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Speed	Weight	Advanced	Dwarven	Mechanical	Tank	Varies	unknown	Airship,	Gasbag	and	Sail	41,200	gp	Fly	50	feet	(5	mph);	ascend/descend	50	feet	per	round.	Fallen	Ketch	1,000,000	pounds	of	scrap	234	light	years	per	hour	(in	space),	12,000	miles	a	day	(in	atmosphere)	200	tons	Glider	200gp	50ft	400lbs	Howdah	300	gp	same	as	the	creature
carrying	the	howdah	200	lbs	Keg	Cart	10gp	40ft	29lbs	Knarr	700	gp	7	mph	Machina	Aedificium	10	gp	per	100	square	feet	or	15,000	gp	for	a	small	house	250	feet	Magic	Transportation	Vehicle	5,000	gp	Slow:	36	miles	(hover)	per	day.	Normal:	48	Miles	(hover)	per	day.	Fast:	60	Miles	(hover)	per	day.	Rippersled	17,500	gp	120	ft	(Travel	Pace	12	miles
per	hour	(288	miles	per	day))	500	lb	Skelecopter	Uncommon	0	ft.,	fly	60	ft.	(top	speed	60	mph	or	530	ft.)	(requires	at	least	one	mile	of	continuous	straight	travel	to	reach	top	speed)	350	lbs.	Zalantar	Boat	250	gp	120ft,	50	knots	Renaissance	Vehicles	Item	Cost	Weight	Aerial	Screw	2,740	gp	Armored	Steam	Wagon	30,790	gp	Hot	Air	Balloon	2,800	gp
Ironclad,	1000-tonner	372,500	gp	Metal	Gear:	Steampunk	4,500	gp	4	tons	Omni-Directional	Movement	Gear	2,000	gp	River	Gunboat	Ironclad	73,600	gp	Steam	Tractor	30,000	gp	75,000lbs	Modern	Vehicles	Item	Cost	Weight	Airship	Rare	Armored	Personnel	Carrier	Uncommon	14	tons	Battleship	Rare	55,000	tons	Bicycle	Common	Compact	Car
Common	2,300	lbs.	Full-Size	Car	Common	3,400	lbs.	Helicopter,	Crew	Uncommon	12,000	lbs.	Helicopter,	Single	Uncommon	500	lbs.	Helicopter,	Transport	Uncommon	24,000	lbs.	Infantry	Fighting	Vehicle	Rare	30	tons	Jeep	Common	10.5	¼	tons	Jet,	Single	Rare	28,000	lbs.	Jet,	Transport	Very	Rare	485,000	lbs.	Mid-Size	Car	Common	3,000	lbs.	Mirror
Car	Rare	Motorcycle	Uncommon	400	lb.	Prop-Plane,	Crew	Uncommon	8,000	lbs.	Prop-Plane,	Single	Common	1,000	lbs.	Prop-Plane,	Transport	Rare	36,000	lbs.	Semi-Truck	Uncommon	35,000	lbs.	Sports	Car	Uncommon	2,200	lbs.	Subcompact	Car	Common	2,000	lbs.	Supercar	Rare	4,000	lbs.	SV-001:METAL	SLUG	150,000	GP	2.85	tons	Tank,	Heavy
Rare	63	tons	Tank,	Light	Rare	9	tons	Tank,	Main	Battle	Rare	55	tons	Tank,	Medium	Rare	28	tons	Tank,	Super-Heavy	Very	Rare	207	tons	Walker	Gear	Rare	600	lbs.	WWI	U-Boat	—	Futuristic	Vehicles	Incomplete	Mounts	and	Vehicles	Mounts	and	vehicles	with	one	or	more	improving,	reviewing,	or	removing	templates	present.	Please	help	work	on	the
problem	presented	on	the	template.	Okay	so	imagine	this	–	the	rush	of	wind	against	your	face,	clouds	literally	within	arm’s	reach,	and	the	ground	wayyyyy	below	looking	like	some	cute	little	patchwork	quilt.	That	was	me	the	first	time	I	piloted	an	airship	in	my	campaign	last	summer,	and	omg	I	was	OBSESSED.	Here’s	what	you	need	to	know	about
DND	airships	(trust	me,	I’ve	crashed	enough	of	them	to	be	an	expert	lol):	I	made	this	image	with	AI	–	DND	Airships	DND	airships	are	basically	the	embodiment	of	adventure,	the	promise	of	the	horizon,	and	complete	freedom	of	the	skies.	On	average,	they	carry	20+	people,	move	at	8	mph	(which	sounds	slow	but	feels	WAY	faster	when	you’re	up	there),
