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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 finn 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? Hrmnm?"

Paul's eyes darted back and forth, seeming to search for a Wil)'out ofhis predicament, even as his
shoulders slumped in despair. He knew he was a dead IllilIl. He thought with anguish of his wife, waiting
for him at home, no doubtwonying 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 fiTst 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 ofdoing grunt work, Paul had been promoted. He'd been the leader ofseveral
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 jl'\'<"elry
store in the town square - theywere to make offwith 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 forthevery same night the store was to
receive a very large shipment of jewels from the south. Not only\\o"ere the dates and times of such
shipments always kept secret, but they also\\o"ere 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 ortwo and make
offwith as much as we can carry - itll 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 mywishes 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 anny if I asked him to. Doyou know why, Paul? Because each one of them
knows that, of the two options, disobedience holds the greatest chance ofdeath. 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 thro.lt 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 1 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. Thewhole 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
transfonning into monsters like their master. Theygrowled and bared their teeth at him - it was hard to
tell, but it seemed that their bestial faces .....ereactuallysmiling sadistically. A moment ago, Paul had been
despairing at the thought of dying and never seeing his prettywife 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 BlackTigers lbieves' 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.

"Shall I dispose of the body, Master Jatasura?"

Jatasura pulled hiseyes from the pool ofblood forming around Paul's body to aIl5\o\-'er his guard.
"Yes, goahead," he answered. With glee, he allowed himself a few more moments to contemplate the
look ofhoITorthat had crossed Paul's face at seeing their true fonns. 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 fonn; he'd had his
guards revive her before ordering them to tear out her throat. After all, what was the point of killing
someone ifyou 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 hewas happywith the results - but hewas 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, thewhole
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 thecapitol city. Its most distinctn'e 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 ofoperations.

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, hewas going to murder the king
and take his place.

The details for the assassination "'ere coming into place; tomorrow night, the king's bodyguards
would be slipped a potent sleeping mixture, and Jatasuraand his men would be free to kill the king at
their leisure. Jatasura only hoped the king's death would beas 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 ofa 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 nave the guild devolve into chaos the day before his dream was real­
ized, simply because he was distracted with thoughts ofglory.

"I believe we nave 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."

-------~~,-------

Introduction

This book focuses on Rakshasa, the animal­
headed evi! outsiders whose origins can be traced
to ancient, near-eastern myths, and who have
captured the imagination of fantasy roleplayers for
decades. In addition toa :w-Ievel class that allows
you to playas one of these mighty fiends, and a
briefglimpse 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 ofanimals, ranging from jackals
and elephants to spiders and serpents.

Raksh"'alSsaa _

"You calJ me 'inhum,m,' <IS though it were an
insult, mortal. I am ofa mce that f<lf tran~nds
your own pathetic mort<ll existence. /,Jm physically
more powerful, mentally f<lfsuperior, and h<ll't' h<ld
more magic<ll po/ential since birth th<ln most of
your kind C<ln <lchieve<lftef,J lifetime ofstudy. I am
likeagod before a p.Jthe/ic worm such as yourselr.~

_Kamisur<l, r,JkshaS<l, and Exalted Sul/<ln of
Torib<ln

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 annor class,
and a high Strength scorewill 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 terriblyunconunon. Non-evil rakshasaare
quite rare, however, and are often hunted byevi!
rakshasas, who find such creatures to be
abominations.

Hit Die: dm
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 (\Vis), Perfonn (Cha), SenseMo~
(WIS), andStealth (Dex)
Skill Ranks Per Level: 6 + Int Modifier.



+12 12
+13 13

" 7

+9 8
+10 9
+t1 10

+11 t1

+5 4

+5 "
+6 5

+7 5
+7 6

" 6

....
u ,

+3 2

+3 3
+4 3

Sorcerer
Level

Natural
Armor

Table I-I: The Rakshasa
B<tsc Attack Fort R.f Will

Level HD Bonus Save S.,. Save Special

," .. .0 U u Empathic intrusion, otherworldly
orjgjns, +2 Dex

,,' , u '0 ') ') Deadly fangs, deceptive, +l. Con

Vd , ., '0 ') ') DR s/magic, u [nt

4th ) ') .. ') ') Razor claws, u Cha
5th , " .. " " Change shape 3/day
6<h , " .. " '4 DR l\)/magic, u Str

ph S 'S .. " " Detect thoughts, +2 Con
8,h 6 +6/+1 U 'S 'S +l. Dex

9th 6 +6/+1 U " 'S DR lo/magic and piercing, u Wis
loth 7 +7/H U " " Spell resistance, u Dex
lith 8 +8/+3 u ,6 ,6 Change shape at will, +2 Int
12th 8 +8/+3 u ,6 ,6 OR Is/magic and piercing, u Cha

13th , +9/+4 ') ,6 ,6 Improved detect thoughts, u Con

14th '0 +10/+5 'J '7 '7
Rakshasa ascension, DR IS/good and
piercing, +2 Str

15th " +ll/+6 ,) '7 '7 Bestial transformation
16th " +12/+7/U '4 " ,8 Suggestive thoughts

'7th 'J +13/+8/+3 '4 " " Poison cla~

18lh '4 +'4/+9/+4 '4 '9 '9 Corruptive thoughts
19th os +15/+10/+5 " '9 " Greater detect thoughts
20th ,6 +16/+11/+6/+1 " "0 "0 Psychic assassin

•Monster classes do not always grant a new
hit dice at every level. Table I-l: 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 (Jfd, 6th,
9th, 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 detennine that,
rather than his or her class level.

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

e 1 e'?'ffw i7cVSidebar: Racial Classes ~

The rakshasa falls under a special category of or she cannot freely multi-class into other classes,
classes, called "racial classes," or "monster classes." Characters in a monster class can only take levels
These classes allow players to play as members of in that monster class until they where they have
powerful monster races bydoling out the benefits gained all the benefits of the monster the class is
that creatures of those races possess one piece at a based on, This point is denoted in the class by the
time, in order to protect the balance offhe game, ~ascension"class feature (in the case of the
Due to the special nature of these classes, they rakshasa, this is rakshasa ascension at 14th level),
have a few additional rules, beyond those that
apply to nonnal base classes:

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

'Once a character enters a monster class, he

-----------~_..."i'ili~~-----------



Class Featurtos:

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

Spellcastin~rA rakshasa casts spells as
though he ,.'I~re a SOrcef'el" whose class level was
equal to 'h: his rakshasa level. If the rakshasa later
takes leo.tis in SOrt.'l"re'l", the spelIcasting ability
granted. by the rakshasa class stacks with
spel.lcasting from the son:erer class. For more
information on sorcen'TS and spellcasting, see the
Palhlinder Rolepldying Gdme Core Rulebook. The
rakshasa does not gain any other benefits of being
a sorcerer, such asa bloodline.

Starting at 15th leve~ a rakshasa's spellcasting
ability iKn1erat~and for eachI~ ofrakshasa
he gains, his eff"ectM sorcerer levt':I. for the pur­
poses ofspells per diIy and od\el" spellcasring
effats~byone.

Ability Score Bonuses: Beginning at 1st
level, rakshasas gain a nmnber of racial bonuses to
their ability scores, as marked. on Table I-I: The
Rakshasa. By 14th level, a rakshasa will have total
racial bonuses equal to +4 Strength, +6 Dexterity,
+6 Consrirurion. +... lntelligen~, H WlSdom. and
+4 Chuisma.

Empathic lntnlsion (Su): A rakshasa has an
uncanny ability tope~ the true intentions of
those around MITL As a standard action, he can
subtlyaccess Ihe thoughts and feelings of the cred­

tures around him: all creatures in a 50-foot cone
must succeed on a Will sa\ll? (DC 10 + '11 the
rakshasa'sclass hil dice + the rakshasa's Charisma
modifier). As long as the rakshasa corK'efltTales on
this ability (a~ action), he gains a +8 insight
bonus on Sense Mom.~checb made against
creatures that fail theSil\~. A rabhasa can use this
ability at will.

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

can remember a lime when they wen' not plagued
by the t"\oil beings. Raksbasas have the outsider
creatwl' type and the Dam~ creatwl'subtype. For
more information on these types, Sl"r the
Pdthfindel'lkslidry.

DeceptiYe (E:..:): At 2I1d 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 Bluffchecks, as well as a +8 racial bonus
10 Disguise checks.

Natural Armor: Beginning at :znd leo.'d, a
rakshasa gains natural annor ....hich impl"(Jl'eS as he
increases in If"\ll?l. The total bonus to Datural armor
is indicated on Table 1-1: 1he Rakshasa.

Dudly fangs (E:..:): At znd level. a rakshasa
gains a primary natural bite attack which deals Id6
points ofdamagewith each successful hit. For
more information on Datura! attacks, see the
Pdlhfinder Beslidry.

Damage Reduction (E:..:): At yd leo.....I, a
rakshasa becomes resilient 10 physical atTa<:ks. He
gains DR 5!magic. At 6th If"\Il?l, this protection
increases to 1O/magic. At C)lh level, it increases
fun her to 10/magic and piercing. At uth level, it
illcredses funher still to 15!magic and piercing.



Finally, at 14th levl:'l, this protection increases to
15/g00d and piercing. For more information on
damage reduction, see the P.lthfinder Roleplaying
Game Core Ru/ebook.

Razor Claws (Ex): At 4th level, the rakshasa
gains a secondary natural claw attack, which deals
Id4 points of damage with each successful hit. For
more information on natural attacks, see the
Palhfinder Besljary.

Change Shape (Su): At 5th level, a rakshasa
gains the ability to assume the fonn ofany
Medium humanoid creature 3 times per day. TIlls
functions as the spell alter self. At nth level, the
rakshasa's shapechange mastery improves, and he
can use this ability atwill, and can remain
transfonned this way indefinitely.

Detect Thoughts (Sul: At "JIb level,
rakshasas truly become mind readers, able to
observe the thoughts of others. Theygain the
ability to use the spell detect Ihoughlsatwill as a
supernatural ability. The DC to resist this effect is
equal to 10 + 'I:t the rakshasa's class level + the
raskshasa's Charisma modifier.

Spell Resistance: At 10th 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 II + his class level. For more
information on spell resistance, see the Pathfinder
Roleplaying Game Core Rulebook.

Improved Detect Thoughts (Su): At 13th
level, a rakshasa'sabilityto read the thoughts of
others becomes second nature to him. When using
his deleo thought!; class feature, his effective
caster level is 18, and he can suppress or resume
this ability asa free action. When a rakshasa uses
this ability, it always functions as ifhe had spent
three rounds concentrating, and he thus gains the
maximum amount of information possible. The
effect can still be resisted with a successful Wlil
save (DC 10 + 'I:t 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,

ifhe so chooses. A 14th-levl:'1 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): At 15th 1evl:'1, a
rakshasa's shapechanging abilities improve. He is
now able to take on the fonn ofany Medium- or
Large-sized creature ofthe animal type, in
addition to any humanoid of Medium size.

Suggestive Thoughts (Su): At 16th level, a
rakshasa gains the ability to manipulate those with
weak minds. Ifa rakshasa has successfully detected
a creature's thoughts using his improved detect
thoughts ability, he may then attempt to influence
that creature as perthe spell suggestion, except
that the DC is equal to 10 + 'I:t 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: At 17Th 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 +
'I:t the rakshasa's class level + the rakshasa's
Charisma modifier
Frequency l/round for 2 rounds
Effect Id4 Wis damage; Cure 1save

Corruptive Thoughts (Su): At 18th level, a
rakshasa is able to exert extraordinary influence
over those around him with "I-W 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 mov", one step closer to the
rakshasa's own alignment. The creature may make
a Will save (DC 10 + 'I:t 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.



GrNteI' IktKt: Thoughts (Su): At 19th
I~, a rakshasa is able to read IIlOI'e than just the
$lll'face thoughtsofthosearound him. Ifa
creature fails to saveagainst the rakshasa's
improved detect thoughts class fedture, the
rdkshasa can attempt to find particular types of
memories or a particular piece of information in
that creatun"s mind. Each round, the rakshasa can
"ask" thet~ a question thaI can be i\flSYo~by
a simple "yes" or "no; receiving its answer from
the creature's thoughts and memories. In the case
where a one-word al1S\\'l'rwould be misleading. no
answer is provided. The target is aWdre ofan
uncomfortable feeling, and knows it is being
largeted by magic ofsome 5Ort, but does not
necessarily know that its mind is being probed, Of

what for, and does nOl necessarily know the source
of the effect. With each question the rakshasa
"asks" of its target, he may make a saving throw
(IX 10 + ¥.t the rakshasa's class level + the
Tdkshasa's Charisma modifier) to resist the effect.
If the infonnation is of special importallC" to the
targt't, it rrcm.l!Sa +1 bonus on the 5a\-~, though
the target is still not awal1!' ofwhat specific
information is beingacet'SSed. A successful~
indicates that the rakshasa does not receive an
an5\I'el to that in particular question, and cannot
try dgain for that specific information until 24
hours ha\~ passed. If the target successfully resists
three questions in a row, the rakshasa cannot~
this ability on the target unril14 hours haw:
passed, though he mayrontinue todet«t the
target's thoughts with his imprm'l'd det«t
thoughts class feature.

