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s on Earth, the diverse peoples of Golarion raise
empires and tame frontiers, create enduring art
and religious traditions, and build vast cities or
live in harmony with the natural world. The main difference
between the two worlds is who counts as “people.” While
both are inhabited by myriad different human ethnicities,
on Golarion, humanity is merely the most populous of
an unknown number of intelligent races, many of whom
have created lasting societies of their own. The distinction
between who’s a person and who’s a monster is largely in
the eye of the beholder, but the factors that most often
determine such labels are population and distribution.
Seven races—dwarves, elves, gnomes, halflings, half-
orcs, half-elves, and humans—are common enough
that any member of one group knows about each of the
others, and may have encountered some. The same is not
true of the other races, though. Few surface-dwellers, for
instance, are even aware that drow exist, and most have
heard of changelings only as creatures of legend. And
while a wide array of races might be found in large cities
such as Absalom and Katapesh, most regions of Avistan
and Garund have only a few large cities, and the majority
of people outside these cosmopolitan urban centers spend

INTRODUCTION.

their lives in small towns or villages, where their contact
with members of other races is limited. Some isolationist
or hostile nations restrict what races can live there or
pass through their borders, making encounters with
other races unusual even in urban centers. For example,
the elven capital of Tadara rarely allows non-elves within
its territory, and the orcs of Urgir have only recently (and
barely) begun to tolerate humans.

Attitudes toward other races can vary wildly even within
a given group or community. One isolated village might
react to an undine by driving her away, or at least treat
her with suspicion, while another might regard her as a
wondrous being who honors them with her presence.

Although many people on Golarion congregate in
communities filled with people who look like them,
this racial homogeneity is not reflected in the typical
Pathfinder RPG adventuring party. On Golarion,
kasathas, samsarans, and strix are unlikely to be found in
one another’s company, or even living within a hundred
miles of each other. Yet in the game, roleplaying the
interactions between wildly different races is often part
of the fun. Adventurers are, by definition, exceptional—
they specifically seek out unusual situations and far-flung




locales, and are far more likely than the average shopkeeper
to encounter a wide range of intelligent beings. Some
GMs may allow players to create characters of any race,
potentially building fun “fish out of water” stories for
characters of races considered unusual in a given region.
Likewise, some GMs may choose to limit character race
choices to only those common in the area where a given
adventure is set to take place. As with everything in the
Pathfinder RPG, the guidelines in this book are not meant
to be restrictive, but rather tools to help you tell whatever
sorts of stories you want to tell.

This book divides races into three types: common,
uncommon, and rare. Common races (sometimes also
called “core” or “primary” races) are those populous
enough to be familiar faces in most major cities around
the Inner Sea. Races that aren’t quite as common, but that
ordinary folk still generally know about, are referred to
here as uncommon races. Those that are hardly ever seen
in the Inner Sea region are called rare races.

RACES AND ETHNICITIES

While countless creatures populate the Inner Sea region,
this book focuses on those races most suited for use
as player characters. When reading, keep in mind the
differences between the terms race and ethnicity as they're
used in Pathfinder. In this book, “race” is used to indicate
an entire species of intelligent creatures with organized
societies who share the same fundamental game statistics.
“Ethnicity” is used to indicate a particular group of people
who hail from the same region of the world and share
certain overarching cultural characteristics. From a rules
perspective, members of the same race who are of different
ethnicities are largely identical. From the perspective of
a resident of the Inner Sea, however, a Vudrani human
and a Taldan human are recognizably different in their
history, cultural practices, and appearances. Humans are
by far the most diverse race with respect to the number
of constituent ethnicities, but other races have ethnic
diversity as well; the tropics-dwelling Ekujae elves of the
Mwangi Expanse and the snowcaster elves of the Crown of’
the World are both largely the same as the elves of Kyonin
as far as their in-game abilities, but have distinct cultures
and hail from different areas of the world. In contrast,
aquatic elves and drow are not only culturally distinct
from elves, but they also have different in-game rules, and
therefore are treated as different races.

NATIONALITY AND CULTURE

Terms like nationality or culture further modify a character’s
ethnicity. For example, a resident of Andoran might be
human in race, Chelaxian in ethnicity, and Andoren in
nationality. This means she shares physical and mental
characteristics with other humans; shares a similar
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appearance and potentially some broad cultural ideals and
attitudes with other people of Chelaxian descent; and was
born and raised in Andoran, likely according to Andoren
practices, beliefs, and values.

HYBRID RACES
Many of the Inner Sea region’s races—notably aasimars,
changelings, dhampirs, geniekin, half-elves, half-orcs and
tieflings—are the result of interbreeding. From a rules
perspective, an individual who is a member of a hybrid
race displays a mix of features from both parent races. For
example, not all descendants of a half-fiend and a human are
tieflings—only those who exhibit fiendish characteristics
are classified that way. Such an individual is generally the
child of two full-blooded parents, or the child of parents
who are both of the hybrid race. As a general rule, when two
members of the same hybrid race have a child, the child is
of that race as well, but having a distant ancestor of another
race is not typically enough for a person to be of a hybrid race.
Note that a character’s race for the purpose of her
statistics might not align with the race she identifies as or
is identified as by other residents of the Inner Sea region.
For example, an elven PC who has distant human ancestry
might be considered a half-elf by the elves of Kyonin.
While youre free to build new hybrid races for your
game (be they half-dwarves or nagaji-tengu crossbreeds),
on Golarion, the base assumption is that not all races can
reproduce together. If you don’t see a particular hybrid
mentioned in this book, chances are good those two races are
simply incompatible. Magic can make a lot of things happen
that otherwise wouldn't, but such hybrids don’t occur often
enough to be addressed here. The Pathfinder RPG Advanced
Race Guide presents a robust set of rules for the creation of
new races; if you would like to build a new hybrid race for
your game, using these race-building rules is an excellent
way to generate a balanced and workable solution.

