
In Southern Magnamund, the Beast Creatures, created by the Darklords, have 
come to live, having fled from their cruel masters ages ago.  Of the original eight 
clans, only five remain.  Of these five, three live on the plains of Ilion.  The Boars 
and the Wolves rule the central plains, and the Cats are spread out through the 
rest, following the herds they hunt for food.  The Beasts are feared by humanity 
and animals alike, banished from both worlds.  Though they are unaligned 
intelligent creatures with their own society, they have been labeled as feral, 
vicious, and evil.  This discrimination has made them untrusting of the human 
races, though only time will tell what further repercussions this may have.

Cat Clan Rogue 
Developed by Zipp Dementia and Purple Turtle

 The Cats are not as numerous as the other beast clans, though they were 
instrumental in helping the other clans escape the clutches of the Darklords. The 
other clans suspect it is but legend, but it is said that it was a group of Cats who 
banded together the rest of the tribes and led them from the Darklands to the 
Ilion plains, whereupon infighting broke out and the tribes for the most part 
separated. 

 The Cats hold fiercely to these legends, and have handed down the stories of the 
heroes of the "Darkened Times" for generations. They have become so important 
to the culture that a strange phenomenon occurs to the Cats at a young age.  
Members of the Cat clan begin to exhibit abilities and powers that belonged to 
their heroes.

 The Cat clans keep mostly to themselves, broken into small tribes with little 
organization or contact between them. It isn't unheard of for a Cat Creature to 
journey from a tribe and mingle with other beast creatures, even join another clan, 
but for the Cats, the tribe is sacred, and rarely does one leave it completely, 
unless banished. The Boars and Wolves respect the Cats’ privacy and give them 
distance. For the most part, they are simply glad not to have another contender for 
political power. The Cats would have a strong claim to such power, for it is said that 
one day, their clan will breed another legend, to unite and rule all of the beast 
creatures in a second coming of darkness. 

 The Cats are nomadic hunters, generally having their villages near a constant 
source of food. If this food migrates, they migrate with it, generally leaving behind 
ghostly remnants of life that they may someday return to, if it is viable to do so. 

Adventures 
 Cats have a sense for adventure and exploration, and a natural curiosity that they 
cannot ignore. If an adventure presents itself, they would be loathe to pass it up. 
Sometimes, Cats will leave their homes on purpose, wandering the world for 
months or even years at a time, to sate their thirst for new experiences. 

 Occasionally these adventures are endorsed by the tribe, as the Cats will send one 
or more of their number to trade with humans (or to raid them, depending on their 
allegiance). The tribe may also send young Cats into the world to broaden their 
experiences. This is especially common during the spring, when elders will send a 
number of the young males of the tribe away to avoid fighting over mating rights. 



Characteristics 
 Cat creatures are highly territorial. They will defend with their lives whatever they 
consider to be their home. They also have an unshakable independence.  Despite 
the fact that they live in tribes, a Cat's natural instinct is to look out for herself, 
and though they will defend the tribe with their lives, they may be quick to change 
tribes if it suits them to do so.  Despite this fickleness, the parent-child relationship 
is of high import amongst the Cats. While siblings generally drift apart, it is rare 
that such will happen between a childre and their parent. 

 As for allegiance, most Cats, like most beasts, are unaligned, caring only for that 
which concerns them and their territory.  However, all Cats despise the Darklords for 
their crimes against the beast creatures, and it would rare to the point of abnormal 
for a Cat to aid them. 

Religion 
 Cats hold strictly to the belief that the heroes of the legends were real and are still 
watching over them. These figures are treated as gods and make up the only 
pantheon they feel they need. They believe in the existence of Naar, since they 
suffered greatly at the hands of the Darklords, but it is their heroes who oppose 
him, not Kai.

 Beyond this, there are tribal rituals that are followed, two of which are highly 
important. The naming ritual happens a few months after birth, whereupon the 
Elders of the tribe name the newly born, called childre. And the Awakening takes 
place sometime after the childre's 13th year, when they first begin to realize the 
powers granted to them.

Background 
 A Cat is shaped by their tribe until they undergo the Awakening. Once they have 
begun to exhibit the abilities of their heroes, they are considered adults.  After this 
point, a Cat is eligible to join in the hunt.  If they show promise in hunting, it will 
eventually become their job to hunt.  Hunters and elders are the highest ranking 
members of a tribe, and while no-one starves, they are the ones best looked after. 
If a childre does not prove to be a hunter, they instead will work at making 
weapons for the hunters, shelter for the tribe, or they will provide for the Elders. 
Non-hunters gain more freedom due to the variety of tasks they perform, and 
many times they are the ones who will adventure beyond the plains in an attempt 
to add excitement to their daily life.