PsyclUcAPassin (Su): At wth level, a
rakshasa's ability to ddI.~ into the minds of others
becomes 50 great lhat be can drawon their deepest
fears in order to frighten them to death. Ifa
rakshasa has successfullydetected a creature's
thoughts using his improved detect thoughts class
featul1!', he may then dttempt to influence that
creature as per the spell phantasmal killer, except
that the IX for both 5iJ\l!S is equal to 10 + 'h the
rakshasa's class 1l'Ye1 + the rakshasa's Charisma
modifier. Regardless ofwherhE'!" or not the creature
su~son these savt5, once a rabhasa has used
thisdbilityon a creature, he cannot uS(' it on that
same creature again for 24 hours.

Playing a Raksbasa

Rakshasas are pov.-erful and myslerious
creatures, whose motives can 50metimes be
difficult for mortal minds to understand. Still,
despite being outsiders, lakshasas think and act in
.....ays very familiar to most humanoids. This may be
a n'SUlr of1boll1sandsof~ars on the Mueria.l
Plane, or it may be from spending their time inside
hwnan society, or it may simply be a mask that
rakshasas put on in onier to fool those ft"W humans
they interact with openly, but whatever the case, it
is no doubt true dldt a takshasa's mind, however
alien, is far more recognizable than that of a
demon Ot 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 persoIldI pride, viewing themselves as nearly
gods. They have great wrath and hatred, and their
treatment of those v.no oppose them is legendarily
cruel. They have lerrible and unspeakable lusts, foc
things like human flesh, t()lt\lTl', and the worst
kinds ofsexual acts. Any lakshasa thaI seems to
the contrary has eithertakl'n centuries to maSler
his own inner demons, 01, more likely, is simply
putting on an act and waiting for the best time 10

.ml<e.

Ikmographics: Rakshasas live almost
exclusively in cilies and othE'!" highly populated
environments, where they hdvt'access 10 the most
debauchery and tabooact.ivities they can get, and
diso where they have the greatest choice of "prey."
They tend to travel in the upper strata of
hwnanoid 5OCiety, taking the roles of nobility,
--.althy merchants, and the~. As n.am~
outsiders, rakshasas do need to Nt to survive, and
their diet includes a heavy amount of meat,
especially of exotic, dIld sometimes sentient,
vdrieties. Rakshasas do nOI age, and do not accrue
any benefirsor penalties based on age. for
information on a rakshasa'sa...~rage height and
V.~I, see Table )-2: Rakshasa Average~t and
Weight, on the next page.

Religion: Rakshasas almost universally spum
religion, considering few, ifany gods worthy of.
theitworship, and viewing themselves as god-hke



rot olnd decay from wilhin. They weara mask of
gemi/ilyand grace, but underneath they are vile
and base creatures, nloldeonly more frighlening
by the faCl thaI their terrible appetites seem only
lOO human.4 ft. 3 in. '00 Ibs zd8 x SibsFcmalc

Table )-:;1: Rakshasa Height and Weight
Rase Rase Weight

IIeight Weight Modifier Multiplier
4 ft. 8 in. ,zo Ibs zd8 x Sibs

Cender
Male

creatures when compared to most mortals.
Rakshasas have a spe<:ial dislike forderics, and one
of their favored pastimes is to test a deric'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 ofa 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 theirdass than their
race. They have nothing but disdain for
spellcasters other than sorcerers, taking immense
amusement in the great labors that wizards
perfonnand the dark pacts that witches make to
get their magic, maliciously pointing out that the
rakshasa's own magic isa gift of birth. They have a
perverse halre<! ofderics, paladins, and other
divine characters, due to the religious views ofa
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
dosest kind of mortal to their own magnificence.
This little respe<:t 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.'IIllhe fiendish races, the rolkshasa is
perhaps lhe most dangerous, deoldly, and
lerrifying. Unlike most fiends, who can be
bolnished 10 lhe foul lowerplane from which they
came, mkshasas live among us. They hide in our
society like wolves in sheep"s dothing, preying
upon us, corrupting us, and causing oursociely to

_Excerpt from The Book ofFiends

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. Manyrakshasas 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 rakshasasare
interested in the hassle of running a small
empire, however, and adventuring rakshasas
typically become mercenaries or assassins, selling
their select services toa 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
anywho would spread such infonnation. Still,
some rakshasas are happy to operate openly,
usually because they are sowell entrenched in
power that they have nothing to fear by~aling
themselves. Most notable among these is
KamisUJa, the Grand Sultan and Exalte<! Emperor
ofToriban, a small desert empire whose
legendary affluence is a result of its position as a
trading crossroads. KamisUJa has ruled the
empire openly asa 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
asa ruler.

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



are nearly always lemporary, and are quite oflen
very tense and suspicious affairs. Rakshasas are
very prideful. arrogant, and self-absorbed, and so
it is wrydifficult for two of them to find anyway
to work together, share, or compromise. As such,
rakshasas tend to be very lerritorial towards one
another, and often become fast enemies, unless
one is gracious enough 10 rel1lO\.'e himself from the
other's territory.

NPC Ructions: Perhaps not surprisingly, the
crv=Ige NPCd~ not know precisely wtl<lt a
rakshasa is. They may potentially ha\'e heard
legends aboul rakshasas as p""'~rfulsorcerers who
can change their shape, and Ir.~ to corrupt monals
(or, altematr.~Iy, to deo.'OUr their flesh and do
otherunspukableacrs), bul they would typically
be bard~pressed 10 recogtUU' one on the spot. This
'oroUld not keep them from seeing the rabh<tsa it5

a monster-its bestial head and bachouds claws
MXJld~ 10 thai-but they","'OUld likely misIakr
the a\'t"ra~ rabh<tsa for a ","~reIi~r, or something
ohhe sort, rather than lecognize it as a spirit of
eo.il and ronuplion. Those thai do recogniU' a
rabhasa~ t)-pkally striden ....ith terTOTwhen
fOf"Cl"d to confront them, as rakshasas are- weU
krxM-"ll for their cruelty, the quickness with which
they are- angere:I, and. most ofaU, their capr:M;e,.

bbb.ua Lo~: Characters with ranks in
Knawiedge (the planes) can resedrch rakshasas to
Ie.un more about them. CharoKlers ....ith ranks in
Knawiedge (religion) can do the same, lhough in
this case the De 10 do so is increased by +5. When
a charoKler makes this skill check, r8d or
paraphrase the information from the table below,
including entries for lower Des.

Finally, a charoKlerwith ranks in Knowledge
(local) can do research to aflempt to identify
specific rakshasas in the ared, the areas in which
he operates, the kinds ofactivities he undenakes,
and other important details. The DC for this check

"JO.

Rakshasas in the Game

Rabhallil' UteI' Fin[ Level: Because
rakshasa is a racial class (or monster class), it is
really only accessible to new cll<lracters: by the

Table 1-3: Rakshasa Lore
DC Information

RakShasas are spirits of evir:i"ncl corruption
that look like a mall bUI howl" the head ofan

10 ,1Ilimal. They delight in all kinds of horrible
and wicked and forbidden acts.
Rakshasas are powerful sorcerers, and all

15 rakshasas are able 10 change their sh.:lpe to
appear human.
Rakshasas are adept mimi-readers, and it is
said that they can view the thoughts of

w
monals as though they were words on an
open book.

Rakshasas ha\"e very poIent defenses: Ihey
25 can resiSl most spells. and their skin turns

aside all but holy, piercing blades.

Characters who achil"'\'e Ihis leo."el ors~
can learn imponant dl"lails aOOullegernl.:lry
rakshasa ofgreat importance, the areas in

3D which he operated, the activities he
undenook. myths ofhis deeds., and any
legacies he may ha"e left bl'himl.

time characters begin their achomtwing careers,
they're either rakshasas or theyaren't, and, forthe
most part, people don't change species all thai
often {at least, notina~ fashion).lfone
ofyour pliJyer.; is interested in h.Mng their
character becornt" a rabhasa, most likely because
the character began play before lhey gained atnSS
to this book, consider letting them enter lhe class
.11 a later time. They could. fOI"l~xample, be cursed
into the Conn ofa rakshasa, or. uthe pla)~r is a
sorcerer, for example, il could be thai he had been
a rabhasa all along. or at least that his sorcerous
p""''ercame from rakshasa blood, which he is
awakening loa IK"W leo."el. similar to Ihe 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-elass until he had taken 14
ll"".'ds in the class, and gained the rakshasa
ascension class feature, just like any olher
character in the class. Be careful about players who
w.mt 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 fora way to avoid the no
multi-classing restriction. Otherwise, though,
besides the difficulty ofexplaining how a character
suddenly becomes a rakshasa, and the paperv.urk
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 cltaracters. 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, regardll'SS of its alignment, and that
weapons which deal multiple types of damage
(such as a momingstaror 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 speU 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 thotlghtsat will beginning at
7th level, and is using it constantly by 13th level.
This can ocrasionallycause problems for GMs,
especially those who want one or more NPCs to lie
to the party, because characters who can rNd
thoughtsconstantlywiU generaUydo so. Bear in
mind that canny characters can protect themselves
against this effect through a number ofways, the
simplest being to add a thin lining of lead to the
inside of their headgear, but mages private
Silnctum, mind blank, and the like can sometimes
provide a more subtle protection.

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

ruin the plot ofthe game, but when it comes to
the information that you Wilnt the PCs to get
anyway, allow the rakshasa character to get it via
delecl 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 INding them into a trap, especially if
that trap is important to the plot of the adventure.
On the other hand, if the Pes 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 hann at all in a rakshasa PC
pulling the infonnation from the mind ofa
drunken bandit.

Unfortunately, the game can sometimes slow
tool crawl as the rakshasa insists on reading the
minds ofeveryone in the room, oneat a time, in
detail. TIlls can happen with any at-will ability,
including a paladin's delect 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, ifa 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 whoWilnts 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. TIlls is more
the case with rakshasas than many other evil char­
acters, because rakshasas are specifically creatures
of taboo, beyond just being evil. A nonnal evil
character might loot, or pillage, or backstab, but a



a rakshasa may devour corpses, or torture for fun,
or COnmllt indecent sex aClS, and so on, which
you-or other members of the group-may not be
comfortablewith.

Of course, some players find this kind of play
entertaining. and enjoy roleplaying a darker,
twisted character, because dlat is somelhing they
..muld not normally do in 1'e<lllife, and they find it
interesting to explore such characters in this way.
1his is heallhy, and there's nothing "'TOng with
this, but irs important that~ne's
expecralions match up, so tbat no one gets an
unpleasant shock (either from the rakshasa
character's behavior, or from the reaction of the
GM or otberpl<l}~rsto tbal behavior).

Rakshasa Society'--- _

Origins of the Rakshasas

~exacrorigins of the rakshasa r~ (or
fiK"l5, as the cast' may be; see Raltshasa Casl:es,
below) are a matter ofmuch debate amongst those
scholarswho speci.ilize in fimdsand other lower­
planar~ Manya~ tbat thq' must ha..~

origin.illy~ndaemons (see Pdlhfinder 8e5tiary
2) due to the fact that they physicallymosl closely
resemble that type of fiend. Others argue that
because the mosI commonJy known raksh.ua (that
ofthevagha, or tiger, caste, and the one found in
the Pathfinder Besri.lry) is Lawful Evil in
alignment, they must h.we sprung from devils. Stil1
others argue that they have always been theirown
distinct race ofoutsider, though these lend 10 dis­
agree on where the rakshasas came from, and why
they nowreside on the Mdterial Plane. Perhaps the
most compelling theory is that the race was once
beholden to an ancient and terrible deity who died
long ago, taking his plane with him to oblivion
(many theori:te that this death was at the hands of
rebellious rakshasa). The rakshasas then had a
mass exodus to the Material Plane, where, without
a god to control them, they began to run amok,
evl:'ntually seeing themselves as practically divine
beings in their own right.

Whatever their exact origin, there is no
denying that rakshasas have inhabited the

Material Plane since time immemorial, and it, in a
way, seems to have inhabited them as well.
Though a rakshasa's appetites for violence, sex,
and all things forbidden are inhuman in their
magnitude, they are still surprisingly mundane for
an oUlsider. While many scholars go on at length
about how rakshasas are irw.tding and eroding
society from within in order 10 COITUpt and
destroy it, agro'Ning school of thought has come
10 belie\~ that rakshasas are as dependent on
mortal society as the mortals are, and thaI they
hdve nodesire toseeanend to theireasy access to
the various kinds ofdehauchery they cr<l\~,

though this may be of little comfort to their
various victims.