COMMON RACES ON
OTCTHER CONTINENTS

In the Inner Sea region (meaning primarily Avistan and

the northern half of Garund), the most common races are
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humans, dwarves, elves, gnomes, halflings, half-elves,
and half-orcs. Elsewhere, the balance shifts. Humanity
is the dominant race on Golarion as a whole, but other
races that are common vary by continent. Listed below
are some races from this book that Inner Sea scholars
believe to be common in other regions as well.

Arcadia: Humans, halflings, skinwalkers, and wyrwoods
are common on the other side of the Arcadian Ocean.

Azlant: Aquatic elves, gillmen, and merfolk populate
the lost continent of Azlant.

Casmaron: Humans, geniekin (particularly sulis),
vanaras, and vishkanyas are more common in Casmaron.

Crown of the World: Humans, elves, and dwarves are
common on the Crown of the World.

Southern Garund: The most common races in southern
Garund are humans, elves, aasimars, catfolk, and grippli.

Sarusan: Unknown.

Tian Xia: Humans, kitsune, nagaji, samsarans, tengus,
wayangs, aasimars, and hobgoblins can all be found in
Tian Xia.

LANGUAGES

The peoples of the Inner Sea speak a wide array of languages,
and ancient tongues still influence modern cultures via
their religious, magical, and historical importance.

HUMAN LANGUAGES

While Taldor has lost much of its former glory, Taldane
(Common) remains the primary trade language of the Inner
Sea region, spoken and understood almost everywhere.
Despite the utility of this common tongue, however, 10
other human languages are also widely spoken.

Hallit: The language of the Kellids is guttural, and is
delivered in a rapid staccato.

Kelish: A major trade tongue, Kelish is sibilant and
breathy, and descended from the tribal languages spoken
within the Padishah Empire of Kelesh.

Osiriani: Widespread in Garund, Osiriani is famed for
its precise and extensive lexicon of magical terminology.

Polyglot: “Polyglot” is an umbrella term used for a family
of closely related pidgins, creoles, and trade languages
derived from the tongues of Mwangi cultures.

Shadowtongue: Amix of Infernal, Azlanti,and Common,
Shadowtongue is used in Nidal both for religious rituals
and to keep discussions incomprehensible to outlanders.

Shoanti: This tongue has been influenced by Giant,
Thassilonian, and Varisian; the Shoanti adorn even simple
statements with rich and eloquent metaphors.

Skald: Spoken in northern Avistan, Skald is famed for
its long, complex words and lilting prosody.

Tien: The common tongue of Tian Xia, Tien is a tonal
language that contains thousands of homophones. Its
written form uses thousands of ideograms.

INNER SEA RACES

Varisian: Speakers of Varisian strive to make the tongue
difficult for outlanders to learn, using opaque idioms and
slang with subtle double meanings.

Vudrani: The common tongue of the subcontinent of
Vudra is based on the language spoken by its ancient kings,
but has adapted a number of terms from Kelish and Tien
into its musical-sounding flow.

ANCIENT LANGUAGES

A significant number of ancient languages remain
important to cultures and history within the Inner Sea
region. While few native speakers of these ancient tongues
remain, scholars and historians continue to speak these
tongues, particularly for ritualistic or magical purposes.

Ancient Osiriani: The ancestor tongue of modern
Osiriani shares many similarities with the contemporary
tongue of Osirion, though its pronunciation has shifted
significantly over the centuries.

Azlanti: Though the Azlanti empire and people
vanished long ago, the Azlanti tongue influenced dozens
of modern languages still spoken in the Inner Sea region.
Many historical treasures feature Azlanti inscriptions. Its
spoken form, which is all but dead, contains distinctive
phonemes not found in modern languages of the Inner
Sea region.

Cyclops: This early language of giants was spoken in
the Inner Sea region before the rise of humanity by the
cyclopes of Ghol-Gan.

Jistka: Jistka was the language of an ancient empire;
its system for denoting numerals has been adopted and
adapted by modern Taldane, Skald, and Varisian.

Tekritanin: Clipped pronunciation and percussive
consonants define the sound of this melding of regional
dialects once spoken in the Tekritanin League.

Thassilonian: An ancestor tongue of modern Varisian
and Shoanti, the Azlanti-based Thassilonian language is
known today primarily for its runic writing system.

OTHER LANGUAGES

Many non-human tongues are also used by both humans
and non-humans throughout the Inner Sea region. The
list present below is not exhaustive.

Abyssal: Scholars speculate that the Abyssal language was
among the first languages to develop in the Outer Sphere.
This sibilant, fluid tongue is used by mortals in various
religious and magical settings.

AKlo: There is great debate as to why Aklo, which scholars
believe originated in the darkness between the stars, is also
used in areas of the First World. This language is difficult
for those with mortal mind-sets to speak fluently.