Other Classes 
 Cats are a secular group, generally avoiding the other beast creature clans. Cats 
are naturally wary of outsiders, especially humans and dark spawn, and never want 
them discovering their hidden homes on the plains. However, their curiosity is 
paramount over their fears, and they have been known to occasionally take a liking 
to certain humans, sometimes even accepting them as an extended family. But 
only in the most extreme circumstances will a Cat serve or even abide the presence 
of an agent of the dark. They have never forgotten the crimes committed against 
the beast creatures by their cruel creators. 



Game Rule Information 

Racial Note 
 Cats have learned to hunt for their food, even the youngest childre has some 
notion of how to fend for themselves in this regards. As such, they have access to 
Tier I of the Kai Lord's hunting discipline. Cats also have low-light vision and they 
receive the following modifiers to their ability scores:
-2 Constitution
+2 Dexterity

GMs may also wish to give a Cat bonuses to their listening checks due to their 
acute sense of hearing.  This is optional and should be done at the GMs discretion.

Racial Bias
Beast creatures of all sorts are considered evil and/or subhuman by most 
Magnamund societies.  For the most part this is a wrongful impression, but 
nonetheless human and demi-human NPCs encountered will react negatively to the 
presence of a beast creature in the party. Any character in the same party as a Cat 
creature, as well as the Cat creature herself, suffer a -2 reputation penalty to 
charisma based skill checks (besides intimidate, disguise, and use magical item) 
in all human or demi-human societies if the Cat creature is present in the room 
and the target is aware of the cat's association with the party.  Note that if an NPC 
is unable to discern that the character is a Cat creature, these penalties do not 
apply.

Animals perceive beast creatures as highly similar to top-tier predators in the 
wild. All ride and handle animal checks suffer a -5 penalty. All intimidate 
checks against animals receive a +2 bonus.

In North Eastern Magnamund a Cat Creature is treated as a threat to society.  
Unless they are traveling with companions, in disguise, or with official sanction, 
they will likely face the penalty of the law.  In the rest of Northern Magnamund, 
they are sometimes tolerated as travellers, but are always encouraged to move on 
quickly.  In Southern Magnamund, they are much more accepted, and are allowed 
to intermingle with human society as long as they obey the law.  The Ilion Plains 
are the only place where Cats have their own society.  Some even shun this, 
prefering to live their lives in the Wilderness, where they are truly free.

Even so, some Cat Creatures have entered human society and maintain a 
presence using their amazing powers of disguise or discourse.

Distinctive features
Cats are distinguished by uniquely beast-like features and color of fur. When 
attempting a Disguise check to imitate the features of another race, such as 
humans, the disguise penalty is -6 (instead of the usual -2). Due to the Cat's own 
heightened Scent ability, any bonuses that the opposed observer receives based 
on its own Scent ability is negated.  Wearing a long robe that covers all their 
features reduces this penalty to -4.  

Abilities 
As a Cat, dexterity is the most important score as their weapons can be used with 
finesse instead of raw strength, and as many of their skills and abilities are fueled 
by their speed.  Charisma is also important, as helps the Cat to deal with the bias 



and discrimination their race incurs.  The rest of the abilities differ in usefulness, 
depending on what path feats a character chooses.

Endurance Die 
d6

Base Speed 
40 feet 

Starting Wealth (GC) 
1d4+5 

Age 
Starting Age: 13 +1d4 variable 
Adulthood: after the Awakening 
Middle Age: 25
Old: 37
Venerable: 50
Max: +1d10 years

Height and Weight 
Cat Male 4'8 +2d12 110lbs x(2d6 lbs) 
Cat Female 4'5'' +2d12 90lbs x(2d6 lbs) 

Class Skills 
Acrobatics (Dex) Athletics (Str) Bluff (Cha) Climb (Str) Concentration (Con) 
Diplomacy (Cha) Disable Device (Int) Disguise (Cha) Escape Artist (Dex) Gather 
information (Cha) Intimidate (Cha) Knowledge: Nature (Int) Perception (Wis) 
Sense Motive (Wis) Stealth (Dex) Survival (Wis) 

Skill Points at 1st Level: (4 + Intelligence Modifier) x 4
Skill Points at Each Additional Level: 4 + Intelligence Modifier 

Class Features 

Weapon and Armor Proficiency 
 Cats are proficient with daggers, sickles, and spears, and with simple ranged 
weapons (darts, slings, thrown knives). They are also proficient in their racial 
weapon, the Xav-Shah (see weapon description at end of class features) which Cats 
start with as a free weapon.

