Mote is home to many races of beings, from the mundane to the fantastic. Here are but a few:

Humans

Humans, who seem to be found everywhere in the multiverse, are surprisingly rare on Mote. This is generally blamed on the actions of the necromancer Chamulsep, whose countless atrocities aeons ago prompted a certain degree of backlash against humanity. Those humans who survive today are generally secretive, often keeping to themselves in the interiors of the islands. Still, a few major cities have substantial human populations.

Mechanical Bonuses: Still facing occasional persecution in the present day, humans have learned over time to avoid their enemies. +1 Stealth, +1 Perception

Elves

The same elvenkind that supposedly graces the Feywild is not found on Mote. The elves of the islands may still possess a degree of grace and poise, but these individuals are more likely to pass their time in a drunken revelry at the tavern than pursuing higher arts. Many elders of the race lament their perceived dependency on the comforts of civilization, but these complaints are generally ignored.

Mechanical Bonuses: Elves prefer the word "dignified" over "tame", and enjoy the benefits of "highly-cultured" lives. +1 Streetwise, +1 Bluff

Dwarves

The dwarves of Mote have a penchant for the open sea. Most of the ships crossing between the islands are either owned, captained, or maintained by dwarves, and their exacting craftsmanship is said to be the one thing standing between the people of Mote and total isolation. Perhaps as a consequence of spending so much time out on the wild seas, dwarves are almost universally pious, though their devotions vary as wildly as anyone.

Mechanical Bonuses: Dwarves build ships held together by the strength of their craftsmanship and augmented by prayer. +1 Artifice, +1 Religion

Dragonborn

Few dragons are seen on Mote, but their presence is ever felt, if only in the form of the dragonborn. Humanoid reptiles, they cling to the middle latitudes that benefit their anatomy. Proud and long-lived, they are believed to hold ancient arcane secrets passed down by their great draconic ancestors. Few dragonborn are willing to comment on these rumors, but it is widely acknowledged that they make highly competent healers.

Mechanical Bonuses: It could be their draconic ancestry, but dragonborn are gifted with an innate understanding of the healing arts. +1 First Aid, +1 Diplomacy

Lacewings

Bearing only a passing resemblance to Earth's lacewings, these beings are short insect-like humanoids, with clear tapered wings. Lacewings are rarely trusted by outsiders, and their paranoia is generally well-founded. The creatures always seem to have some sort of hidden agenda, and always seem to know more than they should about everything. In the end, it's not that you can't trust a lacewing, it's just generally a bad idea.

Mechanical Bonuses: Tricky and eerily-knowledgeable, lacewings like to remain secretive about where they derive their powers. +1 Thievery, +1 History

Goblins

Some things just never change. Goblins on Mote, like everywhere else, are typically a nuisance. Still, the brighter of the brash, loud, and uncouth goblins have somehow found their way into civilized society, if only at the margins. They can act as bodyguards and perform other dangerous tasks, and are still generally viewed as expendable. Of course, telling a goblin to his face that he is expendable is a terrible idea. And should you be out in the goblin's home territory, good luck.

Mechanical Bonuses: Goblins, as always, are creatures of the wild, and generally offensive to everyone and everything. +1 Intimidate, +1 Nature
