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Tiefling 
 
 
Average Height: 5'6"�6'2" 
Average Weight: 140�230 lbs 
  
Ability Scores: +2 Intelligence, +2 Charisma 
Size: Medium 
Speed: 30 feet 
Vision: Low-light 
  
Unarmed Attack: Punch or Kick (Strength) 
Unarmed Damage: 1d4 + Strength Modifier 
  
Languages/Scripts: Any four 
Skill Bonuses: +2 Bluff, +2 Stealth 
Defence Bonus: +1 Will 
 
 
Bloodhunt Tiefling Racial Trait 
The scent of the wounded spurs you to greater heights of 
barbarity. 
At-Will |  Mundane 
No Action 
Trigger: Your foe is bloodied 
Area of Effect: Personal 
Effect: You gain a +1 racial bonus to attack rolls and damage 
rolls against bloodied foes. This bonus increases to +2 at 11th 
level, and +3 at 21st level. 
 
 
Fire Resistance Tiefling Racial Trait 
Your infernal heritage protects you from the hellfire that would 
flay the skin of lesser races. 
Continuous Effect | Supernatural 
No Action 
Area of Effect: Personal 
Effect: You have fire resistance 5 + half your level. 
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Tiefling Talents 
 
 
Darkness Diabolique Tiefling Talent 
Your eyes glow with a hellish red light that pierces even the 
deepest darkness. With little more than a half-gesture, you 
suddenly throw an impenetrable shadow over yourself. 
Concealed by the darkness, none can guess your actions until 
it is too late. 
Recharge | Supernatural 
Standard Action 
Prerequisite: Tiefling 
Duration: 1 minute/level 
Area of Effect: Close burst, 20 ft radius 
Effect: When you use this power you immediately gain 
Darkvision. This allows you to see normally regardless of the 
level of light. You also draw an impenetrable shadow over 
yourself and everything else within 20 ft, creating an aura of 
absolute and unnatural darkness.  When you move, the aura 
of darkness moves with you. You can dismiss the aura at any 
time as a free action, but you cannot recreate it without first 
recharging this talent. You cannot dismiss the shadow, without 
also dismissing your darkvision. 

While enveloped by the shadow you have total 
concealment. Ranged and mêlée attacks against you suffer a -
5 penalty to hit, unless your attacker can see in total darkness. 

The aura speaks of your dark and diabolic roots. It is an 
algid, frightening presence that unsettles animals. Those that 
stand within its radius feel its cloying and disturbing embrace. 
The aura causes the temperature of the area of effect to drop 
by a few degrees, and immediately extinguishes any non-
magical fire or light source. Uncovered food will spoil after a 
few minutes exposure to the aura. 
Tiefling Resolve: When you take this talent you gain 2 hit 
points. 
 

 
 
Infernal Wrath Tiefling Talent 
An injured tiefling instinctively lashes out against its attacker. 
Its feral, diabolic heritage temporarily overcoming reason to 
land a decisive blow. 
Recharge | Mundane 
Immediate Reaction 
Trigger: You are damaged by an attack 
Area of Effect: Personal 
Target: The attacking creature, if within range. 
Attack: Weapon vs. Fortitude (see below) 
Effect: When you are damaged by an attack, you can opt to 
retaliate against your attacker as an immediate reaction. Make 
an unarmed attack, or an attack with the mêlée or ranged 

weapon you are holding, against the foe who damaged you. 
You make this attack with a bonus to hit and to damage 
dependent on your level (see below). A ranged attack 
prompted by this talent, does not provoke any opportunity 
attacks. 
 
 

Level Bonus to hit Extra Damage 
1st-5th +1 +1d6 
6th-10th +2 +2d6 
11th-15th +3 +3d6 
16th-20th +4 +4d6 
21st-25th +5 +5d6 
26th-30th +6 +6d6 

 
 
Tiefling Resolve: When you take this talent you gain 2 hit 
points. See the section chapter on Character Generation for 
an explanation on how to manage half hit-points. 
 

 



Neil McClean 28/12/08 HD&D Tiefling | Version 1.1 3 
 

 

Tiefling Feats 
 
 
Algid Darkness Tiefling Feat 
The aura of shadow created by your Darkness Diabolique 
racial talent becomes even more frightening. Few can stay 
with its effect for long without becoming sick with fear. 
At-Will | Supernatural, Fear 
No Action 
Prerequisite: Tiefling, Darkness Diabolique racial talent, 11th 
level 
Requirement: You must be unbloodied. 
Duration: As Darkness Diabolique racial talent, and see 
below. 
Area of Effect: As Darkness Diabolique racial talent 
Target: All enemies in the area of effect 
Effect: Add the Fear keyword to your Darkness Diabolique 
racial talent. As long as you remain unbloodied, all enemies 
inside the area of effect of your darkness aura become 
exceptionally uneasy and jittery. Unless they have a good 
reason to remain within the aura's area of effect, they will 
probably move discreetly away from it. 
    Enemies who remain in the area of effect take a -2 penalty 
to all skill checks (including attack rolls) and defences. 
Enemies that are immune to Fear effects do not take this 
penalty, and do not feel uneasy within the shadow. Equally, 
enemies who begin their turn within the aura, could move 
outside the aura (if such movement was possible) and then act 
without penalty. 
    The fear aura is dependent upon your own personal power 
and menace. When you are bloodied, you are diminished 
before your foes and no longer able to hold their courage in 
check. When bloodied, your aura does not impose the -2 
penalty, although the aura's other effects are unchanged. If 
you healed back up over your bloodied value, then the fear 
aura begins anew.  
 