They are proficient in all light armor and the buckler. Note that Armor Check 
Penalties apply to Acrobatics, Athletics, Climb, and Stealth checks when using 
armor or shields heavier than leather. 

Cat's Claws 
A Cat's claws are an important asset to its survival. When unarmed, the Cat can 
choose to attack with its claws (1d6 lethal damage, no penalty to hit, crit x2). If it 
chooses, it may sheathe its claws when attacking for nonlethal damage (standard 
unarmed combat penalties apply).  Cat’s claws can also be used with finesse 
(adding Dex instead of Str to the attack roll) and, when the claws are extended, 



can be used with Two-Weapon fighting.

A Cat's claws act like Superior climbing kits, allowing it to receive a +4 circumstance 
bonus to all climb checks when using its claws. Note that if the Cat is using an 
ordinary climbing kit, it is unable to engage its claws, making it unlikely to ever 
choose to do so. 

Silent Step 
Cat's feet are padded, and they have learned to move so that make no noise 
whatsoever when they need to. This feat allows the Cat to receive a +2 stealth 
bonus when walking barefoot with light or no armor.

Powerful limbs 
The limbs of a Cat are powerful, giving a Cat a +2 bonus to all athletic checks. 

This feat also allows a Cat to always land on its limbs when falling. This ability 
automatically negates the first 10 feet of any fall, and converts the damage from 
the next 10 feet into nonlethal damage. The Cat must have all 4 limbs free in 
order to use this ability; it may choose to drop any carried items or weapons as a 
free action at the beginning of the fall in order to have them free.

The Awakening and Path Feats
 Sometime between the ages of 13 and 17, latent abilities begin to awaken in a 
Cat.  These abilities reflect the powers of the three heroes of the Cat Legends and 
are known as “Paths of the Heroes,” to represent the Cat following in her ancestor’s 
pawprints.  Every cat gains at least one ability, but generally only those who 
venture into the world and grow in experience gain more.  When a Cat’s first ability 
makes itself known, a great ceremony is held where the Cat performs the ability 
and is praised by the elders of the clan.  All playable Cats are considered to have 
gone through the Awakening, so all level one Cats gain a Path Feat.  How recently 
they went through the Awakening is up to the player.

See further below for more details on the Paths of the Heroes.

Elder Status 
 Upon reaching old age or level 18, a Cat is entitled to Elder Status amongst the 
tribes. This means that she will be provided for out of respect for her experience if 
she ever encounters any tribe, and that she commands the loyalty of her own 
tribes. She can also partake in the Naming and Awakening ceremonies.

Elders gain a +4 reputation bonus in beast creature society (which applies to all 
charisma based checks, besides use magical item) and a +6 skill bonus to any 
knowledge that has at least one rank in it.

Rogue Existence
A Cat learns that speed and subtlety are her best friends and will begin to harness 
these attributes in order to maximize her chances of survival.

Stealth Attack: At level 3 a Cat learns to make a stealth attack.   If a rogue can 
catch an opponent when he is unable to defend himself effectively from her attack, 
she can strike a vital spot for extra damage.

 The rogue’s attack deals extra damage any time her target would be denied a 



Dexterity bonus to AC (whether the target actually has a Dexterity bonus or not), or 
when the rogue flanks her target. This extra damage is 1d6 at 1st level, and it 
increases by 1d6 every few levels thereafter. Should the rogue score a critical hit 
with a sneak attack, this extra damage is not multiplied.  Ranged attacks can 
count as sneak attacks only if the target is within 30 feet.

With a weapon that deals non lethal damage or an unarmed strike, a rogue can 
make a sneak attack that deals nonlethal damage instead of lethal damage. She 
cannot use a weapon that deals lethal damage to deal nonlethal damage in a 
sneak attack, not even with the usual -4 penalty.

 A rogue can sneak attack only living creatures with discernible weak spots— 
undead, slimes, plants, mechanoids, and astral beings all lack vital areas to 
attack. Any creature that is immune to critical hits is not vulnerable to sneak 
attacks. The rogue must be able to see the target well enough to pick out a vital 
spot and must be able to reach the spot. A rogue cannot sneak attack while 
striking a creature with concealment or striking the limbs of a creature whose vitals 
are beyond reach.

Uncanny Dodge: At level 5 a Cat can react to danger before her senses would 
normally allow her to do so. She retains her Dexterity bonus to AC (if any) even if 
she is caught flat-footed or struck by an invisible attacker. However, she still loses 
her Dexterity bonus to AC if immobilized.

