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The Lord of Goldbridge

The man’s eyes were filled with terror as he kneeled before the massive, throne-like chair, flanked by
a pair of guards who each kept a firm grip on his shoulders. His hands trembled as he raised them in
supplication to the dark-haired man who sat before him.

“Please, master,” he pleaded, his voice as unsteady as his hands, “I will not fail you again!”

A slow smile spread across the dark-haired man’s face as he stared down, unfazed, at the pitiful sight
before him. “You know how I feel about mistakes, Paul. Do you think I can afford to employ people who
let me down? Hmmm?"

Paul's eyes darted back and forth, seeming to search for a way out of his predicament, even as his
shoulders slumped in despair. He knew he was a dead man. He thought with anguish of his wife, waiting
for him at home, no doubt worrying as usual — she had warned him against working with dangerous
men. But the quick money had been too much temptation, and after his first job, his first pouch filled
with shining gold coins, he hadn't been able to give up the work, no matter how terrible the tasks
became.

After some months of doing grunt work, Paul had been promoted. He'd been the leader of several
small jobs over the last few weeks, and then he'd had his big break, the chance to show he had what it
took to make it in this organization. He'd been put in charge of a small team and told to hit the jewelry
store in the town square — they were to make off with all the jewels and gold they could, and, as usual, do
away with any and all witnesses.

Unfortunately, he had had the bad luck to plan the raid for the very same night the store was to
receive a very large shipment of jewels from the south. Not only were the dates and times of such
shipments always kept secret, but they also were always heavily guarded. Paul had just been climbing in a
side window when he heard guards arriving at the back door and saw a light in the next room. He and
the two men with him had been forced to leave empty-handed, as they stood no chance against the
fighting force accompanying the shipment.

“They didn't see us, master!” Paul cried out desperately. “We can go back in a night or two and make
off with as much as we can carry — it'll be like the first attempt never happened!”

“I'm afraid that's not an option, Paul,” the dark-haired man sighed; then his voice hardened. “Failed
attempts are failed attempts, and they cannot be tolerated. I expect my men to be wholly loyal to me,” he
stopped Paul’s protestations with a wave and a glare, “and failure can only mean one thing: that the
person who failed me felt something besides my wishes was most important. Look around you, Paul,” the
dark-haired man said, gesturing the dozen or so people arrayed defensively about the room. “The people
in this room are my highest officers, my most trusted, and most highly paid, servants. Each one of them
would stand alone against an army if I asked him to. Do you know why, Paul? Because each one of them
knows that, of the two options, disobedience holds the greatest chance of death. Unfortunately for you,
you have learned this truth too late.”

As much as he tried to keep it in, a small sob tore free from Paul’s throat and he hung his head,
looking up when he heard the voice of the dark-haired man speaking again.

“Before you die, though, there is one more thing I think you should know, Paul,” the man said, and a
malevolent smile broke out across his face. Then, as Paul watched in shock, the face changed, shifted,



and suddenly it was no longer a human face that grinned at him, but a tiger’s. The whole body changed,
in fact, as the creature grew several inches, and its hands morphed into claws that seemed bent the
wrong way. Paul let out a horrified gasp as he realized the rest of the guards in the room were also
transforming into monsters like their master. They growled and bared their teeth at him - it was hard to
tell, but it seemed that their bestial faces were actually smiling sadistically. A moment ago, Paul had been
despairing at the thought of dying and never seeing his pretty wife again, but now he felt his heart drop
even lower as he realized that these creatures had infiltrated his city — it wasn't only he who would suffer
at the hands of these fiends, but possibly the entire city. The Black Tigers Thieves' Guild, had incredible
influence, and if it was actually headed by such a creature...

Paul was brought back to his own fate by his leader’s voice — which had not changed, despite the
distortions the body had undergone. “Guards?” was all the creature said.

E

“Shall I dispose of the body, Master Jatasura?”

Jatasura pulled his eyes from the pool of blood forming around Paul's body to answer his guard.
“Yes, go ahead,” he answered. With glee, he allowed himself a few more moments to contemplate the
look of horror that had crossed Paul's face at seeing their true forms. He relished the opportunities for
private executions, to reveal to these humans just how foolish they were, and just how doomed they all
were. There had been a woman last week who had fainted at the sight of his true form; he'd had his
guards revive her before ordering them to tear out her throat. After all, what was the point of killing
someone if you couldn't see the look on his or her face as the end came?

