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Dear Playtesters,

This is it: the hard work we have been trying to get to 
you playtesters for quite some time, and I am very  
excited to be able to share it with you now.  Let me begin 
by welcoming you to the playtesting experience, and for 
sharing it with us by downloading this document – it is 
great to have you on board!

In this first installment of a long list of “Playtest Packs” 
to be released leading up to our final publications, we 
are presenting something that many players will enjoy: 
new 0-HD player races!  As you may notice, all the new 
material presented in these packs will be oriented on the 
campaign setting for which it is prepared, The Nymian 
Beastlands.  However, you can use these races in your 
home games or other settings just as easily, and there 
is no limit to their use except your imagination and your 
GM’s approval.

These entries include information on local Humans, 
as well as new statistics for Neanderthals, Pygmies,  
Nezumi, Minoan Minotaurs, Cougara, Canitians, and  
Orokai.  Since some of these races may be new and  
unfamiliar to some players, an explanation of their  
background and placement in the setting is included 
with each of them.  Although this is by no means the full 
content we are preparing on these races, this should be 
plenty to build new player characters (PCs) and non-play-
er characters (NPCs) for playtesting, and we encourage 
you to try new ways to test them out and give us your 
feedback on them.

This is a great opportunity for us, and one we are glad to 
share it with you now.  Please enjoy the material, share it 
with friends and other players, and get as much feedback 
as you can – it is all very much welcomed!

Many thanks, and best wishes to you and yours!

-r. William Thompson, Lead Designer
(And the rest of the Krewe of Harpocrates!)

The NymiaN BeasTlaNds

PlayTesT Pack 01: Races of omaRka 1

Daventi
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Playtest Packs & the NymiaN
  

BeastlaNds Playtester’s Guide
This material was written to be used with the Pathfinder 
Roleplaying Game rules, as well as the free document, 
The Nymian Beastlands: A Playtester’s Guide to the 
Lands & Peoples of Omarka, and as such, that free online  
document should be reviewed prior to playtesting these 
materials for best possible results.  Included in the Play-
tester’s Guide are information on the setting, rules for  
viable playtesting and data gathering – including guide-
lines for character creation and utilizing playtesting  
content – as well as a host of new playtester resources 
and options, new artwork, and maps of the setting’s  
home world, Nym, or the ‘Lands & People of Omarka.’

Please make sure that you are familiar with the sorts 
of things we are looking for in terms of balance /  
imbalance, application, and other perspectives, and that 
your table is well prepared for the playtesting experience 
just like any other session of regular game-play.  And 
please, don’t forget to register with us by email and send 
back your responses for additional discounts on playtesting 
materials – and, well… have fun!

a Note oN Primitive races  

aNd Feral iNdividuals
Some races, and even some individuals of other races, 
can become feral; abandoned in the wilderness and 
separated from civilization too long, or simply incapable 
of orderly and domesticated behaviors and mentality.  
These beings are identified as being ‘Primitive,’ either as 
a race or as an individual, but there are some races that 
do not tend toward feral behaviors, even when subject-
ed to long or youthful wilderness experience, separate 
from civilized societies.  These will be noted in the indi-
vidual race descriptions, and some individuals of a given 
race may have the (Primitive) subtype as an additional  
measure, beyond their base-subtype Humanoid race.  
For example, if a Half-Orc character from your home-
brew campaign was abandoned in the wilderness at 
youth, and should they have a racial feral tendency, they 
might have the creature type, Humanoid (Human, Orc, 
Primitive).

Races of Omarka

homiNids
Although not the most common Humanoid race among 
the Lands of Omarka, hominids including Humans,  
Neanderthals, and “Flores hobbits,” or Pygmies, are 
among the base races of the setting, and carry with them 

a great deal of the flavor and style of many modern and 
ancient Earth cultures.  Each of these races are covered 
below, under ‘Humans’ (Homo sapiens), ‘Neanderthals’ 
(Homo sapiens Neanderthalensis), and ‘Pygmies’ (Homo 
floresiensis).

humaNs iN the laNds oF omarka
Many varieties of Humans are possible in this setting, the 
three main groups of which are presented below.  Though 
you can use any typical Human racial traits, we are  
providing the following as setting-specific options for  
additional campaign flavor.  These groups are not  
confined to any one region of the world of Nym (collec-
tively known to the people as “the Lands and Peoples 
of Omarka”), save for those urban Humans living a city  
lifestyle within the very select and unique ‘municipalities’ of 
Omarka, labeled here as ‘Cosmopolitan Humans.’  Even 
then, the lure of adventuring is strong and no boundaries are 
needed within the Omarkan Human mindset.  Though 
they are not the most populous race on Nym, they are 
the most familiar to us.  However, the following physical 
description may help light up your imagination as well.  
Also, note that the Aasimar and Tiefling character races 
are both equally possible within Human lineage as well 
(see the Pathfinder Roleplaying Game Bestiary).

Physical Description: Humans of the Omarkan Lands 
are just as diverse as Humans of other common worlds.  
Skin tones include dark, medium, and light shades of  
varying hues including some exotic variations (crimson, 
dark green, sky blue, and indigo, to name a few), and 
Humans are well known to possess many different body 
shapes and distinct facial and other physical features 
– and of all the races, Humans perhaps have the most  
diversity in possible appearance.  Some Humans, regardless 
of background, have been known to bleach, stain, pierce, 
or otherwise further embellish their physical features 
with methods such as tattooing, henna, temporary or  
permanent stains, grease paints, and worn or pierced 
jewelry.  Cosmopolitan Humans often adopt one or more 
of the many changing trends in fashion which occur in 
the select municipalities of Omarka (for example, Moniprimia 
and Moksha), and they adorn themselves with all manner 
of outfits, styles, and accessories.

Human Racial Traits
humans are defined by their class levels—they do 
not possess racial Hit Dice. The following Humans  
present various alternate racial trait ‘builds,’ based on  
individuals from three primary levels of cultural existence 
in the Lands of Omarka: Cosmopolitan Humans live in 
city-states (urban areas) known as municipalities, Tribal 
Humans lead simple yet cultured lives apart from urban 
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lifestyle, often as nomads in the wilderness, and those 
Humans abandoned to the wilds or left in the care of  
other clans or members of primitive races – this latter 
group also includes those members which have a tendency 
of “going feral” in the wild, as some other races do.

cosmoPolitaN humaNs
Highly civilized and ‘urban’ Omarkan Human characters 
do exist within small, highly centralized and cosmopolitan 
city-states.  In these regions, Humans share many of the 
same modern traits as their otherworldly counterparts; 
this is in part due to minor communications with those 
other Humans, and the knowledge gained from the 
planes and life experiences – often those gained through 
joining high Faunar society.

Cosmopolitan Human Traits
Humans of Omarkan city-states have the same racial 
traits as those presented in the Pathfinder Roleplaying 
Game Core Rulebook, with the following optional alterna-
tive racial traits.

+2 Intelligence: These Humans are well educated and 
skilled in a variety of activities.

Slow but Standing: Cosmopolitan Humans do not 
travel often, but are steadier on their feet from moving 
through crowded streets.  These Humans have a base 
speed of 20 feet, and receive a +2 racial bonus to CMD 
versus trip or bull rush attempts.  Crowds do not count as 
difficult terrain for them.  This trait replaces the normal 
speed trait.

Skill Focus: These Humans gain this feat at first level 
as a bonus feat for one of the following skills: Acrobatics, 
Appraise, Climb, Craft, Diplomacy, Disguise, Escape 
Artist, Fly, Handle Animal, Heal, Intimidate, Perception,  
Perform, Profession, Ride, Sense Motive, Sleight of Hand, 
Stealth, Survival, or Swim.  This trait replaces the skilled 
racial trait.

Banner/Philosophy: Humans from civilized Omarkan 
city-states or other regions performing sanctioned or 
condoned activities associated with the goals of their 
overall region, faction, philosophy, or banner may make 
a single reroll on a failed skill check a number of times 
per day equal to 1 + their Charisma modifier (minimum 
1).  This trait replaces the bonus feat racial trait.

Languages: These Humans speak Common (Omarkan) 
and Faunarian. Cosmopolitan Humans with high Intelligence 
scores can choose from the following: Anakim, Celestial, 
Daventi, Infernal, Sylvan, or any tribal, regional, or primitive 
dialect.

triBal humaNs
Culturally speaking, Humans are by far one of the 
most diverse and colorful species, even given their  

limited numbers on Nym.  Because of their wide range of 
intellect and organizational methods, there is a blurry line 
between savagery and sophistication that runs through 
both.  In the spectrum between Cosmopolitan and  
Primitive Humans lie those clans, tribes, and ethnic 
groups who tend to adopt simple, practical methods, yet 
are in no way uncultured or unintelligent.  These Humans 
tend to have their own unique background, as presented 
in these alternate racial traits.

Tribal Human Racial Traits
Humans of Omarkan tribal regions have the same racial 
traits as those presented in the Pathfinder Roleplaying 
Game Core Rulebook, with the following optional alterna-
tive racial traits.

+2 Wisdom: Humans of tribal Omarka are perceptive 
and attuned to their environments.

Endurance: Tribal Humans gain this feat as a bonus 
feat.  This feat replaces the bonus feat racial trait.
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Warpainted (Ex): Tribal Humans may spend one  
minute (10 rounds) performing a small ritual prayer to 
apply ceremonial warpaint (see sidebar) to exposed 
flesh; after performing this rite, the character may make 
a single reroll on a failed Intimidate check once per  
encounter. This rite cannot be done any more quickly or 
enhanced to work any faster than after ten full rounds, 
even if the prayer is finished early.  This effect lasts as 
long as the warpaint is applied, or 6 hours, whichever is 
shorter.  This ability replaces the skilled racial trait.

Languages: These Humans speak Common (Omarkan), 
and one tribal, regional, or primitive dialect. Humans 
with high Intelligence scores can choose any languages 
they want (except secret languages, such as Druidic).

Primitive humaNs
When Humans become lost to the wilderness, whether 
as a child or abandoned at birth, or when taken in by  
other primitive races, they tend to take on characteristics 
of their primitive upbringing.  Often called, “going feral,” 
these alternate racial traits signify Humans with signifi-
cantly less civilized behavior than the norm.

Primitive Human Racial Traits
Humans of the deep Omarkan wilderness or those who 
have “gone feral” have the same racial traits as those 
presented in the Pathfinder Roleplaying Game Core Rule-
book, with the following optional alternative racial traits.

+2 Constitution: Humans of the wilderness of Nym are 
tough, healthy, and perseverant.

Fast but Clumsy: Primitive Humans have a base speed 
of 40 feet.  However, they receive a -2 competence  
penalty to Acrobatics and Perception skill checks made 

to avoid stumbling and -1 racial penalty to CMD checks 
to avoid being tripped.  This ability replaces the normal 
speed racial trait.

Endurance: Primitive Humans gain this feat as a bonus 
feat.  This feat replaces the bonus feat racial trait.

Heart of the Wilderness: Humans raised in the wild 
learn the hard way that only the strong survive.  They 
gain a bonus equal to half their character level on  
Survival checks.  They also gain a +5 bonus on Constitution 
checks to stabilize when dying and add half their character 
level to their Constitution score when determining the 
negative hit point total necessary to kill them.  This racial 
trait replaces the skilled racial trait.

Languages: Primitive Humans speak any two tribal, 
regional, or primitive dialects. Humans with high Intel-
ligence scores can choose Common (Omarkan), Anakim, 
Celestial, Daventi, Infernal, or Sylvan.

NeaNderthals iN the laNds oF omarka

These primitive hominids are sometimes considered 
a separate species from Humans (Homo sapiens vs. 
Homo Neanderthalensis), but are often considered a  
subspecies of Humans (Homo sapiens Neanderthalensis).  
Their bodily and facial differentiation from typical  
Humans is distinct, however, and their simpler, often 
primitive, take on life is worth its own racial category.  
For that reason, for better or for worse, here is the  
Neanderthal, a hominid with thick brows, a large jawline, 
with short stature, a penchant for simple lifestyle, and 
known to be an endearing friend to many once within 
their circle of trust.  For more information on this race, 
we recommend looking up a wide variety of online  
information about the historically recorded peoples (see 
Appendix for more information).

Neanderthals of Omarka often lead a very simple, 
primitive lifestyle of hunting and gathering, with the  
occasional exception of a settled, agriculture-based  
Neanderthal clan.  They operate well with other primitive 
races especially, and with those open-minded tribal and 
cosmopolitan hominids that respect their lifestyle and  
individuality as sentient life.  Though they are by 
no means complex, they do practice the burial and  
commemoration of their dead, tool-making, complex 
language, and other behaviors of cultured life.  They  
often form strong connections with other simple hominids, 
such as Pygmies, other Neanderthals, or even feral Humans.

