Shad

Aliens on their own plane, the shad are nomadic
pariahs that roam the Plane of Earth's tunnels looking
for water and air. Originating from a magical paradise
created by druids, it was the paradise that fell and left
the shad wandering the planes looking for a home.
Born of Druidic Magic
Centuries ago, a group of powerful druids from a world
named Verdorth decided to take it upon themselves to
transform the Plane of Earth into a garden paradise
unequaled among the planes. As the Beastlands is to
animals, this haven would be for plant life. They
managed to carve out massive caverns within portions
of the Elemental Plane of Earth, where they opened
portals to the Planes of Water and Radiance, and soon
plant life unlike anything else on the planes began to
grow. Trees grew to fantastic proportions; fruit the size
of cattle gained magical properties. All was well and
glorious for generations of the Verdorth druids.
Tragically, unknown assailants attacked and killed
every last one of the druids. Without their constant
care, the paradise rotted and crumbled. Unbeknownst
to even the druids, among the trees a new race had
been spawned. These humanoid beings, which called
themselves the shad, descended from the falling trees
that had been their home. Short-lived yet very fertile,
they started to spread out in groups of extended
families to search for new homes within the Plane of
Earth, and eventually numerous other planes as well.

Unusual Blend
Sages debate whether the shad formed from the plant
life the druids magically grew, or from the stone of the
Plane of Earth itself, or whether some form of insect
grew into a humanoid shape. The truth is that all of
these are true.
The powerful and unique blend of magics the druids
used over the centuries to create and maintain their
paradise combined with the innate elemental power of
the plane, blended plant life, earth, and stowaway
insects into the shad. The shad have characteristics of
each but are primarily something new and unique -- that
can quickly spread wherever their travels take them
leaving most to view them as pests regardless of their
origin.
This unusual make up also allows their bodies to be
extremely flexible. They are able to stretch to a greater
height as well as to squeeze through tiny spaces. On
another race, these traits might be recognized as
remarkable. With the shad, however, it is considered
another reason why they are no better than vermin.

Simple Survival
The shad seek merely to survive. After the tragedy of
their ancestral home dying away, and the fact that many
races consider them little more than vermin, the shad
have learned to tolerate a great deal. They appear
blissfully oblivious as they shrug off insult and injury
and continue on with the urge to survive just one more
day. With lifespans that are exceedingly short compared
to most races, the shad have little time to waste and
much savor each day.
An important factor in helping the shad survive is the
signs and messages left by past generations. For the
short-lived race to thrive, they learned to always leave
markings, tell tales, and convey other messages for
future generations to help them learn what to make use
of and what to avoid. Therefore, the shad have
developed a rich tradition of stories and folklore, each
with a specific warning or information on helpful
resources (such as hidden oases in the caverns of the
Plane of Earth).
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Shad Traits
Your shad character has some traits in common with all
other shad.
Ability Score Increase. Your Dexterity score
increases by 2.
Age. Shad are remarkably short lived. They mature
out of adolescence within 6 months and are a grown
adult within a year. A shad that is 5 years old is quite
elderly and the most ancient among them are 10 years
old, although rumors and shad symbols speak of a
secluded cluster of ancient 12 year olds.
Alignment. Having been created on the Plane of
Earth, shad have a strong tendency towards neutrality,
though shad of all alignments have been encountered.
With the racial emphasis on helping future generations
survive and keeping the race as an entirety thriving,
there is a slight tendency towards lawful good.
Size. Shad are unique in that they can change their
size. As a small creature, they are squat and plump.
When they stretch to medium size, they become more
far gangly and slim. Your size is naturally small, but with
your Stretch ability, you can become medium.
Speed. Your base walking speed is 30 feet.
Tool Proficiency: You gain proficiency with the
artisan's tools of your choice: carpenter's tools, jeweler's
tools, mason's tools, potter's tools, smith's tools, or
woodcarver's tools.
Contortion: You have advantage in escaping a
grapple (as well as at DM's discretion, other contests in
combat that involve a Dexterity(Acrobatics) check). You
can also squeeze into a space up to two sizes smaller
than your current size.
Stretch: As an action, you can stretch your body to 1
1/2 times your height, changing your size to medium.
(Allowing you to wield heavy weapons without
disadvantage and impacting moving through other
creature's spaces.) As an action, you can return to your
original small size. You can stay in either size
indefinitely.
Languages. You can speak, read, and write Common
and Primordial. Additionally, you can read and write
shad symbols. Shad symbols are simple markings
denoting safe and dangerous zones as well as the
passage of past shad families. They can convey a wide
range of concepts, but all simple and practical.
Subrace. Shad tend to favor one of their three
origins, showing those traits stronger than the others.
They are not distinct subraces, however, and extended
families can have any of the varieties born at random
among them. Choose one of these subraces.
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Verdantsoul Shad

Verdantsoul shad have their plant heritage at the
forefront. Their skin has a dull greenish tone and they
thoroughly enjoy soaking in pure sunlight. They are the
closest to their druid creators in demeanor and affinity
for plant life.
Ability Score Increase. Your Wisdom score
increases by 2.
Druid Inspired. You know the druidcraft cantrip.
Wisdom is your spellcasting ability for this spell.
Chlorophyll Blooded. When you spend hit dice to
heal yourself during a short rest that you spend in
daylight, you also add your Wisdom modifier to the
number of hit points regained.
Soilfoot Shad

Soilfoot shad have a stronger influence of elemental
Earth running through them. They are grey or deep
brown in appearance with an occasional member
having a marbleized look of striking green patterns.
Although they have a closer tie to earth elementals,
soilfoot shad have a greater dislike for them than other
shad do.
Ability Score Increase. Your Constitution score
increases by 1.
Earthen Magic You know the mold earth cantrip.
Wisdom is your spellcasting ability for this spell.
Earthen Resilience You have advantage on saving
throws against poison and paralyzation.
Skitter Shad

Rarer than the other subraces, their mysterious
insectoid origin is strong in skitter shad. They are
similar in appearance to other shad except for a subtle
iridescent sheen. More so than other shad, skitter shad
realize the importance of community and are often
leaders of their groups.
Ability Score Increase. Your Charisma score
increases by 1.
Vermin Nose You can cast protection form poison
once. You can use this trait again after a long rest.
Scurry. You gain a climb speed of 20 feet.

Shad originally appeared in the Planescape Monstrous
Compendium Volume III and are copyright Wizards of
the Coast. Artwork by Tony DiTerlizzi and is also
copyright Wizards of the Coast. Converted to 5e by Ken
Marable of Rule of 3 — a Planescape fan blog located
at http://planescape.zone/ruleof3/.

