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DMDave's Patron Christmas RacesDMDave's Patron Christmas Races

M
erry belated Christmas, folks! As

promised, I've whipped up some nifty

new races for you to play in your Fifth

Edition campaigns per your requests.

The requests that I got were: Qunari,

Pandafolk, and Tarrasqueborn. These

were a hoot to make, too! So please

enjoy. As always, for more madness, be sure to pop in to

www.DMDave.com.

Playtest ContentPlaytest Content
The material here is presented for playtesting and to spark

your imagination. These game mechanics are in draft form,

usable in your campaign but not refined by final game design

and editing. They aren’t officially part of the game.

QunariQunari
The Qunari (literally, “People of the Qun”) is the umbrella

term most commonly used to describe the white-haired

metallic-skinned race of large humanoids and their society

that governs the islands of Par Vollen and Seheron, as well as

the settlement of Kont-Aar in northern Rivain, and Qundalon

in the Anderfels.

Members of any race who adhere to the teachings of the

Qun can become “Qunari”, but those other than the original

giant race, that is humans, elves, and dwarves, are called

Viddathari within the Qun. Humans of Rivain and elven

slaves of Tevinter are especially susceptible to conversion,

although it is not unknown for members of other groups to

embrace the Qun.

Members of the Qunari race are rarely seen outside of their

lands with the exception of Rivain. During the Dragon Age, a

fleet of Qunari ships sank in the Waking Sea between

Ferelden and Free Marches, which resulted in Qunari

presence in both of these lands. Tal-Vashoth are much more

present in non-Qunari lands, most commonly as elite

mercenaries, such as the Kadan-Fe in Ferelden.

Qunari TraitsQunari Traits
Your qunari character has a variety of natural abilities.

Ability Score Increase. Your Constitution score increases

by 2 and your Intelligence score increases by 1.

Age. Qunari mature at the same rate as humans, but live

slightly longer lives. They are considered young until they

reach the age of 30. On average, they live for 200 years.

Alignment. Qunari live by the Qun, the Qunari religion,

which governs each part of their society. As such, Qunari are

nearly always lawful in alignment. They do not tend strongly

towards good or evil, although others outside of their caste

may see their rigid ways as evil.

Size. Qunari are much taller than humans, standing

between 7 and 8 feet in height. They average around 250 to

300 pounds. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Quick Learner. You can add your proficiency bonus to any

ability check you make that doesn’t already include your

proficiency bonus. You can’t use this feature again until you

finish a short or long rest.

Qunari Durability. You have advantage on Constitution

saving throws against nonmagical effects.

Qun Proficiencies. You gain proficiency with an artisan’s

tool of your choice or with a martial weapon of your choice.

Languages. You can speak, read, and write Common and

Qunari.

ShungmoShungmo
Shungmo are pandafolk, friendly humanoids that live in the

forests surrounding Rokugan. Wise and amiable, shungmo

enjoy most things in life, especially eating, drinking, and

sleeping. However, an angered shungmo is a fearsome sight.

Shungmo TraitsShungmo Traits
Your shungmo character has certain characteristics in

common with all other shungmo.

Ability Score Increase. Your Wisdom score increases by

1.

Age. Shungmo mature at the same rate humans do. They

are considered adults when they reach 15 years of age and

can live until they are just over 75 years of age.

Alignment. Most shungmo are good-natured, even the red

shungmo who tend to be a bit more chaotic than their giant

brethren.

Keen Smell. You have advantage on Wisdom (Perception)

checks that rely on smell.

Bear Claws. Because of your claws, you have a climbing

speed of 20 feet. In addition, your claws are natural weapons,

which you can use to make unarmed strikes. If you hit with

them, you deal slashing damage equal to 1d4 + your Strength

modifier, instead of the bludgeoning damage normal for an

unarmed strike.

Languages. You can speak, read, and write Common and

Rokugan.

Subrace. Two main subraces of shungmo populate the

worlds of D&D: giant shungmo and red shungmo. Choose

one of these subraces.

Giant ShungmoGiant Shungmo
Giant shungmo are the largest of the shungmo subraces,

sturdier and stronger than red shungmo. They are also much

more pleasant, although many of the Rokugan races consider

them lazy.

Ability Score Increase. Your Strength score increases by

2.