Neanderthal Racial Traits
Neanderthals are defined by their class levels—they do 
not possess racial Hit Dice. All Neanderthals have the fol-
lowing racial traits.

+2 Strength, +4 Constitution, -2 Intelligence, -2 

Ceremonial Warpaint (equipment; goods & services; 
adventuring gear) – Cost: 5sp per salve satchel (1/3 lb.)

Description: This small leather pouch contains a ceremonial 
grease paint often used before war or hunting party 
expeditions; it contains 5 single applications of a grease-
based mixture of the following color varieties: pitch black, 
umber brown, ochre red, and titanium white.  Simple  
application is a full round action that provokes attacks of 
opportunity, unlike a more complex ceremonial applica-
tion (see Warpainted Tribal Human alternate racial trait).  
It can be removed with cloth or dirt then washed away 
with water and/or soap; otherwise it dries and cracks  
after 8 hours of exposure on flesh.  This grease paint  
remains stable for 2 months before separating and  
drying naturally, at which time it is useless once more.  
Creating this mixture from raw materials requires a CR 8 
Craft (dyes/pigments/oils) check.
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Charisma: The primitive Neanderthals are strong and  
amazingly resilient, but do not have diverse intellects and 
because of the way in which they are treated or looked 
upon by other Humanoids, they are more introverted 
and cautious than their close relatives, Humans.

Medium: Neanderthals are Medium creatures and 
have no bonuses or penalties due to their size.

Normal Speed: Neanderthals have a base speed of 30 
feet.

Primitive Human Blood: Neanderthals are treated as 
being Humans and Primitives for all spells and effects 
that target Humans and/or Primitive races or individuals.

Primitive Weapon Aggression (Ex): Neanderthals  
receive a +1 competence bonus to damage rolls made 

with the following primitive and savage weapons  
because of their use of these items in the wild for hunting 
and daily activity: atlatl, blowgun, bolas, boomerang 
(common), club, dagger, primitive koa, shortspear, sling, 
spear, stingray spear, and wooden stake.

Climate Tolerant (Ex): Neanderthals have resistance to 
fire and cold 2, and they are not required to make any 
Fortitude saves to endure elements in temperatures 
between -20F and 140F (-29C to 60C).  This ability is 
treated as having the Cold Endurance and Heat Endurance 
bonus feats*, but the Neanderthal need not meet the  
normal prerequisites.  (*New feats; Player’s Guide)

Neanderthal Skills (Ex): Neanderthal characters gain 
+2 racial bonuses to Craft, Knowledge (nature), Perception, 
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Sense Motive, and Survival checks.  While Knowledge 
(nature) is treated as a trained skill for skill checks above 
DC 10, only Survival and one other skill from these may 
be chosen as class skills.

Racial Favored and Restricted Classes (Ex): Neander-
thals who choose Barbarian or Druid as their favored 
class receive double the standard benefits of choos-
ing a favored class (the doubled bonus cannot be split  
between hit points and skill ranks, nor any other 
combination).  They may not choose Cleric or Wizard as 
their favored class.

Illiteracy (Ex): Neanderthals do not know how to read 
and write, and must spend 2 ranks in Linguistics in order to 
know how to read and write all languages known.  They 
are more adept at reading physical emotions, giving them 
a racial bonus to Perception and Sense Motive checks 
(see Neanderthal Skills, above).

Languages: Common (Omarkan), and one tribal,  
regional, or primitive dialect.  Neanderthals with high 
Intelligence scores may choose the following bonus  
languages: Anakim, Celestial, Gnoll, Infernal, Sylvan, or 
any tribal, regional, or primitive dialect.

PyGmies iN the laNds oF omarka
Similar to other primitive hominids in their simple take 
on life, the Pygmy race (Homo floresiensis) is a Halfling-
like hominid with Small-sized stature, a love for nature 
and its many creatures, and is most often known for be-
ing an island culture (found growing smaller because of 
island life’s unique environmental factors).  Their skilled 
boat-making and knowledge of simple sailing techniques 
in shallow seas are highly valued even among other 
races.  With large eyes, sure feet, and a curious nature, 
these are the memorable and fun-loving Pygmy homi-
nids of Omarka and of our own prehistory.  For more 
information on this race, we recommend looking up a wide  
variety of online information about the historically  
recorded peoples (see Appendix for more information).

Pygmy Racial Traits
Pymgies are defined by their class levels—they do not 
possess racial Hit Dice. All Pygmies have the following 
racial traits.

+2 Dexterity, +2 Wisdom, -2 Charisma: Pygmies are 
quick, agile, sensible, and attuned to nature, but they 
suffer from some lack in self esteem and confidence  
because of how their people are often looked upon.

Small: Pygmies are Small size and receive a +1 size  
bonus to AC, +1 size bonus to attack rolls, and a +4 on 
Stealth checks, but use smaller weapons and other 
equipment than medium sized characters.  Lifting and 
carrying limits for Small characters are three-quarters of 
those for a Medium sized character.

Bursts of Speed: Pygmies have a base speed of 20 feet.  
Once per minute (every ten rounds) they may take an  
additional 10 feet of ground movement during a move 
action at their normal speed (multiplied while charging 
or running if applicable).  This ability is a free action 
during one’s turn and ends immediately after the move 
action is complete.  A Pygmy may perform this ability a 
number of times per day equal to 3 + their Constitution 
modifier, then require 8 hours of rest or sleep prior to 
the next day’s uses.  It may not be used in long-term or 
overland speed for any long-term calculations beyond  
individual encounters.

Primitive Human Blood: Pygmies are treated as being 
Humans and Primitives for all spells and effects that target 
Humans and/or Primitive races or individuals.

Low-light Vision: Pygmies can see twice as far as  
Humans in torch light, starlight, moonlight, or conditions 
of dim light.

Primitive Weapon Familiarity (Ex): Pygmies are  
considered proficient with the following primitive and 
simple weapons because of their use of these simple 
tools in the wild for hunting and daily activities: atlatl, 
blowgun, bolas, boomerang (common), club, dagger, 
net, primitive lasso, shortspear, sling, spear, and wooden 
stake.

Pygmy Group Beast Hunting (Ex): When hunting in 
a group totaling six or more of their own race, Pygmies 
receive a +2 racial bonus to attack and damage rolls made 
against creatures of the animal type at least two size 
categories larger than the Pygmies (Large or larger, for 
the average Pygmy) during rounds in which other mem-
bers in their group designate the same opponent during  
attacks.  Pygmies prefer to hunt dwarf Stegodon probos-
cids to feed the whole clan for a time, make tools and 
furs, and to utilize the rest of the remains in some way.

Avoid Natural Predators (Ex): Once per day, a Pygmy 
receives a +2 racial bonus to Reflex saves to avoid damage 
from special attacks by a predator that rely on natural  
attack forms and allows a save for less damage.  They 
also gain a +1 competence bonus to attack rolls made 
against a single designated reptilian animal of Large or 
larger size (ie, huge constrictor snakes, giant crocodiles, 
and large carnosaurids).  These bonuses last a number 
of rounds equal to 3 + their Wisdom modifier beginning 
on the Pygmy’s turn (not effective against sneak/surprise 
attacks).

Pygmy Skills: Pygmies receive a +2 racial bonus to  
Acrobatics, Climb, Stealth, and Survival.

Languages: Pygmies speak Common (Omarkan), and 
Pygmy (primitive dialect).  Pygmies with high Intelligence 
scores may choose the following bonus languages: Anakim, 
Celestial, Gnoll, Infernal, Sylvan, or any tribal, regional, or 
primitive dialect.
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Nezumi
Savage, dirty, and often the most uncivilized of the Omarkan 
races, the Nezumi are ratfolk with very few concerns for 
etiquette, morality, or orderliness.  They thrive on the  
excess and run-off from other cultures, and they are well 
known for being sneaky, sadistic, and revolting pests, 
despite their intelligent nature.  Very rarely can laws be 
made concrete in Nezumi culture, for once they are laid 
it is well known that “loopholes” and other “short-cuts” 
in the law can be found, and with enough of them being  
attempted and successful, eventually one of these  
becomes officiated, and the whole system crumbles in on 
itself in a very predictable manner.  Thus, Nezumi culture 
progresses forward almost invisibly, if at all.

Few races or groups can tolerate the behavior of the  
Nezumi, and for this reason they are often thought of as 
the most iconic of the Omarkan Outland racial groups.  A 
culture that thrives on the outskirts of any other cultures, 
the Nezumi find their only major threat are the gnolls that 
sometimes brutalize their numbers when they get out of 
line.  Anarchy is the only semi-permanent social struc-
ture that they can manage, and 
they have terrible relations 
with all other races, save 

for those that eat, enslave, or sacrifice them.  They have  
bestial features like those of a mangy rat, including 
rounded, outward-pointing ears, a long snout with jagged 
teeth, black  green, red, or brown beady eyes, a furry 
body of various muted colors, and a long hairless tail.

Nezumi Monster Variants: In addition to the typical  
racial options for players and NPCs, there are also some 
monstrous creatures with abilities and stats unavailable 
to players.  These creatures will also share the Nezumi 
subtype for those spells and effects which target this 
race.  Look for more in the future from us on these 
Nezumi-kin!

Nezumi racial traits
Nezumi are defined by their class levels—they have  
access to racial levels, but are not required to take them 
in place of PC or NPC class levels.  All Nezumi have the 
following racial traits.

+2 Constitution, +2 Wisdom, -2 Charisma: Nezumi are 
hardy creatures with keen senses, but are rather crude 
and distasteful by most standards.

Medium: Nezumi are Medium size creatures with 
no bonuses or penalties due to size.

Normal Speed: Nezumi have a base speed of 
30 feet.

Humanoid (Nezumi, Primitive): Nezumi 
are Humanoids with the Nezumi subtype, and 
are considered Primitive for spells and effects  
targeting Primitives and/or Nezumi.

Low-light Vision: Nezumi can see twice 
as far as Humans in torch light, starlight,  

moonlight, or conditions of dim light.
Sneaky Rat: Nezumi gain a +2 racial 

bonus on Sleight of Hand and Stealth 
checks.  One of these is always treated 

as a class skill for the Nezumi, and once 
chosen it cannot be changed.

Iron Gut: Nezumi gain a +2 racial bonus to  
Fortitude saving throws to avoid ingested dis-

eases or poisons.
Tainted Resistance: Nezumi have resistance 

2 to negative energy effects (including the 
channel negative energy class ability of an 
evil or neutral cleric) or any spells or effects 
described as ‘entropic’.  They are considered 

immune to any spell or effect which relies 
on Taint or gives off taint effects; Ne-

zumi are well known for being able 
to inhabit nearly any desolate and  
uninhabitable place where none dare 

tread, where the tainted energies linger 
in every corner.
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Natural Attacks: Nezumi possess a natural bite attack 
(dealing 1d3 points of damage, plus disease if applicable) 
as a primary melee attack, or a secondary attack if the 
Nezumi wields a manufactured weapon.

Languages: Common (Omarkan) and Primitive (Nezumi 
dialect).  Nezumi with high Intelligence scores may also 
choose from the following bonus languages: Anakim, 
Faunar, Gnoll, Infernal, Sylvan, or any tribal, regional, or 
primitive dialect.

Racial Favored and Restricted Classes (Ex): Nezumi 
who choose Barbarian or Sorcerer as their favored class 
receive double the standard benefits of choosing a favored 
class (the doubled bonus cannot be split between hit 
points and skill ranks, or any other combination).  They 
may not choose Paladin or Wizard as their favored class.

omarkaN miNotaurs
Presenting a truly unique take on minotaurs in their society 
on Nym, this traditional mythological beast gains equal 
Humanoid sentience, civility, and an extremely organized 
racial structure composed of subraces known as ‘Minotaur 
Castes.’  Covered here is only one of these castes, known 
as a Minoan (in the spirit of the name of the otherworldly 
homeland, Minoa, of the lost lands of Zendelon), presented 
as the most common, and universally recognized, “base” 
minotaur amongst the Castes.  Human-sized, with a  
standard horn gore attack, and a penchant for being 
able to maneuver any maze such as their brethren could  
perform, this is the first minotaur subrace presented in 
our material: the Minoan, a commoner or worker caste.