 
Delayed Rebuke Tiefling Feat 
You are the master of your rage. When a foe triggers your 
Infernal Wrath racial talent, you have the mental discipline to 
suppress the need to strike back immediately. You keep the 
hatred and the desire for retribution within, until the time is 
right.  
At-Will | Mundane 
No Action 
Prerequisite: Tiefling, Infernal Wrath racial talent 
Area of Effect: Personal 
Effect: When an attack triggers your infernal wrath racial 
talent, you can choose not strike back as an immediate 
reaction. Instead, you can delay your infernal wrath, 
unleashing it at more tactically advantageous or dramatically 
appropriate time. You may delay the rebuke for up to five 
minutes, before your anger abates and the moment has 
passed.  

When you choose to unleash your infernal wrath you do 
so as a quickened action on your turn. The rebuke must be 
directed against the enemy who originally triggered the infernal 
wrath in the first place. If that enemy is slain before you can 
unleash the delayed infernal wraith then the use of the talent is 
wasted. 
 

 
 
Ferocious Rebuke Tiefling Feat 
Your fiendish heritage literally explodes upon contact with your 
foes. 
At-Will | Mundane 
No Action 
Prerequisite: Tiefling, Infernal Wrath racial talent 
Area of Effect: Personal 
Effect: When you use the infernal wrath talent and hit with an 
attack, you hurl the target 5 feet in addition to any damage you 
deal. The target lands prone. 
 
 
Fiery Rebuke Tiefling Feat 
When your furious nature strikes out at a foe, that foe is 
engulfed with fire. 
At-Will | Fire, Supernatural 
No Action 
Prerequisite: Tiefling, Infernal Wrath racial talent, 11th level 
Area of Effect: Personal 
Effect: Add the Fire keyword to your Infernal Wrath racial 
talent. When you use this talent and hit with an attack, the 
target takes fire damage equal to 5 + half your level in addition 
to any other damage the attack deals.  
 
 
Master of Grudges Tiefling Feat 
You find it remarkably easy to give into your hate, and have no 
problem at all in directing your ire at multiple foes within a very 
short space of time. 
At-Will | Mundane 
No Action 
Prerequisite: Tiefling, Infernal Wrath racial talent, 11th level 
Area of Effect: Personal 
Effect: You may use your infernal wrath racial talent more 
than once before it needs to be recharged. It may be used 
twice at 11th level and three times at 21st level before you 
must recharge it with a short rest. 
Special: If you have the delayed rebuke feat, you may only 
delay one rebuke at any one time. You must discharge the first 
rebuke, before delaying a second.  
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Tiefling Feats 
 
 
Ravenous Darkness Tiefling Feat 
When you are wounded, your devilish essence leaks out to 
poison the aura created by your Darkness Diabolique talent. 
Enemies that remain within the aura find their flesh as well as 
their wits burned by the experience. 
At-Will | Supernatural, Fire, Necrotic 
No Action 
Prerequisite: Tiefling, Darkness Diabolique racial talent, 21st 
level 
Requirement: You must be bloodied. 
Duration: As Darkness Diabolique racial talent, and see below. 
Area of Effect: As Darkness Diabolique racial talent 
Target: All creatures in area of effect 
Effect: Add the Fire and Necrotic descriptors to your Darkness 
Diabolique talent. When you are bloodied, your diabolic blood 
suffuses your aura of darkness, turning it into an arena of death, 
that strips the flesh from friend and foe alike. Any creature that 
starts its turn within the aura takes 10 points of combined Fire 
and Necrotic damage. This damage increases to 15 at level 26. 
     Although you cannot distinguish between friend or foe once 
this feat is activated, you do have control of whether to activate it 
or not. When you are bloodied you must make a conscious 
decision to create a Ravenous Darkness. If you do not use this 
feat on the round in which you become bloodied, you may 
activate it on any round that you remain bloodied. You do this as 
a free action on your turn. Once you unleash a Ravenous 
Darkness, the only way to stop it is to end your Darkness 
Diabolique power, or gain sufficient healing so that you are no 
longer bloodied. 
    If you are healed above your bloodied value, then the 
Ravenous Darkness automatically stops. If you are bloodied 
again, you may choose to unleash the Ravenous Darkness 
again, as long as the Darkness Diabolique talent is still active. 
 