Rakshasa Castes

For as long as there has been monal
lrncM.iedgeof rakshasas, the raksbascts ha..~ been
divided into a number- ofcastes. E<N:h caste of
rabhasa takes a different fonn, and has differenl
pav.~and abilities. Further, e«h caste of
rabhasa is supposedly the embodiment of a
diffen!nt kind of sin or taboo. Some !lave pointed
to this as proof thaI ralcshasas "'ve once the
servants ofa forgotten deity, and e«h different
caste ofrabhasa was created to handle a certain
sin (either punish it or promote it, depending on
who isasked). Otherssimplysay that all rakshasas
partake ina .....idevarietyofvicesand taboos, and
the fact thaI different kinds h.we different
fil'<'Urites isn'l proofofanything.

Whether or not the caste system represents
an ~assi.gnment·ofa specific sin, or just a natural
proclivity tawards certain activities, there can be
no arguing of the other effects ofcaste: the
different castes of rakshasa all appear quite
different. lbough all rakshasas are humanoid, and
all castes bear the features of a specific anilThll, the
type ofanimal is dependent on the rakshasa's
caste. Forexample, ular, or serpent, rakslMsas
have the heads and scales ofserpents, whereas
gid'dlM, or vulture. rakshasas have the heads of
vultures.

What's more, each caste has separ~teand
unique powers and abilities. For eX<llllple, a
makari, or spider rakslMsa casts spells like ~



wizard, rather than a soIU'rer, has sixanns, and
can spin poisonous webs. Bycontrast, qab.m, or
boar, rakshasas are more inclined to melee
fighting, but still haw a handful ofspell-like
abilities, including a magical chest for storing their
ill-gotten gains.

Though the vagha caste is the most conunon
of the rakshasa castes, and is the best known type
of rakshasa (to the extent that many scholars and
myths simply say "rakshasa" when referring to a
vagha rakshasa), this does not make them the
lowest caste of rakshasa, nor the highest. In fact, it
is something ofa mystery as to why these in
particular rakshasasare so much more prevalent
than their kin, especially those (such as the ular
rakshasas) that are notably more powerful.

In fact, what little is known of rakshasa
society suggests that the caste system maywell be
falling apart as it becomes less and less relevant. It
seems clear that there was once a time where the
caste system was considered absolute, and no
rakshasa 'wtlUld ever dare question orders that
came from a rakshasa of a higher caste. A handful

of historical records, as well as some lore gleaned
from those few rakshasa who could be convinced
to share it, indicate that long in the race's distant
past each caste of rakshasa had its own purpose,
and in addition todetennining whoa rakshasa's
superiors and inferiors were, it also served as a sort
of identity orcause. TIlls fits the theory that the
rakshasa were created as servants toa specific
deity, with each one filling a specific niche. Some
have even suggested that modem rakshasas are
largely the descendants of an ancient race of
outsiders who were militantly invading the
Material Plane, and that the caste system is the
half-forgotten remnants ofspecialized troops.

\Vhatever the origins of the caste system
htl'WeVer, it does not seem to be weathering the
test of timewell. Rakshasas, for the most part, do
not have a clear hierarchy, and so most of the
castes (and, in fact, most rakshasa in general) have
very little to do with one another. Racially,
rakshasas tend towards an "every man for himself'
attitude, and no rakshasa will willingly serve
another rakshasa, whatever its caste, ifhe can
possibly help it. Though there are some rakshasas,

difference sort of undercuts the whole point of
having different kinds of rakshasa.

~c--c--~-----c---c--."'_so\lRtP..., """'-------­
Sidebar: But the Bestiary Said ...

ff you've read the description of the rakshasa
in the Pathfinder Bestiary, you may be somewhat
surprised and confused by the idea of "castes" of
rakshasa, and especially by the fact that, in this
book, we're making a completely separate
stat-block for each different type of rakshasa. After
all, according to the Bestiary, the head of the
rakshasa doesn't really make a difference,
mechanically, and they all have the same stat­
block (at least, as long as they have the same
number of heads).

Ifyour game already has rakshasas with
unique animal heads, and you're concerned that
switching to the style presented in this book will
cause continuity problems as the rakshasas
becomes dramatically more or less powerful, don't
worry too much. For one, the Pathfinder Bestiary
rakshasa could be ruled to still beable to appear as
any kind ofanimal, even the animals that are now
the demesne ofother castes of rakshasa. For

This is a fine philosophywhen you have to another, depending on what inconsistencies,
write a whole book full of monsters ofvarious specifically, you're concerned about, it may not be
sorts, only have room for one kind of rakshasa, but an issue: many NPCs grow more powerful with
don't want to tell players "Hey, you know how you time, so if the rakshasa's CR has gone up with the
wanted to havea boar rakshasa? Well, too bad!" new system, that could just bea result of that. By
On the other hand, ifyou approach the problem contrast, if the rakshasa's CR has gone down, you
from the viewpoint of "let's make rakshasasas could always give it extra levels or hit dice or
cool as possible; the idea that the rakshasa's templates to bring the rakshasa back to where it
animal type doesn't actually make any kind of was, or higher.
--------.---'<Ii~...~'--------



great tide of individualism, largely caused, it
seems, by the vast opportunities for even the
100000~st of rakshasa to calVe out a place for
themselves dffiongst the average mortal.

z) Rakshasas are shapechangers. The myths
are very clear on this point: all rakshasa can change
their shape. In regards to the rakshasas we made
for this book, the exact way they change shape
wasn't always the same, but the fact remains that
they can all do so.

I) Rakshasasare spirits of sin and depravity.
Ultimately, rakshasas are evil outsiders, and, both
in mythology and in the Bestiary, they are
specifically associated with taboos, depravity, and
debauchery. TIlls is one of the major reasons why
each caste of rakshasa in this book is associated
with a particular kind of sin or depravity.

3) Rakshasas are spellcasters. Folklore is again
fairly clear here: rakshasas are magical creatures,
and they can perfonn magical deeds, above and
beyond changing their shape. While not all the
rakshasas presented here cast spells like a sorcerer,
each one has some magical talent, e'<~n if it's just a
handful of spell-like abilities.

First, you could simply haVl:' your preferred
animal usurp the stat-block and information of
another. For example, if the animal that you're
looking for was a horse, you could probably change
the qaban or gajah or maybe even siyara rakshasa
to bea horse rakshasa instead, with only minimal
changes. TIlls will vary a bit depending on the
animal: for example, it would be hard to find
anything other than a spider to fill the makari
rakshasa's place, since it has a number of features
(v.~b, six anns) which pertain directly to its animal
type. Others, though, are more stylized, and there
isn't much about the statistics of the qaban
rakshasa that is specific to boars, so much as toa
creature that embodies greed.

Though there are some rakshasas, especially
dffiongst the higher castes, who would like to see
the race return to a more rigid and hierarchical
frame, and who endeavor to bring the other
rakshasas to heel, these few are struggling against a

-----------."'....~...' ""''''-------­
Sidebar: You Forgot My Favorite Animal!

Considering the great diversity that the guidelines thatv.~used in making this book to
animal kingdom affords, it's inevitable that there determine what the key components of
will be readers who are disappointed by the "rakshasadom" are, and what the necessary
exclusion of their own favorite animal, or at least components are for something to be a rakshasa.
an animal that they think would have made fora Between this, and the information in the
really good rakshasa. This is in no way a deliberate Pathfinder Besfiary about making yourown
action on our part: there's just only room for so monsters, you should beable to create rakshasas of
many rakshasas in the book; wedon't have time to whatever animal typeyou like.
make a full zoo (nor are we certain that the world
really needs a platypus rakshasa, for exdIIIple).
Each designer simply chose a handful ofanimals
that he personally thought would make for a good
rakshasa, and designed for those. Future
supplements may include rules and background
for more castes of rakshasas, but ifyou can't wait,
and you really want that special kind of rakshasa
now, you have a few different options.

4) Rakshasas are humanoids with animal
heads (and maybe the odd other part, here and

This, however, is something of a middle there). Rakshasas should be able to speak, walk
ground between "the type ofanimal a rakshasa upright, wield weapons, wear annor, and the like,
looks like doesn't matter at all," and ~the type of though they should also have oneor two natural
animal a rakshasa looks like determines its whole attacks (claw, bite, gore, etc). Obviously in some
stat-block and background information." Ifyou places there are exceptions (for example, the
truly want to.seean ostrich rakshasa and want it to makari rakshasa has sixanns), but for the most
be its own unique thing, you will probably have to part, rakshasas should be just human enough for
build yourOWfL To that end, here are some of the their monstrosity to be that much more upsetting.

-----------~-""-~~-----------



This creature is incredibly muscul,lf and
in/rush'ely male, and looks like nothing ro much
.IS a large, hairy man with d long tail. A doser
look at his {dee, however, reveals that it is that of
.I smdlJ monkey.

XP 1,600
CE Medium outsider (ndtive, shapa:hanger)
Inil +4: Senses darkvision 60 fL: Perception +0
DEFENSE

AC '9, lOuch 15, flat-footed 14 (+4 De", +1 dodge.
+4 natural)
hp 45 (&ho+1l.)
Fort +4, Ref +9, Will +5
DR s/pierc:ing; SR 16
OHENSE

Speed 30 ft.
Melee longspear +S/+3 (IdS + 3)
Space 5 ft.; Reach 5 ft.: 10 ft. with longspear
Special Attacks Infatuation
Spells Known (Cl4th)
l.nd b/day) -invisibility
1St (6/day)-charm person (DC '5), expidicious
retreat, magic missile
o----danc:inglights, detect magic, ghost sound
(DC 13), moge hand, message, prestidigitotion,
roy o((rost
~"A"ISTICS

Sir '4, Dc" IS, Con 1.01, Inl'O, Wis 10, Cha .S
Base Atk +6; CMB +S: CMD 2.01

Feats Acrobatic, Dodge, Skill Focus (Bluff)
Skills Acrobatics +15, Bluff +16, Diplomacy +13,
Knowledge (nobility) +10, Sense Motive +10,
Sleight of Hand +13
languages Common
SQ ape form, change shape (alcer sel{, Medium
or Small humanoid)
ECOLOGY

Environment any
Organization solitary, gang (4-16), or cult (I
plus 3-'2 level, human adepts)
Treasure double
SPECIAL ADILITIES

Ape Form (Su): As a standard action, a bandara
rakshasa can assume the form of an ape or dire ape.
This functions as the spell bNst shape II. The
bandara rakshasa can end the effect as a standard

action.

Infatuation (Su): A bandara rakshasa can fill
mortal minds with a po'M'rful physical lust. Asa
standard action, the bandara rakshasa can force a
single hwnanoid within 60 feet to succeed on a
Wtll save or be overcome by lustful feelings
towards another creature within range of the
bandara rakshasa's choice (possibly the bandara
rakshasa himself). The affected creature rushes to
the object of its lust, and spends its tum kissing,
groping, and otherwise attempting to satiate its
lust, taking no other action. This lust subsides
naturally after about ten minutes. Regardless of
whether the creature succ:eed.s its saving throw, it
is immune to this effect for the next 2.f hours.

Spellcasting: A bandara rakshasa casts spells as a
4th-level sorcerer. His bonus spells perday, and
the saving throw DCs of the spells he casts, are
determined by his Charisma modifier. He does not
gain any other benefits of being a sorcerer,
including a bloodline.

Tactics

like manyrakshasas, bandara rakshasas
prefer to usedec:eption, combined with their
shapeshifting abilities, to avoid combat situations.
Ifcombat is unavoidable, bandara rakshasas
attempt to stay at a range, using offensive spells
targeting enemy spellcasters and ranged fighters.
When engaged in melee, a bandara rakshasa will
confront opponents only as long as absolutely
necessary, retredting out of the reach of his
enemies' blades as quicldy as possible. They also
enjoy creating confusion in enemy ranks by using
their infatuation ability to cause melee
combatants to rush back and begin caressing
enemy spellcasters, disrupting their spells as the
bandara rakshasa attacks from afar.

Should the fight begin to turn against the
bandara rakshasa, he quickly focuses his offensive
efforts on a single target, usually an innocent
bystander or vulnerable combatant, in order to
critically injure the target in the hopes of
distracting potential pursuers. While bandara
rakshasas prefer to flee if battle tums against
them, when backed into a comer they will fight in



a dogged frenzy, trying to scart'away foes as a last
resort.

A typical bandara takshasa stands around 4'
5- to 5" 3" taU, and v.-eighs about 90 lbs.

Caste

8andarcI rakshasas are spirits ofgreat physical
lust, and they spend much oflheir time pursuing
physical gr<lrificarion. Roughly four in five bandara
rakshasas an:' male, and they are said 10 have a
great hunger for human, and espedaUy elven,
v.umen. While they typicaUy make great use of
their ability 10 change their shape to seduce mortal
v.umen, rhey rake gredt pride and delight in
reruming to their natural form during lovemaking.
especially beeause rhe object of their desire is
usually too O"ovcome with ecstasy to can:' what
form their kwer is raking.

To a bandara rakshasa, pursuing his own lust
and inspiring lust in mortals typically nrns hand in
band. Most b;mc,Lua rakshasas an:' incredibly
drawn to pure, chaste maidens, and art'~ by a
deep need to sedU<."e and COmlpt them until they
an:' only a broken sheU of their former self. unable
to think but of rheir own personal sexual
gr<lrifiCd.rion. AI: rhis point, lhe bandara rabhasa
typically loses interest, and seeks 001 a new
maiden to defile.

