
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

Appearance 

The appearance of Felisians varies even greater 
than humans, with their size ranging from just 
three feet, all the way up to eight. They are 
almost always covered in a coat of fur, from 
short to long, thin to thick, though hairless 
variations are not unheard of. They have a 
similar bone structure to that of a cat yet they 
are bipedal, still many of the smaller cat folk 
are comfortable switching back and forth to 
quadrupedal.  

 They have retractable claws in their hands and feet which are feline in appearance. Their markings are often 
innumerable with the most common being similar to that of wild cats, such as lions, tigers, cheetahs, leopards, and 
lynxes. Another common pattern which is viewed disdainfully among Felisian communities is remarkably similar to 
typical housecat patterns, such as the simple tabby, ranging from any colour to any pattern typical of a standard 
house cat.  

 

Felisians are a nomadic race, often traveling from tribe to tribe to experience different cultures. Cat folk get along 
with most other races, and it is quite common to find Felisians integrated into other societies, especially human, 
elves, and halflings. It is less common to find them with Orcs and Dwarves, but it not unheard of due to the 
variety of cat folk personalities. 

Felisians descended from felines thousands of years ago, only just older than humans. Catfolk are Tribal people, 
whose passion and love run deep. They form tribes around the world, often in harsh climates, ranging from deep 
in the rain forests, to scorching savannahs, all the way to freezing arctic regions, but are far more common 
around forest edges. Like Elves, Felisians are attuned to nature, respect it, and defend it against those who would 
do it harm. 

 

 

Felisian Names 

 

Female: Bast, Bubastis, Isis, Bella, Tama, Mei, Lamya, 
Rosalind, Ebony, Sable, Heather, Lorna, Joan, Victoria, 
Scarlet, Sienna, Catrina, Emily, Faith, Freya, Mi-Ki 

 

Family names describe an ancient and/or revered 
ancestor in some way. Entire families change their last 
names when another member of the family gains fame 
and fortune greater than the previous namesake.  

These names can really be anything but some typical 
family names include: Longtail, Notail, Curledear, Black, 
White, Grayspot, Stripedfur, Blazecap, Longclaw, 
Sharptooth, Redstripe. 

 

Male: Adonis, Alabastor, Fionn, Jett, Rufus, Prince, 
Æsc, Kennard, Arthur, Cedric, Leo, Oscar, Alexander, 
Windsor, Ash, Osiris, Thoth, Sunny, Horus, Ian, Maru, 
Atun 

 



 

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

  

  

Felisian Traits 

 Ability Score Increase. Your Dexterity score 
increases by 1. 

 Darkvision. You can see in dim light within 60 feet 
of you as if it were bright light, and in darkness as 
if it were dim light. You can't discern colour in 
darkness, only shades of grey. Your eyes amplify 
like a cat's giving you superior vision in dark and 
dim conditions. 

 Feline Affinity. You have advantage on all 
Wisdom (Animal handling) rolls with feline beasts. 

 Keen Senses. You have proficiency in the 
Perception skill. Catfolk have superior senses, 
including smell. 

 Natural Climbers: You have advantage on all 
Climb checks. Catfolk have capable claws and an 
uncanny ability to climb.  

Felisian Drawbacks 

 Canine Aversion (Minor racial flaw). You have disadvantage on all Wisdom (Animal Handling) rolls made 
with canine beasts and on any Charisma checks when interacting with canisarans, gnolls and other 
intelligent canine-folk. 

 Outsider (Minor flaw). Catfolk have trouble relating to anyone that has not grown up in the wild. 
 Primitive (Minor Flaw). Catfolk are nomads and rarely stay in one place long enough to mine and set up 

forges. 

 

 Natural Weapons: Felisians retractable claws and sharp teeth can be used as natural weapons, dealing 
1d4 slashing damage. (You are not proficient in the use of these weapons unless you take the Natural 
Weapons Group proficiency). 

 Size. Medium. 
 Speed. Base speed is 30 feet. 

 



 

 

 

 

 

   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

   

Pheran Traits 

 Ability Score Increase. Your 
Constitution score increases by 1. 