Size. Giant shungmo stand between 5 to 6 feet tall and can

weigh between 150 to 225 pounds. Your size is Medium.

Burst of Strength. When you make a Strength ability

check or saving throw, you can roll a d6 and add the number

rolled to the check or saving throw. After you use this trait,

you can’t use it again until you finish a short or long rest.

Natural Athlete. You have proficiency in the Athletics skill.
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Powerful Build. You count as one size larger when you

determining your carrying capacity and the weight you can

push, drag, or lift.

Red ShungmoRed Shungmo
Often mistaken for raccoonfolk, red shungmo are smaller,

faster shungmo. They tend towards roguish lifestyles and are

often found scheming or pulling pranks.

Ability Score Increase. Your Dexterity score increases by

2.

Size. Red shungmo are smaller than giant shungmo. They

stand between 2 to 3 feet tall and weigh between 60 to 90

pounds. Your size is Small.

Fleet of Foot. Your base walking speed increases to 35

feet.

Natural Acrobat. You have proficiency in the Acrobatics

skill.

Deftness. You can take the Dodge action as a bonus action.

You can’t use this feature again until you finish a short or long

rest.

TarrasquebornTarrasqueborn
Born of tarrasques, as the name proclaims, tarrasqueborn

lumber through a world that greets them with confusion and

fear. Shaped by cruel gods with a wicked sense of humor,

none are quite sure where or how tarrasqueborn were willed

into existence. And just the idea of a tarrasque procreating

with a humanoid is just too grisly to consider.

Tarrasqueborn look very much like tarrasques standing

erect in humanoid form, although their heads are

considerably larger than other humanoids, often comically

so. They are tall and strongly built but often lumber like

beasts and have large, spike-covered shells on their back.

Though all tarrasqueborn strive to be self-sufficient, they

recognize that help is sometimes needed mostly because of

their large, cumbersome heads and inability to judge their

meals before swallowing. They choke on food a lot. Like, a

lot.

Tarrasqueborn TraitsTarrasqueborn Traits
Ability Score Increase. Your Strength score increases by 2,

your Constitution score increases by 2, and your Intelligence

score is reduced by 2.

Age. Tarrasqueborn grow quickly. We think. And since it’s

unknown how they’re even, uh… created, it’s any one’s guess

what they look like when they’re young. Plus, being so rare,

there’s no telling how long tarrasque born live for; some

believe they might even be immortal. Poor devils.

Alignment. Tarrasqueborn are often bestial, therefore

chaotic. However, they don’t really side one way or the other

between the spectrums of good and evil. They kinda just like

breaking things, yelling, and eating stuff.

Size. Tarrasqueborn are taller and heavier than humans,

standing upwards to 8 feet tall and weighing nearly 300

pounds (most of which is in its head). Your size is Medium.

Speed. Your base walking speed is 30 feet.

Bite. Your large jaws make for a natural weapon, which

you can use to make unarmed strikes. If you hit with it, you

deal piercing damage equal to 1d6 + your Strength modifier,

instead of the bludgeoning damage normal for an unarmed

strike.

Magic Resistance. You have advantage on saving throws

against spells and other magical effects.

Partially Swallow. After you make a bite attack against a

Medium or smaller creature, you can immediately use your

bonus action to attempt to swallow the same creature. Make

a bite attack. If the attack hits, it deals its normal damage,

and the target is grappled by you. While grappled, the target

is blinded or restrained (your choice) plus you are suffocating

and can’t make a bite attack against another creature until

the grapple ends.

Reflective Carapace. The large shell on your back can

protect you from magic. If you are targeted by a magic missile

spell, a line spell, or a spell that requires a ranged attack roll

while you are taking the Dodge action, roll a d6. On a 1-3 you

are affected as normal. On a 4-5 you are unaffected. And on a

6, you are unaffected, and the effect is reflected back at the

caster as though it originated from you, turning the caster

into the target.

Languages. You can speak, read, and write (poorly on all

accounts) Common and Draconic.
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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 computer languages), potation, modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other forms 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 Contributor, 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 graphics, 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 identify 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” 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, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing 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 COPYRIGHT 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.

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
distributing 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 advertise 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 governmental 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, Inc. System Reference
Document 5.0 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.
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Designer: Dave "DM Dave" Hamrick

Get more FREE adventures, monsters, player options and

more at www.DMDave.com
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