Trapsense: At level 8 a Cat rogue adds +2 to any roll or check involving a trap, 
whether it is seeing it, disabling it, or otherwise engaging the device.  This bonus 
does not affect damage received from a trap, but can affect dodging the trap.  This 
bonus increases by +2 every few levels.

Heart of the Wild 
As the Cat grows in experience, so too does their affinity with nature, and they 
learn to gain control over their bestial side and take advantage of the bonuses it 
grants them.

Natural Survivor: At level 2, a Cat gains +3 to all survival checks made in the wild. 
Every four levels, they gain an extra +1 to this bonus. 

Hunter’s Sense: At level 4, a Cat gains the ability to track, akin to the Kai Lord’s 
Tracking Tier 1 ability.

Environmental Memories: At level 7 a Cat gains +3 to all Tracking checks made in 
plains.  They also gain a +2 AC bonus when able to add dexterity to their AC, and 
+1 to the following skills: Knowledge (nature), Perception, Stealth, and Survival.  
Every three levels they may add another environment of their choice to this list 
from the following:

Desserts
Forests
Mountains
Swamps
Wastelands
Hills
Jungle



Volcanic

Eye into Darkness: At level 9 a Cat gains blindsight (range of 50 ft).  This ability is 
negated if the Cat is deafened or unable to smell.

Evil’s Bane: At level 12 a Cat gains the ability to detect evil creatures, including 
those in disguise. When coming within 50 feet of an evil creature, the Cat can 
make a perception check with a DC that becomes lower the more evil the presence 
is. If they pass, they will be made aware of its presence through smell and a 
natural sixth sense.

Nocturne: At level 14 a Cat can double the amount of Endurance and Willpower 
points gained while resting.

Racial Weapon: Xhav-Shah

(2 handed) 
Slashing

4 lbsN/Ax21d6N/AXhav-Shah

TypeWeightRange 
Increment

CriticalDamageCostWeapon 
Name

The Xhav-Shah is a multi purpose weapon developed by the Cat Tribes for use in 
hunting and combat.  A Xhav-Shah consists of a chain with a large hook attached 
to each end.  The point as well as the curve of each hook is sharpened.  Each hook 
has a long handle with a series of holes or a chain to which the chain is attached.  
It was developed both as a weapon for the hunt and as a melee weapon.  In the 
hunt, they are used to hook onto the hides of beasts and pull them to the ground 
or slow them so that the pack can finish them off.  In combat, the Xhav Shah can 
be used in many ways.

A Xhav-Shah can be used to inflict piercing damage instead of slashing, but you 
take a -2 penalty to the attack roll when doing so.  Because of the design of the 
weapon, the Xhav-Shah gains a +4 bonus to disarm attacks, including the check to 
being disarmed yourself if you fail.

While the Xhav-Shah is weilded in two hands, it does not recieve the usual 1.5 str 
bonus to damage.  However, the Xhav-Shah can be wielded as if it were two 
weapons, allowing the player to use it for Two-Weapon Fighting with no other 
weapon equipped.

You can attempt to entangle an opponent with a Xhav-Shah just as if it were a net 
with a trailing end to hold onto.  By taking a -2 penalty to the ranged attack mad 
when entangling, you can also deal 1d6 piercing damage if the entanglement 
succeeds.  The blade and chain of the weapon are made of Steel (Hardness 10, HP 
8).  If the chain is broken during entanglement, the Xhav Shah becomes two 
sickles.  With another chain, they can be repaired.

Finally, you can add your dexterity modifier instead of your strength modifier to 
attack rolls (but not damage rolls) with a Xhav Shah.

The Xhav-Shah is only used by the Cat tribes and cannot be purchased anywhere.  
However, someone with knowledge of them can fairly easily make one by 



combining two sickles with a chain.  Holes will have to be made in the handles for 
the chain to go through.

Ex-Cat Rogues
A Cat never stops being a Cat, and since their growth in this class is determinate 
upon their inner nature and not upon training, the only “ex-Cat” is a dead Cat.   As 
for being expelled from a tribe, this is a probability, if a rare one.  A Cat will only 
be expelled from her tribe under the most dire of circumstances, such as aiding a 
Darkspawn.  Also, the longer a Cat is in a tribe, the less likely she’ll be expelled.  
An expelled Cat can also attempt to rejoin her tribe, though this should count as a 
side story between the GM and player.  Elders are never expelled.  Anything bad 
enough that an elder get expelled for would be heinous enough for the tribe to kill 
them instead.