Really, though, his heart hadn't been in it today. Though it had been a welcome distraction, Paul’s
death was really just that — a minor distraction. This thieves’ guild operation had turned out wonderfully,
and he was happy with the results - but he was about to complete the mission he had been planning
before he ever began calling himself Jatsura. He had acquired hundreds of servants throughout the city,
mostly thieves and lowlifes who had been drawn to him by the promise of easy gold. But soon, the whole
city would be his to control — and the people wouldn't even know.

The city of Goldbridge was not only the largest city in the nation, but also had the distinction of
being the capitol city. Its most distinctive feature was the large palace in the center of town, housing the
king, his family, and his most trusted officials in opulent splendor. Jatasura was pleased with how much
sway his gang held over the city, but he could have accomplished such a feat anywhere — he had very
specific reasons for choosing Goldbridge as his base of operations.

Jatasura was going to be king.

He did not have any revolutions in mind, however, nor did he plan to insinuate his way into the
current king's good graces and so be appointed his successor — rather, he was going to murder the king

and take his place.

The details for the assassination were coming into place; tomorrow night, the king’s bodyguards
would be slipped a potent sleeping mixture, and Jatasura and his men would be free to kill the king at
their leisure. Jatasura only hoped the king’s death would be as enjoyable as he had envisioned. He was
still toying with the idea of keeping the king captive somewhere in the palace for awhile, torturing him
and letting him live his last few days in the knowledge that a monster had taken his place. A bit of a risky

idea, he knew, but an intriguing one nonetheless.



Yes, it wasn't too long now till he'd have the entire nation at his feet. Until then, though, there was
business to attend to. He couldn't have the guild devolve into chaos the day before his dream was real-
ized, simply because he was distracted with thoughts of glory.

“I believe we have another meeting,” he remarked, reassuming his human disguise and sitting back
down in his chair, content with the knowledge that it would soon be replaced with a proper throne. He
gestured to the guard, “Bring in the next appointment.”

This book focuses on Rakshasa, the animal-
headed evil outsiders whose origins can be traced
to ancient, near-eastern myths, and who have
captured the imagination of fantasy roleplayers for
decades. In addition to a 20-level class that allows
you to play as one of these mighty fiends, and a
brief glimpse into rakshasa history and culture,
this book features nine new types of rakshasa.
Expanding on the long-established (but often
ignored) fact that fantasy rakshasa can have the
heads of animals other than tigers and other large
cats, these new rakshasas provide unique
stat-blocks and backgrounds for a variety of
different types of animals, ranging from jackals
and elephants to spiders and serpents.

Rakshasa

“You call me ‘inhuman,’ as though it were an
insult, mortal. I am of a race that far transcends
your own pathetic mortal existence. I am physically
more powerful, mentally far superior, and have had
more magical potential since birth than most of
your kind can achieve after a lifetime of study. I am
like a god before a pathetic worm such as yourself.”

~Kamisura, rakshasa, and Exalted Sultan of
Toriban

Powerful spirits of malevolence and
corruption, rakshasas are not of this world, though
they have lived here long enough that they are
quite at home in the Material Plane, adapting
themselves to live amongst the mortal, humanoid
races. Though there are rare exceptions, most
rakshasas view other races as prey, and spend most
of their time either corrupting societies from
within, or simply debauching on a wide variety of

sins and vices.

Making a Rakshasa

Rakshasas use a mixture of magical and
martial prowess to destroy their foes, making good
use of their potent natural defenses and ability to
read minds to protect themselves while using their
magic to deceive and outmaneuver their foes, and
falling back on their fearsome natural attacks as
the situation requires.

Abilities: Charisma governs the rakshasa's
spellcasting ability, and also the saving throw DCs
for many of his other class features. A high
Dexterity will increase the rakshasa'’s armor class,
and a high Strength score will allow him to do
more damage in melee. As generally sophisticated
and cultured individuals, most rakshasas benefit
from a high Intelligence score, which grants them
an increased number of skills.

Alignment: Most rakshasas are Lawful Evil.
Rakshasas of other alignments are not unheard of,
and Neutral Evil and Chaotic Evil rakshasas are
not terribly uncommon. Non-evil rakshasa are
quite rare, however, and are often hunted by evil
rakshasas, who find such creatures to be
abominations.