The continent of Ravarnoka (“rah-VAR-NO-kah”) is a 
unique and brutal place.  Shared by two similar, yet  
dynamically contrasting, savage racial groups, the minotaurs 
and taurians of Omarka, this land is at first glance both 
glamorous and deadly – and with good reason.  Known as 
the Nations of Minotia (the minotaurs) and Taurina (the 
taurians), these two cultures have for many centuries  
existed in a delicate, yet predictable, balance.  Mino-
taurs with high Intelligence who take bonus languages 
often learn the Taurian primitive dialect because of this 
close proximity, and this pertains to all castes, includ-
ing Minoans.  More on Taurians can be found in future  
material, and the rest of the Minotaur Castes are soon to 
come as well!

miNotaur, miNoaN
Civilized minotaurs carry on the culture of Minotia, 
where they laboriously hold on to their social structure, 
despite outside influences that try to change them and 
their ways.  While these individuals can be encountered 
in the wilds, the only real example of a minotaur not 
attached to its domestic ways are those abandoned to 
the wilderness, who “go feral” when not integrated into 
their native culture.  These individuals can sometimes 
be brought back into a domesticated mentality, but  
often the change is too severe for these members to fully 
re-integrate into such a foreign mentality.  While many 
races may not understand or respect the ways of this  
minotaur culture, they are well known to be – by far – 
one of the most successfully established and preserved 
ancient society of a race commonly known to be war-like, 
and they are heavily demonized among many worlds and 
dimensions as a brutish and bestial race with animalistic 
intellect.  Minotia stands as a testament to the reserve 
and dedication to the ideals of their ancient progenitors, 
one of the few civilizations of minotaurkind not set on a 
downward spiral of destruction or extinction.

Nezumi, the taiNt, rad-tech  

devices, aNd mutatioNs
Nezumi are nasty little critters, and they have been 
known to live in some of the most chemically, biologically, 
and supernaturally horrific locations, experiencing little 
of the harm like most other races would experience in 
such harsh environments.  This racial immunity extends 
beyond typical boundaries, as summarized here.

Along with tolerance for Taint effects and entropic  
energy resistance (for more on the Tainted Energy, see 
the SRD entry), some nezumi take on a certain affinity 
for Tainted effects or abilities, and this is by far not even 
the worst news for most other races.  Nezumi also have a 
tendency toward racial mutations that can create gruesome, 
albeit more powerful, nezumi variants.  In addition, when 
confronted with those nuclear devices (yes, I said nuclear 
devices – we know what they are, and if one were ever 
to come around, or leave a lingering effect, then this 
idea applies, so don’t rule it out) or similar radioactive  
materials which produce negative results such as illness 
or mutations, nezumi not only seem to shrug off the  
negative effects, they sometimes benefit from these  
energies most other races would find truly debilitating.

Racial mutations are covered shortly, in the racial levels 
material for the nezumi race, below.  Rad-tech devices 
and materials (nuclear energy tech and resources), and 
other new ideas will be covered in future material.  The 
Taint and its effects can be found in the SRD, and more 
coming from us in future material as well.  Play around 
with the idea of nezumi thriving in disgusting or brutal 
places, and see what other ideas you can come up with 
on how they survive all odds.  What mutations would you 
give them?
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Physical Description: The Minoans are the most common 
members of the minotaur castes.  They have brown, 
gray, white, or multi-colored mottled skin/fur coloration, 
with medium sized white horns like a common bull.  They 
are often six to seven feet tall, weighing between 180-
260 pounds, and are the most diverse-looking Caste,  
often being farmers, laborers, craftspeople, and warriors.  
Male and female specimens exist in similar numbers.

Minoan Racial Traits
Minoan minotaurs are defined by their class levels— 
they have access to racial levels, but are not required to 
take them in place of PC or NPC class levels.  The Minoan 
minotaur has the following racial traits.

+2 Strength, +2 Constitution, +2 Intelligence, -2 Dex-
terity, -2 Charisma: Minoans have substantial strength, 
physical durability, good health, are well-skilled, but lack 
agility and a sense of presence.

Medium: Minoans are Medium creatures and have no 
bonuses or penalties due to their size.

Normal Speed: Minoans have a base speed of 30 feet.
Humanoid (Minotaur): Minoans are Humanoids, and 

have the Minotaur subtype. Minotaurs who take racial 
levels may become monstrous Humanoids in time.

Darkvision: Minoans can see up to 60 feet in the dark.
Leather Skinned: Minoans receive a +1 natural armor 

bonus.

Minotaur Gore (Ex): Minoans receive a natural gore 
attack (standard minotaur Horn Attack, 1d4 damage).  
This is a primary melee attack or a secondary attack if the 
Minoan wields any manufactured weapon.  If the gore 
is treated as a primary attack, the Minoan may make a 
Powerful Charge (as the monstrous special ability, see 
the Pathfinder Roleplaying Game Bestiary) at its highest 
base attack bonus, dealing 1d6 damage +1½ times the 
Minoan’s Strength modifier.  Minoans may perform this 
attack a number of times per day equal to 1 + their Con-
stitution modifier.  This is a full-round action that incurs 
the normal bonuses and penalties of a charge, and the 
critical threat is 20/x2.

Resourceful (Ex): Minoans treat Appraise, Craft,  
Profession, and Survival as class skills in addition to 
those received from class levels, and Minoans are pro-
ficient with all simple weapons, the Greataxe, Greatclub, 
Scimitar, and light armor (but not shields), and treat the 
Khopesh as a martial weapon.

Minotaur Cunning: Minoans always know which way is 
north, and never get lost in mazes or when confronted by 
directional challenges.  They also gain a +2 racial bonus 
to Perception and Survival checks made to locate, track, 
hunt, or survive in the wild, as well as any action made to 
determine direction.

Minotaur Immunities: Minoans are immune to magical 
confusion, including daze and the maze spell.

Caste Favored and Restricted Classes (Ex): Minoans 
who choose the Expert or Warrior NPC classes as their 
favored class receive double the normal benefits of 
choosing a favored class, while Minoans who choose 
the Commoner NPC class receive triple the benefit 
in this way.  Multiplied favored class benefits cannot 
be divided between two or more different benefits; 
multiplied benefits must all apply to one favored class 
bonus.  Minoans may not take levels in the Adept or 
Aristocrat NPC classes.  PC classes are unaffected, and 
receive the normal favored class benefits.

Languages: Omarkan Minotaurs speak Common 
(Omarkan) and Giant (Minotaur, a regional dialect), 
and minotaurs with high Intelligence scores may 
choose the following bonus languages: Anakim, Celestial, 
Faunar, Infernal, Sylvan, and any tribal, regional, or 
primitive dialect.

omarkaN catFolk
The catfolk of Omarka, known as the felynne, happen 
to be a strange species for many to understand: they 
are a ‘trinity’ race, composed of three species in one.  
Each member of the three races can give birth to any 
of the other three felynne types as their children.  The 
most common – and least mysterious of the three – is 
known as the Cougaran, presented here.  The other 
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two are known as the Felyanx (shapeshifters 
of a smaller stature than the others) and the 
Felidaime (an elf-like catfolk with supernatural 
abilities and spell-like effects), and these 
will be featured in future playtest material.

Cougara are often noted as being the most 
populous race on Nym, seconded by homi-
nids as a group and Canitians singularly.  
Being this well known, Cougara are often 
equally encountered as honorable diplo-
mats, infamous criminals, helpful guardians, 
and dastardly villains.  They take the place 
that Humans often occupy on other worlds, 
though their population supremacy does not 
guarantee them cultural dominance.  Their 
racial numbers do nothing to supersede 
the divine laws placed over the Lands 
of Omarka, and Faunarian culture alone 
trumps them in all matters not within 
their own control.

FelyNNe, couGaraN
Cougara can be found in all niches 
of life, and should be treated as 
though they were as populated 
in numbers as Humans in many worlds.  
They should be the race that, when 
encountered, your players are just 
never quite sure of how trustworthy 
and honorable they might be.  Balance 
them in play by introducing other races such as familiar 
Humans or their brethren, and the other races will fill in for 
sentient life in more exotic cultural style and motivations.  
Cougara can be encountered rich or poor, primitive or 
feral, tribal or well cultured in urban lifestyle, good, evil,  
lawful, or chaotic.  They occupy many of the lands abroad, 
both in Faunarian control and outside of it, and are 
well known for their adventurous nature leading to the  
exploration of countless foreign regions.

Physical Description: Regal-looking, lean-bodied, with 
vibrantly toned full-body fur in a diverse array of hues 
and textures like that of any big or small cat species, 
cougara stand between 5’6” and 6’4, and weighs around 
110 to 180 pounds, with males somewhat larger and 
meatier than females.  Males often have thick manes or 
a prominent section of facial hair growth, but a female  
always lacks this mane or ornamental facial hair.  Females 
sometimes instead display longer fur, exotic coloration 
or other features, sometimes like those found in more 
domesticated species or breeds of cats.  There is a lot 
of diversity in this race in regard to characteristics such 

as these, and gender commonality is not concrete.  They 
bear incredibly expressive feline-looking facial features, a 
moderately short fuzzy or sleek tail, and backward-lean-
ing legs (digitigrade) like those of many other Omarkan 
races, along with a provocative set of teeth and claws.

Cougaran Racial Traits
Cougara are defined by their class levels—they have  
access to racial levels, but are not required to take them 
in place of PC or NPC class levels. All Cougara have the 
following base racial traits.

+2 Dexterity, +2 Charisma, -2 Constitution: Cougara 
have dexterous and somewhat fragile bodies, and have 
charming features and vicious prowess.

Medium: Cougara are Medium creatures and have no 
bonuses or penalties due to their size.

Normal Speed: Cougara have a base speed of 30 feet.
Felynne Blood: Cougara are Humanoids with the  

Felynne subtype, and count as Felynne for all spells and 
effects that target the three Felynne sub-races (including 
Felidaime and Felyanx).

Low-light Vision: Cougara can see twice as far as  
Humans in conditions of dim lighting.
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Cougaran Skills: Cougara are diverse in their focus, 
well aware of their surroundings, and talented at athletic 
activities including climbing, leaping, and tumbling.   
Cougara receive a +2 racial bonus to Acrobatics, Climb, 
and Perception checks, plus one skill from the following: 
Diplomacy, Intimidate, Knowledge (History), (Local), 
(Religion), or Survival.  After this choice is made, it cannot 
be changed.  These skills are all considered class skills, 
and once chosen, they cannot be changed.

Weapon Familiarity: Cougara are proficient with 
their natural attacks and all primitive weapons, and any  
weapon with “Cougaran” in its name is treated as a martial  
weapon.

Natural Weapons: Cougara possess two natural claw 
attacks that deal 1d2 on each successful hit. These are 
primary attacks or secondary attacks if the Cougaran 
wields any manufactured weapon.

Languages: Couraga begin play speaking Common 
(Omarkan) and Faunarian.  Cougara with high Intel-
ligence scores can choose from the following: Anakim,  
Celestial, Daventi, Infernal, Sylvan, or any tribal, regional, or  
primitive dialect.

omarkaN doGFolk
In the formative years on Nym, when culture was first 
being established and the Divine Laws had not yet taken 
hold, countless millennia before the current era, Anubis 
brought the original Canitian people together from a  
dying world in a faraway galaxy and from several other 
parallel dimensions, giving them harbor and sanctuary 
on the soil of Nym, ultimately allowing the race to survive.  
Some individuals ascribe Anubis as the creator of Cani-
tiankind, while others still adopt the ancient ways prior 
to Anubis’ intervention, and yet others have moved  
forward from the “Old Ways” into a new, more developed, 
Daventi era.  As the creators of the Daventi style, move-
ment, language, and culture, well-educated Canitians 
have been a major contributor to Faunarian culture on 
the whole.  Canitian sorcerers often take the Anubisian 
bloodline, or utilize similar feats – there will be more 
to come on this from us in later Playtest Pack material,  
specifically the Friend or Foe series.