Multiclassing into Cat Rogue
Just as there are no “ex-Cats” there are no non-Cats in the Cat clan, for obvious 
reasons.  No-one but the Cats can ever gain their class features.
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Paths of Heroes

The Legend of the Beast People
This story is told in some form to the Childre of the Cat Clan, and is said to be the 
history of the Beast People:

“Long ago, the Beast People were created by Vashna, cruelest and most devious of 
the Darklords. Originally, there were eight races of Beast People: the rats, the 
foxes, the wolves, the Cats, the boars, the apes, the lizards, and the vultures. The 
Beast People, the Gorak Orgadak, were created to mix the most vicious qualities of 
humans and beasts and to be the main stay of their army. 

 "But the beasts, like most animals, couldn't abide the evil that the Darklords 
represented, and while most of the Gorak Orgadak were indeed feral and vicious, 
they were less than bloodthirsty, and few were evil, and they began to disobey and 
desert their cruel masters. 

 "This angered the Darklords more than anything and they began to torture and kill 
the beasts still in their control in an attempt to get them to cooperate. They would 
also torture and starve a beast, then leave them near a human village. The 
carnage that ensued was a delight to the Darklords. And they would finish off any 
survivors, whether that be the humans, or the beast. It was these raids which gave 
us the bad name that sticks with us to this day. 

 "Finally, the Darklords went so far as to annihilate the vulture tribe.  That was the 
final straw.  With the race facing extinction, three Cats decided to try and break 
free once and for all from the Darklands and to take the tribes with them. The plan 
was tenuous, and almost didn't work. The escape took all of three days, but in the 
end the tribes were successful. Not without heavy loses, however. The rats had 
betrayed the plan to the Darklords, they were the ones who suffered the least 
under their rule, and sought to find favor through their betrayal. They then fled 
during the confusion. To this day, we know not what became of them. 

 "After escaping, the ape tribe had a vision of the plains the tribes would come to 
reside on. The Cats led the tribes there, and that is where we are now headed. the 
Ilion plains. But even after reaching them, times were not easy. For some reason, 



the lizards couldn't breed, and they died out. Then the tribes began to fight 
amongst themselves. The Apes were banished to Halia, the dark plains, where 
reside thieves and bandits. The foxes left for the forests bordering the plains, and 
the boars and the wolves still fight over who has control of the plains. The Cats, 
and their heroes, the ones who originally brought the tribes to their home, were 
forgotten. 

 "And though there was no war between the tribes, they had forgotten their 
companionship, and lay broken, like pieces of a clay pot.  Legends say that one 
day they will again be whole, but that is another story, and one that has not yet 
come to pass.”

The Paths
Whenever a player reaches a level where they are awarded a path feat, they may 
choose any one feat from any path.  Many feats have prerequisite feats needed 
before the feat can be taken.  Some feats may have more than one prerequisite.

Path of Jyhipp, the Way of the Trickster
Jyhipp was said to be the leader of the Cats when they fled the darklands.  She 
was supposed to have the ability to disguise herself as nearly anything, and to 
control the minds of her opponents.  The Path of Jyhipp is associated with diverse 
skills of disguise and guile.  The Goddess is known to show herself regularly in 
dreams to those who Awaken with her abilities.

Each time a path feat is selected from this path, 8 skill points are earned and can 
be freely distributed among the Cat’s skill ranks (subject to maximum rank limits 
based on class levels).

All faces and none
Prerequisites: none
Followers of Jyhipp are visited by the spectre of their Goddess, usually in a dream.  
From her they are taught secret techniques to hide and mask their distinctive facial 
features and given the power to replicate those of other species.  This power works 
like a form of obfuscation.  Even someone staring directly at the Cat’s features 
may be fooled into thinking it is a human or something else by the power of the 
Cat’s mind.  This feat negates the disguise penalties associated with being a Cat 
creature and adds +2 to any disguise roll where the Cat knows she is being 
watched.  It also means that the Cat does not need a costume to attempt a 
disguise check.  This feat does not apply during combat.  A Cat who fights without 
a disguise does not get to make a disguise check.

Empathy
Prerequisites: none
The character gains a complex and natural understanding of the emotional state of 
other beings, and finds it easy to use their emotions to their advantage. The 
character receives +2 to all charisma based checks, besides Use Magical Item.

Force of Mind
Prerequisite: Empathy
At this point the character becomes psychically active, gaining the “Erect a Shield” 
and “Attack” psychic actions.  She gains maximum Willpower equal to her base 
Wisdom score. This total is refreshed by 2 points per hour of sleep received by the 
character.  This feat can be selected multiple times.  Every subsequent time it is 



choosen, the Cat adds 1d10+Wisdom Modifier to their total Willpower score.