Hit Die: dio

Starting Gold: 3d6 x 10 gp (average 105 gp)

Class Skills

The rakshasa’s class skills are Acrobatics (Dex),
Bluff (Cha), Craft (Int), Diplomacy (Cha),
Disguise (Cha), Knowledge (the planes) (Int), Per-
ception (Wis), Perform (Cha), Sense Motive
(Wis), andStealth (Dex)

Skill Ranks Per Level: 6 + Int Modifier.



Table 1-1: The Rakshasa
Base Attack Fort Ref Will

Natural Sorcerer

Level HD  Bonus Save Save Save Special Armor  Level
Empathic intrusion, otherworldly
15t 1 -+ +0 +2 +0 0
origins, +2 Dex
gnd. 2 2 +0  +3  +3 Deadly fangs, deceptive, +2 Con +1 1
3rd 2 42 +0 +3 +3 DR s5/magic, +2 Int +1 1
4th 3 +3 +1  +3 +3 Razorclaws, +2 Cha +2 2
sth 4 44 +1  +4 +4 Change shape 3/day +3 2
6th 4 +4 +1  +4 +4 DRio/magic, +2 Str +3 3
7th 5 +5 +1  +4 +4 Detect thoughts, +2 Con +4 3
8th 6 +6/+ +2 +5 +5 +2 Dex +5 4
gth 6 +6/+ +2  +5 +5 DR1o/magic and piercing, +2 Wis +5 4
woth 7 +7/+2 +2  +5 +5 Spell resistance, +2 Dex +6 5
uth 8 +8/+3 +2 +6  +6 Change shape at will, +2 Int +7 5
i2th 8 +8/+3 +2  +6 +6 DRis/magic and piercing, +2 Cha +7 6
13th 9 +9/+4 +3 +6  +6 Improved detect thoughts, +2 Con +8 6
Rakshasa ascension, DR 15/good and
14th 10 +10/+5 +3 A +9 7
piercing, +2 Str
15th 1 +if+6 +3 +7 +7 Bestial transformation +9 8
16th 12 +12/+47/+2 +4 +8 +8 Suggestive thoughts +10 9
17th 13 +13/+8/+3 +4 +8 +8 Poison claws +11 10
18th 14 +14/+9/+4 +4 +9 +9 Corruptive thoughts +11 11
19th 15 +15/+10/+5 +5 +9 +9 Greater detect thoughts +12 12
20th 16 +16/+11/+6/+1  +5 +10  +10 Psychic assassin +13 13

Sidebar: Racial Classes

The rakshasa falls under a special category of
classes, called “racial classes,” or “monster classes.”
These classes allow players to play as members of
powerful monster races by doling out the benefits
that creatures of those races possess one piece at a
time, in order to protect the balance of the game.
Due to the special nature of these classes, they
have a few additional rules, beyond those that
apply to normal base classes:

*Characters can only enter a monster class at
1st level, and the monster class serves as both their
class and their race. A character cannot, for
example, be a human rakshasa or an elven
rakshasa: the only racial benefits they gain are
those provided by the class.

*A character with a monster class always
counts that class as his or her favored class.

*Once a character enters a monster class, he

or she cannot freely multi-class into other classes.
Characters in a monster class can only take levels
in that monster class until they where they have
gained all the benefits of the monster the class is
based on. This point is denoted in the class by the
“ascension” class feature (in the case of the
rakshasa, this is rakshasa ascension at 14th level).

*Monster classes do not always grant a new
hit dice at every level. Table 1-1: The Rakshasa hasa
column not found in most base classes, labeled
“HD." This column lists the number of hit dice that
the class has granted by the indicated level. Levels
where this number does not increase (3rd, 6th,
oth, and 12th, in the case of the rakshasa) do not
grant new hit dice, or any of the benefits that new
hit dice bring, such as when calculating how many
feats and additional ability score points a character
has earned: use the PC's hit dice to determine that,
rather than his or her class level.




Class Features:

The following are class features of the

rakshasa.

Weapon and Armor Proficiency: Rakshasa
are proficient with all simple and martial weapons,
but not with any kind of armor or shield.