Aquan: An elemental tongue from the Plane of Water,
Aquan has primarily long vowels, and uses more liquids
and glides than true consonants. Its grammar allows the




speaker to add nuance to a term via affixes and inflections,
so entire sentences can be expressed in a single long word.

Auran: An elemental tongue from the Plane of Air,
Auran has few fully voiced consonants and breathy, barely
voiced vowels, giving it a gentle, airy sound.

Celestial: The common tongue of all good-aligned
planes, Celestial’s open vowels and gentle, lilting prosody
have a pleasant sound to many mortals, but the subtle
differences in pronunciation that modify the meaning of
words are inaudible to most mortal ears.

Draconic: Throaty, powerful, and defaulting to the
imperative mood, the language of dragons is among the
oldest spoken languages on Golarion.

Druidic: Only druids read, speak, and write this
complex, intentionally opaque tongue, and they guard its
secrets jealously.

Dwarven: This language is
guttural and phlegmatic, with hard
consonants and short vowels.

Elven: Speakers of the melodic Elven
language favor poetic phrasing over concision.

Giant: Giants today speak a simplified melding
of Cyclops and regional dialects influenced by ancient
cultures, such as Thassilonian.

Gnoll: Punctuated by high-pitched yips and clicks,
deep barks, and throaty growls and purrs, Gnoll is a
difficult tongue for most non-gnolls to pronounce,
though its grammar is simple.

Gnome: Gnomes speak a tongue with obvious ties to
both Aklo and Sylvan, though sporting a larger vocabulary
than either of those languages.

Goblin: The yapping of goblins, the militaristic barks of’
hobgoblins, and the sibilant taunts of bugbears all use the
same vocabulary and syntax, though pronunciation varies
dramatically between dialects.

Halfling: Halflings’ language combines elements of a
large number of human tongues, as well as words whose
origins remain mysterious. Its vocabulary differs widely
by region, though its pronunciation is consistent.

Ignan: An elemental tongue from the Plane of Fire,
Ignan is recognizable by its popping, plosive consonants;
glottal stops; and clicks.

Infernal: The common tongue of Hell requires very
precise pronunciation, for many similar-sounding words
have different meanings, and its grammar is fiendishly
complex. Though Infernal is widely used on Golarion for
religious and magical purposes, most non-fiends speak it
slowly and carefully.

Necril: A whispered tongue with ties to Ancient Osiriani,
Necril is the language of the undead, spoken primarily by
ghouls and agents of the Whispering Way.

Orc: Full of clusters of hard consonants, Orc sounds
angry and harsh to most non-orc ears.

2YS)

Orvian: This cross between Aklo and Terran is spoken
by many of the deepest-dwelling peoples of the Darklands.

Sakvroth: This language of hand gestures is used by
individuals who want to communicate silently or lack the
ability to speak. It is commonly used in the Darklands
and may have originated there, but is seeing increased use
throughout the Inner Sea region.

Senzar: Senzar is primarily associated with the ancient
spirits of the land, particularly in Tian Xia.

Sylvan: The fey tongue is used in the First World and
among fey living on Golarion. It is one of the oldest known
languages in existence.

Terran: An elemental tongue from the Plane of Earth,
Terran is full of prolonged consonants and complex
diphthongs, and is generally spoken slowly so each sound
is distinct.

Undercommon: This drow-created language is derived
from Elven but also incorporates influences from Orvian.

NOIDIONAOUINI
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COMMON RACES

he Inner Sea region teems with a diverse array

of cultures and races. In some places, like the

metropolitan melting pot of Absalom, humans of
every ethnicity might rub shoulders with everything from
bizarre gnomes and quick-witted halflings to comparatively
exotic crow-headed tengus or froglike gripplis. In other
places, like the elven nation of Kyonin or the dwarven
strongholds of the Five Kings Mountains, members of
particular races keep almost exclusively to themselves in
homogenous societies. Yet whether they be inclusive or
standoffish, certain societies always rise to dominance, and
such is the case in the Inner Sea region, where humanity
is the most populous of all intelligent races, with dwarves,
elves, gnomes, halflings, half-elves, and half-orcs being
almost as widespread and familiar. So why have these seven
races risen to prominence while the others haven’t?

The simple answer is often numbers, as these seven races
are far and away the most numerous in the Inner Sea region.
Yet often there are other factors at play—boons or faults
that eclipse mere birth rate—that allow some cultures to
rise while others fall. Each of the so-called “common races”
of the Inner Sea region has its own unique strategies or
aspects of its personality that has led it to greatness.

HUMANS

Humanity is the most populous intelligent race on
Golarion, a testament not only to the race’s fecundity, but
also to its drive and adaptability. As one of the shorter-
lived races, humans are driven to accomplish much in the
time they have in the world. They might not have been
the first to build empires, but once humanity turned its
attention to such pursuits, the size and strength of their
civilizations grew with astounding swiftness.

Humans also cling to life with an almost unmatched
tenacity. Their enemies often compare humans to vermin
or disease in their ability to retreat in the face of attempted
extermination, only to emerge from the ruins of a prior
civilization to build anew. When the aboleths attempted to
destroy humanity with Earthfall, the race tumbled into the
Age of Darkness. But when humans emerged, they replaced
their lost settlements with new ones, creating such empires
as Osirion, Ninshabur, Shory, Yixing, and more. Humanity
is, in short, here to stay. Humans’ eagerness to work with
other races only bolsters their hold on the Inner Sea region,
and those races they prefer to make partnerships and
alliances with—dwarves, elves, gnomes, and halflings—
benefit from this support as well.




