went to visit the 
northernmost clan and never found them. She trav-
eled farther and farther afield until she found a 
hobgoblin city. While sneaking into the city, she dis-
covered that the surviving members of the clan were 
now slaves of the hobgoblins. She plans to return 
to that city one day to free her people, but in the 
meantime she is very interested in the power she has 
gained through adventuring.
 Storm is a razorclaw avenger dedicated to the 
Raven Queen. He knows no tribe except the remote 
monastery where he was raised and trained. For 
many years, he never knew another shifter, and he 
believed himself to be a human who was specially 
blessed for the work of the Raven Queen—endowed 
with speed, stealth, and strength to make him more 
perfect in her service. On reaching adulthood, he left 
the monastery and ventured into the world on his 
first major undertaking for his order. There he dis-
covered others of his race and has begun to question 
fundamental assumptions of his identity. Disillu-
sioned about his god’s work, he has taken up with 
a group of adventurers while he sorts out his place 
in a world that is much different from anything he 
 previously imagined.

PH2_Ch01.indd   17PH2_Ch01.indd   17 12/17/08   1:55:20 PM12/17/08   1:55:20 PM

124.106.120.224