and	cost	around	20,000-30,000	gold	pieces	(yeah	I	know,	my	character	had	to	save	for	like	2	years).	You	can	use	them	for	exploration,	combat,	and	transport	–	I’ve	done	all	three	and	each	is	amazing	in	its	own	way.	In	this	guide,	I’m	gonna	share	everything	I’ve	learned	about	airships	in	DND	after	running	3	different	campaigns	with	them	as	a	central
feature.	An	airship	in	DND	is	seriously	a	marvel	of	magic	and	engineering,	a	vessel	that	just	defies	gravity	and	logic.	My	first	campaign	had	a	small	one	and	I’ve	been	in	love	with	them	ever	since.	Unlike	normal	boring	ships,	these	bad	boys	defy	gravity,	often	powered	by	a	combination	of	arcane	propellers,	elemental	bindings,	or	even	captured
creatures	like	dragons	(which	btw,	is	problematic	but	effective	–	my	party	had	MANY	arguments	about	the	ethics	of	this).	They’re	not	just	transportation	–	they’re	the	setting	for	some	of	the	most	epic	high-flying	adventures	I’ve	ever	DM’d.	Nothing	turns	a	boring	journey	into	an	epic	tale	like	being	attacked	by	a	flock	of	wyverns	while	3000	feet	in	the
air!	A	typical	DND	airship	usually	has	a	large	gondola	or	hull,	suspended	beneath	a	massive	balloon	or	held	aloft	by	magical	means.	The	design	can	range	from	a	classic	dirigible	(think	Goodyear	blimp	but	magical)	to	a	fully	decked-out	flying	galleon,	complete	with	sails	and	rigging	made	of	spell-woven	cloth	that	catches	the	winds	of	magic	rather	than
normal	breezes.	The	airship	isnt	just	a	means	of	transport.	Its	a	mobile	base,	a	strategic	advantage	in	combat,	and	tbh	a	major	flex.	My	players	literally	saved	for	2	years	of	in-game	time	to	afford	one,	and	the	look	on	their	faces	when	they	finally	got	the	keys?	Priceless.	In	gameplay,	an	airship	opens	up	a	whole	new	dimension	of	exploration.	It	allows
adventurers	to	cross	huge	distances,	discover	hidden	locations,	and	engage	in	aerial	combat	(which	is	SOOO	much	more	dynamic	than	ground	combat),	all	while	providing	a	home	away	from	home.	Having	an	airship	in	your	campaign	can	elevate	the	narrative,	literally	and	figuratively,	offering	both	DMs	and	players	an	amazing	canvas	to	paint	their
stories	against	the	backdrop	of	the	boundless	sky.	I	made	this	image	with	AI	–	DND	Airships	When	I	first	introduced	airships	into	my	D&D	campaign,	my	players	immediately	wanted	to	know	exactly	what	they	could	do.	The	stats	of	an	airship	are	super	important	–	they	inform	how	the	ship	actually	functions	in-game	but	also	help	to	ground	this
fantastical	mode	of	transport	in	the	game’s	reality.	Here’s	a	basic	stat	block	I	use	that	outlines	the	general	attributes	of	a	standard	airship:	AttributeDetailsCapacity20	passengers	and	crewCargo	WeightUp	to	10	tonsSize150	feet	in	length;	30	feet	at	the	widest	pointSpeed8	miles	per	hour;	192	miles	per	dayCost20,000	gold	piecesArmor	Class13Hit
Points300Damage	Threshold15	This	table	gives	you	a	baseline	that	you	can	customize	to	fit	whatever	your	campaign	needs.	I’ve	had	everything	from	a	tiny	skiff	that	barely	fit	my	4	players	to	a	massive	carrier	that	transported	an	entire	army	(that	one	was	for	the	BBEG	and	the	players	eventually	hijacked	it	which	was	EPIC).	In	my	years	of	DMing,	I’ve
