
2

THE SPECIES 
OF ALESSIA
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ALESSIA is home to over twenty six different species, some of who originated off world several 

The celestia

Beings infused with The Light, the very first Celestia rose 
from the ashes of the War of Sovereigns like saints among 
men, taking on the holy charge of The Light and helping to 
carve out what would later become the Holy Kingdom of 
Asrai.

millennia ago. Over the next few pages, we’ll show you some of those species and explain their roles in 
Alessia.

CHILDREN OF THE LIGHT

stats
SPECIES:
SIZE:
TRAITS:

Celestia
Medium

Graceful
Halo

Light-Touched 

Species of alessia
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The celestia The djinnkin

The offspring of the great Djinn Lords, Efreeti Masters, and 
their human servants, the Djinnkin are also known as 
Geniekin or simply ‘Kin (and informal, casual greeting 
shared between aligned houses). 

BORN FROM BRASS

stats
SPECIES:
SIZE:
TRAITS:

Djinnkin

Medium

Elemental
Nexus-Bound

Opportunists
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stats
SPECIES:
SIZE:
TRAITS:

A people torn between two times, the Dragonsworn of 
ancient Alessia have a developed and evolved culture that 
betrays all of the outside stereotypes with glee. From their 
colorful festivals to their colorful scales, Truescales can 
trace their clutches back to the very first celestial dragons. 

CHILDREN OF 
THE CELESTIAL 
DRAGONS

The dragonsworn

Dragonsworn

Medium

Alchemical
Disciplined

Legacy

lore
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CHILDREN OF 
THE CELESTIAL 
DRAGONS

The dragonsworn

One of Alessia’s “evolved peoples,” the Elathi is a group of 
elves who, over millennia, have evolved into the beings they 
are today - creatures of crystal, mind, and flesh. Having long 
ago merged with the crystals – which they call Ascendant 
Stones – of their local environment, the Elathi of today might 
resemble their elves ancestors in many ways, but they are not 
elves. 

The elathi

THE ELVES EVOLVED

stats
SPECIES:
SIZE:
TRAITS:

Elathi

Medium

Elven Ancestry
Evolved
Psionic
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The velestrians

The dominant people of Velestra, elves have a complex, sometimes confusing social 
hierarchy that many outsiders find off-putting. Although elves see themselves as a sin-
gle people, much of Alessia classifies them according to their homeland; Fyrean Elves 
(widely known as desert elves) roam much of Alessia’s eastern lands, while the Velestrian 
Elves (also known as green or wood elves) stand sentry for the fabled Trees of Life. 

MASTERS OF LIFE’S MAGIC

stats
SPECIES:
SIZE:
TRAITS:

Elven

Medium

Ancient
Elven Sight

Spirit Kissed
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The velestrians

MASTERS OF LIFE’S MAGIC
A people of small stature but large minds, the gnomes of Ales-
sia were created in the earliest days to serve the giants who 
built the ancient world. As servants of both the Mountain and 
Cloud Giants, the gnomes have since divided themselves into 
two distinct groups - Noble Gnomes and Rock Gnomes.

The gnomes

stats
SPECIES:
SIZE:
TRAITS:

MASTERS OF 
AIR AND STONE

Gnomish

Small

Aerial
Inventive
Respected
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The Ish’ra

One of Alessia’s oldest races, the Ish’ra were refugees when the Yökai were still young; 
fleeing from the dark spaces beyond the void, the Ish’ra voidship The Enduring Dream 
breached Alessia’s atmosphere when the Yökai Warlords were still in power, crashing 
into central Elysia and depositing her survivors all along Elysia coasts. 

THE DREAMING ONES

stats
SPECIES:
SIZE:
TRAITS:

THE GIANT-BLOODED

Ish’ra

Medium

Aliens
Naturalized

Psionic

lore
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The Ish’ra The jotunfolk

The distant children of the Great Chieftains of Ymir, the Jötunfolk are a strong and proud 
people whose giant’s blood gives them all the advantages one would need to thrive in 
such harsh, remote conditions. A people concerned with honor, hard work, and the oc-
casional raid, the Jötunfolk excel in the martial professions, excelling as mercenaries, 
raiders, reavers, and soldiers of all kinds. 

THE GIANT-BLOODED

stats
SPECIES:
SIZE:
TRAITS:

Jötunfolk

Medium

Fierce
Strong

Resilient
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stats
SPECIES:
SIZE:
TRAITS:

The treah

Creatures born to defend the Trees of Life, the Treah are a race of bipedal, humanoids 
with bark-like skin and fibrous frames. Because of their natural connection to the Trees 
of Life, Treah frequently become druids and rangers. The Treah have traditions, as well. 
These traditions encourage the Treah to take up several Sacred Paths, eventually turning 
these seedlings into Dream Wardens and Envoys of the Green.

