RACES

KESTUDO

Originating from the island of Kestan, the kestudo are a
race of turtle folk who spent millennia living in harmony
and seclusion. With no natural sordalite veins around
them, the kestudo’s lack of technology and potential
wealth left them overlooked by the rest of Sordane.
Despite finding harmony in this peaceful lifestyle,
almost all kestudo struggle to live their entire lives
isolated on Kestan. It is unknown why, even to the
kestudo, but by the time they reach physical maturity ~
they develop an undeniable longing to see the world
and go on adventures.

During their adventures, the kestudo spend their time
looking for a mate, refusing to return to Kestan before they

find one. Those that find a mate typically return to their true

homes on Kestan, as their longing has finally been sated,
choosing to settle down and live the remainder of their life
in peace. Those that never find a mate continue searching
Sordane’s cities and wilds for centuries, hopeful that they
will find who they’re looking for.

ISOLATED EXISTENCE

Before the invention of sordalite travel, the kestudo were
almost completely cut off from the rest of Sordane, living
in isolation while longing for adventure. They often sought
ways to travel from Kestan to the mainland of Bordair,
however, even though they are skilled swimmers the sea
surrounding them often proved to dangerous and unreli-
able to traverse. Those that made it, put their skills to use,
taking on any work they could find, but always sought jobs
that would allow them to explore the world, in hopes their
adventures would find them riches, friends, and ultimately
a mate. Once airships were invented, those that had made
it off of Kestan, worked to ensure airships would visit
their homeland, providing their kin with a safer route
to adventurous lives.

TRUSTING CREATURES

Kestudo are typically friendly creatures, who, even to their
own detriment, have immense trust in those they consider
friends. The trust they have is known to develop into a
strong sense of loyalty for their friends, which along with
their stubbornness is known to cause issues, as kestudos
will rarely back down from a verbal argument and have
no issues in fighting their way out of any situation should
their friends be insulted.

KESTUDO TRAITS

Your kestudo character has developed a distinctive set
of properties that sets them apart from most.

Creature Type. You are a humanoid.

(Optional Trait) Ability Score Increase. Your
Constitution score increases by 2, and your Strength
score increases by 1.

Age. Kestudo reach maturity by the age of 25 and are
known to live for more than 300 years.

(Optional Trait) Alignment. Leaning heavily
towards neutral good, kestudo have a tendency to work
together and follow orders well as they've been raised in
large groups.

Size. Kestudo vary from 5.5 to 7 feet tall
with a slight hunch, owing to the weight of

their shells. Their weight ranges from 200 to

400 pounds. Your size is Medium.

Speed. Your base walking speed is 30, and

you have a swimming speed of 30 feet.

Amphibious. You can breathe air and water.
Crushing Rush. As part of your Dash action, if
you move at least 20 feet in a straight line you can
target a Medium or smaller creature within 5 feet
of you, charging into them. Make a Strength (Athletics)
check contested by the targets Dexterity (Acrobatics) or
Strength (Athletics) check, knocking them prone on a
success. If the target is standing against a solid object
such as a wall, they instead suffer 1d6 bludgeoning
damage for every 10 feet you charge.
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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 color in darkness, only shades
of gray.

Powerful Shell. Because of your shell, you are unable
to wear armor. Instead of typical armor your shell protects
your body, providing you with a base AC of 15 plus your
Dexterity modifier.

Stubborn Talkers. You have proficiency in the
Persuasion skill.

Languages. You can speak, read, and write Common
and one language of your choice

WARREL

Born with a boundless desire to see and experience the
wonders of the world, warrels are long eared, fur covered
creatures that seek to gain the most from their short lives.
Aside from their easily identifiable ears, warrels are very
well known for their jumping prowess, and are often seen
bounding through the rigging of an airship or along the
rooftops of houses. Originating from The Tangles, a larger
cluster of earthbergs bound together by the magic of the
fey creatures that inhabit them, warrels have spread to
every corner of Sordane. They can be found across all
facets of society eager to live in the present, experience
life, and see more of the world.

SHORT LIFESPAN

From the day they are born, warrels are racing against
the clock, learning to walk in the first week, speak within
a month, and are joining hunting parties before they are a
year old. They reach maturity at two years of age, and by
the age twelve are already starting to gray; by the age of

twenty most are but a memory. They are taught at a very
young age that they are one of the shortest lived races
which shapes their perception of their place in the world,
and molds their interactions with others.