introduced	sooo	many	different	types	of	airships,	each	with	their	own	quirks	and	features.	Here’s	a	glimpse	into	ten	different	types	of	airships	you	might	encounter	or	use	in	your	aerial	adventures	(I’ve	personally	used	6	of	these	in	my	campaigns):	Elemental	Galleons	–	These	sturdy	vessels	are	powered	by	bound	elemental	creatures.	My	party	had	one
with	an	air	elemental	named	Whisper	who	had	SUCH	an	attitude	problem	but	could	propel	the	ship	through	the	skies	with	incredible	speed	when	she	was	in	a	good	mood.	Spelljammers	–	Tbh	these	are	pretty	rare	in	my	campaigns,	but	these	ships	harness	the	power	of	spellcasting	for	propulsion	and	navigation.	My	buddy	Sarah	ran	a	campaign	with
one	that	required	a	skilled	mage	at	the	helm	at	all	times	–	when	the	mage	got	knocked	out	in	a	battle,	the	ship	almost	crashed!	Sky	Skiffs	–	Small	and	super	agile,	these	are	perfect	for	quick	trips	or	sneaky	missions.	My	rogue	player	was	obsessed	with	these	and	kept	trying	to	steal	them	whenever	we	encountered	one	(finally	had	to	let	him	have	one
just	to	stop	the	attempts	lol).	Levitating	Longships	–	These	are	so	cool	–	they’re	Viking-inspired	ships	infused	with	levitation	spells.	I	had	a	whole	northern	tribe	that	used	these,	combining	traditional	rowing	with	magical	flight.	The	aesthetics	alone	were	worth	it!	Drift	Balloons	–	These	are	simple	but	effective.	They	use	large,	enchanted	balloons	to
float,	relying	on	the	winds	and	minor	steering	mechanisms.	My	first	ever	airship	as	a	player	was	one	of	these	and	I’ll	never	forget	the	panic	when	we	hit	a	thunderstorm	and	almost	got	blown	into	a	mountain	range	�	Arcane	Clippers	–	Sleek	and	fast,	these	are	built	for	speed,	using	enchanted	sails	to	cut	through	the	air	currents	like	knives.	I	used	one
of	these	as	a	pirate	ship	in	my	last	campaign	–	the	captain	could	outrun	any	military	vessel.	Floating	Fortresses	–	Massive	and	heavily	armed,	these	airships	serve	as	airborne	battle	stations.	I	once	had	my	players	infiltrate	one	of	these	that	was	bristling	with	ballistae	and	troops	–	took	them	3	sessions	to	complete	the	mission!	Ethereal	Schooners	–
These	ships	can	phase	in	and	out	of	the	Ethereal	Plane,	making	them	nearly	untouchable.	Perfect	for	covert	operations	or	escapes.	I	introduced	one	as	a	ghost	ship	that	would	appear	and	disappear	mysteriously	–	scared	the	crap	out	of	my	players.	Celestial	Caravels	–	With	sails	that	shimmer	like	the	night	sky,	these	ships	are	said	to	navigate	by	the
stars	themselves.	My	high-level	campaign	had	one	of	these	for	astral	travelers,	and	it	was	breathtaking	to	describe.	Steam-Powered	Dirigibles	–	A	blend	of	magic	and	technology,	these	airships	are	powered	by	steam	engines	and	are	a	testament	to	the	ingenuity	of	artificers.	My	artificer	player	actually	designed	one	of	these	herself	–	took	her	weeks	of
planning	but	it	was	so	worth	it	when	they	finally	launched!	Okay	so	I’ve	been	fascinated	with	the	mechanics	of	airships	since	my	very	first	campaign	(where	I	may	or	may	not	have	accidentally	crashed	one	into	a	mountain…	don’t	judge	me	lol).	DND	airships	are	this	amazing	blend	of	magic	and	mechanics,	and	each	aspect	works	together	to	create	a
seamless	flying	experience.	I	made	this	image	with	AI	–	Realistic	DND	Airships	Let’s	break	down	how	these	babies	actually	work:	The	heart	of	an	airship’s	ability	to	move	is	its	propulsion	system.	Most	commonly,	this	involves	an	elemental	core—usually	an	air	or	fire	elemental—bound	within	a	magical	containment	unit.	I’ve	seen	some	DMs	use	water