As spirits embodying lhe carnal desire ofpure
physical lust, Ihe bandara rakshasas comprise the
ledSt respecled of aU rakshasa castes. Conunonly
viev.-ro as nothing more than a vast bacchanalian
mob, many of the higher classes claim that they are
not truly rabhasa at all, and it isa grave insult
amongst rakshasas to be called a "monkey.~ While
occasionally more pov.-erful castes of rakshasa will
attempt draw upon bandara rakshasas for slaves or
soldiers, ll105r find their chaotic nature ilnd
surprising cunning to be 100 much trouble.

Operations

Bandara rakshasas tend not to slay in one
place for very long, and often travel from town to
town, spreading lust and carnal desire in their
wake. Theyoften pose as traveling bards or

minstrels, or other suitably romantic figures, and
amuse themselves by seducing barmaids, fanner's
daughters, and whoever else mey happen to come
across along the road. In many cases, these brief
dalliances actually prove quite hannless, or at least
no more dangerous than if they h<ld been with a
mortal man.

The bandara rakshasa's affC'Ctions rum far
more dangerous, hOWl!'Ver, when he finds a
suitablychaste and pure maiden to comJpI. The
bandara rakshasa men forgets all else, and can
generally think only ofthe ob}ect of his pelVefse
desires, ar Nt unriI his conquest is complete.
Some b;mc,Lua rabhasas prefer a decepti\~

approach to these aff.lln, posing as handsome
princes or the like and anempting to coun and
romanct' the v.uman in question, not reYealing
their Ime nalUR until afte!" she has crossed the
point of no rerum. Other b;mc,Lua rakshasas are
more upfront about theiraims, appearing openly
as a b;mc,Lua rakshasa, and whispering promises of
ecstasyand phy5ical pleasure. Bandara rakshasas
ilR'almost: wm'ft5a1}ywdl-equipped to make good
on these promises, and also prove to be \-~ry

~,~ thai 01K'(' someone I<lkes them
up on such an offel', tIwy ilR' ran:'ly able 10 resist
any fulUR temptations ofa similar son. Once the
b;mc,Lua rakshasa has reduced the object of his
~01lS to a quivering mass thai cares only for
satiating its physical lusts, he typicalty SJ'O"o'""S
boTt'd and IIl(M5 OIl.

Other bandara rakshdsas lake an l"\'t'll darker
bent, and dispense wirh the seduction ahogelher.
simply wandering the countryside and ravishing
all those they come across, by force if necessary.
lhese more feral bandara rakshasas sometimes
live in packs or gang'>, living in wild debauchery
and assaulting anything that enters their territory,
venturing out occasionally to more civilized areas
tocaptureyoung women to bring back wilh them.

Still other bandara. ralcshasas take an opposite
approach, settling down in a specific local ion and
founding a temple or religious cult, typically in
devotion of some fertility goddess, real or fake. In
either case, the cult simply serves as a cover for the
rakshasa as he uses his position to solidt sex from
his followers, or has them engage in huge orgies.



This lithe figure has the slender bodyofan
elfwith the head ofa canine. Its eyes are filled
with an opponunislkgleam, full oflreachery
and deceit.

XPJ,;wo
NE Medium outsider (native, shapechanger)
Init +8; Senses darkvision 60 ft.; Perception +12
DEFENSE

AC 21, touch IS, nat-footed 16 (+4 Dex, +1 dodge,
+6 natural)
hp 68 (&hO+24)
Fort +5, Ref +10, Will +7
DR 5/goOO and slashing; SR 22
OHENSE

Sp«d 50 fr.
Melee +J shari sword +I)/+S (ld6+)/ltr20) and
bite +7 (ld6+1)
Ranged +/light crossbow +1) (ldS/J9-20)
Special Attacks detect thoughts, sneak attack
+2d6
Spell-I ike Ahil ities (CL St h)
)fday-----gIibness
Spells Known (CL 5th)
2nd (sfday)-invisibility, minor imagl'
1st (7/day)-j1are burst"'PC (DC '4), grrose (DC
14), obscurring mist, sill'nl imagl'
o-dancing lights, dl'tl'CI magic, ghost sound
(DC 13), magI' hand, ml'Ssage, prestidigitation
STATISTICS
Str 14, Dex '9, Con 16, Int I), Wis I), Cha 17
Base Atk +8; CMB +12; CMD 25
Feats Combat Expertise, Dodge, Improved

Feint, Improved InitiativeB, Weapon Finesse
Skills Bluff +18, Diplomacy +14, Disguise +22,
Perception +12, Sense Motive +12, Sleight of
Hand +15, Stealth +15; Racial Modifiers +4
B1ulT, +S Disguise
Languages Common, Infernal, Undercommon
SQ change shape (any Small or Medium
humanoid, oltl'r selD, perfect copY, treacherous
ECOLOGY

Environment any
Organiz.ation pair, p<lck ()-8), or thieves guild
()-6 plus6-'21st-level humanoid rogues)
Treasure double (+1 lighr crossbow with 40

bolts, +r shorl sword, and other treasure)
SPECIALABtllTIES

Detect Thoughts (Su): A siyara rakshasa can
deted thoughts as per the spell of the same name
(CL 18th). It can suppress or resume this ability as
a free actiOTL When a siyara rakshasa uses this
ability, it always functions as if it nad spent three
rounds concentrating and thus gains the
maximum amount of information possible. A
creature can resist this e!fed with a DC 18 Will
save. The save DC is Charisma-bdsed.

Perfect Copy (Su): When a siyara rakshasa uses
change shape, it can assume the appearance of
specific individuals.

Spells: A siyara rakshasa casts spells as a 5th-level
son:erer. His bonus spells per day, and the saving
throw Des of the spells he casts, are determined
by his Charisma modifier. He does not gain any
other benefits of being a sorcerer, including a
bloodline.

Treacherous (Ex): When a siyMa rakshasa makes
a Bluff skill check, he rolls two d;w and takes the
higher of the rolls. Additionally, once per day, as a
free action, a siyara rakshasa can choose to treat a
single Bluff check asa natural 20, regardless of
what the actual roll was.

Tactics:

Siyara rakshasas usually don't go into battle
alone, instead tending to either have another
siyara rakshasa or mortal followers with them.
They use their illusion spells to confuse their
opponents in order to create openings in their
defenses. One common tactic siyara rakshasas
prefer is to cast obscuring mist around themselves
and oneor more of their opponents, and then use
their change shape ability to assume the fonn of
oneof the opponents inside the mist. \Vhile
disguised as one of their enemy's allies, they use
their detect thoughts ability to quickly obtain that
person's mannerisms, in order to furtherconfound
their opponents. Siyara rakshasas tend to feint in
combat if they are unable to gain flanking with
their allies. If faced with overwhelming numbers,
siyara rakshasasaren't above using invisibility to
flee from their attackers, though they don't



alwa~ bother to inform their allies oflhis.

Siyara rakshdsas usually stand around 6 feet tall
and weigh about U9 pounds.

Caste:

Rakshasa of the siyara caste are the living
embodiment oftre.lChery and betrayal. Theyt~
pleasure in tricking others into doing their
bidding. and then, when theya~ through with
their patsy, they send the victim offon one last
enand that usually gets him killed ortortured for
infonnarion he doesn't have.lbey tend to be
habiruallWs, using their g/ibnas spell-like ability
to ftlSllI'I' that their many lies a~ nearly
impossible to _ through. lbey are also habitual
pid:pockrts and thieves.

SiyMa rakshas<ls tend to get along well with
othet- raksha.sas, but they usually don't ca~ too
much about the caste system, usually being
wil1ing to work ...ith rabha.sas ofany caste, and
they also panicu.J.my 1ike the company of
rakshasasoftheirown caste. They usuaUywork in
pairs and somerimes eYm ronn packs ...;th their
fel1O'N siyaJ'a raksha.s.n. Sometimes they seo~as
spies for more po'IO~rfuJ rakshasas. Ho.o-~, due
to their penchant for treachery and betrayal,
rabha.sas ....ho keep siyara rakshasas ror spies
usuaUy keep such servants in the dark ....hen it
comes to infonnation that is partkularlyvital to
their own ...~U-being. Oddly enough, their
tendency to beO'i!y their own allies usually doesn't
apply toothers of their caste, though this isn't
always the case.

Operations:

Siyara rakshasasa~ creatures or deceit and
take pleasuIl" in deceiving others. While in the
guise ofa humanoid they usually try to sell their
services as spies or infonnams. While spying for
others, however, they also make sure to dig up
infonnation that will ruin their current employer
once they have had their fill or spying for them.
Sometimes theywill even give this information to
the very poople they have been paid to spy on.
Some siyara rakshasas will take in street urchins
and mold them into their own image; berore

eventually betraying thl$t' apprentice tllieves.

It is quite raIl" fora siyara rakshasa to work
alone for very long. They usually pIl"fer to work in
groups, and often with other rakshasas of their
awn caste. They seem to show a pack mentality
when they are around other siyara I<lkshasas.

Siyara rakshasas prefer to start thieves'
guilds I<lther than cults, though they rule them
with the same vicious despotism. 1bese thieves'
guilds often start small, but under the guidance
ofthe cunning and backstabbing siyara rakshasa,
they tend to grow very quicldy. Often a siyara
rakshasa will stagr a roup d'etdl and USUIJl

control. ofan already existing rhie'Yt'S' guild,
I<lther than go through the difficulties ofcreating
their awn. These guilds are quite prevalent in big
cities ...~ they will h.n~ample recruits, as ...~U
as countless ,-al.uables tosteal and~ to ruin.



Thecrealure before you looks like,] weI/­
dressed, thickly-built miln, but is con~red in
coarse, bristling brown fut; ilnd its head ends in
iI massive boars snout, which f/i1res men.Jcingly.

(J \11 \!\ I{ \I\SIL\S,\ (R 'J

XP 6,400
CE Medium outsider (native, shapechanger)
Init +0; Senses darkvision 60 ft., scent;
Perception +1

DEFENSE

AC 13, touch 10, flat-footed 13 (+13 natural)
hp 145 (HXj'O+9Q)

Fort +17, Ref +7, Will +4

DR IOJpiercing and silver; SR lO

OHENSE

Speed 30 fl.

Mel~ sledge +16/+11 (Jdl1. + 7/X3) and gore + 10

(,dS + 5)
Special Attacks lay claim
Spell-Like Abilities (CL loth)
At will-arcone lock, obscure ObjlXt (DC 15),
knock, locare object. magic aura (DC 14)
3/day--crearefood and waur,false life, major
image (DC 16), stinking cloud (DC 16), vampiric
touch
I/day-beast shope If, maior creation
STATISTICS

Str 1.0, Dex 10, Con 1.6, Int 10, Wis U, Cha 16
Base Atk +10; CMB +15; CMD 1.5
Feats Diehard, Endurance. Great Fortitude,
Toughness. Weapon Focus (sledge)
Skills Appraise +13, Bluff +16, Intimidate +16,
Knowledge (nobility) +13, Sense Motive +14,
Sleight of Hand +10

Languages Common, Undercommon
SQ change shape (alter self, Medium
humanoid), gluttonous (east, treasure chest
ECOLOGY

Environment any
Organization solitary or guild (4-11)
Treasure double (sledge, and other treasure)
SPECIAL ABILITIES

Lay Claim (Su); Asa standard action that does
not provoke attacks of opportunity, a qaban
rakshasa can magically lay claim to an object
within 60 feet, causing it to fly through the air and

into its tredsure chest. If the item is unattended,
no saving throw is allowed. Otherwise, its wielder
must succeed on a Will save (DC 18) or have the
item wrenched from his grasp (or ripped from his
backpack, or, in the case of annor, even unbuckled
from his person). Claimed items fly harmlessly
through the air and into the qaban rakshasa's
treasure chest, which snaps shut once the item is
securely inside. Thesave DC forthis ability is
Charisma-based.

Gluttonous Feast (Ex); A qaban rakshasa can
draw magical sustenance from consuming even
conunon foods. As a move action that provokes
attacks of opportunity, a qaban rakshasa can
devour a piece of mundane food or drink:, and be
affeded as though he had consumed one of the
following potions (the qaban rakshasa chooses
which potion when he consumes the food): potion
ofbarkskin, potion ofbull's strength, potion of
cure moderille wounds, potion ofgilseous forlll, or
porion ofspiderdilllb. The caster level for these
potions is equal to the qaban rakshasa's caster
lem.

Treasure Chest (Su); All qaban rakshasas have a
magical treasure chest which they use to store
their iII-gotten gains. This treasure chest is fairly
small (only 1. feet by 3 feet), but serves as a one­
way portal to a much larger treasure trove stored
in the ethereal plane. lbis larger tredsure trove can
be sununoned by the qaban rakshasa as though
with the spell secrer chest. Only the qaban
rakshasa can sununon the larger treasure trove in
this way, though a character in possession of the
smaller chest can use it, in conjunction with a
plime shifr spell, to plane shift dire<:tIy to the
location of the treasure trove.