Anubis has never required their worship or penance for 
his actions benefiting the race, and they are often his 
strongest willing emissaries for just this reason – their  
independent goals in his favor are often true to self,  
virtuous, and candid.  However, generally speaking  
concerning the ‘Daventi’ subculture – as they service 
and arm the soldiers of Omarkan and Faunarian guardian-
ship, and explore the intricate ways of alchemy, science, 
arcana, and divinity – the Canitians are singularly one of 
the most mentionable, qualitative members of Omarkan 
society as a whole, propelling much of what is known to 
be ‘modern’ into the reach and experiences of others 
within Omarka.  The most refined weapons, armor, gear, 
and other goods are often originated within a vague and 
sometimes racially integrated subculture known singularly 
as ‘Daventi.’  In this way, while Cougara, Fae, and Shape-
shifters tend to be the “face” of Faunar culture, 
Canitians, Hominids, and sometimes other races are 
seen as the “face” of Daventi subculture, with the catfolk 
and dogfolk leading in the common perspective of these 
two peoples, respectively.

couGaraN WeaPoNs
Cougaran Barbed Whip: This fortified metal cable whip 
features wicked barbs toward its leading end and it makes 
an identifiable ratcheting noise as it is cracked.  A leather-
wrapped handle with a hand guard is the only thing that 
protects the user from harming themselves, although a 
proficient user understands the safest way to hold and 
use the weapon; non-proficient users risk damaging 
themselves by handling this item normally.  On a success-
ful hit, the whip deals no damage to any creature with 
an armor bonus of +3 or higher or a natural armor bo-
nus of +5 or higher.  It is treated as a melee weapon with 
10-foot reach, and unlike a normal whip those squares 
covered by the reach attack are threatened, and you may 
not use it against adjacent foes.  Using the whip provokes 
an attack of opportunity, just as if you had used a ranged 
weapon.

Cougaran Multiclaw: Similar in many ways to a spiked 
gauntlet, this Cougaran creation is made to enhance 
one’s natural claw attacks or provide one if the wielder 
has none naturally.  Thinner and more form-fitting than 
a gauntlet, the metal frame sits like a sort of metal glove 
over the palm with piercing wire spikes reaching forth 
from the palm, curving inward at the end like a second 
set of claws.  If a natural claw attack is made while wear-
ing a multiclaw, either the claw damage or the multiclaw 
damage is applied, whichever is higher.  A Cougaran with 
one or more advanced racial levels may apply both dam-
age results to the target.

Exotic Weapons Cost Dmg (S) Dmg (M) Critical Range Weight Type Special

Unarmed Attacks

Multiclaw, Cougaran 5 gp 1d3 1d4 x2 - 1 lb. p see text

One-Handed Melee Weapons

Barbed whip, Cougaran 12 gp 1d6 1d8 x3 - 2.5 lb. p or s disarm, reach, trip
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caNitiaN
Canitians living an urban lifestyle are most commonly 
found in the municipality of Moksha in Western Omarka, 
with many other regions harboring a few of these indi-
viduals often sent as emissaries or agents into tribal or 
primitive regions.  They also form small tribal communi-
ties, and have even been known to go feral, joining other 
primitive racial clans or having been abandoned in the 
wilderness during youth.  Following Cougara, Canitians 
are also a very populous race of Omarkan Lands, and 
they similarly occupy many lands outside the municipal-
ity of Moksha, in various niches and social structures 
much like other civilized Humanoids.

Physical Description: These canine Humanoids have 
clawed hands and feet with digitigrade legs, and a long 
toothy mouth and snout.  They have an impressive sense 
of smell, and are literally as diverse as the canine family 
spanning all forms of dog, jackal, wolf, coyote, dingo, and 
prehistoric varieties.  For various reasons, Canitians do 
not take the form of hyenas or foxes (which gnolls and 
kitsune embrace in the remainder of the canine racial 
spectrum, respectively).  Though their racial levels 
provide a moderate amount of change in physical 
characteristics including size, the average medium-
sized Canitian is 5 to 6.5 feet tall, weighing 
between 120 and 280 pounds.  They can 
have an incredible variety of features,  
including short or long ears, fur,  
appendages, different coloration, 
and the representation of almost 
any breed or species covered 
above.

Canitian Racial Traits
Canitians are defined by their 
class levels, and they have 
the option of choosing to take 
character class levels, as well as base, 
advanced, and paragon racial HD 
levels. All Canitians have the  
following base racial traits.

+2 Constitution, +2 Wisdom, 
-2 Charisma: Canitians 
are healthy, resilient and 
perceptive, while overall 
somewhat introverted 
and verbally clumsy.

Medium: Canitians are 
Medium creatures 
and have no bo-
nuses or penalties 
due to their size.

Bursts of Speed: Canitians have a base speed of 30 
feet.  Once per minute (every ten rounds) they may take 
an additional 10 feet of ground movement during a move 
action at their normal speed (multiplied while charging 
or running if applicable).  This ability is a free action during 
one’s turn and ends immediately after the move action is 
complete.  A Canitian may perform this ability a number 
of times per day equal to 3 + their Constitution modifier, 
then require 8 hours of rest or sleep prior to the next 
day’s uses.  It may not be used in long-term or overland 
speed for any long-term calculations beyond individual 
encounters.

Canine Blood: Canitians are Humanoids with the  
Canitian subtype.

Low-light Vision: Canitians can see twice as far as  
Humans in conditions of poor illumination.

Canine Scent (Ex): Canitians can track and identify  
individuals by scent, as the creature special ability (see 
the Pathfinder Roleplaying Game Bestiary), at a base 
range of 50 feet instead of the usual 30 feet.  It can  
pinpoint the location of an individual scent up to 10 feet 
away instead of 5 ft.  This otherwise acts like the special 

ability.
Furry Hide: Canitians receive a +1 

natural armor bonus.
Natural Weapon: Canitians 

possess a natural bite attack 
that inflicts 1d3 points of 

damage on a hit. This is a  
primary attack or a secondary 
attack if the Canitian wields 

a manufactured weapon.
Weapon Familiarity: 

Canitians are proficient 
with their natural attacks 

and all primitive weapons, and 
treat any “Daventi” weapon as 

a martial weapon.
Languages: Canitians speak Common 

(Omarkan) and Daventi.  Canitians with 
high Intelligence scores may chooses 

bonus languages from the following: 
Anakim, Celestial, Faunar-
ian, Infernal, Sylvan, or one 

tribal, regional, or primitive 
dialect.
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Daventi Gauntlet (pictured): This exotic wrist-
mounted blade is a one-handed weapon, but is 
treated as a light weapon for the purposes of Weapon 
Finesse and Two-Weapon Fighting (or Multi-Weapon 
Fighting).  It deals an additional +1 to total damage 
dealt during a critical hit, power attack, or sneak  
attack (in addition to the critical threat range listed).  
It grants the wearer a +8 circumstance bonus versus 
disarm attempts to the item and its wearer, but 
makes disarm attempts on others more difficult, 
granting a -4 circumstance penalty to CMB to disarm 
an opponent.



omarkaN serPeNtFolk
The serpentfolk of Omarka, collectively known as ‘Anakim,’ 
are composed of a variety of races and subraces, the ma-
jority of which include nagas, Tikhan’akim (Serpentfolk 
from Pathfinder Roleplaying Game Bestiary 2), couatls, 
and Orokai; the latter of these is a four-armed neutral 
Humanoid race with great potential for PCs, NPCs, and 
those with class levels and/or racial levels.  Inspired by a 
creature concept presented in a popular card game, and 
named after a Japanese word for ‘serpent,’ “orochi” (also 
popularly referred to as “orochi-bito,” or ‘serpent folk’), 
the Orokai are one of the most approachable of the  
Anakim subraces, excluding those of celestial origins.

aNakim, orokai
Orokai do not go feral, and do not have any primitive 
traits.  They are most often encountered in their tribal 
homeland regions, with a very organized and individualistic, 
yet integrated clan structure.  They occupy several sets 
of land regions in several locations near the equator,  
always within a tropical or temperate climate.  They  
retain honorable relations with other Anakim races,  
despite all confrontations, challenges, and deceptions  
often related to other mutually dependent races or 
groups.  They are known as being fair and passive compared 
to their cousins, despite their blood relations to some 
of the most rancorous and deadly of Omarka’s sentient  
living dangers make for an interesting mentality, and 
their relationships with other races – especially those 
negatively affected by other Anakim individuals, such 
as evil naga spellcasters, or even those guarded over by 
the serpentine couatl brought to Nym by celestial forces.  
Even with this dynamic background, Orokai remain one 
of the most approachable of the serpent families for 
many other Humanoids.  A singular being of this race is 
called an Oroka.

Physical Description: The Orokai people claim ancestry 
to snakes through sentient Humanoids who pleaded with 
their serpent deities – the Ancients – to bless them, and 
were combined with the essence and traits of the serpents 
their ancestors venerated.  They are Humanoids with 
four arms and two legs, a short clumsy tail, a wide-faced 
reptilian head topped with a mass of long hair and scaly 
patterned skin from head to foot.  They have two toes on 
each of their feet, and two fingers and a fully opposable 
thumb on each hand.  They are quite dexterous in movement 
and coordination, and their multiple appendages afford 
them more melee attacks and access to feats such as 
Multiattack and Multi-Weapon Fighting (see below).  Fe-
males and males tend to be around the same height and 
weight, with females sometimes being taller and heavier 
than males by a small margin.

“What are ‘Primitive WeaPoNs?”
A primitive weapon is any simple item or device used in a 
primitive, hunter-gatherer or early agricultural, lifestyle, 
and which is or could be used to injure or kill.  For this 
reason, many tools of practicality may find themselves in 
use as weapons despite their mundane origins.  Monks 
employ this method to a wide degree, however these 
rules are more helpful for those trying to establish a 
believable technological spectrum presented between 
primitive races and their interregional counterparts in 
the Lands of Omarka.  The following simple weapons and 
tool items are considered primitive weapons, and can 
be fashioned from their traditional materials or crude  
natural resources, depending on their origins and  
implementation in your campaign.

Atlatl, blowgun, bolas, boomerang (common), boulder, 
bow, club, knife / scraper, dart / piton / arrowhead, net, 
primitive koa, primitive lasso, primitive quarterstaff, 
shortspear, sling, spear, stingchuck, stingray spear, and 
wooden stake…  Can you think of any others?

Primitive WeaPoN traits (oPtioNal rule)
Primitive weapons can be altered to fit a very primitive 
society environment by allowing the following rules for 
those areas where this level of technology is common or 
enterprising (at or below ‘cave man’ level of tool-making 
and implementation).  Primitive weapons have the following 
adjustments and traits:
• Cost: Primitive weapons cost 1/3 the standard price 

(round up to the nearest silver piece), however they 
are not ‘bought’ in the typical manner, so much as 
they are crafted from their basic resources (see the 
following)

• Resources: Primitive weapons are composed of simple, 
crude, or common items of an environment, and 
their ‘cost’ is not so much price someone will pay at 
market for the item, but rather what someone might 
need to spend to purchase elements of the item  
considered rare, exotic, or sacred.  Paying the amount 
listed gives you the proper parts and resources in 
order to put them together yourself – it is not your 
finished item.  Typically a Craft check (DC 10 to 12) 
is enough to craft a primitive weapon from its basic 
resources.

• Weight: Primitive weapons way double the normal 
weight of a standard item.

• Breakable (Ex): A primitive weapon which is used 
during an attack which results in a natural roll of 1, 
gains the broken condition, and the wielder takes a -2  
circumstance penalty to CMD against sunder attempts.  
If a broken weapon is used in another attack which 
results in a natural roll of 1, it is destroyed.
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Orokai Racial Traits
Orokai are defined by their class levels, and they have 
the option of choosing to take character class levels, as 
well as base, advanced, and paragon racial HD levels.  All 
Orokai have the following base racial traits.

+2 Dexterity, +2 Wisdom, -2 Intelligence: Orokai are 
quick, agile, philosophical, and close to nature, while 
they are not very crafty or strategic.

Humanoid (Anakim): Orokai have the Humanoid  
creature type with the Anakim subtype, and are treated 
as being reptilian and snake-like for any spells or effects 
that targets snakes or reptiles.

Medium: Orokai are Medium creatures and have no 
bonuses or penalties due to their size.

Diverse Movement: Orokai have a base land speed of 
30 feet, and a Climb speed of 15 feet.  They may make 
climb checks even while threatened, and they can per-
form a run action while climbing upward in a straight 
line, although at only double their base climb speed.

Limited Darkvision: Orokai can see in the dark 
up to 30 feet.

Snakeskin: Orokai receive a +1 natural  
armor bonus to Armor Class.

Anakim Poison Resistance (Ex): 
Orokai receive a +5 racial bonus to 
Fortitude saves against poison 
from other Anakim crea-
tures, and +2 racial bonus 
to poison of any other 
form.  Any Oroka that 
gains a natural poisonous 
attack, such as spe-
cial abilities 
and attacks 

from Orokai Racial Levels, is immune to the poisons of 
other Anakim creatures.