or	earth	elementals	too,	but	tbh	those	are	WAY	less	efficient	(learned	that	the	hard	way	when	our	earth-powered	ship	could	barely	reach	half	speed).	The	elemental’s	raw	energy	is	harnessed	and	directed	to	generate	thrust,	propelling	the	airship	forward.	My	party’s	first	airship	had	a	young	air	elemental	named	Zephyr	who	we	had	to	constantly	keep
happy	or	he’d	slow	down	out	of	spite.	We	literally	had	to	sing	to	him	every	morning	�	In	some	cases,	propulsion	might	come	from	powerful	spellwork.	I’ve	had	mages	in	my	campaigns	who	channel	energy	to	create	gusts	of	wind	or	arcane	currents	that	drive	the	ship.	One	of	my	players	became	obsessed	with	maximizing	this	and	actually	created	a
whole	new	spell	just	for	airship	propulsion.	Steering	an	airship	is	DEFINITELY	not	easy	–	my	first	time	trying	it	in-game	was	a	disaster.	It	requires	a	keen	understanding	of	the	vessel’s	response	to	the	helm,	often	managed	by	a	wheel	or	lever	system.	Enchanted	rudders	and	ailerons	adjust	to	the	pilot’s	commands,	allowing	the	ship	to	bank,	turn,	and
ascend	or	descend.	The	magic	that	lifts	the	ship	also	grants	it	a	degree	of	agility	that	belies	its	size.	However,	the	skill	of	the	pilot	plays	a	crucial	role	in	how	nimbly	it	can	navigate.	My	group’s	rogue	had	the	highest	dexterity	so	she	became	our	pilot,	and	the	difference	between	her	flying	and	when	our	cleric	had	to	take	over	once	was	NIGHT	AND
DAY.	Controlling	the	altitude	of	an	airship	is	super	important,	especially	when	dealing	with	mountain	ranges	or	flying	beasts	(we	once	had	to	outclimb	a	flock	of	wyverns	and	it	was	terrifying).	This	is	often	achieved	through	a	combination	of	levitation	spells	and	ballast	management.	Reducing	ballast	makes	the	ship	lighter	and	allows	it	to	rise,	while
increasing	it	causes	the	ship	to	descend.	My	players	once	had	to	throw	all	their	heavy	loot	overboard	to	gain	enough	altitude	to	escape	a	dragon	–	they	were	NOT	happy	about	that	but	it	saved	their	lives!	Some	airships	might	also	use	adjustable	bladders	filled	with	lighter-than-air	gases,	which	can	be	expanded	or	contracted	to	change	elevation.	I	had
an	NPC	artificer	who	developed	a	system	like	this	that	was	controlled	by	a	complex	set	of	levers	and	valves.	She	let	my	players	test	it	and	they	nearly	floated	into	space	before	figuring	out	the	controls		Airships	are	definitely	not	defenseless.	Many	are	equipped	with	a	range	of	armaments,	from	ballistae	and	catapults	to	arcane	turrets	that	can	unleash
devastating	spells.	Shields,	both	physical	and	magical,	can	be	deployed	to	protect	against	incoming	attacks.	My	party	once	invested	all	their	gold	in	a	magical	shield	generator	that	created	a	dome	around	their	ship	–	saved	them	when	they	flew	too	close	to	a	fire	giant	fortress	and	got	bombarded	with	boulders.	The	ability	to	fly	above	conventional
ground	forces	also	provides	a	strategic	advantage,	allowing	airships	to	strike	from	a	position	of	relative	safety.	I’ve	had	military	campaigns	where	airships	completely	changed	the	balance	of	power	in	a	region.	Navigating	the	skies	is	not	without	its	rules	and	challenges.	Airspace	might	be	controlled	by	powerful	factions,	requiring	clearances	or	the