DWARVES

The dwarven people have dwelled on (or within) Golarion
for countless ages—even they aren’t exactly sure when
the first dwarven cities were built. Certainly, their
settlements were ancient on the eve of the Quest for
Sky, when dwarves rose up as a race and relocated from
the caverns of the Darklands to the surface world. And
though dwarves have lost many of the lands they ruled
in those early years, the Five Kings Mountains remain
under dwarven rule to this day.

Dwarves have a legendary stamina and stubbornness
that serves them well in the face of setbacks that would
surely crush other races. Dwarves also respect the past
and the stories of their ancestors, and learn from previous
errors as surely as they build upon the accomplishments
of their forebears. Many non-dwarves value dwarven
craftsmanship, and many more value the aid of a dwarven
army when enemy hordes loom on the horizon. This
makes dwarves valuable allies for any race, ensuring their
place in the Inner Sea.

ELVES

For as long as humans have built empires and dwarves
have lived on the surface, elves have maintained their
presence on Golarion. They are patient and reserved, with
keen intellects, yet manage to counterbalance these traits
with artistic creativity and powerful emotions. If other
races often find them aloof upon first meeting, it’s only
because elves have likely met many, many people in their
time, and are thus slower to make attachments than many
races who have shorter life spans. This detachment is also
a matter of self-preservation, as those elves who befriend
members of shorter-lived races are doomed to watch them
grow old and die, a heartbreaking fate most elves choose
to avoid by keeping relationships light and casual or
living primarily among their own kind. That said, elven
friendships run deep, and those who earn an elf’s regard
may find themselves with an ally for life.

If elves seem alien to many Inner Sea races, it's
because they are—unbeknownst to most outsiders, elves
have lived on the neighboring planet of Castrovel for at
least as long as they’ve lived on Golarion, and it’s to this
refuge that they retreated in the days before Earthfall,
returning to Golarion millennia later. They propagate
their kind slowly compared to most other races, but
their incredibly long life spans help them cement their
cultures in ways that shorter-lived races can only dream
about. Even when elven societies have cause to distrust
or even hate other societies, they generally avoid warlike
tactics, falling back on more defensive strategies. In so
doing, elven nations such as Kyonin might never expand
in size (or expand incredibly slowly if they do), yet they

could very well prove impossible to destroy.

COMMON RACES { Ve i

GNOMES

The gnomes of the Inner Sea don’t have a nation of their
own to call home, yet this hasn't slowed them down.
Gnomes as a race are rarely comfortable with the idea of’
“settling down,” for to become complacent with a home is
to grow complacent with life. The constant threat of the
magical curse known as the Bleaching, a dire condition
that afflicts older gnomes who have grown bored or
overwhelmed with ennui, drives gnomes to be constantly
on the move. As such, their people have spread throughout
the Inner Sea—their eagerness to find new places, enjoy
new sights, and make new friends (or even new enemies)
ensures that they can be found throughout the land.

HALF-ELVES AND HALF-ORCS

Half-elves and half-orcs may lack the raw numbers of
the other common races, yet their very nature means
they inevitably arise wherever humans cross paths with
elves or orcs. There are no nations primarily composed
of either of these races, and indeed their cultural
identities are more a patchwork of teachings and
tendencies passed down from their parent races than a
uniform culture unique to their kind. Yet both of these
races have proved as adaptable and resilient as their
human parents, surviving and thriving anywhere elves,
orcs, or humans exist. In fact, their mixed parentage
often leaves half-elves and half-orcs with some of the
most beneficial traits of both races, though prejudice
and an inability to feel like a full member of either race
can leave individuals—especially half-orcs—feeling
culturally adrift and alone.

HALFLINGS

Halflings, like gnomes, have no real nation of their
own in the Inner Sea region, but few spend any time
working toward one. Though some scholars have unfairly
categorized halflings as “cultural parasites,” there could
be a bit of truth to the unflattering description. After
all, halflings are incredibly adept at integrating into
the lifestyles of other races and cultures. Humans, in
particular, have proven a favorite companion culture to
the halfling race. The mere fact that halflings as a people
are comfortable with a name like “halfling” is telling—
they lack the overwhelming ego or pride that makes some
other groups self-destructive. Instead, they embrace their
place on the world stage. Of course, more contributes
to halflings’ success than their boundless capacity for
optimism and cheerfulness. There is something to the
concept of halfling luck, and just as an individual halfling
can rely upon luck bolstering her when times are tough,
so too do halflings believe their race as a whole benefits
from the power of good fortune—even if it doesn’t always
seem like it.

NOIDIONAOUINI
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HUMANS

In the roughly 9,000 years since the end of the Age of
Darkness, humans have risen from chaos and barbarism
to become the Inner Sea region’s dominant race. No other
intelligent species is as numerous or can be found in as wide
a range of climates as humans, and no other race has built
nations and empires that have reached such grand scale
or lasted as long. Humans aren'’t the quickest, smartest,
strongest, or longest-lived race on the planet, but they have
managed to achieve their primacy through an eclectic set
of talents and attributes that has allowed them not just to
survive, but to adapt and flourish.

