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Bruce Heard’s article in Dragon #247 details many groups and breeds of Rakastas.  Each type of Rakasta has its own homeland.

Roar:  Some types of Rakasta have the ability to roar.  This ability adds Intimidate as additional suggested skill.

Falling:  Rakastas take less damage than other creatures their size from falls.  This ability is reflected by making Acrobatics a suggested skill for all Rakastas.

Groups and Breeds:  The known groups and breeds of Rakastas are as follows:

Ancestor Rakastas are big and strong but not very intelligent. They can roar.  They are currently native to the Hollow World.  Use the Goliath race for this group.  

Cultural Bias:  Maximum armor is hide (no shields).  They may use any weapons except for ranged weapons (Thrown weapons are allowed).

There are two breeds within this group:

Cave Rakasta:  Select any alignment except Chaotic Evil.

Rakastadon Fatalis:  Select any alignment except Lawful Good.
Greater Rakastas are slightly bigger and stronger than Humans.  Use the Half-Orc race for this group.  They have Stealth as a suggested skill and a cultural preference (not enforced bias) against the use of ranged weapons other than thrown weapons.  Breeds within this group include the following:
Jakar:  Jakars are native to the tropical rainforests and swamps of the Arm of the Immortals. They can roar.  Suggested skill is Athletics (for climbing).  Suggested feats are Animal Empathy and Heat Adaptation.  Iconic class is Cleric.
Mountain Rakasta:  Mountain Rakastas live throughout the unpopulated areas of Brun, including the Terra Vermelha and Grande Carrascal of the Savage Coast as well as the Endworld Line, Kurish Massif, and the Wyrmsteeth Range.  They cannot roar.  Suggested skill is Athletics (for jumping).

Ocelasta:  Ocelastas live in scattered families in the forests of northwestern Davania and the southern half of the Arm of the Immortals.  They were cursed by the Immortal Atzanteotl for refusing to follow him, with the result that epidemics strike their communities whenever they number more than thirty.  They cannot roar.  Alignment may not be Chaotic Evil.

Pardasta:  Pardastas live in a variety of different terrains in Skothar, Bellissaria, Ochalea, Cestia, and Davania.  They can roar.  Suggested feat is Thirst for Battle.  Iconic class is Ranger.  Alignment may not be Lawful Good.

Sherkasta:  Sherkastas live in the forests and swamps of Skothar.  They can roar.  Suggested feat is Revitalizing Font of Life.  Alignment is limited to Lawful Good, Good, or Unaligned.

Simbasta:  Simbastas once roamed most of Mystara but are now limited to the savannahs of Davania, especially near the Aryptian Basin and from the Addakian Sound to the Pass of Cestia and the Gulf of Mar.  They can roar.  Suggested feats are Animal Empathy and Heat Adaptation.  Iconic class is Paladin.  Alignment may not be Chaotic Evil.

Snow Pardasta:  Snow Pardastas live in Skothar (Nentsun Plateau), Brun (Hyborean Reaches, Norwold), and Davania (Ice Peaks, Diamond Ring).  They cannot Roar.  Iconic classes are Cleric and Ranger.  Suggested background is Forgotten Realms/Sarifal/Icewalk.  Suggested skill is Athletics (for jumping).  Suggested feat is Cold Adaptation.  Alignment may not be Lawful Good or Chaotic Evil.

Wild Rakastas have considerable elven ancestry and arcane talent.  Use the Eladrin race for this group.  Suggested skill is Stealth.  They have a cultural preference (not enforced bias) against the use of firearms.  No Rakastas in this group can roar.  Breeds within this group include the following:
Caracasta:  Caracastas were originally native to Davania's Meghala Kimata plains but are now found mostly in Hule.  They can communicate with each other by twitching their ears (represented by Secret Language background benefit).  Suggested weapon is Bow group.  Alignment may not be Lawful Good.

Cloud Pardasta:  Cloud Pardastas live in the forests of Bellissaria and Skothar, and along the Minaean Coast, Tangor Bay, and the Tangor Peninsula.  Suggested skill is Athletics (for jumping).  Suggested background is Forgotten Realms/Sarifal/Forestwalk. Alignment is limited to Lawful Good, Good, or Unaligned.

Jakarundi:  Jakarundis live in the rainforests of the Arm of the Immortals.  Suggested feats are Arcane Initiate and Heat Adaptation.  Alignment may not be Lawful Good.
Servasta:  Servastas live in the savannahs and scrubs of eastern Davania.  Suggested skills are Athletics (for jumping) and Dungeoneering.  They enjoy eating creatures that live or venture beneath the surface, including humanoids, with halflings being their favorite treat.  Suggested feat is Heat Adaptation.  Alignment may not be Lawful Good.

Common Rakastas are the group most often encountered by other races.  Use the Gnoll race for the Common Rakasta group. Breeds within this group include the following:
Fast Runner:  Fast Runners dwell on the dry grasslands of the Meghala Kimata in Davania and are also found in the southern Steppes of Jen on Skothar and on the southern plateaus of the Isle of Dawn.  They cannot roar.  Suggested skill is Stealth.  They have a cultural preference (not enforced bias) against the use of ranged weapons.  Suggested feat is Bloodied Fleetness, which may be retrained to Fleet-Footed at paragon level.  Alignment is limited to Lawful Good, Good, or Unaligned.
Lynxman:  Lynxmen live in the coldest regions of Mystara – at the southern tip of the Brasol Range in Davania, in the Nentsun Plateau in Skothar, and in the Hyborean Range and Wyrmsteeth Range in Brun.  They cannot roar.  Suggested skill is Stealth.  They have a cultural preference (not enforced bias) against the use of firearms.  Suggested background is Forgotten Realms/Sarifal/Icewalk.  Suggested feat is Cold Adaptation.
Other:  Alley, Basic, and Domestic Rakastas have no additional notes.
Lineage:  Rakastas may have mixed lineage from other sources.  Effects of lineage are as follows:

Displacer Beast:  Weak lineage limits alignment to Unaligned or Evil.  Strong lineage adds Arcane Initiate as suggested feat.

Dragonne:  Weak lineage limits initial charisma to 16-.  Strong lineage limits alignment to Unaligned and grants ability to roar.  Simbastas with strong dragonne lineage become outcasts.
Elf (Eladrin):  Weak lineage changes effective race to Eladrin regardless of group.  Strong lineage doubles lifespan.

Sphinx:  Effects vary with gender:

Male:  Weak lineage grants ability to roar.  Strong lineage enhances roar ability.

Female:  Weak lineage adds History as suggested skill.  Strong lineage adds 1st level Divination ritual of choice as initial ritual.
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