Multiple Limbs (Ex): Orokai have four arms and are eligible 
for the monster feats, Multiattack and Multi-Weapon 
Fighting, and may make up to four melee attacks per 
round with normal penalties for off-handed attacks;  
alternatively, they may make two ranged attacks, or one 
melee and one ranged attack as a full-round attack.

Natural Weapons: Orokai have a natural bite attack 
that deals 1d3 damage on a successful hit, and can deliver 
venomous poison if the Oroka has the ability to do so, 
such as those granted by Orokai Racial Levels.  This is a 
primary attack or a secondary attack if the Oroka wields 
a manufactured weapon.  Their unarmed slam attacks 
are treated as secondary attacks and suffer the normal 
penalties (-5 to attacks, and half strength modifier bonus 
to damage), and deal the normal damage for a Medium-

sized unarmed strike on a hit.
Languages: Orokai begin play speaking Common 

(Omarkan) and Anakim, as well as one secret, Orokai 
tribal or regional dialect.  Orokai with high Intelligence 
scores can choose from the following: Celestial, Daventi, 
Faunarian, Infernal, Sylvan, or any tribal, regional, or 
primitive dialect.

New Racial Hit Die Levels

A new optional rule-set presented in this setting material are 
the following racial levels presented to specific races by 
their type/subtype, and are presented here for all non-
hominid races in this Playtest Pack.  Though each race 
with these new level systems will have Base, Advanced, 
and Paragon Racial Levels, only the Base Racial Levels are 
presented for each, with those Advanced and Paragon 
Racial Levels requirements and/or abilities which are 

finalized being included for the rest.  More on Racial 
Levels and the races here can be found in the 

Player’s Guide to the Lands of Omarka, and 
Races of Omarka.  Presented in the Ecologies 

will be examples of those races, with some 
including these optional racial levels in 
their composition.

Each ‘tier’ of racial levels has its own  
prerequisites for being able to continue 

taking these levels in place of character 
class levels, and these should be strictly  

followed (and evaluated like any other statistic  
during playtesting).  A race with optional  

racial levels often may take these levels at 
their first or second character level, and 
must follow the guidelines of that race’s 
specific racial level prerequisites – each 
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race’s requirements differs slightly from others, making 
them unique to each race that has them.  In many cases, 
the racial levels require that you take no more than a 
given number of PC or NPC class levels, and each tier also 
usually has its own unique requirements (like a prestige 
class) in order to take higher tier racial levels.

For example, a race that has three levels in each of three 
tiers (Base, Advanced, and Paragon Racial Levels) might 
require that a player take no more than two character 
class levels between each Base Racial Level, no more 
than one class level between each Advanced Racial Level, 
and no more than five class levels total in its Paragon  
Racial Levels – in addition, they might require those 
characters attempting to take Advanced Racial Levels to  
undergo a ritual, journey, acquire an item, or pay a fee to 
their tribe elders, with additional requirements to attain 
Paragon Racial Levels.  By the end of the Paragon Racial 
Levels, with all included character class levels, a character 
should only reach an effective character level of 20th.

For each race, these requirements tend to differ and  
relate to their physical, cultural, or resource-oriented 
features.  In general, a character may not take racial levels 
for any race other than their own, and if the character 

cannot fulfill or meet the requirements or limitations 
to take another of these levels, they are excluded from  
taking any more levels in the future for any reason.  In 
this way, they are like a prestige class that one must  
continue to meet certain criterion at every level, and not 
just at their onset.  Base Racial Levels are based on the 
humanoid creature type traits, with few changes based 
on the originality of the race itself.  Sometimes at higher 
levels in the Advanced and Paragon tiers, new creature 
types can be attained, including monstrous humanoids, 
native outsiders, and fey.  Each race is unique, and so are 
their racial levels!

If you enjoy these racial levels and feel like making them 
for another race, we encourage you to do so – in the 
meantime, we will be taking care of most non-hominid 
player races for our own setting, and hope that this game 
element continues to take hold in the community!

racial level eNtries
Each set of racial levels begins by describing the ongoing 
requirements to continue taking them, in order of Base, 
Advanced, and finally Paragon tier racial levels.  This  
section ends with a description of what a character with 
the full number of allowed character class levels and full  

Hit Dice

Racial Levels and/
or Class Levels 
(Intended CR)

PC+NPC Class/
Prestige Level CR 

by HD
NPC Class Levels 
Only  CR by HD

Humanoid CR 
by HD

Monstrous Hu-
manoid CR by HD

1 1st (1/2) 1/2 1/3 1/2 1/2

2 2nd (1) 1 1/2 1 1

3 3rd (2) 2 1 2 2

4 4th (3) 3 2 3 3

5 5th (4) 4 3 4 4

6 6th (5) 5 4 4 5

7 7th (6) 6 5 5 5

8 8th (7) 7 6 5 6

9 9th (8) 8 7 6 7

10 10th (9) 9 8 7 8

11 11th (10) 10 9 7 8

12 12th (11) 11 10 8 9

13 13th (12) 12 11 8 10

14 14th (13) 13 12 9 11

15 15th (14) 14 13 10 11

16 16th (15) 15 14 11 12

17 17th (16) 16 15 12 12

18 18th (17) 17 16 12 13

19 19th (18) 18 17 13 14

20 20th (19) 19 18 14 15
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racial levels would total in effective character level.  
When a number of character class levels is noted where 
the character “may not take any more than [#] levels 
during their racial level progression,” it means that the 
number cannot exceed this at all levels leading up to, and 
including, the final racial level of the tier.  Finally, the Hit 
Dice for all included tiers are listed, with the associated 
creature type(s) of the tier listed in parentheses.

Tables are provided for each tier (Base, Advanced, and 
Paragon) with the appropriate base stats and special 
abilities, along with a tier-specific skill list.  Weapon and 
Armor Proficiencies are listed for each tier, which often 
diversify in higher tiers.  These levels are composed like a 
combination of creature type Hit Dice and prestige class 
levels – because of this, determining effective CR may be 
of a higher priority and likely a more difficult challenge 
during playtesting and revisions.  A description of the  
individual special abilities follows the tables.  At each tier, 
new base attack bonuses and base saves are listed, based 
on creature type and concept.  Each entry that includes 
a creature type change during level progression will list 
whether or not, and when, to recalculate previously  
given game stats for the new creature type.

To properly playtest racial level material, it is important 
to aim for a Challenge Rating’s (CR) typical stats, and for 
racial levels it will be a careful balance between creature 
type CR by Hit Dice, and class level CR by Hit Dice.  These 
are given in the table above.  Stats by CR can be found in 
the Playtester’s Guide to the Lands & Peoples of Omarka 
Appendix.

Nezumi racial levels
Nezumi characters may optionally take nezumi racial levels 
to replace character class levels.  These statistics are  
supplemental to base racial traits, and some abilities may 
utilize or enhance a base racial trait.

Base Racial Levels: Nezumi characters may begin  
taking base racial levels at 1st level only.  They can be  
taken so long as they only take up to three other character 
class levels during the course of their base racial level 
progression.

Advanced Racial Levels: [Nezumi Advanced Levels are 
not included here.  The following is presented to show-
case a possible extended concept in future material.]   
Nezumi characters who have taken all five base racial levels 
with a total of no more than three other character class 
levels during their base racial progression, and who have 
received the blessing (as the spell, bless) by a nezumi shaman 
of any alignment, have access to Advanced Racial levels.

Paragon Transformation: [Nezumi Paragon Levels are 
not included here.  The following is presented to showcase 
a possible extended concept in future material.]  Nezumi 
characters who have taken all three advanced racial levels 
with a total of no more than five other character class 
levels taken during their advanced racial progression (in 
addition to the stipulations of their base racial levels), and 
who prostrate themselves and perform a 24-hour long 
ceremony to the ancient Nezumi No-Oni Spirits consum-
ing at least 250gp worth of ceremonial materials, have 
access to a special nezumi mutation.  This mutation is a 
one-way trip to becoming a terrifying aberration of epic 
magnitude, and many nezumi lose their souls without  
reward in this deadly ceremony that may forever trans-
form their souls into rare, living abominations.

A nezumi character who can reach Paragon Transfor-
mation who has also taken their maximum number of  
allowed character class levels would be no more than 
16th level equivalent (three during base HD, and five dur-
ing advanced HD), although they are allowed to take class 
levels beyond their final advanced racial level before  
performing this ceremony, and the most powerful  
nezumi are often given favor in this regard.

Alignment: any non-lawful.
Base Racial Hit Die: d8 (humanoid).

Nezumi Base racial levels

Level BAB Fort Refl Will Special
1st +0 +0 +2 +0 Primary bite attack, Climb 20 ft., Darkvision 30 ft.

2nd +1 +0 +3 +0 +1 natural AC, Burrow 20ft., Foul Bite

3rd +2 +1 +3 +1 Climb 30 ft., Nasty Bite

4th +3 +1 +4 +1 Minor Mutation, Burrow 30 ft.
5th +3 +1 +4 +1 Minor Mutation, +1 natural AC, Speed Increase

Skill Ranks: 2 + Int modifier (minimum 1).
Class Skills: Climb (Str), Craft (Int), Escape Artist (Dex), Handle Animal (Cha), Intimidate (Cha), Knowledge (Local, or 

Nature; choose one) (Int), Perception (Wis), and Survival (Wis).
Weapon and Armor Proficiency: Nezumi with base racial levels are proficient with all natural attacks, simple, and 

primitive weapons.  They are proficient with light armor, but not with shields.
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Advanced Racial Hit Die: d10 (monstrous humanoid).
Paragon Racial Hit Die: d8 (aberration).

Primary Bite Attack (Ex): A nezumi’s bite attack is treated 
as a primary melee attack at 1st level.

Diverse Movement (Ex): Nezumi characters gain different 
movement types and speed bonuses.  At 1st level, in addition 
to its base land movement, it gains a climb speed of 20 
feet, which increases at 3rd level to 30 feet.  At 2nd level, 
a nezumi gains a burrow speed of 20 feet, which increases 
at 4th level to 30 feet.  At 5th level, the nezumi may 
choose to increase one of these by 10 feet.  Nezumi can 
use these movement types even while threatened; those 
with climb speeds may make the run action to move in a 
straight line directly upward at twice their speed (instead 
of four times the speed made during an overland run  
action), and those in soft ground may also burrow, making 
a run action while moving in a straight line at twice their 
normal speed.

Darkvision (Ex): A nezumi can see in the dark up to 30 
feet at 1st level.

Natural Armor (Ex): A nezumi’s natural armor bonus  
increases by +1 at 2nd level, and again at 5th level.

Foul Bite (Ex): At 2nd level, a nezumi may deliver a  
racial form of filth fever through any successful bite  
attack.  Stats for this effect are given below.

Nezumi  Fever: Bite–injury; save Fort DC 10 + half the 
nezumi’s racial Hit Die + Con modifier; onset 1d4 days; 
frequency 1/day; effect 1d2 Dex damage and 1d2 Con 
damage; cure 1 save.

Nasty Bite (Ex): At 3rd level, a nezumi may choose one 
of the following: his bite damage could increase two die 
steps (d3 becomes d6, d4 to d8, etc.), or his save DC for 
the infected nezumi fever could increase by +4.

Minor Mutation: At 4th level, and again at 5th level, 
a nezumi gains a single mutation from the following  
selections (input is welcome).
• Multiple Eyes/Ears (Ex): Perception +2 racial bonus, 

cannot be flanked except by a rogue of a level equal 
to half the nezumi racial Hit Dice (round down)

• Exposed Septum (Ex): Perception +2 racial bonus, 
gains the Scent ability

• Bulging Eyes (Ex): Perception +2 racial bonus,  
darkvision increases by 30 feet

• Savage Claws (Ex): gain 2 claw attacks (1d3 damage 
each, P/S)

• Vicious Bite (Ex): bite attack increases damage by one 

die type, increased critical threat range by 2 (ie, 19-
20/x2 becomes 17-20/x2, etc.)

• Clawed Tail (Ex): gain additional claw attack (1d4 
damage, P/S), +2 racial bonus to Acrobatics for  
balance checks

• Prehensile Tail (Ex): gain tail slap attack (1d4 damage, 
B), and additional hand for fine motor skills (able to 
pick up and dextrously use objects no less than three 
size categories smaller than the nezumi)

• Additional Toes (Ex): gain +4 racial bonus versus bull 
rush, overrun, and trip attempts

• Long Legs (Ex): gain +5 feet land speed increase, +5 
to one speed type (land, burrow, or climb), +4 to  
Acrobatics made to jump, always treated as having 
taken a running start for jumps

• Webbed Toes (Ex): gain a swim speed of 20 feet, can 
swim while threatened, and may take the run action 
while moving in a straight line to move double speed

miNotaur racial levels
Minoan characters may optionally take Minotaur racial 
levels to replace character class levels.  These statistics 
are supplemental to base racial traits, and some abilities 
may utilize or enhance a base racial trait.