At first glance, humans seem unremarkable beside
elves’ grace and wisdom, dwarves’ durability, or orcs’
ferocity, yet they have somehow managed to eclipse each
of these other peoples. The secret to their success is likely
in their versatility: Most of Golarion’s intelligent species
are locked into a limited number of environments and
cultures, and possess a narrow view of what it means
to be one of their people. Humans, by contrast, seem
limited only by their imaginations. They thrive in

nearly every region of the planet, from the coldest
tundra at the Crown of the World to the hottest deserts
of Garund. They are happy within a dizzying array

of political and social systems, ranging from small
families of hunter-gatherers to enormous monarchic or
democratic nations. This versatility comes with a fair
amount of risk and vulnerability, but it allows humans
to succeed in situations in which others simply don’t
have the capacity to adapt. Their diversity also gives
them a wider array of historical examples from which to
draw when it comes to solving problems.

Humans are also a comparatively prolific race. Dwarves
and elves, for example, might take many decades or even a
century to reach their reproductive prime, and when they
do, their birth rates are significantly slower than those
of humans. This gives humanity a long-term advantage
over many other races, and lends individual humans’
actions an urgency that longer-lived peoples lack.

Finally, humans’ ambitions define them, and possess
them with a driving need to be the masters of their
domains. The status quo is never good enough for
humans, and they are always looking for ways to do
things more efficiently, to adapt their methods to other
challenges, or to produce better results. This drive sets
their goals high, and even when they fail to reach their
loftiest ambitions, humans often achieve greatness.




HISTORY

Earthfall’s apocalyptic devastation obscured most of the
origins of human civilization in the Inner Sea region.
No advanced culture survived this devastation intact;
the limited information that exists about pre-Earthfall
humans comes from inscriptions on ancient ruins and
veiled references in myth. A few of these speak of an
advanced human empire that arose more than 11,000 years
ago on the island-continent of Azlant, far to the west of
Avistan and Garund.

The Azlanti didn’t achieve this civilization on their own;
rather, they were guided by a cabal of powerful wizards
known as the veiled masters. Though they appeared human,
these “wizards” were actually a manipulative and highly
advanced aquatic race bent on world domination. They
hoped to build humanity into a powerful servitor race and
use them to control the land, just as they controlled the sea.

Azlanti society was far from utopian; despite its immense
accomplishments in such fields as art, architecture,
technology, and magic, it was marked by slavery and
alliances with fiends. The Azlanti believed that they
were superior to every other intelligent race on the

civilization’s first schism—and later brought about
its downfall.

In —-6530 AR, Azlant exiled once
of its greatest mages, Xin, because
he believed other creatures might |
have something to teach humans.
He and his followers founded
the Thassilonian Empire in P
northwestern Avistan on
egalitarian and altruistic
principles. They taught the
secrets of metalworking and agriculture
to the local human population, whose
descendants later became
the Shoanti and Varisian
peoples. Unfortunately,
the Thassilonians soon
succumbed to the darker side of their
natures. Within a few generations,
they became even more cruel and
arrogant than the civilization that
spawned them.

The veiled masters, meanwhile, had
grown dissatisfied with humanity, and
theirservants’ pride chafed them. In punishment,
they called down a giant meteor to destroy
the Azlanti. Its impact in —5293 AR—along
with the earthquakes, volcanic eruptions,
tsunamis, and fires that followed it—not only destroyed the
continent of Azlant, but also obliterated the civilizations of
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nearly every other nation on Golarion. The ash and dust the
meteor thrust into the upper atmosphere created a lasting
layer of clouds that blocked out the sun’s rays and led to a
dramatic decrease in global temperatures.

During this period, known as the Age of Darkness,
humanity managed to avoid extinction but reverted to
barbarism. The handful of Azlanti who survived the
devastation settled along the coast of the newly formed Inner
Sea and intermarried with the local human populations;
their descendants later became the Taldans.

At the beginning the Age of Anguish (circa —4294 AR),
humans emerged from their protective isolation to form
larger settlements. This began in the interior of Garund,
where the Mwangi people, under the leadership of Old-Mage
Jatembe, founded the city of Nantambu and rediscovered
the art of wizardry and written magic. Around the same
time, both the Mwangi and the Garundi peoples migrated
to the continent’s northern and eastern coasts, where the
Garundi built on Mwangi discoveries to
found the Jistka Imperium, Ancient Osirion,
the Tekritanin League, and the Shory
Empire, all civilizations that produced
startling advances in culture and learning

throughout the Age of Destiny. They also
established humans as the dominant race
along the southern Inner Sea.
Civilization on the northern
continent of Avistan took a bit
longer to find its footing.
The Taldan descendants of
the ancient Azlanti founded
the nation of Taldor on the
eastern coast of the Inner Sea
in —1281 AR, and for the first
millennium of its existence,
Taldor’s ambitions remained quite
modest in contrast to the prosperous
and powerful Garundi empires
across the narrow sea.
To the east, the Keleshites
founded their own advanced
civilization during the Age of
Destiny in the dry and dusty
heart of Casmaron. Many
small kingdoms arose
and eventually came
together to form the enormous
Padishah Empire of Kelesh,
which remains powerful today.
Over the next few thousand
years, the emperors of Kelesh
expanded their domain in

all directions, eventually
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reaching the Inner Sea region, where they founded the
satrapy of Qadira in —78 AR. At the same time, rumors
began to reach the Inner Sea region of even more distant
civilizations, such as those on the continent of Tian Xia.