Tactics

Qaban rakshasas generally begin combat by
trying to use their lay claim ability to steal the
most impressive-looking melee fighter's weapon.
If he succeeds, and there are no spellcasters in the
combat, hewiII continue to claim weapons until
he has trouble doing so. He largely ignores
characters he has successfullydisanned, focusing
instead on spellcasters, monks, and others that he
cannot effectivelydisann. If the qaban rakshasa



does not see any real threat in his foes, he will
simply use his lay claim ability over and over,
tripping his foe of each and evl"ry piece of
equipment.

Qaban rakshasas IIldke good use of their
gluttonous feast ability, and are rarely found
without extensive stores of food they can use in a
fight. If the qaban rakshasa becomes seriously
wounded, he uses his I'ampiric: touch and (.lIse life
spell-like abilities to stay in the fight. If the fight
turns against him, the qaban rakshasa uses his
beast sh.lpe II spell-like ability as a last resort.

A typical qaban rakshasa stands bem-een 5' 9"
and 6' 3" tall, and weighs around zoo lbs.

Caste

Qaban rakshasasare spirits of gluttony,
greed, and miserliness. Though, like most
rakshasas, they are perfectly happy to indulge in
and encourage sins ofall sorts, they are especially
drawn to sins ofexcess, especially if they involve
material wealth or rich foods. Given the option, a
qaban rakshasa will never stop eating, and few
qaban rakshasasare found without at least a few
pieces of food on their person.

They are also extremely interested in IIldterial
wealth, and in acquiring as much of it as possible.
They have an ahnost perverse lust for gold and
platinum, and will go to great lengths to acquire
these metals. Qaban rakshasas tend toaIIldSS
collections ofartwork, sculpture, jewelry, and
similar items, though they do so not out ofa love
of their beauty or from artistic appreciation, but
simply because they love the feeling of possessing
such rare and valuable items.

Qaban rakshsasas takea particularly
malicious delight in corrupting mortals to become
money-hungry-usuallyconvincing them to lie,
cheat, and steal in the process-only to betray
them once they have aIIldssed their fortune, taking
evl"rything their victims own and leaving them
penniless. Other qaban rakshasas become
economic advisers, whispering advice in the ears
of merchants and politicians, turning honest men
into slumlords, racketeers, or worse, all the while

skimming a rather larger percentage off the top.

Because they are so focused on attaining
wealth, qaban rakshasas often wind up in a
position ofgreater power than rakshasas of some
higher-ranking castes, especially badak and
gid'dha rakshasas. In such cases, the qaban
rakshasa is likely to ignore the caste system-at
least as faras it applies to his relationship with
higher castes-but does not go out of his way to
provoke the higher-ranking rakshasas, for fear
that he IIldy lose his privileged position.

Operations

Qaban rakshasa almost always operatealone.
As embodiments of greed and gluttony, they are
not accustomed to the idea of sharing, and so if
twoqaban rakshasa meet, their first reaction is to
size each other up and determine the quickest
way to get acress to the other's possessions.

For the most part, qaban rakshasascan only
be found in large cities, trading towns, and other
areas where gold can be IIldde. In general, a qaban
rakshasa's approach to life is that it should amass
as much wealth and luxury as it is possibly able
to, and if it can spread a little suffering and
misery along the way, all the better. As such,
they're less concerned with actively corrupting
mortals than most rakshasas, though their
approach to life-which involves alot of bribery
and backroom deals-tends to cause corruption
to spread out in their wake, in any case.

Qaban rakshasas quickly gravitate towards
the top in any kind ofcivilization, usually taking
the role ofwealthy merchants or corrupt
politicians. Once in power, they use
unscrupulous business practices to gouge the
local populace, often in ways that are technically
illegal. They surround themselves with equally
corrupt individuals, promoting such toadies to
positions of power and prominence. Those
already in power are either corrupted with bribes,
or simply outIIldneuvered and removed from
power. Ifleft unchecked, theqaban rakshasa
quickly becomes the owner of nearly all the
wealth in the area, crushing the throngs of poor
underneath his uncaring hoof.



This creature stands 12 feet tall; its iron­
greyskin is stretched over lTIdSS;Ve, corded
mllsdes. Atop this immense frame is the head of
an elephanr, its wickedly-rwisted ivory tusks,
,md the !dint glowofits red eyes, leaving no
doubt as to its malevolent purpose.
('\J\l1 H,\I\SII\S,\ (H '"

XP 9,600
LE Large outsider (n,nive. shapechanger)
Init +0; Senses darkvision 60 ft.; Perception +12
OHENSE
At 26, touch ll,l1at-toote<l2<l (+2 insight, +15
nalural, -I si-.:e)
hp 126 (l2dlo+60)
Fort +13, Ref +4, Will +8
DR Is/piercing; SR 21
On-ENSE

Speed 30 ft.
Melee greatsword +18 (2d8 + 10/19-20 u) and
gore (2d6 + 7)
Space 10 ft.; Reach 10 ft.
Spedal Attacks horrific revelation. know
weakness
Spell-I.i ke Abi Iities (Cl 121 h)
Constanl-deteetthoughts (DC 17)
Spells Prepared (Cl 9th)
sth-corltact other plaru', mindfog (DC 20)
4lh-confusion (DC 19)Jear (DC 19), serying
(DC 19)
yd-cloiraudience/dairvoyance, dispel magic,
fireboll (DC 18)
2nd-darkness, detect thoughts (DC 17)JOX'S
cunning, hideous laughter (DC 17), invisibility
1st-mage armor, mogie missile (2), identift,
obscuring mist, ventriloquism (DC 16)
o-cold ray, detcet magic, light, rcod mogie
STATISTICS

Str 24, Dex 10, Con 20, Int 20, Wis 10, Cha 18
Base Atk +12: CMB +20; CMD 30
Feats Combat Casting, Cleave. Great Cleave,
Improved Bull Rush. Improved Overrun. Power
Attack
Skills Appraise +17, tllutt +19,l'Iimb +19,
Diplomacy +19. Disguise +19. Knowlt.<dge (all)
+:20, Perceplion +15, Sense MOlive +15, Stealth
+11, Survival +12, Swim +19
Languages Abyssal, AkJo, Common, Draconic,

Infcrnal, Undercommon
SQ change shape (polymorph, Medium or Large
humanoid or animal), elephant form, lore,
ponderous swing
ECQlOCY

Environment any
Organization solilary
Treasure double (large greatsword, and other
treasure)
SPECIALABtLn'IES

Elephant Form (Su): As a standdrd action, a gajah
rakshasa can adopt the form ofan elephant, as
with the spell beast sh<lpe 1/1. He can end this
effect as a standard action.

Horrific Revelation (Su): As a standard action, a
gajah rakshasa can psychically reveal dark and
forbidden knowledge to a single intelligent
creature within 60 feet of it. The target must
succeed on a Will save (DC 20) or be driven to
temporary insanity. Creatures affected this way
have only a 50% chance ofacting nonnallyeach
round: the rest of the time, they babble
incoherently, unable to battle through the psychic
trauma. The target can recover from this state by
resting for 10 minutes.

Know Weakness (Ex): A gajah rakshasa can
spend a full round studying an opponent and
leaming the secrets of his or her combat style.
This grants thegajah rakshasa a +1 competence
bonus to attack rolls against that target, as well as
a +2 competence bonus toAC against all attacks
made by that target. These bonuses last until the
next time the target gains a level, at which point
the gajah rakshasa must spend another full round
studying the target to regain the benefits.

Lore (Ex); Agajah rakshasa treats all Knowledge
skills as class skills, and is considered to have full
ranks in all such skills.

Ponderous Swing (Ex): A gajah rakshasa's
fighting style is exceptionally slow and deliberate.
This prevents the gajah rakshasa from making
more than one attack with its greatsword each
round (it can still make one attack I'iIch with both
its greatsword and gore attacks), but also grants it
a +2 insight bonus toAC.



Spellcasting: A gajah rakshasa casts spells as a
9th-level wizard. His bonus spells per day, and the
saving throw Des of the spells he casts, are
determined by his Intelligence modifier. He does
not gain any other benefits of being a wizard,
including the ability to specialize in a specific
school.

Tactics

Gajah rakshasas prefer to avoid combat
situations, utilizing their talent fordisguises in
order to escape their foes, though they arealways
ready for combat should it arise. Theyuse their
divination skills and establish networks of
contacts and discover as much about foes as
possible. A gajah rakshasa will use the intelligence
he gathers to find ways ofavoiding combat
entirely, such as information he can use to
blackmail or bribe his potential foe.

Ifa gajah rakshasa does find himself in a
combat situation, he tries to escape notice with
disguise or invisibility, and use his psychic abilities
to compromise his enemies' defenses, targeting
fighters and other upfront combatants first. If
discovered, he will attempt to dose to melee with
enemy spellcasters, using his elephant form to
wreak havoc upon the enemy lines and reach his
target more quickly. Gajah rakshasas never fight to
the death if they can help it, and flee if the fight
turns against them.

Theaverage gajah rakshasa stands 14 feet tall,
and weighs around 1,200 lbs.

Caste

Gajah rakshasas represent the scholarly caste
of rakshasas, delving deep into secret and oft­
times forbidden lore. They study both ancient
things that mortal man was not meant to know, as
well as the more mundane secrets of kings and
other po"I'erfui mortals, with great fervor. Their
extensive knowledge of things best kept hidden
has resulted in gajah rakshasas, as a caste, gaining
considerable IJO"I'er and prestige among their
brethren, quite above that which was once
associated with the caste in ancient times.

Most gajah rakshasas spend the majority of
their time corrupting mortals by tempting them
with access to secrets. Often, these secrets seem
hannless: gossip and secrets of their enemies, or
intimate information about a romantic interest.
This infonnation is always correct, but is presented
in half-truths., or in ways that cause the mortal to
act in ways that end disastrously. Perhaps more
sinister, gajah rakshasas deIllilnd a price for this
information, usually in the fonn of other
interesting secrets and gossip, allowing him to
further peddle its corruption.

Perhaps more dangerous, gajah rakshasas also
offer a different kind of knowledge to those who
are receptive to it. They are known to approach
young IIliIges, offering them P'O"'~rfuloccult
magic. This inforIlliltion is usually offered without
free, but always ends disastrously for the young
mage, who is usually driven IIliId by the revelations
provided, and is often destroyed by anyspells he
attempts to cast in this way.

Operations

Gajah rakshasas inhabit nearly everywhere
that knowledge can be readily had. Many choose a
university or arcane college as their base of
operations, and may stay there for centuries under
an ever-changing veil of disguises and identities.
They use their position to gain access to ancient
tomes for endless research and study, and often,
when posing as a professor, will spread the kinds of
powerful secrets and knowledge that can lead
young, impressionable minds into trouble. Often,
radical movements and heretical ideas can be
traced back to aninfluential gajah rakshasa.

On the other hand, more \-"iorldly-minded
gajah rakshasas often position themselVl"s as spy­
masters for powerful patrons. They typically do so
by blackmail or similar, and often they prove less
than loyal to their patron. Still, some people
understand that gajah rakshasas are exceptionally
skilled at gathering information, and actiVl"lyseek
them out. They are also prized as spymasters
amongst other castes of rakshasas, and if they are
paid well and allowed to pursue other activities,
gajah rakshasas are typically content to serve in
this capacity even for rakshasas oflowercastes.



This green-.lnd-brown-S('dled humanoid
looms over lheaverolge moln, its long, thin,
reptilioln snout displolying a morbid grin of
dozens ofrolzor-sharp, red-Slolined teelh. Its eyes
glilll mol/evo/emly.
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XP 11.,800
NE Medium outsider (native, shapechanger)
Init +6: Senses darkvisioll60 ft.; Perception +19
DEFENSE

AC :z8, touch I), flat footed:zs (+) DeJl, +15
natural)
hp 1)7 (14d10+60)
Fort +15, Ref +1:Z, Will +6
DR IS/good and piercing: SR :zs
OHENSE

Speed:zo ft.; swim)o ft.
Melee +Jfalchion +19/+14/+9 (:zd4+61t5-:Z0) and
bite +14 (2d8 +:z)
Special Attacks ambush strike, murderous
whispers
Spell. Like Abilities (CL '4th)
Constant-death ward, water breathing
At will-bleed (DC '4), invisibility
)/day-deep slumber (DC 17), enervation (DC
18). phanrasmallciller (DC ,8), vampiric louch
l/day-----<:loudlcill (DC 19). hold monster (DC 19)
STATISTICS

Str 18, Dex .6, Con .u, Inl.8, Wis 14. Cha .8
Base Atk +14: CMB +19: CMD:p-
Feats Combat Reflexes, Critical Focus, Improved
Critical (falchion), Improved Initiative, Lunge.
Power Attack, Tiring Critical
Skills Bluff +:z3, Diplomacy +:z3, Disable Device
+ :zo, Intimidate +:zO, Knowledge (local) +:zI,
Perception + 19, Sense Motive +19, Sleight of
Hand + 20. Stealth +:zo, Survival +16
Languages Abyssal, Aklo. Common. Infernal.
Unde~ommon

SQ change shape (polymorph, Medium
humanoid or Medium or Large animal), blood
balm
ECOLOGY

Environment any
Organization solitary or cult (J plus 2-8 human
assassins)

Treasure double (+I falchion. and other
Ireasure)
SPECIAL ABILITIES

Ambush Strike (Ex): Bajul rakshasas are adept at
striking lethal blows on unsuspecting victims.
\V!lenever the bajul rakshasa hits a creature that is
denied its Dexterity bonus toAC with a melee
attack, the hit is automatically treated as though it
were a critical threat.