Passion (2 willpower to use)
Prerequisites: Empathy

Casting Time:  1 standard action
Range: All who hear and understand the cat
Target: 10 living creatures +10 every level after choosen
Saving Throw: Will negates
Spell Resistance: Yes
Spell save DC is equal to 10+1/2 Cat class levels+Cat’s Charisma modifier.

With this ability, the Cat is able to heighten or dull the emotions of those around 
her.  By simply speaking, the cat can work others into a frenzy or a catatonic state.  
The Cat does not get to choose which emotion is affected, the spell will affect the 
foremost emotion of the individual.  She does decide whether to heighten it or dull 
it.  The affect of this ability is varied depending on the emotion affected and by 
how much they failed their will save.  It could make a person who likes the Cat fall 
mady in love with them, or it could simply strengthen their feeling of 
companionship.  Note that this ability does not give the Cat control over those she 
affected.

People who passed their will save will act as if the Cat failed to persuade them 
through the use of diplomacy.  The effect of the ability lasts until the Cat has left 
their sight for d20 minutes.

Mental Probe (2 Willpower per round)
Prerequisite: Force of Mind
On selection of this feat the Cat receives Focus (1/day) and Telepathy as additional 
psychic actions, and her maximum Willpower is increased by 1d6 plus her Wisdom 
modifier.

Casting Time:  1 standard action
Range: Close (25 ft. + 5 ft. every 2 levels after choosen)
Target: One living creature
Saving Throw: Will negates
Spell Resistance: Yes
Spell save DC is equal to 10+1/2 Cat class levels+Cat’s Charisma modifier.

By focusing on a single target, the Cat can draw either a single memory or the 
answer to a single question out of its mind.  They can do this once per round.  Each 
round the Cat wishes to maintain control over a single target, the target gains a 
cumulative +1 to its save.  Questions asked must be able to be answered within 
six seconds; longer questions require multiple rounds of effect and may cause the 
contact to be broken because of the progressively easier saving throw.  Memories, 
likewise, may only be a minute in length per round.  If a target passes its saving 
throw, it will know it has been affected; otherwise the Cat leaves no trace of having 
probed his target’s mind – the target will forget the experience if the Cat wishes.

Suggestion (2 Willpower per round)
Prerequisite: Force of Mind
On selection of this feat the Cat receives Stun as an additional psychic action, and her 
maximum Willpower is increased by 1d6 plus her Wisdom modifier.



Casting Time:  1 standard action
Range: Close (25 ft. + 5 ft. every 2 levels)
Target: One living creature
Saving Throw: Will negates
Spell Resistance: Yes
Spell save DC is equal to 10+1/2 Cat class levels+Cat’s Charisma modifier.

The Cat influences the actions of the target creature by suggesting a course of 
action (limited to a sentence or two). The suggestion must be worded in such a 
manner as to make the activity understandable.  The request must also seem 
reasonable.  Asking the creature to do some obviously harmful act automatically 
negates the effect of the spell.  Note this is only if the target knows that they will 
incur harm.  Each round the Cat wishes to maintain control over a single target, it 
gains a cumulative +1 to its save. 
A very reasonable suggestion causes the save to be made with a penalty (such as 
-1 or -2).

Illusion (3 Willpower per round)
Prerequisite: Suggestion, Mental Probe
On selection of this feat the Cat receives Instinctive Shield as an additional psychic action, 
and her maximum Willpower is increased by 2d6 plus her Wisdom modifier.

Casting Time: 1 standard action
Range: Long (400 ft. + 40 ft./level)
Effect: Visual figment that cannot extend beyond four 10-ft. cubes + 

one 10-ft. cube/level (or 4 medium sized creatures + 1 per 
level)

Saving Throw: Will negates
Spell Resistance: No
Spell save DC is equal to 10+1/2 Cat class levels+Cat’s Charisma modifier.

By forcing her Will open the subconcious of another creature, a Cat is able to 
change their perception of reality.

This ability creates a complete illusion of an object, creature, or force, as created 
by the Cat (including sight, smell, sound and tactile elements) in the mind of a 
single target.  The Cat can move the image within the limits of the size of the 
effect as a free action. The target only receives a saving throw to disbelieve the 
image if it consciously chooses to do so (e.g. if the image is suspicious or highly 
unusual).

These images can attack a target and deal damage.  Every time an image attacks 
or is attacked, the target gets another Will save.  Each time they make the save, 
they get a +1 bonus to their roll.  Every time an illusion attacks a target, the Cat 
makes a psychic attack (at the maximum range of the spell) against the target.  
While an illusion can only attack once per round, the attack is considered a free 
action.