Spellcasting: A rakshasa casts spells as
though he were a sorcerer whose class level was
equal to ¥4 his rakshasa level. If the rakshasa later
takes levels in sorcerer, the spellcasting ability
granted by the rakshasa class stacks with
spellcasting from the sorcerer class. For more
information on sorcerers and spellcasting, see the
Pathfinder Roleplaying Game Core Rulebook. The
rakshasa does not gain any other benefits of being
a sorcerer, such as a bloodline.

Starting at 15th level, a rakshasa's spellcasting
ability accelerates, and for each level of rakshasa
he gains, his effective sorcerer level for the pur-
poses of spells per day and other spellcasting
effects increases by one.

Ability Score Bonuses: Beginning at 1st
level, rakshasas gain a number of racial bonuses to
their ability scores, as marked on Table 1-1: The
Rakshasa. By 14th level, a rakshasa will have total
racial bonuses equal to +4 Strength, +6 Dexterity,
+6 Constitution, +4 Intelligence, +2 Wisdom, and
+4 Charisma.

Empathic Intrusion (Su): A rakshasa hasan
uncanny ability to perceive the true intentions of
those around him. As a standard action, he can
subtly access the thoughts and feelings of the crea-
tures around him: all creatures in a 60-foot cone
must succeed on a Will save (DC 10 + ¥4 the
rakshasa's class hit dice + the rakshasa's Charisma
modifier). As long as the rakshasa concentrates on
this ability (a move action), he gains a +8 insight
bonus on Sense Motive checks made against
creatures that fail the save. A rakshasa can use this
ability at will.

Otherworldly Origins: Rakshasas have not
always inhabited the Material Plane, though there
are few, if any, civilizations left on the plane that

can remember a time when they were not plagued
by the evil beings. Rakshasas have the outsider
creature type and the native creature subtype. For
more information on these types, see the
Pathfinder Bestiary.

Deceptive (Ex): At 2nd level, a rakshasa
becomes adept at using his knowledge of the
thoughts of those around him to better
manipulate and deceive them. He gains a +4 racial
bonus to Bluff checks, as well as a +8 racial bonus
to Disguise checks.

Natural Armor: Beginning at 2nd level, a
rakshasa gains natural armor which improves as he

increases in level. The total bonus to natural armor
is indicated on Table 1-1: The Rakshasa.

Deadly Fangs (Ex): At 2nd level, a rakshasa
gains a primary natural bite attack which deals 1d6
points of damage with each successful hit. For
more information on natural attacks, see the
Pathfinder Bestiary.

Damage Reduction (Ex): At 3rd level, a
rakshasa becomes resilient to physical attacks. He
gains DR 5/magic. At 6th level, this protection
increases to 10/magic. At gth level, it increases
further to 10/magic and piercing. At 12th level, it
increases further still to 15/magic and piercing.



Finally, at 14th level, this protection increases to
15/good and piercing. For more information on
damage reduction, see the Pathfinder Roleplaying
Game Core Rulebook.

Razor Claws (Ex): At 4th level, the rakshasa
gains a secondary natural claw attack, which deals
1d4 points of damage with each successful hit. For
more information on natural attacks, see the
Pathfinder Bestiary.

Change Shape (Su): At sth level, a rakshasa
gains the ability to assume the form of any
Medium humanoid creature 3 times per day. This
functions as the spell alter self. At nth level, the
rakshasa's shapechange mastery improves, and he
can use this ability at will, and can remain
transformed this way indefinitely.

Detect Thoughts (Su): At 7th level,
rakshasas truly become mind readers, able to
observe the thoughts of others. They gain the
ability to use the spell detect thoughts at will as a
supernatural ability. The DC to resist this effect is
equal to 10 + ¥4 the rakshasa’s class level + the
raskshasa’s Charisma modifier.

Spell Resistance: At 1oth level, a rakshasa is
able to use his own knowledge of magic to protect
himself against others’ use of it. He gains spell
resistance equal to 11 + his class level. For more
information on spell resistance, see the Pathfinder
Roleplaying Game Core Rulebook.

Improved Detect Thoughts (Su): Ati3th
level, a rakshasa's ability to read the thoughts of
others becomes second nature to him. When using
his detect thoughts class feature, his effective
caster level is 18, and he can suppress or resume
this ability as a free action. When a rakshasa uses
this ability, it always functions as if he had spent
three rounds concentrating, and he thus gains the
maximum amount of information possible. The
effect can still be resisted with a successful Will
save (DC 10 + 14 the rakshasa's class level + the
rakshasa's Charisma modifier).

