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Background 

Referred to as “Those who should not have been” by ancient scholars, the Malisuus are a race of misfits. They were 

created in a laboratory, where a mad wizard was meddling with magic beyond his comprehension. He had placed 

delicately crafted flesh golems on tables surrounding an orb. By filling the orb with magic, it began to animate the 

golems. Magic flowed into their flesh and muscles, but his experiment wasn’t to make petty golems, but living conduits 

to different planes. However, the experiment required powerful magic, and he hoped by dabbling into wild magic, he 

would be able to accomplish his goal. Everything went awry when his magic surged and caused the orb to explode, 

sending an enormous amount of raw energy into the awaking golems. 

Flesh bonded with magic and the golems became more then just monsters. They linked to the planes and gained vast 

amounts of planar knowledge. Beyond all things possible, they somehow gained sentience. While the wizard was 

recovering from the surge, 3 of his creations escaped. In a fit of rage, he destroyed the other golems before they followed 

suit. If all had gone well, they should have not been, but they lived, and bred; each generation growing more powerful 

then the last. They formed a small clan in the mountains where they flourished. They dubbed themselves the Malisuus, 

after the first word they heard (which was one of the magic words said when the surge occurred). 

They strive to be the epitome of magic practitioners and strictly follow the code of their parent plane. Groups of 

Malisuusi form clans based on what plane they are linked to and interbreed until they all are almost identical. Each 

member of the clan holds strong emotional ties to each other and cares for each other. A great pain to one is a pain to all.  

The physical appearance of Malisuusi varies from clan to clan, but they all are roughly six to seven feet high. They are 

extremely thin and lanky without any major distinguishing features. Their skin is pale, but is tinted to that of their patron 

plane, however, their eyes and hair can be any color. On a side note, the Malisuusi have never been known to mate with 

any outside race, or clan for that matter, so their lineage remains pure. 

 

Character Generation 

If a player chooses Malisuus to be their character race, they can pick whatever clan/patron plane. If the DM is generating 

NPC Malisuusi, roll randomly for origins. The Malisuus have no general alignment; they follow the composition of their 

home plane. If, the plane if chaotic, then they at least have to be chaotic. Since they get all of their power from the 

planes, they worship no deity, so they cannot become clerics. Their favored class, however, is Sorcerer/Wizard because 

of their inborn magic. (DM’s Note: For chaotic characters, change the Int base to Chr because Sorcerers can’t be Lawful) 

 

Base Attributes: 

Int: +3 

Wis: -1 

Str: -2 

Base Speed: 30 ft 

 

Clans: 

There are several clans, and here are some of the basic ones. The DM can create new clans accordingly. 

 
Poranda: The Ice Clan. Members of this clan are slightly despondent and withdrawn; their ice blue eyes always seem to 

peer out into the distance. Matters and problems of other people mean little to them, as emotion doesn’t seem to 

influence them. Their skin is cool to the touch and has a slight blue tint to it. Usually their hair is white, or a very pale 

sky blue. Depending on age, their skin and body hair will darken to an indigo. One interesting fact about the Poranda is 

that their breath is always cool, even in the warmest of climates. If it fails to be cool, it’s generally an indicator of a 

serious disease or condition. 

 

Abilities: 

+1 Saving Throw vs. Cold Spells 

-1 Saving Throw vs. Heat Spells 

Half Damage from cold effects, Double Damage from heat effects. 

Restricted to Cold/Ice/Neutral Spells, but have a +1 spellcraft bonus. 

At eighth level, once per day, they can use Chill Touch as an inborn, magical trait.  

Alignment: True Neutral 



Flare: Fire Clan. Members of this clan are hot-blooded and wild. Most are self-centered and greedy, using their powers 

to get whatever they want. They care little for others and delight in destruction. Their skin is pale pink to bright red and 

their eyes look like burning embers or coals. Although they have little body hair, what they have is a grizzled gray to a 

charcoal black. 

 

Abilities:  

+1 Saving Throw vs. Fire Spells 

-1 Saving Throws vs. Water Spells 

Half Damage from fire effects, Double Damage from Water Spells 

Restricted to Heat/Fire/Chaos Spells, but have a +1 spellcraft bonus. 

At eighth level, once per day, they can use Burning Hands as an inborn, magical trait. Alignment: Chaotic Evil 

 
Magmyu: The Magma Clan. Members of this clan are removed from the world; they care little for politics or law. 

Having a strong family bond, they protect themselves and destroy anything that threatens to break up their clan. 

However, they are very selfish and take whatever they want, whenever they want. Their dark red skin is warm to the 

touch, and their eyes look like boiling lava. They grow their ebony out long, sometimes braiding it or weaving it into 

long ponytails. During times of war, the braids are kept as trophies; the longer the hair, the more worth it holds. 

 

Abilities: 

+1 Saving Throw vs. Heat Spells 

-1 Saving Throw vs. Cold Spells 

Half Damage from heat effects, Double Damage from cold effects. 

Restricted to Heat/Fire/Evil Spells, but have a +1 spellcraft bonus. 

At eighth level, once per day, they can use Chill Touch as an inborn, magical trait. 

Alignment: Neutral Evil 

 

Jolteon: The Lightning Clan. Members of this clan are wild and energetic, never seeming to be out of breath. Law 

cannot bind their carefree spirit; they just want to have fun time. However, they are reckless, and get into bad situations 

by accident. Their most distinguishable trait being their bright yellow, blonde hair, they can easily be seen in the largest 

of crowds. Jolteon have golden eyes, and pale yellow to gold skin. An aura of magic seems to follow them, when they 

pass, hair stands on end, and occasionally, passer-bys get a little shock. 