Such an illusion can create a wall where there was none, or other blockades.  Note 
that these walls are not actually real, but they will feel real to the target.  Every 
time a target interacts with a blockade, or takes damage from any illusion, they 
make a Will save, at a bonus of +1 each time they make the save.

This illusion can be cast on the Cat or allies to augment a disguise, affecting up to 



4 medium sized creatures + 1 per Cat level.  Disguises augmented by illusion 
receive a +10 modifier on their disguise check.  This illusion can also be cast on a 
forged item to improve its forgery check by +10.  The Cat may employ this ability 
to cause itself and its companions to blend into the background, improving Stealth 
checks by +10.  Due to the complexities of maintaining an illusion of the 
background while moving through it, this does not constitute actual invisibility nor 
can it provide any concealment.

Path of Xhaviee, the Way of the Tiger
Xhaviee was a fighter said to have personally injured a Darklord with the weapon 
Elestoria, sister to the later created Senoria.  Xhaviee was a great warrior, and his 
style of fighting, the Path of the Tiger, is still followed by some Cats, especially 
those who Awaken with one of his abilities.  The Path says that to properly use a 
weapon, you must know it as if it is a part of your body.  

For every second feat chosen in this path, the Cat’s base Combat Skill increases by 
+1. This may cause the Cat to gain extra attacks. For example, a 20th level Cat 
devoted exclusively to the path of Xhaviee will have a base Combat Skill of 15+3 = 
18, giving it 4 attacks at +18/+13/+8/+3.

Martial Training
Prerequisites: none
The Cat finds that she has a natural talent for combat.  She gain proficiency in the 
following weapons: all light weapons, rapier, scimitar, whip. The Cat also gains 
proficiency in Medium armours.

Weapon Specialization
Prerequisites: Martial Training
The Cat can select one proficient weapon (except her natural weapons) and receive 
a +1 attack and +2 damage bonus. This feat can be selected multiple times, for a 
different weapon each time.

The Way of the Blade
Prerequisites: Martial Training
A Cat will learn to control two weapons, if she trains hard enough.  When using two 
proficient weapons (one in each hand) and the weapon on the off hand is light, the 
penalty for doing so is reduced to -2 on each hand.  

When using the Xhav Shah or natural weapons, the Cat may elect to make an 
extra attack at her maximum attack bonus by incurring the -2 penalty on all 
attacks (as if she was using a double weapon). The Cat may choose to use her 
natural weapons as light weapons in this manner.  The extra strikes are made with 
the offhand and are performed as follows:

If the Cat’s base combat skill is +6 or higher, the Cat may make 2 attacks with the 
off hand. The second attack is made with the normal -5 penalty to second attacks 
(note that in addition, the -2 penalty for two-weapon fighting still applies to all 
attacks).

If the Cat’s base combat skill is +11 or higher, the Cat may make 3 attacks with 
the off hand. The third attack is made with the normal -10 penalty to third 
attacks(note that in addition, the -2 penalty for two-weapon fighting still applies to 



all attacks).

(Example: A level 16 Cat engages a doomwolf.  The Cat would normally make 
three attacks, in the order +12/+7/+2.  With this feat, if she is using her Xhav-
Shah or claws, the Cat can now make 6 attacks as follows, every other one being 
with the off hand: +10/+10/+5/+5/+0/+0)

Greater Weapon Specialization
Prerequisite: Weapon Specialization
One weapon selected in weapon specialization now receives a +4 damage bonus 
(instead of +2) and a +2 attack bonus (instead of +1). This feat can be selected 
multiple times, for different weapons.

Great Constitution
Prerequisite: Weapon Specialization
The Cat’s training and experience will pay off more for followers of Xhaviee than for 
other Cats.  The Cat’s Constitution score increases by 2, permanently.  In addition, 
the Cat also gains +1 to its AC.

X-Strike
Prerequisite: Weapon Specialization
If you deal a creature enough damage to bring to 0 EP or below, kill it, or make it 
fall prone, you get an immediate, extra melee attack against another creature 
within reach. You cannot take a 5-foot step before making this extra attack. The 
extra attack is with the same weapon and at the same bonus as the attack that 
dropped the previous creature.

Spincut
Prerequisite: The Way of the Blade
By holding the weapon and moving in certain ways, the Cat learns to maximize 
damage caused.  With this feat, the Cat can select one proficient weapon and 
double the critical range for that type of weapon.  This feat can be selected 
multiple times, each time a new weapon type must be chosen.