With this in mind, warrels tend to wake and greet every
day as its own adventure. One they attempt to cram the
most into, as many believe each time they do or learn
something new it may be the last time they do. The fact
that their lives are so short has led warrels to become one
of the most carefree races in Sordane, always seeking the
thrill of life, as they know they will not be held accountable
for long. For this reason however, one of their greatest
fears is imprisonment; being locked away, and slowly
dying in a cold barren room cut off from the rest of
the world.

CAREFREE

Aside from years in prison, almost all warrels care very little
for the result of their actions, believing that a calm life is one
not lived. They see value in living as an explorer, visiting
dangerous lands and delving into the depths of Sordane,
as even if it results in their death, they still experienced

the thrill and wonder of life. Although it is

extremely rare, some
warrels choose to forgo
adventure, finding their
joy in settling down in
society, surrounded by
people. Regardless of
what they choose, all
warrels care very little
for most of society’s
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laws, seeing them as pointless restrictions on living. The
only laws they follow with extreme fervor are those that
could get them locked away for months or

years at a time. Otherwise, their carefree attitude is known
to occasionally get them and others into trouble, as a night
or two in jail for a bar brawl is just part of enjoying life.

WARREL TRAITS

Your warrel character has the following abilities that they
can use to hop to it and seek their destiny.

Creature Type. You are a fey. You are also considered
to be a fey for any prerequisite or effect that requires you
to be a fey.

(Optional Trait) Ability Score Increase. Your Dex-
terity score increases by 2, and your Charisma score
increases by 1.

Age. Warrels reach the age of maturity at 2 and typically
live to the age of 20.

(Optional Trait) Alignment. Warrels are generally
chaotic good creatures. Owing to their short lifespan, they
live life with a carefree attitude, though they rarely wish
harm on others.

Size. You stand between five and six feet tall, adding an
additional foot in height when your ears are upright. Your
size is Medium.

Speed. Your base walking speed is 30.

Boundless Energy. You can Dash as a bonus action,
leaping in a single direction up to your movement speed.

Leaping Dodge. When a creature you can see within 5 feet
of you misses you with a melee attack, you can use your
reaction to leap off them, jumping to an empty space you can
see within 15 feet without provoking opportunity attacks.

Leaps and Bounds. You have proficiency in the
Acrobatics skill.

Precise Hearing. You can’t be surprised while you
can hear.

Languages. You can speak, read, and write Common
and Sylvan.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All

Rights Reserved.

1 . Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material” means copyrighted material including
derivative works and translations (including into other com-
puter languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed
or adapted; (c) “Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content” means the game mechanic
and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Con-
tributor, and means any work covered by this License, including
translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to iden-
tify itself or its products or the associated products contributed
to the Open Game License by the Contributor (g) “Use”, “Used”
or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) “You” Not for resale. Permission granted to print or
photocopy this document for personal use only. System Refer-
ence Document 5.1 2 or “Your” means the licensee in terms of
this agreement.

2 . The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must
affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except

as described by the License itself. No other terms or conditions
may be applied to any Open Game Content distributed using

this License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, nonexclusive license with the exact terms of this
License to Use, the Open Game Content.

5 . Representation of Authority to Contribute: If You are contribut-
ing original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6 . Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add
the title, the copyright date, and the copyright holder’s name to
the COPYRIGHT NOTICE of any original Open Game Content
you Distribute.
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7 . Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity.

You agree not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed

in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to
the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title
and interest in and to that Product Identity.

8 . Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distribut-
ing are Open Game Content.

9 . Updating the License: Wizards or its designated Agents

may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10 . Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11 . Use of Contributor Credits: You may not market or adver-
tise the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to

do so.

12 . Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmen-
tal regulation then You may not Use any Open Game Material

so affected.

13 . Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14 . Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15 . COPYRIGHT NOTICE Open Game License v 1.0a Copyright
2000, Wizards of the Coast, LLC.

System Reference Document 5.1 Copyright 2016, Wizards of
the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris
Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J.
Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend,
based on original material by E. Gary Gygax and Dave Arneson.

Airship Campaigns, Copyright 2021, Arcane Minis. Authors:
Benny McLennan, Adam McLaughlin, Alex Pietrow, DM Dave

PRODUCT IDENTITY

The following items are designated Product Identity, as defined
in Section 1(e) of the Open Gaming License Version 1.0a and
are subject to the conditions set forth in Section 7 of the Open
Gaming License, and are not Open Content:

All trademarks, registered trademarks, propernames, dialogue,
plots, storylines, locations, characters, artworks, and trade dress.
(Elements that have previously been designated as Open Game
Content are not included in this declaration.)

OPEN GAMING CONTENT

All content from the System Reference Document 5.1 is Open
Game Content as described in Section 1(d) of the License. No
portion of this work other than the material designated as Open
Game Content may be reproduced in any form without permission.