 

Abilities: 

+1 Saving Throw vs. Electric Spells 

-1 Saving Throw vs. Smoke Spells 

Half Damage from lightning effects, Double Damage from smoke spells. 

Restricted to Storm/Electric/Chaos Spells, but have a +1 spellcraft bonus. 

After eighth level, once per day, they can use Shocking Grasp as an inborn, magical trait. 

Alignment: Chaotic Neutral  

 

Raichax: The Water Clan. Members of this clan are passive and cool-tempered. Having a flexible nature, coupled with 

their benevolence, they make great heroes. Unlike most of their kin, they have a deep sense of justice and virtue. They 

make friends easily and always seem to have time for others. Like the calm waters of the ocean, they have a calming 

effect that seems to put the most troubled of souls at ease. They have aqua to spring blue skin and electric blue eyes. 

People say, when Raichax whisper, one can hear the ocean roar. Also, on windy days, their pale blue hair seems to flow 

like water. 

 

Abilities: 

+1 Saving Throw vs. Water Spells 

-1 Saving Throw vs. Fire Spells 

Half Damage from water effects, Double Damage from fire effects. 

Restricted to Storm/Water/Ice/Law Spells, but have a +1 spellcraft check 

At eighth level, once per day, they can use Heal Minor Wounds as an inborn, magical trait. 

+1 To Swim Checks 

Alignment: Lawful Good 

 



Terraan: The Earth Clan. Members of this clan are natural born scholars, concerned more with gaining knowledge then 

wealth or power. Forming small groups, they study for hours on end, trying to unlock the world’s greatest mysteries. 

Although unmotivated to help others, they are kind and try to help strangers as long as they don’t have to input much 

effort. Having light to dark gray skin and similar hair, their immobile lifestyles confuses people into thinking they really 

are rocks or similar geographical features. Their eyes, however, can be of any earthen tone, and can range from green to 

burnt umber. 

 
Abilities: 

+1 Saving Throw vs. Earth Spells 

-1 Saving Throw vs. Wind Spells 

Half Damage from earth effects, Double Damage from wind effects. 

Restricted to Stone/Earth/Law spells, but have a +1 spellcraft bonus. 

At eighth level, once per day, they can use Magic Stone as an inborn, magical trait. 

Alignment: Lawful Neutral 

 

Jendiga: The Wind Clan. Members of this clan are aloof and carefree. They care neither for law nor chaos, but delight in 

helping others as long as it doesn’t get them into too much trouble. Sometimes, they like to play harmless tricks and 

pranks on each other; both sides get an equally large chuckle. Like the Terraan, their skin is gray, but typically, it’s 

lighter, like fog or dust. As a clan, they like to keep their hair long, and as they age, long, dark gray streaks run from the 

scalp to the tip of their braids. Even their white eyes streak and gray, but only at extremely old ages. 

 

Abilities: 

+1 Saving Throw vs. Wind Spells 

-1 Saving Throw vs. Earth Spells 

Half Damage from wind effects, Double Damage from earth effects. 

Restricted to Storm/Wind/Good Spells, but have a +1 spellcraft bonus. 

At eighth level, once per day, they can use Wind Wall for 2 minuets as an inborn, magical trait. 

Alignment: Neutral Good 

 

Raskati: The Smoke Clan. Members of this clan operate in secret, cloaking themselves in shadows and plotting grim 

deeds. A deep hatred brews in these Malisuusi; they see mankind as a writhing cesspool, full of chaos and disorder. In 

their clan, they construct a sturdy, but corrupted legal system to manipulate the masses. Slowly, they replace 

governments in small towns, hoping to gain power to tackle lager governments. They kill all who oppose them, and 

oppress all who don’t. Their dark, black skin is mirrored by their dark hearts, and their hair is almost equally as dark. In 

fact, they are commonly mistaken for as Drow, save for their hair, and purple eyes. Generally, it’s the last mistake that 

person will ever make.  

 

Attributes: 

+1 Saving Throw to Smoke Spells 

-1 Saving Throw to Lightning  

Half Damage from smoke effects, Double Damage from lightning effects. 

Restricted to Darkness/Storm/Smoke/Law Spells, but have a +1 spellcraft bonus. 

At eighth level, once per day, they can use Darkness 5ft, for five minuets, as an inborn, magical trait. 

+2 To Hide Checks at Night 

Vision cannot be obscured by smoke. 

Alignment: Lawful Evil 

 

Cryservra: The Dream Clan. The members of this clan are far removed from the physical realm. They care less for 

magic then their brethren, but devote their lives to psionic and divination. There are two main clans of Cryservra, one on 

the Prime Elemental Plane, and the other in the Dream and Astral Planes. While living on the Dream plane, they love 

nothing better than to delve into other people’s dreams and watch. Depending on the dream, the Cryservra can slightly 

alter the flow of events. Such as, if a child is having a nightmare, they can alter it so eventually it turns back into a 

normal dream. Overall, they are a docile, kindly race unrestricted by the laws on most planes. Each clan member has 

distinctively different skin, hair, and eye tones and is not restricted to specific color. In fact, after they reach the mid 

point in their life, their colors drastically change and alter. Some powerful people can “choose” their colors, but is a rare 

occurrence. 

 
Abilities: 

+1 Saving Throw to Sleep and Charm Spells 

Restricted to Psionics/Divination Spells/Abilities, but have a +1 spellcraft bonus 

Can move at double speed on the Astral Plane at eighth level. 

+1 to Scry checks. 

 Alignment: Chaotic Good 

 