Base Racial Levels: Minoan characters may begin taking 
base racial levels at 1st or 2nd level.  They can be taken 
so long as they only take up to one other player character 
class level, or three other non-player character class levels, 
during the course of their base racial level progression.  
All Minotaur Castes use the same base racial levels, 
regardless of caste differences.

Advanced Racial Levels: [Minoan Advanced Levels are 
not included here.  The following is presented to show-
case a possible extended concept in future material.]   
Minoan characters who have taken all four base racial 
levels with a total of no more than one other player char-
acter class level, or three other non-player character class 
levels, during their base racial progression, and who are  
petitioned to grant the ‘Journey of Geas’ by another  
Minotaur Caste (such as a Horned Caller or Red Horn  
Minotaur), have access to Advanced Racial levels.

Paragon Racial Levels: [Minoan Paragon Levels are not 
included here.  The following is presented to showcase a 
possible extended concept in future material.]  Minoan 
characters who have taken all four advanced racial levels 
with a total of no more than two other player or non-
player character class levels taken during their advanced 
racial progression (in addition to the stipulations of their 
base racial levels), and who join a Minoan Craftsperson 
Guild and perform a 24-hour long oral petition to the  
Minotaur High Council Member which costs 250gp for 
their time, considerations and the proper accommodation 
for such an event, have access to Paragon Racial levels.  
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Upon taking the first Paragon Racial level (9th level), a 
minoan character may not take more than three other 
class levels during their paragon racial progression.

A minoan character who has reached 10th level in 
Paragon Racial levels who has also taken their maximum 
number of allowed character class levels would be no 
more than 17th level equivalent (one during base HD, 
two during advanced HD, and seven during paragon HD) 
with only PC class levels, and 20th level equivalent with 
NPC class levels.

Alignment: any non-chaotic.
Base Racial Hit Die: d8 (humanoid).
Advanced Racial Hit Die: d10 (monstrous humanoid).
Paragon Racial Hit Die: d10 (monstrous humanoid).

Primary Gore Attack (Ex): A minoan’s gore attack is  
treated as a primary melee attack at 1st level.

Minotaur Charge (Ex): At 1st level, a minotaur’s charge 
special attack improves; increase damage rolls by one die 
type, and critical threat range becomes 19-20/x2.  They 
may perform the charge an additional number of times 
per day equal to their racial levels.

Natural Armor (Ex): A minoan’s natural armor bonus  
increases by +1 at 2nd level, and again at 4th level.

Awareness (Ex): A minoan receives a +2 racial bonus to 
Perception checks, and cannot be flanked except by a 
rogue of a level equal to the minoan’s racial levels.

Scent (Ex): At 3rd level, a minoan gains the scent ability 
(see the Pathfinder Roleplaying Game Bestiary).

Wild Cunning (Ex): A minoan gains a +4 racial bonus 
to Survival checks, and a +2 racial bonus to one of the  
following skills: Knowledge (Dungeoneering, Geography, 
or Nature).  The chosen Knowledge skill is treated as a 
class skill.

Devoted Expert (Ex): At 4th level, a minoan gains a +4 
racial bonus to one Craft or Profession skill of his choice.

couGaraN racial levels
Cougaran characters may optionally take cougaran racial 
levels to replace character class levels.  These statistics 
are supplemental to base racial traits, and some abilities 
may utilize or enhance a base racial trait.

Base Racial Levels: Cougaran characters may begin 
taking base racial levels at 1st or 2nd level.  They can be 
taken so long as they only take up to two other character 
class levels during the course of their base racial HD level 
progression.

Advanced Racial Levels: Cougaran characters who 
have taken all three base racial levels with a total of no 
more than two other character class levels during their 
base racial progression, and who have received the blessing 
by a shaman of any alignment (as the spell, bless), have 
access to Advanced Racial levels.

Paragon Racial Levels: [Cougaran Paragon Levels are not 
included here.  The following is presented to showcase a  
possible extended concept in future material.]  Cougaran 
characters who have taken all four advanced racial levels 
with a total of no more than two other character class 
levels taken during their advanced racial progression (in 
addition to the stipulations of their base racial levels), and 
who receive and read – or have translated – a starchart 
of their birth consuming at least 250gp worth of services 
and materials, have access to Paragon Racial levels.  
Upon taking the first Paragon Racial level (8th level), a 
cougaran character may not take more than four other 
class levels during their paragon level progression.

A cougaran character who has reached 10th level in 
Paragon Racial levels who has also taken their maximum 
number of allowed character class levels would be no 
more than 18th level equivalent (one during base HD, 
two during advanced HD, and seven during paragon HD).

Alignment: any.
Base Racial Hit Die: d8 (humanoid).

miNotaur Base racial levels

Level BAB Fort Refl Will Special
1st +0 +0 +2 +0 Primary gore attack, Minotaur Charge

2nd +1 +0 +3 +0 +1 natural AC, Awareness
3rd +2 +1 +3 +1 Scent, Wild Cunning
4th +3 +1 +4 +1 +1 natural AC, Devoted Expert

Skill Ranks: 2 + Int modifier (minimum 1).
Class Skills: Climb (Str), Craft (Int), Handle Animal (Cha), Heal (Wis), Profession (Wis), and Survival (Wis).  In addi-

tion, minoans may choose from one of the following skills: Knowledge (choose one; Dungeoneering, Engineering, or 
History) (Int), or Linguistics (Int). 

Weapon and Armor Proficiency: Minotaurs with base racial levels are proficient with all natural attacks, simple, 
and primitive weapons.  They are proficient with light armor and shields (but not tower shields).
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Advanced Racial Hit Die: d10 (monstrous humanoid).
Paragon Racial Hit Die: d10 (monstrous humanoid, 

other).

Scent (Ex): A cougaran gains the scent ability (see the 
Pathfinder Roleplaying Game Bestiary) at 1st level.

Claw Attacks (Ex): A cougaran’s claw attacks are treated 
as primary melee attacks at 1st level, dealing 1d3 damage 
per claw on a successful hit.  A cougaran with a base attack 
bonus of +1 or more may make two claw attacks as a full-
round action.

Bite Attack (Ex): A cougaran gains a bite attack at 2nd 
level, which is treated as a secondary attack, and deals 
1d2 damage on a successful hit.  At 3rd level, this  
becomes a primary attack, and deals 1d3 damage on a 
successful hit.  A cougaran with a base attack bonus of +4 
or more may make one bite and two claw attacks during 
her full-round attack.

Savage Strength (Ex): At 1st level, a cougaran may gain 
a +2 racial bonus to their Strength ability score for 2 
rounds, which they may use a number of time per day 
equal to 1/2 its racial Hit Dice + her Constitution modifier 

(minimum 1).  At 4th level, these uses per day apply to 
the number of Savage Increase uses per day, and this 
ability becomes a Savage Increase use.

Speed Increase (Ex): At 2nd level, a cougaran’s base land 
speed increases to 40 feet.  At 4th level, it increases again 
to 50 feet, and again to 60 feet at 7th level.

Savage Agility (Ex): At 2nd level, a cougaran may gain a +2 
racial bonus to their Dexterity ability score for 2 rounds, 
which they may use twice per day.  At 4th level, these 
uses per day apply to the number of Savage Increase uses 
per day, and this ability becomes a Savage Increase use.

Savage Endurance (Ex): At 3rd level, a cougaran may 
gain a +2 racial bonus to their Constitution ability score 
for 2 rounds, which they may use once per day.  At 4th 
level, these uses per day apply to the number of Savage 
Increase uses per day, and this ability becomes a Savage 
Increase use.

Monstrous Humanoid (Ex): At 4th level, a cougaran  
entering advanced racial levels becomes a monstrous 
humanoid creature type, and is unaffected by charm person, 
a ranger’s favored enemy (humanoid) class ability, and 
similar effects.  Recalculate base attack bonus, base 

couGaraN Base racial levels

Level BAB Fort Refl Will Special
1st +0 +0 +2 +0 Scent, primary claw attacks (1d3 damage), Savage Strength

2nd +1 +0 +3 +0 40 feet land speed, secondary bite attack (1d2 damage), Savage Agility
3rd +2 +1 +3 +1 Primary bite attack (1d3 damage), Savage Endurance

Skill Ranks: 2 + Int modifier (minimum 1).
Class Skills: Acrobatics (Dex), Climb (Str), Craft (Int), Handle Animal (Cha), Heal (Wis), Knowledge (choose one; Ar-

cana, or Nature) (Int), Profession (Wis), Stealth (Dex), and Survival (Wis).  These are in addition to those chosen class 
skills gained from base racial traits (see Cougaran Skills). 

Weapon and Armor Proficiency: Cougara with base racial levels are proficient with all natural attacks, simple, and 
primitive weapons.  They are proficient with light armor, but not with shields.

couGaraN advaNced racial levels

Level BAB Fort Refl Will Special
4th +4 +1 +4 +4 Monstrous Humanoid, 50 feet land speed, Savage Increase, +1 spellcaster level
5th +5 +1 +4 +4 Savage Increase
6th +6/+1 +2 +5 +5 Savage Increase (and +1/day uses), +1 spellcaster level
7th +7/+2 +2 +5 +5 60 feet land speed, Savage Increase

Skill Ranks: 4 + Int modifier (minimum 1).
Additional Class Skills: Escape Artist (Dex), Intimidate (Cha), Knowledge (choose two; Arcana, Dungeoneering, En-

gineering, Local, Nature, or Planes) (Int), Perception (Wis), Ride (Dex), and Sense Motive (Wis).
Weapon and Armor Proficiency: Cougara with base racial levels are proficient with all natural attacks, simple, 

primitive, and martial weapons.  They are proficient with light armor and shields (but not tower shields).
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saves, and hit points to new stats; do not recalculate 
skill points, but begin using new skill point stats and skill  
selection for the advanced tier levels.

Savage Increases (Ex): Beginning at 4th level, a cougaran 
may choose from a selection of savage increase forms, 
which she can perform a number of time per day equal 
to 2 + her Constitution modifier (minimum 1) by expending 
a daily use.  A daily use of a Savage Increase requires 
a standard action, unless otherwise noted.  Savage  
Increases do not stack, unless otherwise noted.

At 4th level, she may use her Savage Increase to  
increase her natural armor bonus by +2 for three rounds, 
or else she may expend one use to stabilize when she has 
taken wounds which put her below 0 hit points but not 
to negative her Constitution score (or technically dead, 
in case the cougaran has another ability which increases 
her effective negative Constitution ability score.).

At 5th level, she may also choose to expend a Savage 
Increase to gain a +1 competence bonus to attack and 
damage rolls for one attack form (choose one: bite, claw, 
ranged touch attacks, touch attacks, ray spell, or ray 
spell-like ability attacks), which lasts for 3 rounds.  She 
may do this as a free action in order to receive the benefits 
for the rest of the round (ending on the beginning of her 
turn in the next round).

At 6th level, a cougaran’s Savage Increase uses per 
day increases by one, and she may expend a daily use to 
increase her bite or claw damage die by two die types, 
which lasts for 2 rounds, or else she may gain the benefits 
of the feat, Improved Critical, for one attack type (bite or 
claw), which lasts for 4 rounds.

At 7th level, she may choose to expend a daily Savage 
Increase use to increase the duration of another Savage 
Increase she is using, making it last for a number of additional 
rounds longer than its current duration, equal to 3 + her 
Constitution modifier (minimum 2).

Spellcaster Levels: At 4th level, and again at 6th level, 
if the cougaran has levels in any spellcasting class, they 
may add spells known and spells per day as if they had 
gained another level in that class.  They do not gain any 
other class abilities or bonuses from the class beyond this 
additional spellcasting capacity, such as cleric domains, 
sorcerer bloodline abilities, etc.

caNitiaN racial levels
Canitian characters may optionally take canitian racial 
levels to replace character class levels.  These statistics 
are supplemental to base racial traits, and some abilities 
may utilize or enhance a base racial trait.

Base Racial Levels: Canitian characters may begin taking 
base racial levels at 1st or 2nd level.  They can be taken 

so long as they only take up to three other character 
class levels during the course of their base racial HD level 
progression.