Rakshasa Ascension: Once a rakshasa
reaches 14th level, he has unlocked enough of his

inner potential to be able to pursue other interests,

if he so chooses. A 14th-level rakshasa may freely
multi-class into other classes, and can return to the
rakshasa class later without penalty. Characters
with more than 14 levels in rakshasa represent
paragons of the rakshasa race, who, whether
through hard work or an accident of birth, possess
abilities in excess of most of their kind.

Bestial Transformation (Su): Atisth level, a
rakshasa's shapechanging abilities improve. He is
now able to take on the form of any Medium- or
Large-sized creature of the animal type, in
addition to any humanoid of Medium size.

Suggestive Thoughts (Su): Ati6th level, a
rakshasa gains the ability to manipulate those with
weak minds. If a rakshasa has successfully detected
a creature’s thoughts using his improved detect
thoughts ability, he may then attempt to influence
that creature as per the spell suggestion, except
that the DC is equal to 10 + ¥ the rakshasa’s class
level + the rakshasa's Charisma modifier. If the
save is successful, the rakshasa cannot use this
ability on that target again for 24 hours.

Poison Claws: At17th level, a rakshasa’s
claws begin to produce poison, which can affect

those who are hit by his claw attack.

Type poison, injury; Save Fortitude DC 10 +
15 the rakshasa’s class level + the rakshasa's
Charisma modifier

Frequency 1/round for 2 rounds

Effect 1d4 Wis damage; Cure 1 save

Corruptive Thoughts (Su): At 18th level, a
rakshasa is able to exert extraordinary influence
over those around him with weak minds. Ifa
rakshasa has successfully detected a creature’s
thoughts using his improved detect thoughts
ability, he may then attempt to pull that creature’s
alignment closer to his own, causing the affected
creature’s alignment to move one step closer to the
rakshasa's own alignment. The creature may make
a Will save (DC 10 + ¥ the rakshasa’s class level +
the rakshasa's Charisma modifier) to resist this
effect. Whether or not the save is successful, this
ability cannot be used on that target again for 24
hours.



Greater Detect Thoughts (Su): Atigth
level, a rakshasa is able to read more than just the
surface thoughts of those around him. Ifa
creature fails to save against the rakshasa’s
improved detect thoughts class feature, the
rakshasa can attempt to find particular types of
memories or a particular piece of information in
that creature’s mind. Each round, the rakshasa can
“ask” the target a question that can be answered by
a simple “yes” or “no,” receiving its answer from
the creature’s thoughts and memories. In the case
where a one-word answer would be misleading, no
answer is provided. The target is aware of an
uncomfortable feeling, and knows it is being
targeted by magic of some sort, but does not
necessarily know that its mind is being probed, or
what for, and does not necessarily know the source
of the effect. With each question the rakshasa
“asks” of its target, he may make a saving throw
(DC 10 + Y4 the rakshasa's class level + the
rakshasa's Charisma modifier) to resist the effect.
If the information is of special importance to the
target, it receives a +4 bonus on the save, though
the target is still not aware of what specific
information is being accessed. A successful save
indicates that the rakshasa does not receive an
answer to that in particular question, and cannot
try again for that specific information until 24
hours have passed. If the target successfully resists
three questions in a row, the rakshasa cannot use
this ability on the target until 24 hours have
passed, though he may continue to detect the
target’s thoughts with his improved detect
thoughts class feature.

Psychic Assassin (Su): At 2oth level, a
rakshasa’s ability to delve into the minds of others
becomes so great that he can draw on their deepest
fears in order to frighten them to death. If a
rakshasa has successfully detected a creature’s
thoughts using his improved detect thoughts class
feature, he may then attempt to influence that
creature as per the spell phantasmal killer, except
that the DC for both saves is equal to 10 + ¥2 the
rakshasa’s class level + the rakshasa's Charisma
modifier. Regardless of whether or not the creature
succeeds on these saves, once a rakshasa has used
this ability on a creature, he cannot use it on that
same creature again for 24 hours.

Playing a Rakshasa

Rakshasas are powerful and mysterious
creatures, whose motives can sometimes be
difficult for mortal minds to understand. Still,
despite being outsiders, rakshasas think and act in
ways very familiar to most humanoids. This may be
a result of thousands of years on the Material
Plane, or it may be from spending their time inside
human society, or it may simply be a mask that
rakshasas put on in order to fool those few humans
they interact with openly, but whatever the case, it
is no doubt true that a rakshasa's mind, however
alien, is far more recognizable than that of a
demon or a devil.