 Bonus Proficiencies. You can 
choose 3 proficiencies from: 
Whips Nets & Chains, Acrobatics, 
Athletics, Intimidation, Nature, 
Stealth, Survival, or Natural 
Weapon. 

 Languages. Felisian and Common. 

 

 

Flaw descriptions 

 

 

Anti-Social (Minor Flaw) 
There could be many reasons for this, but you simply 
don't get along with people. You might: be a recluse; 
fear social interactions; have strange or off-putting 
quirks or habits; or just simply, hate people. 

 Reduce your Charisma score by 2. 

Dullard (Minor Flaw) 
You lack the mental faculties and capabilities of other 
people thus you sometimes have trouble grasping 
concepts and ideas.  

 Reduce your Intelligence score by 2. 

 

Pheran Drawbacks 

 Anti-Social (Minor Flaw) OR Dullard (Minor Flaw). Therans are loners first and foremost and often do 
not have exposure to civilised learning prefer the isolation deep within a forest or jungle. 

 Illiterate (Minor flaw). Isolated, your people do not have a tradition of committing word to paper. 

 

 

Illiterate (Minor flaw). 
You are all about talking. There is no need to commit 
your words to paper. You were likely raised in a 
community where reading was unexpected or even 
unknown. 

 You cannot read or write. 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Litorian Traits 

 Ability Score Increase. Your 
Strength score increases by 1. 

 Bonus Proficiencies. You can choose 
2 proficiencies from: Animal 
Handling, Athletics, Intimidation, or 
Survival. 

 Languages. Litorian and Common. 

 

 

Flaw descriptions 

 

 

Honour-bound (Minor Flaw).  
You believe in a behavioural code, such as chivalry, 
where your word is your honour. You act in a 
respectful and non-deceitful manner towards all 
typical races. Your code may even require you to treat 
enemies (especially captives) in a decent manner. 

 You have disadvantage on all Dexterity 
(Sleight of Hand) and Charisma (Deception) 
checks. 

 

 

Litorian Drawbacks 

 Honor-bound (Minor Flaw). Litorians have a deep sense of personal honour centered on the 
notion of being true to oneself. This typically includes avoiding savagery and the use of their 
natural weapons. 

 Self-Centered (Minor Flaw). Litorians are a prideful species and typically spend a lot of time 
focusing inward thus they can be a little unobservant of the actions of others. 

 

 

Self-Centered (Minor Flaw).  
You live in your own world and sometimes have 
difficulty feeling a part of the real world. 

 Reduce your Wisdom score by 2. 

 

 



 

 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Tigran Traits 

 Ability Score Increase. Your Strength 
and Dexterity scores increase by 1.  

 Bonus Proficiencies. You can choose 3 
proficiencies from: Acrobatics, Athletics, 
Intimidation, Stealth, Survival, Swim or 
Natural Weapons. 

 Languages. Felisian and Common. 

 

 

Flaw descriptions 

 

 

Mean (Minor Flaw) 
You are not a nice person and come across as 
abrasive. 

 Your first social interaction roll is a Charisma 
(Intimidation) roll, no matter what your 
intentions were. 

 You have disadvantage on Charisma 
(Persuasion) and Wisdom (Insight) checks. 

 

Tigran Drawbacks 

 Dullard (Minor Flaw) Tigrans rely on 
might to rule, not intelligence, and 
they care little for others. 

 Illiterate (Minor flaw). Isolation and 
close communities has bred a 
society unaccustomed to the 
written word. 

 Mean (Minor Flaw). Tigrans have a 
savage side that they are not afraid 
to show. 

 

 

Anti-Social (Minor Flaw) 
There could be many reasons for this, but you simply 
don't get along with people. You might: be a recluse; 
fear social interactions; have strange or off-putting 
quirks or habits; or just simply, hate people. 

 Reduce your Charisma score by 2. 

Illiterate (Minor flaw). 
You are all about talking. There is no need to commit 
your words to paper. You were likely raised in a 
community where reading was unexpected or even 
unknown. 

 You cannot read or write. 