Cyclone Blade
Prerequisite: Two-Weapon Fighting, Weapon Specialization
When you use the full attack action, you can give up your regular attacks and 
instead make one melee attack at your full base attack bonus against each 
opponent within reach.

When you use the Cyclone Blade, you forfeit any extra attacks granted by other 
feats, spells, or abilities.

Precision Strike
Prerequisite: X-Strike and Spincut
When you use the full attack action, you can give up your regular attacks and 
instead make one melee attack at your full base attack bonus against a single 
opponent. The attack deals your Sneak Attack damage on top of regular damage if 
the creature is vulnerable to critical hits.

Path of Aleiya, the Way of the Panther
Aleiya was the lover of Xhaviee, and the swiftest of all the Cats.  Like her lover, she 
too excelled at combat, and it was she who created the Xhav-Shah.  Her style of 



fighting relies more upon stealth and the disabling of an opponent.  The Way of 
the Panther shows this, as it teaches a Cat to take down a opponent with a mix of 
patience and speed, a single attack performed at the right time.  The secrets of 
this path are instinctively known by all Cats, but only practice and talent can turn 
that instinct into a controllable power.

For every feat chosen in this path, the Cat’s sneak attack damage increases by 
+1d6.  If the Cat does not already know sneak attack, they learn it upon choosing 
a feat from this path.

Panther’s Stealth
Prerequisites: none
+2 bonus on all stealth and sleight of hand checks.  The Cat gains sleight of hand 
as a class skill.

Woodland Stride
Perquisites: Panther’s Stealth
A Cat may move through any sort of undergrowth (such as natural thorns, briars, 
overgrown areas, and similar terrain) at her normal speed and without taking 
damage or suffering any other impairment.  However, thorns, briars, and overgrown 
areas that are enchanted or magically manipulated to impede motion still affect 
her.

Crippling Strike
Prerequisites: Panther’s Stealth
A Cat with this ability can sneak attack opponents with such precision that her blows 
weaken and hamper them. An opponent damaged by one of her sneak attacks 
also takes 2 points of Strength damage (this damage is cumulative if multiple 
sneak attacks are successful). Ability points lost to damage return on their own at 
the rate of 1 point per day.

Flurry of Claws
Prerequisites: Panther’s Stealth
As per Way of the Blade in the Path of Xhaviee, except it only applies to the Cat’s 
natural weapons.  Also, the Cat does not incur the usual -2 penalty to two weapon 
fighting when using her claws.  She still incurs the usual penalty for making extra 
attacks.  This feat does not apply if the Cat is holding any weapons in her hands.  
This feat also raises the Cat’s critical threat range with her claws to 19-20.

Hidden Power
Prerequisite: Woodland Stride
Having shown that she has gained an affinity for the Nature in which she lives, the 
Cat is granted a special power by Aleiya which makes her natural weapons even 
more deadly.  This feat makes a Cat’s Claws magical weapons, and adds a +1 
bonus to attack and damage.  This feat can be taken multiple times, adding the 
bonus each time it is taken.

Assassin’s Blow
Prerequisite: Crippling Strike
If a Cat studies her victim for 3 rounds and then makes a sneak attack with a 
melee weapon (including claws) that successfully deals damage, the sneak attack 
has the additional effect of possibly either paralyzing or killing the target (player’s 
choice).  While studying the victim, the Cat can undertake other actions so long as 
her attention stays focused on the target and the target does not detect the Cat or 



recognize the Cat as an enemy.

If the victim of such an attack fails a Fortitude save (DC 5 + Cat’s class level + Int 
modifier) against the kill effect, he dies. If the saving throw fails against the 
paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds 
plus 1 round per level of the Cat. If the victim’s saving throw succeeds, the attack 
is just a normal sneak attack. Once the Cat has completed the 3 rounds of study, 
she must make the attack within the next 3 rounds.

 If a death attack is attempted and fails (the victim makes her save) or if the Cat 
does not launch the attack within 3 rounds of completing the study, 3 new rounds 
of study are required before she can attempt another Assassins Blow.

Pounce 
Prerequisites: Flurry of Claws
When performing a Charge, the Cat can perform a full attack instead of just a 
single melee attack.  She may also perform feints as move actions or as part of 
full round actions, adding a succesful feint bonus to all attacks in the action.

Hide in Plain Sight
Prerequisites: Assassins Blow, Pounce
A Cat can use the Hide skill (see skills, stealth) even while being observed. As long 
as she is within 10 feet of some sort of shadow, a Cat can hide herself from view in 
the open without anything to actually hide behind. She cannot, however, hide in her 
own shadow.