Blood Balm (5u): Bajul rakshasas take such
delight in murder that simply watching a creature
die is enough to stimulate the bajul rakshasa's
healing. \V!lenever the bajul rakshasa reduces a
creature to 0 or fewer hit points, or slays the
creature outright through other means (such as
the phantasmal killer spell), the bajul rakshasa
immediately heals 1d8 points of damagerper three
hit dice the slain creature possessed.

Murderous Whispers (Su): Bajul raksllasas can
irwade the minds of mortals, filling them with the
desire to murder. Asa standard action that does
not provoke attacks of opportunity, the bajul
rakshasa may force any humanoid within lID feet
to succeed on a Will save (DC 21) or beovercome
with murderous urges towards a specific
individual. The target must know the individual,
or the effect fails. If the target wuuld stand to gain
from the individual's death, or if the target's
attitude towards the individual is already
unfriendly or hostile, the target takes a -4 penalty
on his saving throw.

If the target fails his saving throw, he
attempts to slay the chosen individual within the
next 7:Z hours. The time and manner ofthis action
is up to the target, and depending on the target's
preference may be overt, such as attacking the
individual in the street, or subtle, such as
poisoning the individual. The target must make a
good faith effort to murder the individual before
the end of that time, hOWl"Ver. Ifhe cannot for
some reason (such as because he is imprisoned),
the effect ends at the end ofthe 7:z-hour duration.

The bajul rakshasa can use this ability three
times per day, but cannot use it on the same
person more than once in a 72-hour period.



Tactics

Bajul rakshasas prefer to finish the fight
before their opponent is even aware that it has
begun. They favor suddenly striking unaware
opponents with a savage initial attack, making use
of their ability to tum invisible at will and their
ambush strike ability to o....erwhelm opponents
before they can react. Ofcourse, when possible, a
bajul rakshasa prefers to avoid combat entirely,
using its doudkill spell-like ability to slay
opponents from long distances, or using hQld
monster to keep his victim paralyzed while the
bajul rakshasa makes quick work of it.

Ifdrawn into an extensive conflict, however,
the bajul rakshasa wades into combat, confident
that its DR and natural annorwill prote<:t it from
any real danger. If things tum ugly, it uses
vdmpirk louch to restore its health, and tries to
pick off the weaker and more injured-looking
opponents in order to gain the benefit of its blood
balm ability.

Caste

Bajul rakshasas are spirits ofcold-blooded
murder, and wherever they go they leave trails of
bodies in their wake. Though they enjoy
corrupting mortals and enticing them to commit
murder, bajul rakshasas very much enjoy
murdering others themselves, and will often do
their own "dirtywork," even when they have
willing servants orpawns on hand to do the job.

Though bajul rakshasas live to spread murder
through society, and aren't generally that picky
about exactly what the motive is for the murder,
there are a few "flavors" of murder that the bajul
rakshasas especially prefer, and which sets them
apart from badak rakshasas, and their affinity for
violence. Though they won't tum their snouts up
at a murder of passion that occurs in the heat of
the moment, they derive the most satisfaction
from a carefully planned and coldly executed
murder, done with precision, grace, and an icy­
black heart. Theyespecially favor murders that are
made purely for financial or political gain, as
opposed to stemming from some personal quarrel
or Issue.

For the most part, bajul rakshasas are among
those rakshasas who most respect the existing
caste system, something that is particularly
surprising considering that they aren't especially
high-ranking. This is not to say that the bajul
rakshasa has much love of the system, however,
and in general a bajul rakshasa will tum on any
higher-ranking rakshasas and murder them as
soon as he feels he can get away with the deed. If
unable to kill a member ofa higher-ranking caste,
however, he will largely accept his role in the
system and serve dutifully until an opportunity
presents itsel£

Operations

Bajul rakshasas rarely work much with others
of their kind, though they tend to get alongwell
enough when they do encounter one another: they
simply prefer to work alone. It isn't uncommon for
bajul rakshasas to take one or more mortal
~apprentices,~however, who serve them and learn
the art of murder and assassination from them.

like manyrakshasas, most bajul rakshasas
are found primarily in large cities where a great
number ofcorruptible mortals are immediately
available. Many bajul rakshasas establish
themselves asassassins, or else start an assassin's
guild, having their humanoid followers perform
the actual assassinations. In other cases, a bajul
rakshasa might arrange fordients to be placed in a
position where they can assassinate their own
target, a service that is very popular with those
who have very personal grudges.

Other bajul rakshasas simply become serial
murderers, slaying with a predatory glee but with
little care or regard towho their actual victim is.
This type ofbajul rakshasa is less common, as
most feel that murder without any kind of gain is
unrefined and beneath them, but for some, the
pleasure of the kill itself is compensation enough.
These bajul rakshasas often tum towandering
through the countryside, affording them a wider
array ofvictims.



This rhino-h('i}ded hUlThlnoid figure st.lIlds
over 10 (eet Mil and its eyes burn with h.ured as
it glares at all thoseafQund it; the air dfQulJd it
seems to boil with rdge.
11\1),\1\ 1{,\I\StL\S,\ (R I~

XP 19,2OQ
CE Large outsider (native. shapechangerl
Init -I; Senses darkvision 60 ft.; Pernption +14
DEFENSE

AC .l8, touch 8. f1at-footed.l8 ( 1 Dex. +.lO

natural, -1 size)
hp 161 (14d,o+84); fast healing I (only while
raging)
Fort +16, Ref +3, WilJ +9
DR 's/adamantine and piercing: SR .l?

OFFENSE

Speed 40 ft.
Melee +Igreafaxe +.l'/+l6/+11 (jd6+I1/X3) and
gore +Is (ld6+])
Ranged rock +13 (zd6+1o)
Space '0 ft.; Reach 10 ft.
Spe<:ial Attacks blood rage, frenzied might,
incite person, powerful charge (gore, 4d6+14),
rock throwing ("20 ft.)
Spell-like Abilities (CL 14th)
At will-rage
3/day-bull's strength, enlarge person,
telekinesis (DC 18)
,/day-mass bull's strength, lead blades .........
~TAT1~TICS

SIr 25, Dex 9, Con n. Intll, Wis ,], Cha 17
Base Atk +14; CM B +21; CMD )0
Feats Bull Rush Strike, Cleave, Enduranceu.
Great Cleave, Great Fortitude, Improved Bull
Rush, Intimidating Prowess, Power Attack
Skills Bluff +20, Disguise u8, Intimidate +]0,
Perception +18. Sense Motive +18, Survival +18;
Racial Modifiers +4 Intimidate, +8 Disguise
Languages Abyssal, Common, Undercommon
SQ change shape {any Medium humanoid or
Large giant. alter self or giant (arm I)
ECOLOGY

Environment any
Organization solitary or fighting ring (1 ring
leader 4th level or higher barbarian. plus 6-u Ist­
level humanoid fighters/barbarians and 2-4

6th-level humanoid fighters)
Treasure double (+I greataxe. and other
Ireasure)
SPECIAL ABILITIES

Frenzied Might (Ex): While a !>adak rakshasa is
raging (either from its blood rage ability, the rage
spell, oranyotherabilitythat causes it to rage), all
of his attacks ignore up to 5 points of damage
reduction. TIlls ability does not apply to damage
reduction without a type (such as DR 10/-).
Additionallya !>adak rakshasa gains fast healing I

while raging, and also is capdble of using his
spell-like abilities while he is raging regardless of
the effects of that rage.

Incite Person (5u): Once per round, as a free
action, a badak rakshasa can attempt to incite
feelings of hatred into any humalloid creature
within 60 feet that he can see. This dIann makes a
humanoid cteilture regard the hadak rakshasa, or
anothercteilture of the !>adak rakshasa's choice
that the target has at ledst pdssing knowledge of,
asa hated and untrustworthy enemy (tteilt the
target's attitude as hostile). If the target currently
has positive feelings toward that creature (attitude
of friendly or better) it gets a +5 bonus on its
saving throw. A credture can resist this effect with
a DC 20 WJiI save and the effect lasts I hour per
level. The s.we DC is Charisma-b.ased.

Tactics:

&dak rakshasas tend to wade recklessly into
battle regardless of the number of combatants,
charging and goring the weakest looking
combatant before attacking the others. They tend
to prefer fighting multiple targets to focusing on
just Olle, in order to get the maximum effect from
their Gredt Cle.we feat. Unless the !>adak rakshasa
is having difficulties hitting a target, he always
uses the Power Attack fedt. Toward the beginning
of combat, or moments before, a !>adak rakshasa
will cast bull's strength, lead blades, and rageon
himself (usually buH's slrength and/or leo1d blades
is cast before rage). When possible, they prefer to
use their telekinesis spell-like ability to launch
large, heavy objects (rocks, crates, or whatever
happens to be on hand) at targets they can't redch.

Each round during combat, a badak rakshasa



uses his incite person ability 10 try to turn his
enemies against each other; attacking foes he fails
to incite. Iffa~ with fleeing opponents, the
badak rakshasa will attempt 10 run them dOWIL

Badak rakshasasdon't tend to workwell with
others, but when they do they often casl 1JJdS$

bull'ssuenglh and rdge on themse~and their
allies before charging into baltle. Aftercasting
r.tge on their allies, they continue the fight as if
theywere by themselves: they don't go out of their
way to get fianIcing with theiralli~and, if theyart'
still tmder the effects of their blood ra~, they
sometimes l"\o'eIl nun on their former allies.

Badak rakshctsas usually stand around 10 feet
tall and w~ighabout 900 Ibs.

Caste:

Raksbasas of the badak caste all" the living
embodiment ofilggression, ra~, ilnd ha~.TIlq
art' me.m spirited ilnd hateful to ilnything that
crosses their path. They despise all enotions other
than hate. Their;mger and stubbornness 1tnoY."!i no
bounds. BadaL:: rU:shasas all" simple minded
crea~and enjoy fighting and blood shed just
for the sake of it. 1beyart' quid: to .mger and
violence, especiiII.ly when gn.'len orden or criticism.

8.ldak ralcshasils usu.ally don't get illang with
other rabhasas, especially other bildak raksh.u.as,
whom they usuallyduack outright in onier to
shaw dominance. They tend to disll"&lrd the caste
system and will only become subservient to a
rakshdsa capa.ble ofdefeating them in single
combat, though this won't grilnt the other rakshasa
the bildak rakshasa's loyalty, only his temporary
service. These beaten badak rakshasas are typically
kept as the other rakshasa's enforcers and guards;
though they usually aren'l used as bodyguards for
fear of them tuming on their new master.

Operations:

Badak rakshasas are creature of pure
aggression and take a sick enjoyment in instilling
this feeling among the lnortal races. While in the
guise ofa humanoid, they tend to pick fights and
start brawls. Sometilnes they will go intoa large

CI'O\\o-d and use their incite person ability towhip
the crowd into a frenzied mob.

Badak rakshasas tend to be loners by nature
and don't usually work .......11 with others of their
own kind. Sometimes, particularly powerful bildak
rakshasas will vt'IIt their rage against higher­
ranking castes, taking great delight in pushing
around their superiors through force ofarms. Mosl
of the time the higher-ranking rakshasa is too
proud to bow before the badak, and so is slain, hut
sometimes they are pressed into the badak's
service, instNd.

Badak rakshasas typic.illydon't form cults
d~ed to themseM5, per se. InstlL'<'d, they create
cultswhichart'd~edto theconceprsof"primal
rage~and humanity's '"innet-animal; or similar
~ and which glorify violence and
b100dsp0rrs ofall kinds, including dog fights, bare
knudde bra....-iing, massive ~for-a1ls, and pit
fights ....ith man against beast, among others.
These fighting rings art' often incredibly brutaJ.
....ith nearly all of the fights being ro the de.1th, and
aIkMing no~of SIIrl5lderormercy~a
fight has begun.

BadaL:: rakshasas do this nor only to spread
violence and rage through the world, but also
because they, themseh.'rS, crave the violence.
8.ldak rakshasas do not panicipate in the fighting
rings otten, because they Iilre to be able to let loose
and gowild when fighting. and that is di1ficull to
do....-ithout fl"\.'Nling their true nature. But Ihey
""<Itch the fights with keen interest, SiI\'Oring the
bloodlust and stoking the fires of their rage until a
fighter distinguishes himself from the crowd by
demonstrating not only impressiw fighting
pI'O'A't5S, but also a primal uge rhat stirs the badak
rakshasa's own. Then, the ba.dak raksh.lsa
challenges this follo.....~r 10 a gruesome and gory
single combilt, to which rhere can be only one
ending.