As the Age of Destiny ended, humanity had fully
recovered from Earthfall’s devastation and reignited the
light of civilization along the coasts of the Inner Sea. This
light did not reach inland, however, especially in Avistan,
where humans still lived in small, tribal societies and
feared the darkness around them.

In 1 AR, a single human spellcaster changed the fate of
mankind forever and ushered in the Age of Enthronement.
Aroden, last survivor of ancient Azlant, lifted the Starstone
and the Isle of Kortos from the Inner Sea and in the
process became a god. He proclaimed himself humanity’s
protector and founded the city of Absalom to bring
together humans from all over the civilized world. In the
centuries that followed, Aroden slowly stepped back from
direct intervention on mankind’s behalf. Despite this,
humans continued to follow his guiding principles and
spread out to inhabit nearly every corner of the Inner Sea
region. Nations, great heroes, and tyrants have risen and
fallen, but the overall upward trajectory toward greater
civilization, wealth, and trade has never faltered. Not even
the death of Aroden himself in 4606 AR could stop this
trend, and though humans now look with uncertainty
toward the future, they continue to learn, grow, and prosper.

CULTURAL EXCHANGE

Though each major human ethnicity is most common in a
specific area of the world, significant shifts have occurred
over the millennia. Wars, disasters, exploration, and other
events sometimes cause large populations to move or
cultures to influence geographically distant civilizations.

The dispersion of Azlanti survivors after Earthfall marked
the firstlarge human migrationin recorded history, but many
other significant ones have followed. After Old-Mage Jatembe
and his Ten Magic Warriors built the arcane university of
Magaambya, other Mwangi spread across Garund and into
Avistan, carrying with them Jatembe’s systems of magic.
The Jistkans and the Osirians also used the power of their
empires to send their citizens out into the world, spreading
their cultures to Avistan, Casmaron, and the far reaches of
Garund. The Tekritanin League arose as a loosely affiliated
collection of city-states between Jistka and Osirion, and its
strongholds became neutral ground for interactions between
the two. The largely nomadic populations over which it
ruled also spread across the continent, bearing Osirian and
Jistkan technology and magic. To this day, Mwangi and
Garundi settlements and bloodlines dating back thousands
of years can be found in Avistan and Casmaron, and some
of them preserve traditions now lost to the ever-evolving
communities in Garund.
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In Casmaron, the Keleshites began codifying trade
routes between the Padishah Empire of Kelesh and
friendly nations in Tian Xia and Vudra a few decades
before the founding of Absalom. They established small
communities to anchor their routes on both continents,
and facilitated cultural and religious exchange between
Vudra and Tian Xia. Though most of these communities
disappeared as they assimilated into local populations,
several kingdoms in Vudra still show clear evidence of
Keleshite influence in their cuisine, arts, and religious
practices. A few satrapies within the Padishah Empire
of Kelesh are governed by families of Vudrani descent
and boast significant Vudrani populations. Worship of
the Tian sun goddess Shizuru and associated martial
disciplines shaped the martial practices of multiple
branches of the Sarenite church, and the descendants of
a gold dragon who traveled to the Everlight Oasis as an
ambassador to the church still live in the deserts outside
it. Clergy of Keleshite descent staff several temples to
Shizuru in Tian Xia. The most intense Keleshite cultural
influence outside of Casmaron, however, is probably
found in Osirion, where the conquering Keleshites ruled
for almost 1,500 years before being ousted from power.

During the Age of Enthronement, Varisian wanderers
pushed into Kellid-controlled wilderness, fighting
and often intermarrying with the Kellids. Meanwhile,
Ulfen raiders prowled the seas and intermarried with
other Avistani peoples, most notably the Taldans, the
descendants of whom became the Chelaxians. The opening
of the Worldwound, a demonic incursion from the Abyss,
dispersed the Kellids across Avistan. Both the Chelaxians
and the Taldans experienced significant periods of
colonial expansion. While most of those colonies are gone,
the Chelish holdings of Sargava in Garund and Anchor’s
End in Arcadia remain.

ECHNICITIES

There are a number of major ethnicities among humans
of the Inner Sea region.

AZLANTI

Born of a doomed continent now remembered only in
myth, the last pureblooded Azlanti died thousands of
years ago. However, because of the Azlanti’s colonization of
the land along the Inner Sea, their traditions, magic, and
architecture live on in modern human cultures, especially
those of the Chelaxians and Taldans.

CHELAXIANS

The Chelish people are among the most ambitious,
confident, and organized of the human cultures of the
Inner Sea region. On the eve of the Age of Lost Omens,
Chelaxians ruled the largest empire around the Inner Sea,




and even though the realm has declined in power since
that golden age, rulers of Chelish descent still guide the
fates of more than a half-dozen nations today.

GARUNDI
The great early civilizations of the Age of Destiny—the
Jistka Imperium, the Tekritanin League, Ancient Osirion,
and the Shory—were all Garundi, and their descendants
still rule northern Garund, maintaining some of the
greatest universities and other institutions of learning in
the Inner Sea region. Masters of arcane magic, Garundi
guard their ancient knowledge against the erosion of time.

KELESHITES

Residents of the hot, dry plains and glittering metropolises
of distant Casmaron, the worldly Keleshite people have
raised a mercantile empire and played an important role
in the politics of the Inner Sea region for thousands of
years. Traders of luxury goods across Golarion, Keleshites
control what may currently be the most powerful empire
on Golarion: the Padishah Empire of Kelesh.