payment	of	tolls.	In	one	of	my	campaigns,	there	was	a	powerful	cloud	giant	kingdom	that	demanded	tribute	from	any	airship	passing	through	their	territory	–	my	players	tried	to	sneak	through	once	and	omg	it	went	so	badly.	Weather	patterns	and	magical	storms	present	natural	obstacles	that	must	be	carefully	navigated	to	avoid	disaster.	The	first	time
I	threw	a	magical	lightning	storm	at	my	players’	airship,	they	were	completely	unprepared	and	barely	survived.	Moreover,	the	laws	of	physics	still	apply,	which	my	players	often	forget.	Momentum	and	inertia	can	be	unforgiving,	especially	during	combat	or	in	the	face	of	strong	winds.	Stopping	or	turning	a	massive	airship	quickly?	Yeah,	that’s	not
happening	–	learned	that	when	trying	to	avoid	a	mountain	range	that	appeared	suddenly	through	a	fog	bank	(RIP	our	first	airship).	Keeping	an	airship	in	top	condition	is	a	continuous	task,	which	my	players	always	try	to	handwave	but	I	make	them	role-play	at	least	sometimes.	Regular	maintenance	of	both	the	magical	and	mechanical	components	is
essential	to	ensure	safe	and	efficient	operation.	This	includes:	Checking	the	integrity	of	the	elemental	core	(if	your	elemental	gets	sick	or	unhappy,	you’re	in	BIG	trouble)	Patching	up	the	hull	(my	party’s	carpenter	made	a	fortune	this	way)	Ensuring	that	all	moving	parts	are	well-oiled	and	functional	(I	make	my	players	roll	for	maintenance	checks	every
few	sessions)	A	skilled	crew	is	the	lifeblood	of	any	airship	–	trust	me	on	this	one.	From	the	captain	who	commands	the	vessel	to	the	engineers	who	maintain	it	and	the	mages	who	power	it,	each	member	plays	a	critical	role.	My	players	learned	this	when	they	tried	to	run	their	ship	with	just	the	four	of	them	and	nearly	crashed	during	their	first	combat
encounter.	A	well-coordinated	crew	can	mean	the	difference	between	a	smooth	voyage	and	a	catastrophic	failure.	I	now	require	at	least	6	NPCs	as	crew	for	any	standard-sized	airship	in	my	campaigns,	and	the	players	have	to	manage	them	(and	pay	them,	which	they	always	forget	about	until	the	crew	threatens	to	quit).	Airships	are	not	just	transport;
they’re	a	reflection	of	their	owner’s	personality	and	status.	Customization	can	range	from	the	aesthetic,	such	as	flags	and	paint,	to	the	functional,	like	adding	extra	cargo	space	or	enhancing	the	ship’s	speed.	My	players	spent	almost	as	much	customizing	their	airship	as	they	did	buying	it	–	from	magical	lighting	to	a	reinforced	ram	on	the	front	for…
reasons	�	Personalizing	an	airship	makes	it	more	than	just	a	vehicle.	It	becomes	a	home	and	a	companion	on	the	many	adventures	that	await	in	the	skies	of	D&D.	My	party	actually	named	their	ship	“The	Second	Chance”	after	they	nearly	lost	their	first	one,	and	they	were	more	protective	of	it	than	some	of	their	NPC	allies!	Getting	an	airship	in	my
campaigns	is	always	a	major	milestone	for	any	adventuring	party.	I’ve	seen	the	way	my	players’	eyes	light	up	when	they	realize	they	might	be	able	to	get	their	own	flying	ship!	Here	are	some	ways	I’ve	had	parties	acquire	airships	in	my	games:	Commissioning	a	Build:	If	your	party	has	amassed	considerable	wealth	(like	mine	did	after	that	lucky	dragon