Advanced Racial Levels: Canitian characters who have 
taken all three base racial levels with a total of no more 
than three other character class levels during their base 
racial progression, and who have received the blessing of 
a canitian cleric, paladin, or devout follower of Anubis or 
another Living God, have access to Advanced Racial HD 
levels.

Paragon Racial Levels: [Canitian Paragon Levels are not 
included here.  The following is presented to showcase a 
possible extended concept in future material.]  Canitian 
characters who have taken all four advanced racial levels 
with a total of no more than two other character class 
levels taken during their advanced racial progression (in 
addition to the stipulations of their base racial levels), 
and who join a Pack and perform a 24-hour long ceremony 
to the Ancestral Spirits consuming at least 250gp worth 
of ceremonial materials, have access to Paragon Racial 
levels.  Upon taking the first Paragon Racial level (8th 
level), a canitian character may not take more than three 
other class levels between 9th and 10th level.

A canitian character who has reached 10th level in 
Paragon Racial levels who has also taken their maximum 
number of allowed character class levels would be no 
more than 18th level equivalent (three during base HD, 
two during advanced HD, and three during paragon HD).

Alignment: any.
Base Racial Hit Die: d8 (humanoid).
Advanced Racial Hit Die: d10 (monstrous humanoid).
Paragon Racial Hit Die: d10 (monstrous humanoid, 

outsider).

Ability Increase (Ex): A canitian’s ability scores increase 
steadily, one by one.  At 1st level, and again at 6th level, 
a canitian receives a +1 racial bonus to Strength; similarly, 
they receive an additional +1 to Constitution and Wisdom 
at 2nd level, +1 to Dexterity and Charisma at 3rd level, +1 
to Intelligence at 4th level, and +1 to Dexterity alone at 
7th level.

Bite Attack (Ex): A canitian’s bite attack is treated as 
a primary attack at 1st level, doing 1d4 damage on a  
successful hit.  This damage increases to 1d6 damage on 
a successful hit at 2nd level, and again to 1d8 damage at 
5th level.

Educated (Ex): A canitian treats all Knowledge skills 
as though they were class skills.  They receive a +2  
competence bonus to Diplomacy and Knowledge (Nobility) 
checks regarding etiquette and civility.
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Natural Armor (Ex): A canitian’s natural armor bonus 
increases by +1 at 2nd level, and again at 5th level and 
level.

Claw Attacks (Ex): A canitian gains two claw attacks at 
2nd level, which are treated as secondary melee attacks, 
and deal 1d2 damage each on a successful hit.  At 3rd 
level, these attacks become primary attacks which deal 
1d3 damage per successful claw attack, and increase 
again to 1d4 damage at 4th level, and to 1d6 damage per 
claw at 6th level.  A canitian with a base attack bonus of 
+2 or more may make 2 bite attacks in a single round as a 
full-round action.  A canitian with a base attack bonus of 
+4 or more may make a bite attack and two claw attacks 
during this full-round attack.

Evasion (Ex): At 4th level, orokai gain this ability, which 
functions like the rogue class ability of the same name.

Monstrous Humanoid (Ex): At 5th level, a canitian entering 
advanced racial levels becomes a monstrous humanoid 
creature type, and is unaffected to charm person, a ranger’s 
favored enemy (humanoid) class ability, and similar effects.  
Recalculate base attack bonus, base saves, and hit points 

to new stats; do not recalculate skill points, but begin 
using new skill point stats and skill selection for the advanced tier 
levels.

Advanced Form (Ex): A canitian may choose to take on 
a smaller or larger body form, or keep their medium 
size form and gain the ability Improved Evasion, which  
functions like the rogue class ability of the same name.

Spellcaster Levels: At 6th level, and again at 8th level, if 
the canitian has levels in any spellcasting class, they may 
add spells known and spells per day as if they had gained 
another level in that class.  They do not gain any other 
class abilities or bonuses from the class beyond this  
additional spellcasting capacity, such as cleric domains, 
sorcerer bloodline abilities, etc.

orokai racial levels
Orokai characters may optionally take orokai racial levels 
to replace character class levels.  These statistics are  
supplemental to base racial traits, and some abilities may 
utilize or enhance a base racial trait.

Base Racial Levels: Orokai characters may begin  
taking base racial levels at 1st or 2nd level.  They can 

caNitiaN Base racial levels

Level BAB Fort Refl Will Special
1st +0 +0 +2 +0 +1 Strength, primary bite attack (1d4 damage), Educated

2nd +1 +0 +3 +0 +1 Constitution, +1 Wisdom, +1 natural armor, bite attack (1d6 damage), two 
claws secondary attacks (1d2 damage each)

3rd +2 +1 +3 +1 +1 Dexterity, +1 Charisma, claws primary attacks (1d3 damage each)
4th +3 +1 +4 +1 +1 Intelligence, Evasion, claw attacks (1d4 damage)

Skill Ranks: 2 + Int modifier (minimum 1).
Class Skills: Climb (Str), Craft (Int), Handle Animal (Cha), Heal (Wis), Intimidate (Cha), Knowledge (any two), Profes-

sion (Wis), Ride (Dex), Stealth (Dex), Survival (Wis), and Swim (Str). 
Weapon and Armor Proficiency: Canitians with base racial levels are proficient with all natural attacks, simple, and 

primitive weapons.  They are proficient with light armor and shields (but not tower shields).

caNitiaN advaNced racial levels

Level BAB Fort Refl Will Special
5th +5 +0 +2 +0 Monstrous Humanoid, +1 natural armor, bite attack (1d8 damage), Advanced Form
6th +6/+1 +0 +3 +0 +1 Str, claw attacks (1d6 damage), +1 spellcaster level, if any
7th +7/+2 +1 +3 +1 +1 Dex, +1 natural armor, Multiattack
8th +8/+3 +1 +4 +1 Attack damage increase, +1 spellcaster level, if any

Skill Ranks: 4 + Int modifier (minimum 1).
Additional Class Skills: Appraise (Int), Diplomacy (Cha), Fly (Dex), Perception (Wis), and Sense Motive (Wis). 
Weapon and Armor Proficiency: Canitians with advanced racial HD levels are proficient with all natural attacks, 

simple, primitive, martial, and savage weapons.  They are proficient with light and medium armor and shields (but 
not tower shields).  (Note: ‘Savage Weapons’ will be covered in future material.)
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be taken so long as they only take up to one character 
class level during the course of their base racial HD level  
progression.

Advanced Racial Levels: Orokai characters who have 
taken all three base racial levels with a total of no more 
than one other character class level during their base  
racial progression, and who have received the blessing by 
an Orokai Clan Tradition Shaman (as the spell, bless), have 
access to Advanced Racial levels.

Paragon Racial Levels: [Orokai Paragon Levels are not 
included here.  The following is presented to showcase 
a possible extended concept in future material.]  Orokai 
characters who have taken all four advanced racial levels 
with a total of no more than two other character class 
levels taken during their advanced racial progression (in 
addition to the stipulations of their base racial levels), 
and who join an Orokai Clan Tradition and perform a 24-
hour long ceremony to the Anakim Ancients consuming 
at least 250gp worth of ceremonial materials, have access 
to Paragon Racial levels.  Upon taking the first Paragon 
Racial level (8th level), an orokai character may not take 
more than three other class levels between 8th and 9th 
level, and no more than four other character class levels 
between 9th and 10th level.

An orokai character who has reached 10th level in 

Paragon Racial levels who has also taken their maximum 
number of allowed character class levels would be no 
more than 20th level equivalent (one during base HD, 
two during advanced HD, and seven during paragon HD).

Alignment: any non-chaotic.
Base Racial Hit Die: d8 (humanoid).
Advanced Racial Hit Die: d10 (monstrous humanoid).
Paragon Racial Hit Die: d10 (monstrous humanoid, 

outsider).

Bite Attack (Ex): At 1st level, an oroka’s bite attack  
becomes a primary melee attack that deals 1d4 damage 
on a successful hit, and through this bite attack they can 
deliver a poisonous venom, if applicable (see Venomous 
Bite, below).

Bonus Feats: At 1st level orokai receive the racial bonus 
feat, Multi-Weapon Fighting.  At 3rd level, they gain the 
feat, Multiattack, even if they do not meet the requirements.  
See the monstrous feats in the Pathfinder Roleplaying 
Game Bestiary.

Climb & Swim Speed (Ex): Beginning at 1st level, an 
oroka’s Climb speed improves, and they gain a Swim 
speed (they may make Climb and Swim checks even 

orokai Base racial levels

Level BAB Fort Refl Will Special
1st +0 +0 +2 +0 Primary bite attack (1d4), Multi-weapon Fighting, Climb 20 ft., Swim 15 ft.

2nd +1 +0 +3 +0 Venomous Bite, +1 natural armor, Darkvision 40 ft., Climb 25 ft., Swim 20ft.
3rd +2 +1 +3 +1 Multiattack, +1 natural armor, Climb 30 ft., Swim 25 ft.

Skill Ranks: 2 + Int modifier (minimum 1).
Class Skills: Acrobatics (Dex), Climb (Str), Craft (Int), Handle Animal (Cha), Heal (Wis), Intimidate (Cha), Knowledge 

(Nature, or Nobility; choose one) (Int), Perception (Wis), Profession (Wis), Survival (Wis), and Swim (Str).
Weapon and Armor Proficiency: Orokai with base racial levels are proficient with all natural attacks, simple, and 

primitive weapons.  They are proficient with light armor and shields (but not tower shields).

orokai advaNced racial levels

Level BAB Fort Refl Will Special
4th +4 +1 +4 +4 Monstrous Humanoid, Serpent Style (Grab), +1 natural armor, Darkvision 50 ft., 

Scent, Swim 30 ft.
5th +5 +1 +4 +4 Secondary tail attack (1d3), Advanced Venom, Change Shape, Climb 40 ft.
6th +6/+1 +2 +5 +5 Primary tail attack (1d4), Serpent Style (Rend/Swallow Whole), Darkvision 60 ft., 

Tremorsense 30 ft., +1 natural armor
7th +7/+2 +2 +5 +5 Serpent Style (Constrict/Advanced Venom) , +1 natural armor, Climb 50 ft.

Skill Ranks: 4 + Int modifier (minimum 1).
Additional Class Skills: Diplomacy (Cha), Stealth (Dex), and they may choose one: Knowledge (Local) or (Religion) 

(Int) as an additional class skill. 
Weapon and Armor Proficiency: Orokai with advanced racial levels are proficient with all natural attacks, simple, 

primitive, and martial weapons.  They are proficient with light and medium armor, and shields (but not tower shields).
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while threatened, and may perform a run action while 
swimming in a straight line).  These speeds improve over 
time: their Climb speed increases to 20 feet at 1st level, 
25 feet at 2nd level, 30 feet at 3rd level, 40 feet at 5th 
level, 50 feet at 7th level, 60 feet at 9th level, and 70 feet 
at 10th level; their Swim speed begins at 15 feet at 1st 
level, and increases to 20 feet at 2nd level, 25 feet at 3rd 
level, 30 feet at 4th level, 40 feet at 8th level, and 50 feet 
at 10th level.  Orokai with Climb or Swim speeds from  
racial levels receive a +2 racial bonus to Climb and/or 
Swim checks, respectively.

Venomous Bite (Ex): At 2nd level, an oroka may inject 
its opponent with a natural poison during a successful 
bite attack.  Unless the victim succeeds a Fort save (see 
below), the creature falls victim to its effects.  The base 
stats for this venom are shown below.

Orokai Venom: Bite–injury; save Fort (DC 10 + 1/2 orokai 
racial HD [minimum 1] + Con); frequency 1/round for 3 
rounds; effect 1d2 Str and 1d2 Dex; cure 1 save.

The save DC against this venom improves at 5th level, 
gaining a +3 racial bonus (see Advanced Venom, below).  
Orokai produce enough venom to use this ability once 
per day at 2nd level.  This poison is further augmented 
by choosing the Cobra Serpent Style (see Serpent Style, 
below).  Orokai with advanced racial levels may use 
their venom one additional time per day equal to their  
advanced racial Hit Die, and those with paragon racial 
levels can use it two additional times per day for each 
paragon racial Hit Die.  Orokai venom is also considered 
Anakim poison, for all effects which target Anakim poisons.

Natural Armor Bonus (Ex): An oroka’s natural armor  
bonus improves by +1 at 2nd level, and again at 3rd, 4th, 
6th, 7th, and 9th levels.