Some badak rakshasas go further srill in
search of the thrill and exdtement of bilttle,
forsaking the temptation of mortals ill favor of
hunting down and challenging more and more
pov....rful outsiders, heroes, and legends, and
challenging them to mortal comba.t.



The crei/lure before you has obsidii/n bli/ck
skin i/nd six slenderilrms. She is otherwise
hU1J1i/noid, except (or her head, which resembles
lhat ofi/1J1i/wve spider, with eight gUuering
green eyes.

\I\1.. \RIRH...H\,-\ lR'1
XP ~5,600

NE Medium oUlsider (nali\'e. shi/pechanger)
Init .8; SenSc."S darkvision 60 fl .. tremorsense
60 ft.; Perception +10
D[FENSE

AC 26. louch 18, ni/t·fooled 18 (+8 Dex. +8
narural)
hp 147 (14dlO+70)
Fon +11. Ref -16. Will +1)

DR Is/good and bludgeoning: SR z8
OFrENSE

Speed )0 ft.
M("I« 6 ..J d~rs HI (Id4 .4/19*10) and bile
+10 (IdS ... 2 plus poison)
Special Attacks poison.....eb (·22 ranged. DC

21. '4 hp)
Spt'lls PT("p.itreil (el I2lh)
61h~bite (DC 26), choin lighling (DC 24).
flab rostonl' (DC 24)
5lh-balejill polymorph (DC .1). domirKIte
person (DC 24), magic jar (DC 25). symbol of
pain (DC 25)
4lh-bestow curse (DC 24). charm monster (DC
2». crushing despair (DC 2)). enl'l'lIVtion (DC
24), rrsilient sphere (IX u)
yd-dttp slumber (DC u), smseousform. hold
person (IX 22), lightning bolt (DC 21).
nondet«lion. vampkjc touch
2nd-6rcane lock. blind~/dtafntsS(IX 22),
det«tthoughts (DC 20), ghoul touch (DC 22),

scorching ray, whispering wind
lsI-mage armor, magic missile (2), ray of
enfeeblement (1), ventriloquism (DC 19)
o-acid splash. dt'ttCt magic. light, read magic
STATISTICS

Sir ,8, Dell: 26. Can 24, Inl ::1.6, Wls ,6, Cha 22
Base Atk +14; CMB +18; CMD)6
F("ats Combat Casting, Improved Spell Focus
(necromancy). Iron Will, Muhiweapon Fighting,
Spell Focus (enchantment), Spell Focus

(necromancy). Weapon Finesse
Skills Acrobatics +::1.2, Bluff 01-1), DiplomilCY +10,

Escape Ar,ist +22, Heal HO, Intimidate 01-10.

Knowledge (arcana) +25, Knowledge (the
planes) +25, Perceplion +20, Sense MOlive .20.

Sleight of Hand +2> Spellcrafl: +25, Steallh 01-15,

Use Magic Device +10
Languages AIJyssaI, Aklo, Common. Draconic.
Infemal, Undercommon
SQ change shape (polymorph, Medium
hU1J1i/noid), sadisllc glee
ECOLOGY

Environm("nl any
Organi:tation solilary or CO\'en U-I))
Tr("asur~double (six H daggers, and other
treasure)
SPEOALABIUTlES

Poison (EJ:):
Bite-Injury; SoII~ Fon IX:.u; fl'l!quency
l/round for 6 J'OUIKIs; elfecr 1<4 Snengrh
damage; cure 2 Sd\~

lbe Sd\'t' IX is Constirurion-bitsed.
Additionally, iI.5 a standard action, the makari
rakshasa can apply one dose ofher poison to a
....'t'iI.pon she is wielding. This poison lasts for up to
one hour or one succesful hit, .....mcheYer COffift

lim. A IIlolkari rakshasa is immune to her own
poison, bu, not the poison oforher makari
~

Sadistic Glee (EJ:): [fa rnalcari rakshasa has dealt
at least one point of damage toaliving creature
since the beginning of her li!.sllUm, shegainsa +1

bonus on the saving throw Des ofall spells she
Cil.5ts.

Spdlcasting: A rnahri rakshasa casts spells as a
uth-ievei. wizard. Her bonus spells per day, and
the saving throw Des of the spells she casts, are
detennined by her Intelligence modifier, She does
not gain any other benefits of being a wizard.
including the ability to specidlize in a specific
school.

Web (Su): A makari rakshasa's~b is slightly
different from the webs of most creatures with this
ability. First, the Perception DC to notice the web
is 30, instead ofthe normal 10. Additiollally, lhe



v..eb is COdted in tiny. razor-sharp, poisoned barbs.
which CUI victims who struggle, Any creature
making an Escape Artisl or Strengrh check 10 free
itself from the web takes Id6 points of damage
with each anempt, and is also subjecl to the
makari rakshasa's poison. FOl more infonnation
on the web ability, see the Pol/hfinder Bestiary.

Tactics

Makari rakshasas prefer 10 disable their
opponerllS rather dlCln killlhem. They typically
begin rombal by trying 10 debilitate ma~r threats.
allowing them 10 t3ke tbeirrime"ith the 1esseT
foes. On spelkasters, rogues, aod others who seem
10~ poor Constitution, they usuaUy open v.ith
flesh tostonear bdJeful polymorph (later ~oring
thevicrim.lo hisar heroriginal form when the
makari rakshasa feels~ having some "fun'. [f
the most dangerous foe appears to~ a fighter or
otherwiSf' weak-minded, a makari rakshasa will
typically USf' dominate person to turn him to hft­
si~, or else USf' her web ability to keoep the foe
fmmgming~, auempting to sap his or hft­
Strength in the meantime.

Ifspell-like;md supernatutal abilities~
insufficienl to take dov.-ll her foe, hO\Ill!'Yet", a
makari rakshasa has no fear ofwading into melet."
combat, DllStinB: in bet damage ~uction and
narural armor to keoep her safe while she slowty
depletes lhe Sfrength of her foes with poison.

l1Ho average mabri rakshasa staods betv.'ft"n
5' 5" and 6' tall, and weighs about 150 Ibs..

Caste

MaL:ari raksholsas are embodiments of
sadism, and 5e'effi to live solely to inflict pain and
misery on other creatures, especially mortals. So
black and lWisted are the stories of mabri
rakshasa cruelty and Iheir unnatural lust for
bringing pain and suffering thaI even most gid'dha
rakshasasand ular rakshasas are known to feel
uncomfortable around them (ofcourse, it is said
that absolutely nothing brings a mabri rakshasa
more pleasure than horribly torturing a higher­
ranking raksh.Isa, on the rare occasion that they
have the chance to do so).

Though mOSI tales of makari rakshasas tend to
focus on their love ofphysicallortures, mabri
rakshasas take great delight in inflicting mental
tortures as well, and their favorite activity is
typically forcing theorvietirru; to walch as they
destroys or corrupls the things they held dear.

In fact, mak.ui rakshasas perform Ihe actual
torture themselves rarely, often preferring to force
another to do so at her behest, through magical
compulsions or threat of (mture, slowly breaking
dawn the "ictim until he or she is litde more than
a puppet who obeys the rakshasa's every whim.
Oft~ the makari raJcshasa will grow bored wilh
the victim at thaI point, arxI dispose ofit, but in
some cases will insIead lake the former victim on
as a sort of apprentice, teachiJqj: the arts ofsadism.

With the eneption ofsuch apprenticeship.
few makari rakshasas really make an effort to
expand t:hm viet- to the moruls around them.
Though many do t-nme sLn-e (raders, brothel
awnef'S, or v.urs.e, and cater 10 a particularly dark
clientele, they generally do so more for their awn
amusement than 10 act:r.-efy influence mortals.

Operations

A mabri rakshasa's main concern isensuring
a steady supply of inreresting victims, and being
abl~ to practice hertwisled "art" on them. Though
they are ,,'eiI. known for being able to keep a victim
aIM- for a vey long time, Ihey quickly growbo~
oftheir victims 0IX.'e they are "brolcen in; aod so
go through most victims reLuively quickly. As
such. they are typically found in cities, where
victims are plentiful.

In general, maL:ari rakshasas are quick to
fonn smalI empires wherever they set themselves
up, typically byusurping an existing one. Once in
powt'r, how~'Ver. a makari raksh.1sa typically proves
a rather poor ruler, spending more (im~ in hel
dungeons than on expanding her empire. Many
makari rakshasas seek patronage as professional
torturers instead, enjoying the freedom to focus on
their craft. Still, those that do focus on dominion
often prm-e highlyelfective, using their patience
and foresight, and ability for bone-chilling cruelty,
to completely devastate all who oppose them,



Thisgaunt humanoid figure has the
reatherless head ora vulture and .lIS{) has bird­
like talons instead orhands. The stench ordeath
h.mgs heavy over Ihis cteatlJre.

I.m Ol!' \{ ,"..,11 ,.." (\{ I~

XP 51,200
LE Medium outsider (n,nive, shapechanger)
Inil ...z; Senses darkvision 60 fl.: Perception HO

DEFENSE

AC 30, touch 18. fial-f()()(ec! 11 (.-, DeX,"1 dodge.
"12 natural)
hp .zoo (161110+112)
Fon "16. Ref ...2. Will ....
DR 15/g00d and bludgeoning; Immune disease,
poison; SR JO
OFFENSE

Speed 40 fl .• fly 60 fl. (good)
Melee +J scytht "21/+16/+11 (ro4+7/x4), bite +15
(ld6+.z) or 2 claws +20 (ldoll+4), bite +20 hd6<-4)
Sp«ial Auacks devour corpse
Spell-like Abililies (Cl,6(h)
Cooslant-deathwouh ,fly
Spells Known (Cl 12th)
6th {JIday}-circle ofdeath 0 (IX 21)

'jIh (6/day)-sloy living D (IX 20),~ of
/otigw (IX 20)
4th (7/day)---conrogion (DC 19). tllt'lVCItiOll,
unholy blight D (DC 19)
yd (7/daY)-(l"imott dtod u • roy ofexhaustio"
(DC IS), stinki"9c~d (IX IS). Wlmpiric touch
2nd (7/day)--commolld ulldead (DC 17). death

kllt'll 0 (DC 17),fo/~ life, ghoullouch (DC 17),
spectrol hond
lSI (S/day)-eMrm person (DC 16), chililouch
(OC 16), mogt armor, roy oft,,/eebltment (DC

,6), sculpt corpseAl'G
o-bleed (DC 15), dond"glights. dettet magic.
ghost sound (DC '5). magI' hand, rm'ndillg,
messagt, prestidigilaliOll, touch offatigue (DC
,,)
D domain spells; Domains Dt'ath, Evil
STATISTICS

Str 18. Dex 24, COli n, Inl'5. Wis I}. Cha 21
Base Atk +16; CMB +10; CM I) J8
Feals Arcane Strike. Combat Casting. Combat

Renexes. Dodge, Eschew Materials~. Flyby

AIt.lck. Sicken SpeIlAPG. Toughness. Quicken
Spell
Skills Bluff u8, Craft (Taxidermy) +15.
Diplom.lC)' +24, Disguise +32, Fly +28. Intimidate
+24. Perception ...20. Sense MOlive +.zo, Sleillth
+.z6; Racial Modifiers +4 Bluff, ..S Disguise
Languages Common. Infernal. Undercommon
SQ change shape (any Medium hUmiJl'"IOid, alln'
selD
ECOLOGY

Environment any
Organization solitary or skelelal hoard (I
[vullure rakshasal plus 10-)0 I liD humanoid
skeletons and 1-2 humanoid skelelal champions
of8th level )
Treasure double (+' scrtM. and other treasure)
SPECIALABIUTIES

~Corpse(Su): Once per "''edc. agid'dha
rabhasa can dl"muc a hum.moid's corpse as a
full-round action to gain a growth point.~gains
a bonus equal to his gr'O'IOU! poin! total on attack
rolls, CMB rolls, saving throws, caster Ieo\.-el cbeds.
and skill checks.. His maximum hit points incrNse
by 10 fOr each gr'O'IO"th polnr. and his effect~
caster~~ for his spells and spell-like- abililies
increases by L Forf"\ft}' 2 gTll\'-1h poinlS, his
natural armor bonus, SR, and CR~ by I, A
gid'dha rabhasa can haw a maximum of10
grtM1h poims and he loses all of ilS gr'O'I01h points
ifhe~ hI-'O 01" more d.lys "'irhout dewuring a
suitable corpse.

A hum.moid whose corpse was dewured by
this ability can only be brought back [0 life by il
resurrection spell 01" more paIO-erfui magic,
Additionally. spellcasters artempring to bring a
CI'l'dture bad: from the dud using [bose spells
must make a caster 1eYt'1 checlc with il DC eqwl [0
the gid'dha rakshasa's SR or [he spell fails and [he
material component is wasted. Casting remove
curse the round before artempring to bring the
CI'l'dture bad: from the dud negates this chance.
The IX: of the rernave curse is 10 + IJ.z gid'dha
rakshasa's hit dice.