hoard	find),	you	could	commission	a	master	craftsperson	to	construct	an	airship	to	your	specifications.	This	process	is	EXPENSIVE	and	time-consuming	but	allows	for	customization.	My	players	spent	35,000	gold	and	waited	6	months	of	game	time	for	theirs	to	be	built!	Quest	Reward:	Completing	a	high-stakes	quest	could	result	in	a	grateful	benefactor
bestowing	an	airship	upon	the	party.	One	time	I	had	my	players	save	a	cloud	city	from	destruction,	and	they	were	gifted	a	small	airship	as	thanks.	Their	faces	when	the	keys	were	handed	over?	Priceless.	Salvage	Rights:	Discovering	a	derelict	airship	and	restoring	it	to	glory	could	be	an	adventure	in	itself.	My	current	party	found	an	abandoned	airship
in	a	mountain	cave	and	spent	10	sessions	clearing	out	the	monster	infestation,	repairing	damage,	and	learning	how	to	operate	the	vessel.	Wayyyy	cheaper	but	much	more	dangerous!	Theft:	For	those	parties	with	looser	morals	(looking	at	you,	chaotic	neutral	rogue	in	every	party	ever),	stealing	an	airship	presents	a	thrilling	and	dangerous	option.	My
last	group	tried	this	and	succeeded,	but	such	an	act	made	them	some	POWERFUL	enemies,	adding	tension	and	conflict	to	the	narrative	for	the	next	15	sessions	as	they	were	hunted	across	the	realm.	Inheritance:	A	character	might	inherit	an	airship	from	a	long-lost	relative	or	as	part	of	a	mysterious	legacy.	I	once	had	a	player	whose	backstory
included	a	mysterious	uncle,	and	about	halfway	through	the	campaign,	they	received	word	he’d	died	and	left	them	his	prized	airship	–	along	with	all	his	enemies	and	debts	�	Discovery:	Unearthing	ancient	blueprints	or	a	forgotten	airship	in	a	hidden	location	could	lead	to	a	unique	airship	with	secrets	of	its	own.	My	favorite	campaign	had	the	players
discover	an	ancient	elven	airship	with	technology	and	magic	that	had	been	lost	for	centuries.	Of	course,	it	had	a	semi-sentient	control	system	that	had	its	own	agenda…	Each	method	carries	its	own	set	of	challenges	and	adventures,	ensuring	the	acquisition	of	an	airship	is	a	memorable	part	of	the	campaign.	In	my	experience,	the	harder	players	have	to
work	for	their	airship,	the	more	they	value	and	protect	it	once	they	have	it!	OMG	where	do	I	even	start?	I’ve	been	running	airship	campaigns	for	years	now	and	I’ve	collected	sooooo	many	ideas.	These	can	work	as	campaign	hooks,	side	quests,	or	even	the	central	theme	of	an	entire	D&D	campaign.	I’ve	personally	tested	most	of	these	in	my	games	(the
rest	came	from	my	D&D	group	chat	where	we	share	ideas),	and	they’ve	all	led	to	some	AMAZING	sessions:	Sky	Pirates’	Lair:	An	airship	that	acts	as	a	mobile	base	for	a	notorious	band	of	sky	pirates.	My	players	once	raided	one	of	these	for	treasure	and	ended	up	forming	a	tentative	alliance	with	the	captain	instead.	They	still	meet	up	with	Captain
Stormwind	every	few	months	to	trade	stolen	goods	(dont	judge	my	players,	they’re	a	chaotic	bunch	lol).	Floating	Market:	A	neutral	airship	that	travels	between	realms,	hosting	a	market	with	exotic	goods	and	information	from	across	the	lands.	I	created	one	called	“The	Wandering	Bazaar”	where	my	players	could	find	almost	anything	–	for	a	price.	The