For the most part, rakshasas tend to display
all the worst aspects of humanity, magnified to an
inhuman degree: they are filled with a great racial
and personal pride, viewing themselves as nearly
gods. They have great wrath and hatred, and their
treatment of those who oppose them is legendarily
cruel. They have terrible and unspeakable lusts, for
things like human flesh, torture, and the worst
kinds of sexual acts. Any rakshasa that seems to
the contrary has either taken centuries to master
his own inner demons, or, more likely, is simply
putting on an act and waiting for the best time to

strike.

Demographics: Rakshasas live almost
exclusively in cities and other highly populated
environments, where they have access to the most
debauchery and taboo activities they can get, and
also where they have the greatest choice of “prey”
They tend to travel in the upper strata of
humanoid society, taking the roles of nobility,
wealthy merchants, and the like. As native
outsiders, rakshasas do need to eat to survive, and
their diet includes a heavy amount of meat,
especially of exotic, and sometimes sentient,
varieties. Rakshasas do not age, and do not accrue
any benefits or penalties based on age. For
information on a rakshasa's average height and
weight, see Table 1-2: Rakshasa Average Height and
Weight, on the next page.

Religion: Rakshasas almost universally spurn
religion, considering few, if any gods worthy of
their worship, and viewing themselves as god-like



Table 1-2: Rakshasa Height and Weight

Base Base Weight
Gender Height Weight Modifier Multiplier
Male 4ft.8in. 120lbs  2d8 x5 Ibs
Female 4ft.3in. 1wolbs 2d8 x 5 Ibs

creatures when compared to most mortals.
Rakshasas have a special dislike for clerics, and one
of their favored pastimes is to test a cleric’s faith by
harassing the priest and creating endless
hardships, hoping to force him to renounce his
faith and instead serve the rakshasa. In fact, many
rakshasas start small cults, either openly in
worship of themselves as demi-gods in their own
right, or else in disguise as a mortal, devoting the
cult to the worship of a made-up deity, but
bending the cultists to his own will as patriarch of
the cult.

Other Classes: Rakshasas typically have little
but scorn for other party members, though this
generally has less to do with their class than their
race. They have nothing but disdain for
spellcasters other than sorcerers, taking immense
amusement in the great labors that wizards
perform and the dark pacts that witches make to
get their magic, maliciously pointing out that the
rakshasa's own magic is a gift of birth. They have a
perverse hatred of clerics, paladins, and other
divine characters, due to the religious views of a
typical rakshasa. Fighters, rogues, and the like are
viewed as useful tools, but the rakshasa can rarely
muster any kind of respect for a creature that is
not capable of casting spells. Rakshasas look most
favorably on sorcerers, who they consider to be the
closest kind of mortal to their own magnificence.
This little respect typically does the sorcerer no
good, and is usually tarnished by the rakshasa's
disdain for the average sorcerer’s overall level of
magical talent, in any case.

Rakshasas in the World

Of all the fiendish races, the rakshasa is
perhaps the most dangerous, deadly, and
terrifying. Unlike most fiends, who can be
banished to the foul lower plane from which they
came, rakshasas live among us. They hide in our
society like wolves in sheep’s clothing, preying
upon us, corrupting us, and causing our society to

rot and decay from within. They wear a mask of
gentility and grace, but underneath they are vile
and base creatures, made only more frightening
by the fact that their terrible appetites seem only
too human.

~Excerpt from The Book of Fiends

Daily Life: The average rakshasa spends
most of his time plotting evil schemes, putting
those schemes into action, or reaping the rewards
of those schemes by indulging in some lavish and
forbidden taboo. Many rakshasas secretly rule
powerful organizations, such as thieves' or
assassins’ guilds, merchant consortiums, or the
like, and most rakshasas have detailed spy
networks reporting to them. Not all rakshasas are
interested in the hassle of running a small
empire, however, and adventuring rakshasas
typically become mercenaries or assassins, selling
their select services to a very elite clientele, and
charging obscene prices.