Spells: Agid'dha rakshasa casts spells as oil 12th­
sorcerer, and Cdn CdSt spells granted by the Death
dnd Evil domains as well as those nOflnally
available to a sorcerer. Cleric spells are considered



arcane spells fora gid'dha rakshasa, meaning that
the creature does not need a divine focus to cast
them.

Tactics:

Gid'dha rakshasas tend to cast milgearmor
and f,]lse life before combat begins. Once combat
begins, gid'dha rakshasas tend to take to the sky,
using their spectrill h,]nd spell to deliver their
touch spells at a range. Gid'dha rakshasas unleash
theirared spells, such as cireleofdeath, unholy
blighl, and WolVes off,]tigue, on attackers that stay
dose together. When a gid'dha rakshasa is faced
with a powerful spellcaster, he will focus on them
with his slay living and enervalion spells before
flying up and attacking them in melee with his
scythe. When a gid'dha rakshasa fights in melee,
he always uses his Arcane Strike feat. Many
gid'dha rakshasas use their Flyby Attack feat when
they are starting to run low on spells.

Particularly well prepared gid'dha rakshasas
often animate several skeletons to go into battle
with them. The skeletons tend to be the skeletal
remains of humanoids the gid'dha rakshasa has
devoured.

When a gid'dha rakshasa who hasn't already
gained his weekly growth point from his devour
corpse ability kills a humanoid (brings the
creature's hit points to negative the creature's
Constitution score) during combat; the gid'dha
rakshasa will wait for the body to be dear of
enemies before flying down and carrying the body
back up into the air to be devoured on the
following round. Agid'dha rakshasa can safely fly
while carrying a Medium or smaller creature that
weighs less than 290 lbs.

Gid'dha rakshasas usually stand around S' 6n

tall and weigh about 110 pounds.

Caste:

Rakshasas of the gid'dha caste are the living
embodiment of cannibalism and death. All
gid'dha rakshasas are devourers of sentient beings,
particularly humanoids. They takea sick
enjoyment out of devouring the flesh of sentient

beings and even draw strength from the action.
They usually prefer to eat the flesh raw rather than
cook it. The age and rate of decay ofthe corpse is
of no matter to the gid'dha rakshasa, as long as the
corpse is ofa humanoid creature. Some gid'dha
rakshasas will devour the innards of a humanoid
and leave the outside ofthe corpse intact in order
to perfonn taxidennyon the body and make it into
a macabre trophy to be displayed in the gid'dha
rakshasa's lair.

Gid'dha rakshasas usually prefer to work
alone, but they will gladly provide their services to
other rakshasas who are willing to provide them
with a stead supply of fresh "meat."

Operations:

Not only do gid'dha rakshasas take delight in
eating the flesh of humanoids, they also delight in
watching humanoids eat the flesh of their own kin,
whether by choice or through deception. While in
the guise ofa humanoid noble, theywill often
throw parties for other nobility, where the main
course of the meal is usually humanoid flesh
disguised to be like some other sort of meat. At the
end of the meal the rakshasa gleefully informs the
diners ofwhat they have eaten, and of the gory
details of their dinner's final moments.

Gid'dha rakshasas who work for higher­
ranking rakshasas typically command annies of
undead. These skeletal annies usually serve as
guardians and sentries for the higher-up rakshasa's
lair. Since gid'dha rakshasas see others of their
caste as competition for food and supplies, they
usually don't work together, though in rare cases, a
group will get to together to trade re<:ipes and
stories they have picked up from the humanoids
they have devoured.

Sometimes gid'dha rakshasas will fonn cults
with ne<:romancers. Theyslowlycorrupt these
necromancers till they also come to love the taste
of their fellow humanoids. These cults typically
work in secret, much the same way other groups of
necromancers remain hidden.



Ofheigh I with d man, this impe«'dbJy
dressed figure hdS fingers ending in rdzor shdrp
daws and the head o(an overlarge cobrd, hood
drawn dnd (dngs dripping with venom.
('I\RR\KSH\S\ (Rlj

XP 'O~,400

LE Medium outsider (native, shapechanger)
Init +8; Senses darkvision 60 ft.; Perception +25
DU'ENSE

AC 1.5, touch lB, nal-footed 17 (+B Dex, +7

natural)
hp 21.5 (,8d1O·H26)
Fort +10, Ref +19, Will +15
DR 20/piercing and good; SR 28; Resist acid 15,
fire 15
OHENSE

Sp~d 30 ft.
Melee +1 kukri +21/+16/+11/+6 (ld4+S) and bite
+1.1 (ld4 + 1. plus poison)
Special Attacks breath weapon. paral)'"Ling
ga'Le, poison
Spells Known (CL 11th)
7th (3fday) -greater teleport
6th (s/day) -<lisintegrote (DC 23},jlesh to
stone (DC 23)
5th (6/day) -<laminate person (DC ~2), hold
monster (DC 22), persistant image (DC 1.0)
4th (6/day) -greater invisiblity, hallucinatory
terrian (DC 19), scrying (DC 19). shadow
conjurocion (DC 19)
3rd (6fday) -dairaudianceldairvoyance,
displacemenl, dispel magic ,fireball (DC 18)
2nd (J/day) -acid arrow, invisibililty ,locate
object. misdirection, scorching ray
1st (6fday)-burning hands (DC 16), charm
person (DC 18). expeditious retreat, magic
missile, silent image (DC 16)
o-<lancinglights. detect magic, ghost sound
(DC 15), mage hand, mending. message,
prestidigitation
STATISTICS

Str 18, Dex 1.6, Con 1.4, Int 18, Wis 18, Cha 1.0
Base Ark +18; CMU +22; CMD 40
Feats Combat Casting, Combat Expertise.
Gre,Jler Spell Focus (ench,Jnlmenl), Greater
Spell Focus (transmutation). Improved Natual
Attack, Spell Focus (enchantment), Spell Focus

(transmutation)
Skills Appraise +25. Bluff +26, Climb +26,
Diplomacy +26, Disguise +26, Knowledge
(religion) +21., Perception +25, Perform +23,
Sense Motive +25, Stealth +1.6, Swim +20
Languages Abyssal, Aklo. Common, Infernal,
Undercommon; telepathy 100 ft.
SQ aura of grandeur, change shape (a/ter self,
Medium humanoid)
ECOLOGY

Environment any
Organization solitary
Treasure double (+I kukri. and other treasure)
SPECIAL ABILITIES

Aura of Grandeur (Su): All creatures that enter or
begin their tum within 30 feet ofan war rakshasa
must succeed on a Will save (DC 24) or become
fascinated for I round. The ular rakshasa can
suppress or resume this effect as a move action.

Damage Reduction (Ex): Unlike most creature's
damage reduction, the good component ofan war
rakshasa's damage reduction can only be overcome
by a v..eapon that is actually good-aligned: having
an enhancement bonus of +5 is insufficient to
bypass it.

Paralyzing Gaze (5u): As a standard action, an
ular rakshasa can look at a single target within 60
feet. That target must succeed on a Will save (DC
24) or bemme paralyzed forld4 rounds. This is a
mind-affecting f&lJ" effect, and the save DC is
Charisma-based.

Poison (Ex):
Bite-Injury; save Fort DC 1.6; frequency
l/round for 3 rounds; effect ldt Constitution
damage; cure 2 saves.

The save DC is Constitution-based. An war
rakshasa is immune to his own poison, but not the
poison of other ular rakshasas.

Poison Breath (5u): Once per minute, as a
standard action, an war rakshasa can spew forth a
miasma of poisonous gas. This gas takes the fonn
ofa 20-fr.-radius cloud, which causes all creatures
within to succeed. on a Fortitude save (DC 26) or
suffer 1d4 points of Constitution damage each
round that they remain within the cloud. The



poison permeates the skin, so holding one's breath
does not help, but CI'&ltures that are immune to
poison are immune to this effect. The cloud
persists for one minute before dispersing. An ular
rakshasa is immune to its own poison breath. The
saving throw DC is Constitution-based.

Spellcasting: An ular rakshasa casts spells as an
nth-level sorcerer. His bonus spells per day, and
the saving throw Des of the spells he casts, are
determined by his Charisma modifier. He does not
gain any other benefits of being a sorcerer,
including a bloodline.

Tactics:

Extremelycautious and cunning by nature,
ular rakshasas rarely enter combat, preferring
instead to ha~ their minions and servants fight for
them. When they do engage foes directly, it is
virtually always in situations of their own choosing,
with every last detail planned and accounted for
long in advance, after using powerful scrying
magic to discern all his enemies' tactics, resources,
and vulnerabilities. Ifan enemy somehow does
manage to bring a fight to an ular rakshasa on
unfavorable terms, the ular rakshasa will have no
qualms about casting gre,Jler leleporl to retreat,
then find more favorable conditions to return the
fight upon their foe with a ~ngeance.

If the ular rakshasa does engage in combat, he
typically does so while under the effects ofa
gredler inl'isibiJiryspell, using persislent image, or
something similar, to occupy his foes while he
picks them offwith disilllegrate, flesh to stone,
and dom;ndle pet'SQn. Meanwhile, he orders his
various minions and henchmen (many ofwhich
are surrounding the illusory~rsionto make it
more believable) to engage his foes, especially any
spellcasters or ranged attackers who might prove a
threat to the ular rakshasa.

If the battle turns against the ular rakshasa at
anypoint, he immediately uses greater teleport to
escape and regroup.

A typical ular rakshasa stands between 5' 10"

and 6' 6", and ....'f'ighs around 180 Ills.

Caste:

Ular rakshasas, as a caste, are associated with
the sin of pride, which is not surprising from the
highest known caste of rakshasas. Ular rakshasas
consider themselves to be little less than gods,
and, as far as the average mortal and even most
rakshasasare concerned, the ular rakshasa might
as well be. Their pride and arrogance is only
further fueled by the fact that most creatures who
approach them are fascinated simply from their
very presence, or the fact that most creatures find
it impossible to harm them.

For the most part, an ular rakshasa has little
direct interest in spreading pride to mortals. In
fact, as a caste they are violently opposed to the
growing amount of pride and arrogance in the
other rakshasa castes, and have begun taking
drastic measures to remind the "lesser" castes that
they must obey the ular rakshasas. These efforts
meet with great results as long as the ular
rakshasa seems to be paying attention, as few
rakshasa castes are able to effectively combat an
ular rakshasa, but do less spectacularly when the
ular rakshasa moves on.

Ular rakshasas seem to ha~ a deeply-rooted
hatred of deities and all things divine. lbi.s may
possibly be because they feel that these beings­
among the few who are demonstrably more
powerful than they are-are an affront to their
pride, or, if the theories that rakshasas were once
the servants of a long-dead god are correct,
perhaps for more personal reasons. Whatever the
case, it is true that they combat gods and their
agents at every tum, and take every opportunity
to convince or force lesser races to worship them
as living gods. Even when they do not form rults
devoted to themselves, they take great pains to
undennine the authority of deities, spreading
heretical teachings about how mortals do not
need the gods, and it is mortals who should rule
the universe, and take matters into their own
hands. These often lead to bloody rebellions, and,
in most cases, even bloodier tyrannies.

Operations:

like many castes of rakshasa, ular rakshasas



typic~lIy set Ihemselves up as the secret pcI\''t'r
behind ~n influenlial organization, such as~ crime
syndic~teor ~ merchant guild or even ~ sm.aIl
kingdom or other gcM"nUIK'nt. Ular r~kshasas,
being mort magically c~pable, and with much
mort cunning ~nd ~ gn"Iler focuson long-tenn
planning !han mosI other r.tkshasa castes, are
gem>rally~~~t setting up their 0\\11

priVil.leemp~ in !his WiI)', often making ~ long
series of ruthless and brilliant acquisitions until
they are the undisputed masters ofall in their
chosen lerritory. TIlq' particuLu:ly enjoy forming
culrs, churches, or other religious organi:z.<ttions, or,
better )'t't, usurping l'lcisI:ing om'S.

In f~<:(, one rtason 'A-ily mosl uIar r<tkshasas
MeSOs~ in running theiremp~ is
bee~use theydovery little else. UIar rakslwsas
spend most of their time wedVing grand schemes
that will further their power and l'Xl:end their
influence, ~nd putling those pLms into motion
through their ~rmiesof sel'Vilnts, mercen~ries, and
other ~gents.Very rarelywill an ubr r~kshasa

~deme.llthimselfbydoing his own dirty work. In
f~et, according to the ancient caste system of the
rakshasas, it is bene~th an ular rakshasa's stalion to
speak (they ~lmostalways use !heir lelepathy), ~nd
no mort~1 is ~l1CM't'd within 30 feer of rhe uLar
rakshasa ~t ~ny time. Some ofthe mort pr~gmaric
uIar rakshasas hon't' relaxed!hese stipuLItions in
I"N't'nt centuries (especially !he Latter), bur many
still insist on the ok! traditions.
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