Darkvision (Ex): Beginning at 2nd level, an oroka’s darkvision 
improves.  It extends to 40 feet at 2nd level, 50 feet at 
4th level, 60 feet at 6th level, 80 feet at 8th level, and 100 
feet at 10th level.

Monstrous Humanoid (Ex): At 4th level, an oroka entering 
advanced racial levels becomes a monstrous humanoid 
creature type, and is unaffected to charm person, a ranger’s 
favored enemy (humanoid) class ability, and similar effects.  
Recalculate base attack bonus, base saves, and hit points 
to new stats; do not recalculate skill points, but begin 
using new skill point stats and skill selection for the advanced tier 
levels.

Serpent Style (Ex): During orokai advanced levels (4th 
to 7th levels), an oroka must choose a style of combat 
and physical prowess of one of two forms: Boa Style  

(Constrictor, slams), or Cobra Style (Venomous, bite).  
This style improves over the course of the orokai  
advanced racial levels.  An oroka chooses a Serpent Style 
at 4th level, and once this style is chosen it cannot be 
changed.  Grab, Rend, Swallow Whole, and Constrict are 
monstrous special abilities, which are detailed in the 
Pathfinder Roleplaying Game Bestiary.

At 4th level, a Boa Style oroka gains four primary slam 
attacks (1d3 bludgeoning damage on a successful hit), and 
receives the Grab ability while using their slams; a Boa 
Style oroka may establish a successful grapple in this way 
against an opponent up to one size category smaller than 
itself with a single successful grapple with a natural attack, 
and against an opponent the same size as the oroka with 
two successful natural attacks (if a second natural attack 
does not land when used in this way, an opponent of 
the same size as the oroka is not successfully grappled).   
Cobra style orokai receive the Grab ability while using 
their bite attacks against opponents no larger than one 
size category less than the oroka, and bite damage improves 
by one step (to 1d6 piercing damage on a successful hit); 
in addition, a Cobra Style oroka’s poison effect improves 
to 1d3 Str and 1d3 Dex ability damage, and requires one 
additional (but not consecutive) save to cure.

At 5th level, an oroka can assume the form of a snake 
(see Change Shape, below); Boa Style orokai can become 
a Medium size constrictor snake, and Cobra Style orokai 
can become a Medium size viper snake.

At 6th level, Boa Style orokai receive the Rend ability 
while using their slam attacks after a successful grapple, 
and their slam damage improves by two die steps (to 1d6 
damage for the average Boa Style oroka, see description 
below); Cobra Style orokai receive the Swallow Whole 
ability (see description below) while using their bite  
attack after a successful grapple against a creature no 
larger than two size categories smaller than the oroka, 
and their bite damage improves by one die type (to 1d8 
damage for the average oroka), and the poison damage 
increases to 1d4 Str and 1d4 Dex ability damage.

Boa Style Oroka Rend (Ex): if the oroka hit with any two 
or more natural attacks in a round, they may perform 
a Rend special attack.  The Strength bonus to damage 
rolls increases to 1-1/2 the creature’s Strength bonus 
for all natural attack forms used during a successful 
grab attempt.
Cobra Style Oroka Swallow Whole (Ex): 2d6 acid  
damage per round once swallowed, AC 10 + 1/2 
the oroka’s total natural armor bonus, and damage  
required to exit is 1/10 of the oroka’s total hit points 
(round down).
At 7th level, Boa Style orokai receive the Constrict ability 

with any successful grapple attempt using any two or 
more natural attacks (see description below); a Cobra 
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Style oroka’s venom gains a +3 racial bonus to the Fort 
save DC, and ability damage increases to 1d6 Str and 1d6 
Dex; in addition, they may choose to substitute ability 
damage to their opponent for complete paralysis, and an 
additional 2d6 acid damage per round for any swallowed 
opponent, which may be no larger than one size category 
smaller than the oroka.

Boa Style Oroka Contrict (Ex): any natural attack deals 
normal individual damage per round of a maintained 
grapple.

Scent (Ex): At 4th level, an oroka receives the scent ability, 
as stated in the Pathfinder Roleplaying Game Bestiary.

Tail Attack (Ex): At 5th level, an oroka gains a secondary 
melee tail attack (doing 1d3 damage on a successful hit).  
This attack becomes a primary melee attack at 6th level, 
doing additional damage (to 1d4 damage for the average 
oroka).  When the tail is a primary melee attack, it may be 
used to initiate a grapple, as with the other attack forms 
covered by the Grab ability (see Serpent Style, above).

Advanced Venom (Ex): At 5th level, an oroka of either 
chosen Serpent Style benefits from an increase in venom 
potency.  The venom’s save DC increases by +3 (racial  
bonus, as above, see Venomous Bite), its saving throw 
frequency increases to 1/round for an additional 3 
rounds, and the required cure is increased by one more 
successful (but not consecutive) save.

Change Shape (Su): At 5th level as part of their Serpent 
Style progression, orokai gain the ability to take the form 
of a snake corresponding to those serpentine characteristics 
she emulates.  This ability functions like the spell, beast 
shape I (Medium snake only), where a Boa Style oroka 
can take the form of a constrictor snake, and a Cobra 
Style oroka can take the form a viper snake, except as 
noted below.  The change does not alter their own ability 
scores; they retain their own ability scores in place of 
the animal’s while in animal form.  This change lasts until 
the oroka dismisses the effect, and can be performed a 
number of times per day equal to 2 + Wisdom modifier 
(minimum 1).

Tremorsense (Ex): An oroka gains tremorsense 30 ft. at 
6th level.

FeedBack Forms
A set of feedback forms can be found at the end of this 
document which can be used to help make playtesting 
data easier to record and compile, both for players, and 
for playtest-leading Game Masters.  Included here are a 
set of GM and Player Forms for encountering creatures 
(including NPCs using new base race traits), and a form 
for evaluating new racial levels – a completely new set 
of game mechanics that we hope you will enjoy and  
playtest with enthusiasm.  Included to help you make 
sense of how to use them is an example of each, as filled 
in by an imaginary player, Mary, and her dedicated GM, 
Joe.

aPPeNdix: more iNFormatioN  

oN Prehistoric homiNids
The Nymian Beastlands uses a lot of information about 
prehistoric biology and ancient pre-history and alternative 
historical concepts to create a believable yet unique fictional 
world setting, and one of our biggest goals is to present 
the information with as much realism as we can draw 
into the fiction without making it seem forced.  For that 
reason (and because we value educational strength in 
our players), we invite the playtesters and gamers out 
there to learn more about these real-world living beings 
that existed in our own history, so that your new character 
can be more believable in a truly unbelievable world setting 
among races of fantasy, myth, legends, and savage nightmares.

Please check out the following online resources to 
learn more about Neanderthals and the Flores Hobbits  
(Pygmies).

NeaNderthals
‘Neanderthal’ on Wikipedia
NYTimes.com Article: ‘Signs of Neanderthals Mating with 
Humans’
HumanOrigins.SI.edu Article (Smithsonian Institute): 
‘Homo Neanderthalensis’
Google Books: ‘The Neanderthal Legacy: An Archaeologi-
cal Perspective from Western Europe’
Nature.com Article: ‘A Late Neanderthal Associated with 
Upper Palaeolithic Artefacts’
ScienceMag.org Article: ‘Sequencing and Analysis of Ne-
anderthal Genomic DNA’
JSTOR.org Article: ‘On the Speech of Neanderthal Man’
PNAS.org Article: ‘Neanderthal Diet at Vindija and Nean-
derthal Predation: the Evidence from Stable Isotopes’
Nature.com Article: ‘Neanderthal Cranial Ontogeny and 
its Implications for Late Hominid Diversity’
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http://en.wikipedia.org
http://www.nytimes.com
http://www.nytimes.com
http://humanorigins.si.edu
http://humanorigins.si.edu
http://books.google.com?hl=en&lr=&id=55K40QwmTocC&oi=fnd&pg=PR7&dq=neanderthal&ots=y5rSZ_pWkt&sig=fmIlKeJWvxfYsjQ2aqnALjHhRQs
http://books.google.com?hl=en&lr=&id=55K40QwmTocC&oi=fnd&pg=PR7&dq=neanderthal&ots=y5rSZ_pWkt&sig=fmIlKeJWvxfYsjQ2aqnALjHhRQs
http://www.nature.com
http://www.nature.com
http://www.sciencemag.org
http://www.sciencemag.org
http://www.jstor.org
http://www.pnas.org
http://www.pnas.org
http://www.nature.com
http://www.nature.com


PyGmies
‘Homo floresiensis’ on Wikipedia
Discovery News Article: ‘Why the Fossil ‘Hobbit’ of Flores 
Isn’t so Strange’
ScienceMag.org Article: ‘Hobbit Ancestors Arrived on 
Flores Early’
The Telegraph (UK) Article: ‘Giant Stork ‘Preyed on Flores 
Hobbit’’
WSWS.org Article: ‘”Hobbits” of Flores: Implications for 
the Pattern of Human Evolution’
Elsevier (Journal of Human Evolution) Article: ‘Homo flo-
resiensis: Microcephalic, pygmoid, Australopithecus, or 
Homo?’
PNAS.org Article: ‘Brain Shape in Human Microcephalics 
and Homo floresiensis’
Journal of Evolutionary Biology Article: ‘Genetic, Physi-
ologic, and Ecogeographic Factors Contributing to Varia-
tion in Homo sapiens: Homo floresiensis reconsidered’
American Journal of Physical Anthropology Article: ‘Com-
parative Skeletal Features Between Homo floresiensis 
and Patients with Primary Growth Hormone Insensitivity 
(Laron Symdrome)’
Nature.com Article: ‘Early Stone Technology on Flores 
and its Implications for Homo floresiensis’
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Heed the Call of the Beastlands!

Visit our website at http://www/krewehar.com

Register* to

playtest now!

Get
Involved!

*Email Justin Sluder, Playtesting Operations: 
blackfang@krewehar.com - Provide your name (full 
name - first and last - or nickname) and a primary email address 
contact that we can send you replies to your submitted feedback, 
notices of upcoming products and playtesting materials, as well 
as discounts and specials just for playtesters!

Help us go from concept to reality!

Heed the Call!
Artwork by Bonnie Horton

(C) 2011 Krewe of Harpocrates Publication, LLC

1) Send your name and email to regiSter

2) receive Special offerS and noticeS for 
upcoming productS

3) download the free playteSter’S 
guide, or order a copy in print-on-

demand

4) download a playteSt pack of new 
material

5) Send in feedback for free playteSt 
packS, or diScountS on upcoming 

productS

5 StepS to playteSt

On our path to a full-color, 
print-on-demand, creature sourcebook 
and campaign setting series, we welcome 
you to help us by playtesting our newest materials 
– leading up to the publication of Omarkan  
Ecology I: Thunder Lizards & Legends.  Registered 
playtesters will receive extra benefits, and 
anyone who submits feedback will be 
helping us finalize and balance our game 
mechanics – so please, get involved – 
and heed the call of The Nymian 
Beastlands!  Playtest Packs 

are now available!
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Serving up warm,

fresh-baked, homemade

gaming goodness

since 2800 BCE!

It iS everywhere – teeming with life and death.  the ancient call of theSe landS iS So thick 
and pure, it SeepS into your mind and SoilS your body like a Second Sweat.  at your moSt 
vulnerable, alone out in the wildS, in theSe feral landS of anarchy and Jungle law, that’S 
when you’ll See or hear it.

gliStening fangS, dripping with Saliva thirSt for your blood, hunger to gorge on your fleSh.  
perhapS your earS will catch a throaty breath, a low moan, Searing howl, or the horrific 

roar of thunder lizardS.  whatever it iS, it iS the Signal of the purSuit, and it’S your perSonal 
challenge to avoid death on thiS day.

the Strong Survive, the intelligent prevail, and goodneSS thriveS in theSe landS, but it iS 
not without dangerS, both mortal and Supernal.  the call echoeS in each of uS, makeS our 

heartS beat faSter, our fur briStle and ScaleS tingle.  it cauSeS uS to Seek the ancient truthS or 
the wiSdom of enlightenment.

thiS iS not a day for enlightenment, however.  today there will be 
no Seeking of eternal truthS, or following pathS within yourSelf.  

today, we hunt.  remember, though, thiS iS not the 
‘happy hunting groundS’ of the ancientS.  perhapS 
Some day you Shall hunt there, but not today...  
follow me if you wiSh to Stay alive; and Stay 
aware.

-Maruk Todaksharee of Clan Tallowfeather, 
to an apprenticing hunter before a Great Hunt
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