Notables: For the most part, due to their
secretive nature and preference for staying
behind the scenes, the most effective rakshasas
are those who are not well-known at all. Further,
rakshasas whose identity does become known
often do not appreciate those calling attention to
their identities, and typically take steps to silence
any who would spread such information. Still,
some rakshasas are happy to operate openly,
usually because they are so well entrenched in
power that they have nothing to fear by revealing
themselves. Most notable among these is
Kamisura, the Grand Sultan and Exalted Emperor
of Toriban, a small desert empire whose
legendary affluence is a result of its position as a
trading crossroads. Kamisura has ruled the
empire openly as a rakshasa for the last three
hundred years, and has instituted a state religion,
which he serves as the primary deity of. Though
he is well known for his darker appetites, he has
brought an era of peace, stability, and prosperity
to his kingdom, and is actually generally beloved

as aruler.

Organizations: Though it is not unheard of
for rakshasas to occasionally work together
towards a specific, common goal, such alliances



are nearly always temporary, and are quite often
very tense and suspicious affairs. Rakshasas are
very prideful, arrogant, and self-absorbed, and so
it is very difficult for two of them to find any way
to work together, share, or compromise. As such,
rakshasas tend to be very territorial towards one
another, and often become fast enemies, unless
one is gracious enough to remove himself from the
other’s territory.

NPC Reactions: Perhaps not surprisingly, the
average NPC does not know precisely what a
rakshasa is. They may potentially have heard
legends about rakshasas as powerful sorcerers who
can change their shape, and live to corrupt mortals
(or, alternatively, to devour their flesh and do
other unspeakable acts), but they would typically
be hard-pressed to recognize one on the spot. This
would not keep them from seeing the rakshasa as
a monster—its bestial head and backwards claws
would see to that—but they would likely mistake
the average rakshasa for a weretiger, or something
of the sort, rather than recognize it as a spirit of
evil and corruption. Those that do recognize a
rakshasa are typically stricken with terror when
forced to confront them, as rakshasas are well
known for their cruelty, the quickness with which

they are angered, and, most of all, their caprice.

Rakshasa Lore: Characters with ranks in
Knowledge (the planes) can research rakshasas to
learn more about them. Characters with ranks in
Knowledge (religion) can do the same, though in
this case the DC to do so is increased by +5. When
a character makes this skill check, read or
paraphrase the information from the table below,
including entries for lower DCs.

Finally, a character with ranks in Knowledge
(local) can do research to attempt to identify
specific rakshasas in the area, the areas in which
he operates, the kinds of activities he undertakes,
and other important details. The DC for this check
is 30.

Rakshasas in the Game
Rakshasas after First Level: Because

rakshasa is a racial class (or monster class), it is
really only accessible to new characters: by the

Table 1-3: Rakshasa Lore

DC Information

Rakshasas are spirits of evil and corruption

that look like a man but have the head of an
animal. They delight in all kinds of horrible
and wicked and forbidden acts.

Rakshasas are powerful sorcerers, and all

15 rakshasas are able to change their shape to

appear human.
Rakshasas are adept mind-readers, and it is

said that they can view the thoughts of
mortals as though they were words on an
open book.

10

20

Rakshasas have very potent defenses: they
25 can resist most spells, and their skin turns
aside all but holy, piercing blades.

Characters who achieve this level of success
can learn important details about legendary
rakshasa of great importance, the areas in
which he operated, the activities he
undertook, myths of his deeds, and any
legacies he may have left behind.

30

time characters begin their adventuring careers,
they're either rakshasas or they aren't, and, for the
most part, people don't change species all that
often (at least, not in a permanent fashion). If one
of your players is interested in having their
character become a rakshasa, most likely because
the character began play before they gained access
to this book, consider letting them enter the class
at a later time. They could, for example, be cursed
into the form of a rakshasa, or, if the playerisa
sorcerer, for example, it could be that he had been
a rakshasa all along, or at least that his sorcerous
power came from rakshasa blood, which he is
awakening to a new level, similar to the dragon
disciple prestige class.

A character entering the class later on would
lose the benefits of his previous race, and would
be unable to multi-class until he had taken 14
levels in the class, and gained the rakshasa
ascension class feature, just like any other
character in the class. Be careful about players who
want to enter the class at levels where they

wouldn't be able to reach that level (such as taking
their first level of rakshasa after 6th level), because



they may just be looking for a way to avoid the no
multi-classing restriction. Otherwise, though,
besides the difficulty of explaining how a character
suddenly becomes a rakshasa, and the paperwork
involved in removing a character’s existing race,
there’s no good reason to keep players from taking
the class at later levels.