GUARDIANS OF THE 
GREAT TREES OF LIFE THE WINGLESS ONES

Treah

Medium

Life-Touched
Psionic

Resilient
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The treah

GUARDIANS OF THE 
GREAT TREES OF LIFE

The fengu

Native to the lands that existed before The Great Beast Galgaræ crashed into cold, dark 
earth, the Fengu are a broken people. Denied flight by evolution, the Fengu have become 
a wandering people, traveling the broken coastline of their former homeland, battling for 
resources while actively engaging the Spawn of Galgaræ.

stats
SPECIES:
SIZE:
TRAITS:

THE WINGLESS ONES

Fengu

Medium

Aerial
Blighted

Yökai

lore
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stats
SPECIES:
SIZE:
TRAITS:

The pandrens

 One of the few races that might consider being called Onikuma a compliment, Pandrens 
are large, muscular warriors evolved from Alessia’s native pandas. Prominent members 
of the Council of Yerwin, the Pandrens sought sanctuary in Pyrrin Isles and remained 
there until embracing the Empire of Xian.

THE LAUGHING ONES PEOPLE OF MINOS

Pandren

Medium

Disciplined
Tolerant

Yökai
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THE LAUGHING ONES

stats
SPECIES:
SIZE:
TRAITS:

The minotaurs

A people nearly as old as the Yökai, the Minotaurs - the People of Minos - are a tribe 
of wandering, nocturnal beings who resemble humans save their large, ox-like heads 
and adjoining horns. Known as minotaurs in the common tongue, these people long ago 
formed bonds of kinship with the dwarves.

ARE THERE 
DWARVES IN 

ALESSIA? 

Yes, but they are a reclusive 
people carefully watched over 
by the minotaurs. Although 
brave and proud, dwarves 
reproduce at a much slower 
rate than other species. Al-
though they fought bravely 
in the War of Sovereigns, the 
dwarves were almost annihi-
lated and had spent millennia 
rebuilding their family lines 
and clans. 

Today, the minotaurs of Ales-
sia honor the ancient dwarven 
sacrifice by watching over 
their lines and ensuring 
dwarves return to their old 

PEOPLE OF MINOS

homes.in the common 
tongue, these people long 
ago formed bonds of kin-
ship with the dwarves.

Minotaur

Medium

Dwarf Warden
Strong
Yökai
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The sentients

Beings of stone and wood, Sentients are mechanical organisms that possess living souls. 
Common throughout Alessia, Sentients play an important role in Alessia’s cycle of life, 
death, and karma. Popular throughout the Holy Kingdom of Asrai, where the Holy 
Church of Asrai rewards Sentient bodies to missionaries upon their passing. 

stats
SPECIES:
SIZE:
TRAITS:

THE SECOND BORN THE SHADOW TOUCHED

Sentient

Medium

Brave
Construct
Resilient



17

THE SECOND BORN

The shadelings

Sometimes misidentified as Tieflings, Shadlings are not the Celestials’ infernal oppo-
site, but rather a race infused with darkness itself. Although the first generations were 
overwhelmed by this darkness (the shadow’s influence too strong for any mortal to with-
stand), today’s Shadelings enjoy the pain of generations, having grown to control it. 

THE SHADOW TOUCHED

stats
SPECIES:
SIZE:
TRAITS:

Shadeling

Medium

Dangerous
Intimidating

Shadow-Touched
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The telg’ra

Created long ago to serve the Sovereigns, the Telg’ra were sometimes known as Moon 
Cats, accounting for their keen darkvision and feline appearance. Created by Sovereign 
Teleia, Sovereign Aegle and Sovereign Vesta, this race departed Alessia alongside their 
creators before the War of Sovereigns tore a hole in the sky and brought Galgaræ, the 
Last Dragon crashing to the surface of the planet. 

THE MOON CATS

stats
SPECIES:
SIZE:
TRAITS:

Telg’ra

Medium

Advanced
Distrustful

Focused
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The telg’ra

THE MOON CATS

The terrans

Standing slightly taller than your average human, Terrans evolved beside side-by-side 
with their human and djinnkin cousins in the heart of Fyrea. Expanding rapidly beside 
their human cousins and enjoying a slight evolutionary advantage, the Terrans of Alessia 
now occupy every corner of the planet. 