KELLIDS

The fierce Kellids are best known for roaming the harsh
steppes and taiga forests of northern Avistan. Wrestling
with the elements and surrounded on all sides by foes,
Kellids have a sophisticated understanding of nature and
its cycles. They favor shows of strength and courage, and
do not waste their time on trivial matters.

MWANGI
The Mwangi are many things—cosmopolitan seafarers
and wise spellcasters, residents of jungle city-states and
wandering hunter-gatherer tribes—all bound together by
the common history of descent from a great civilization
that once ruled Garund’s interior. Faced with an
environment that wears away all, Mwangi emphasize the
mind and body over works of the hands.

SHOANTI

Pushed out of their native homeland by the invading
Chelaxians several centuries ago, the Shoanti now inhabit
the wild and desolate parts of Varisia’s northern and
eastern frontier. Divided into seven nations, they follow
their ancient traditions and challenge any intruders who
trespass on their land.

‘CALDANS

Inheritors of the oldest empire in Avistan, Taldans boast
that their culture is superior to all others, though the
nation of Taldor has been in slow decline for thousands of
years. Taldans cling to past glories in the hope of one day

restoring their civilization to greatness.
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CIANS

Native to the distant continent of Tian Xia, the Tian
people are a collection of many ethnicities with widely
differing cultures. Their relatively minor presence in the
Inner Sea region is concentrated along its coasts and near
the terminus in Avistan of the trade route known as the
Path of Aganhei.

ULFEN

Descendants of fierce maritime raiders, the Ulfen are
the primary inhabitants of the Lands of the Linnorm
Kings in far northwestern Avistan. Boisterous warriors
and feared mercenaries, the Ulfen train from an early
age to defend themselves against the many perils of their
inhospitable homeland. They love to tell stories of grand
Ulfen deeds, and each Ulfen hopes to one day feature in
one of the epic poetic sagas told by Ulfen skalds.

VARISIANS

Entertainers and peddlers who travel the dusty roads
of Avistan in covered wagons, Varisians are an ancient
people whose incredibly close-knit culture dates back to
the Age of Legend. Their society blends mysticism and
practical wisdom into every aspect of their lives, from
their famously energetic music and dance, to the cards
they use to divine the future, to their colorful clothing

and intricate tattoos.

VUDRANI

The Vudrani have established a significant presence
in the Inner Sea region in the last few thousand years,
particularly on the island of Jalmeray. Originally from
the distant Impossible Kingdoms of Vudra, they are
renowned in the Inner Sea region for their martial
arts and dance forms, their ancient philosophical and
mystical traditions, and their relentless pursuit of
physical, mental, and spiritual perfection.

OCHER HUMAN ETHNICITIES

While the 12 ethnicities listed above are the most
common in the Inner Sea region, they are not the only
peoples to reside there. The Jadwiga, who rule Irrisen,
can occasionally be found outside that nation, and
while the Erutaki and Varki rarely venture south from
the Crown of the World, they are sometimes seen in
more developed areas. Iobarians from the continent
of Casmaron, and Caldaru and Lirgeni from Garund,
are also sometimes found in major trade hubs around
the Inner Sea. There are even rumors that Arcadians
sometimes visit the area, but so little is known about
those people that, when encountering Arcadians, the
peoples of the Inner Sea simply assume they are from
somewhere less distant.
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AZLANTI

Millennia ago, inscrutable, inhuman patrons raised the

Azlanti from their disorganized and primitive roots,
allowing them to found a legendary civilization that
sprawled across the continent of Azlant and farther still,
making them the first known human empire to touch the
Inner Searegion. The Azlanti built enduring monuments,
mastered several fields of magic, and created reality-
bending wonders that have remained unrivaled since.
Ten thousand years before present day, a rain of meteors
descended upon Azlant, quenching the flame of Azlanti
civilization and sinking the continent beneath the waves.
The cataclysm was known as Earthfall.

The last of the pureblooded Azlanti was Aroden, the
god of humanity who perished a century ago, but Azlanti
characteristics persist from their ancient liaisons with
other ethnicities. Azlanti traits often appear in humans
throughout Golarion, particularly among Chelaxians
and Taldans. Humans with Azlanti heritage tend to
have handsome features, graceful limbs, and a noble
bearing. They are often intellectual and artistic,
but tend to be arrogant and preoccupied with
their reputations. Canny humans with
Azlanti heritage often accentuate their
ancestry, no matter how diluted, in order
to emphasize a connection to the mighty
legacy of a bygone civilization.

APPEARANCE

Azlanti heritage is strong. Although true

Azlanti no longer exist, their features are

often genetically dominant and visually
arresting. Their sharp cheekbones, high
foreheads,
prominent chins are usually considered
beautiful, although some find the
haughty

expressive eyebrows, and

appearance these facial
features create off-putting. Azlanti
had bronze-colored skin and dark
hair that formed distinctive
widow’s peaks and often had
red or even purplish tones.
They rarely grew much
facial or body hair, and
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beards or chest hair were generally considered signs of’
mixed heritage.

Azlanti tended to be long-limbed, with a natural grace
and regal posture. Their fingers and toes were long and
delicate, which made them excellent at arts and music
requiring manual dexterity, butill-suited for heavy labor.