Rakshasas and Game Balance: The rakshasa class
contains a variety of powerful abilities, made more
so by the fact that some of them are not easily
available to player characters. The most outlandish
of the rakshasa's abilities is probably its relatively
high and very difficult to overcome damage
reduction, which may, at times, make the rakshasa
feel virtually invulnerable. Note that the “good”
requirement of the damage reduction can be
overcome by any weapon with a +5 enhancement
bonus, regardless of its alignment, and that
weapons which deal multiple types of damage
(such as a morningstar or dagger) need deal
piercing damage with only one of those types in
order to bypass the damage reduction. Of course,
because of the rakshasa’s spell resistance, the usual
method of dealing with characters with high
damage reduction (spells) is less reliable, though,
if the rakshasa never seems to be in any danger, a
few encounters involving conjuration spells (or
other spells that ignore spell resistance) that deal
direct damage should prove to keep the game more
interesting.

Handling Detect Thoughts: A major aspect of
rakshasas as a monster is their ability to constantly
detect thoughts. In the rakshasa class, a character
is able to use detect thoughts at will beginning at
7th level, and is using it constantly by 13th level.
This can occasionally cause problems for GMs,
especially those who want one or more NPCs to lie
to the party, because characters who can read
thoughts constantly will generally do so. Bear in
mind that canny characters can protect themselves
against this effect through a number of ways, the
simplest being to add a thin lining of lead to the
inside of their headgear, but mage’s private
sanctum, mind blank, and the like can sometimes
provide a more subtle protection.

Still, don't rob the player of the benefit of this
ability completely: protect information that would

ruin the plot of the game, but when it comes to
the information that you want the PCs to get
anyway, allow the rakshasa character to get it via
detect thoughts. It would be bad for the PCs to
find out, by reading the mind of the grand vizier
(disguised as a beggar and offering them a “tip”)
that he is leading them into a trap, especially if
that trap is important to the plot of the adventure.
On the other hand, if the PCs are looking for the
bandit camp’s location in a local tavern, and you
want them to get to the bandit camp eventually
anyway, there's no harm at all in a rakshasa PC
pulling the information from the mind of a
drunken bandit.

Unfortunately, the game can sometimes slow
to a crawl as the rakshasa insists on reading the
minds of everyone in the room, one at a time, in
detail. This can happen with any at-will ability;,
including a paladin’s detect evil, but because the
information here can be more varied, and
eventually requires no effort, the situation may
become more exasperated. If it becomes a
problem, talk to the player of the rakshasa
character, explaining that the ability is bogging
down gameplay, and find an acceptable
compromise. Often, if a GM promises to tell the
player whenever anything “noteworthy” comes up,
everything can be expedited relatively easily, and
the player will only need to call attention to the
ability when he’s looking for specific thoughts, or
is interested in a specific individual, the way that
the ability is intended.

Rakshasas and Evil: Though it has been
mentioned already that not every single rakshasa
is evil, the fact remains that non-evil rakshasas are
the rare exception, and most likely any player
interested in running a rakshasa character is likely
planning on running an evil one. Having evil
characters in the party is something that not all
GMs are comfortable with, and you should talk
with anyone who wants to run a rakshasa before
play actually begins, to ensure that everyone's
expectations match in regards to what will be ac-
ceptable behavior for the character. This is more
the case with rakshasas than many other evil char-
acters, because rakshasas are specifically creatures
of taboo, beyond just being evil. A normal evil
character might loot, or pillage, or backstab, but a



a rakshasa may devour corpses, or torture for fun,
or commit indecent sex acts, and so on, which
you—or other members of the group—may not be

comfortable with.

Of course, some players find this kind of play
entertaining, and enjoy roleplaying a darker,
twisted character, because that is something they
would not normally do in real life, and they find it
interesting to explore such characters in this way.
This is healthy, and there's nothing wrong with
this, but it's important that everyone's
expectations match up, so that no one gets an
unpleasant shock (either from the rakshasa
character’s behavior, or from the reaction of the
GM or other players to that behavior).

Rakshasa Society
Origins of the Rakshasas

The exact origins of the rakshasa race (or
races, as the case may be; see Rakshasa Castes,
below) are a matter of much debate amongst those
scholars who specialize in fiends and other lower-