CHILDREN OF THE 
PILLARS

stats
SPECIES:
SIZE:
TRAITS:

Terran

Medium

Charming
Graceful

Strong
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The direct descendants of naga, today’s nagai claim Velestra as their home. Originally 
snakes who grew large and smart off Shenns’ænn energies, these creatures now live lon-
ger, completely sentient lives.

THE SCALED ONES

The NAgai

stats
SPECIES:
SIZE:
TRAITS:

Nagai

Medium

Adaptive
Life-Touched

Yökai
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THE SCALED ONES

The NAgai

stats
SPECIES:
SIZE:
TRAITS:

The gnoles

One of the first born of the Yökai, this elder evolved race grew wise when the deserts 
were still green, building a great empire that has since fallen to the sands of time. Of all 
the Yökai, the Gnoles are the slowest to trust, but the most loyal.

THE FIRST YOKAI

Gnole

Medium

Ancient
Psionic
Yökai
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The kitsune

These agile and clever yökai are very common sight in the streets 
of Xian Empire, but their true might is displayed under the cover 
of night when powerful kitsune ninjas do their clan’s biddings by 
keeping the empire safe.

CHILDREN OF THE
NINE-TAILED LORD

stats
SPECIES:
SIZE:
TRAITS:

Kitsune

Medium

Adaptive
Fox’s Cunning

Yökai
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The kitsune

CHILDREN OF THE
NINE-TAILED LORD

stats
SPECIES:
SIZE:
TRAITS:

The nekomata

One of the earliest Yökai races, the Nekomata evolved alongside the Gnoles 
and worked diligently beside them to help build the Empire of Anu. By the 
time the Yökai made peace around the Yerwin’s Council Fires, the Nekoma-
ta had already evolved into several powerful and agile species.

THE LION-HEARTED

Nekomata

Medium

Ancient
Proud
Yökai
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stats
SPECIES:
SIZE:
TRAITS:

The weaslings

Having evolved on the eastern plains of Yerwin, the Weaslings are a race 
of hyper-intelligent polecats whose agility and charm makes them popular 
entertainers throughout the Empire of Xian. Talented pilots with a natural 
affinity for technology, the quickest way to encourage violence is to mention 
its pelt.

SMALL, FAST,
AND FURIOUS.

Weaselings

Small

Fast
Furious
Yökai
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The weaslings

SMALL, FAST,
AND FURIOUS.

Created to fight for the forces of Light during the War of the Sovereigns, 
the harpyans helped to make tactical decisions that brought about sev-
eral decisive victories for the forces of Light. Born on eastern Yerwin, 
harpyan can be found all over Alessia.

The harpyans

stats
SPECIES:
SIZE:
TRAITS:

THE CHILDREN OF SONG

Harpyan

Medium

Advanced
Skysong

Yökai
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The tir’ians

Tir’ians are a race of muscular, sentient beings who evolved from the reptiles 
of their home world, Teradil. Born in the humid jungles of their homeworld, the 
Tir’ians spent millennia locked in tribal war and conflict before a single individual, 
Bhalla the Conqueror, forged an empire and united thousands of tribes into a singu-
lar, deadly force.

SPAWN OF THE 
CONQUERER

stats
SPECIES:
SIZE:
TRAITS:

Tir’ian

Medium

Advanced
Alien

Technocratic
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SPAWN OF THE 
CONQUERER

The Tru’atha come from a place where the rationale ideal - a scientific devotion 
that borders on perfection is the only way of life. Both passionate and smart, the 
Tru’atha have spent several millennia perfecting void travel, the same slow but 
steady space travel that brought the Ish’ra. Utilizing time dilations originating from 
the source destination as the fuel for their ships.

The Tru’atha

ENVOYS FROM BEYOND

stats
SPECIES:
SIZE:
TRAITS:

Tru’atha

Medium

Adcanced
Alien

Psionic
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LEARN MORE AT WWW.STORMBUNNYSTUDIOS.COM/ALESSIA

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 computer 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 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 graphic, photographic and other visual 

Pathex, Ish’ra Blade Master

join us on kickstarter and 
help us share this amazing 
new universe with gamers 

everywhere.

http://www.stormbunnystudios.com/alessia
http://www.stormbunnystudios.com/alessia
https://www.kickstarter.com/projects/stormbunny/world-of-alessia-campaign-primer-for-5e-dandd-and
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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.

The Peoples of Alessia Copyright 2018, Storm 
Bunny Studios & Jere Manninen; based on the World 
of Alessia, Copyright 2018, Copyright 2018 Jere 
Manninen. 

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, nonexclusive 
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 
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