The most prominent and striking hallmark of Azlanti
heritage is a vibrant purple eye color, which generally
signals increased visual acuity and outstanding color
recognition. However, Azlanti eyesight tended to fail
with age, leading many to require corrective lenses, a
trait that tends to accompany this sign of Azlanti blood
in their descendants.

SOCIETY

Pureblooded Azlanti are extinct, and their society has
likewise faded into the mists of history, but it is
not entirely lost. Despite the antiquity of Azlanti
culture, sufficient historical evidence remains
for modern humans with Azlanti
ancestry to adopt some of the
customs and fashion of their ancient
forebears. These people consider
themselves “modern Azlanti” and
often reject their family names
to adopt a single given name—a
polysyllabic name beginning
with a vowel, in the Azlanti style.
Time spent researching an
ancient civilization has many
benefits. Modern Azlanti tend to
be well read, with finely honed
intellects that enable them to easily
analyze and synthesize opposing
academic viewpoints. They often
work as scholars, bankers, judges,
or politicians. Such Azlanti are
well-versed in history, arcane magic,
or social theory, in addition to
esoteric specializations such as
ancient fashion, engineering,
or architecture. Because of this
focus on the past, Azlanti are
usually traditionalists and
classicists rather than true
innovators. They prefer to
use established, even rote,
solutions rather than try
new ones, and might dismiss
modern technology (such as
Alkenstar’s gunworks) and social
developments (such as Andoran’s
fledgling democracy).



Azlanti prefer the clothing styles displayed in the friezes
that decorate ancient Azlanti ruins: long robes of deep
green combined with a contrasting color such as bright
crimson or gold. They wear tall, colorful hats or don head
jewelry such as circlets or crowns. Wealthy Azlanti use ioun
stones, rumored to have been invented in ancient Azlant,
whenever possible. The magical gemstones display both
the Azlanti culture’s fashion and its arcane mastery.

Azlanti architecture’s distinctive, majestic style is
still copied throughout the Inner Sea region. Sweeping
arches, high cupolas, and well-engineered buttresses
are common, as are surfaces elaborately decorated with
interlaced patterns and lifelike depictions of humans and
other creatures. Azlanti cities were replete with public
spaces, and plazas, large auditoriums, and airy galleries
were common even in small Azlanti towns.

Ancient Azlant had complicated social philosophies
that seem contradictory to modern sensibilities. On one
hand, the Azlanti were supportive of social programs to
minimize poverty and crime. To the Azlanti, providing
even the poorest citizen with the opportunity for wealth
and advancement benefited the whole of society. On
the other hand, the ancient Azlanti were slave-owners,
with their vast farming and construction endeavors
made possible by the labor of hundreds of thousands of
slaves. Many modern Azlanti in Cheliax consider slave
ownership to be an ancestral right, while their kin in
countries such as Taldor prefer to emphasize the ancient
civilization’s social programs instead.

FAICH

Modern humans who claim Azlanti descent tend not
to be particularly religious. Many feel that their race’s
spirituality died a century ago with their greatest
kinsman, Aroden. The last pureblooded Azlanti, Aroden
had risen to be god of humans, but never returned as
prophesied. A few obdurate Azlanti continue to pay
homage to Aroden out of a loyalty to Azlanti culture
rather than religious devotion, but their prayers to
Aroden go unanswered.

Ancient Azlanti venerated a pantheon of deities. Of this
pantheon, only Abadar, Desna, Pharasma, and Shelyn
are widely worshiped in the Inner Sea today, and their
worship has taken on a different cast in contemporary
hands. Ancient Azlanti revered Abadar as a deity of cities
and wealth rather than as a force for law and civilization.
Azlanti astronomers and poets venerated Desna as the
goddess of stars, not dreams or wanderers. Pharasma has
always judged the dead, but ancient Azlanti also viewed
Pharasma as the chief deity of prophecy. Only Shelyn,
patron goddess of love and the arts, was worshiped by
the ancient Azlanti in substantially the same way her

worshipers revere her today.
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PlayiNG aN AzlanNti \
Although the Azlanti are extinct, some folk bear the imprint (

of their legacy and strive to uphold Azlanti tradition in the J
face of a changing world. \' ¥

IF YOU IDENTIFY AS A MODERN AZLANTI, YOU LIKELY:

Consider yourself an heir to ancient traditions superior to . / ;
anything practiced by modern humanity. ,
Were born to another ethnicity—in all probability, your A
parents are Chelaxian or Taldan. e)

Are more interested in the triumphs of the distant past than
the paltry accomplishments of the contemporary world.
Think of yourself as having a great destiny, and expect to
make a lasting mark upon the world.
Don’thavestrongtiesorasenseof obligationtoyourfamily,
but view your fellow modern Azlanti as your true peers
and kin.

Assume most other humans are jealous of your obvious
superiority, and see them as inherently less capable.

OTHERS PROBABLY:

Think you are pretentious at best, and outright delusional

at worst.

Consider the concept of “modern Azlanti” to be an

affectation for the idle rich, not an actual ethnicity.

Expect you to be an expert on Azlanti history, lost magic,

and ancient traditions.

Suspect you are part of a conspiracy or secret society, or

that you have a hidden agenda.

Assume you venerate strange, ancient gods or follow long-

outdated philosophies.

View you as a foppish pretender or a mysterious scholar.
S e T L R e T
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A rare few modern Azlanti pay homage to rarer, older
gods that either are dead or have fallen out of favor on
Golarion. Chief among these are Amaznen the Magister,
god