owner,	a	mysterious	tiefling	named	Zari,	has	become	one	of	their	favorite	NPCs.	Rescue	Missions:	Players	must	navigate	treacherous	weather	to	rescue	a	stranded	noble	from	a	crashed	airship	on	a	mountain	peak.	I’ve	run	this	scenario	twice	with	completely	different	outcomes	–	once	they	saved	everyone,	and	once…	well,	let’s	just	say	the	noble’s
family	was	NOT	happy	with	my	players		Aerial	Siege:	Using	an	airship	to	break	a	siege	on	a	mountain	fortress	provides	a	dynamic	battlefield	in	the	skies.	My	military	campaign	featured	this	heavily,	with	players	coordinating	airship	attacks	while	ground	forces	attacked	from	below.	SO	much	more	interesting	than	a	standard	siege!	Dragon	Hunters:
Modify	an	airship	for	hunting	dragons,	complete	with	harpoons	and	nets,	for	a	high-stakes	aerial	chase.	My	players	retrofitted	their	ship	specifically	for	this	purpose	when	a	young	red	dragon	kept	terrorizing	nearby	villages.	The	chase	sequence	was	one	of	the	most	intense	sessions	I’ve	ever	run!	Magical	Research	Station:	An	airship	that	serves	as	a
wizard’s	laboratory,	where	players	can	experiment	with	new	spells	or	study	rare	phenomena.	My	wizard	player	LOVED	this	concept	and	actually	set	up	a	permanent	research	facility	on	their	airship,	complete	with	safety	protocols	after…	incidents.	Celestial	Observations:	Astronomers	using	the	airship	to	get	closer	to	the	stars,	uncovering	secrets	of
the	cosmos	or	impending	astrological	events.	I	once	had	an	NPC	astronomer	hire	the	party	to	take	her	above	the	clouds	during	a	rare	celestial	conjunction	–	turned	out	she	was	actually	trying	to	complete	a	ritual	to	contact	an	outer	god.	Oops.	Smugglers’	Run:	Players	must	stealthily	transport	contraband	goods	across	borders,	avoiding	aerial	patrols
and	inspections.	My	rogue	and	artificer	players	designed	an	entire	hidden	compartment	system	for	their	airship	for	exactly	this	purpose.	They	made	a	fortune	smuggling	exotic	spices	between	warring	kingdoms!	Diplomatic	Embassy:	An	airship	acting	as	neutral	ground	for	peace	talks	between	warring	nations,	with	the	players	as	mediators	or	guards.
When	my	players	volunteered	their	ship	for	this	purpose,	they	didn’t	expect	assassination	attempts	from	BOTH	sides.	That	was	a	loooong	night	of	gaming.	Epic	Heist:	The	party	plans	a	heist	on	a	luxury	airship	casino,	requiring	intricate	planning	and	split-second	timing.	This	took	THREE	sessions	of	planning	and	one	VERY	tense	execution	session.	My
players	still	talk	about	“The	Cloud	Casino	Job”	years	later.	Ghost	Ship:	Investigate	a	haunted	airship	adrift	in	the	sky,	uncovering	its	tragic	past	and	putting	restless	spirits	to	rest.	I	ran	this	as	a	one-shot	for	Halloween	and	scared	the	crap	out	of	my	players	with	creaking	noises	and	flickering	lights	IRL	to	match	the	game.	Time-Travel	Vessel:	An	airship
capable	of	temporal	navigation,	leading	to	adventures	across	different	eras.	My	most	ambitious	campaign	featured	this,	with	an	airship	powered	by	a	fragment	of	a	time	god’s	essence.	Players	visited	the	same	location	in	three	different	time	periods	and	their	actions	in	the	past	affected	the	future!	Racing	Regatta:	Participate	in	or	bet	on	high-speed
airship	races,	complete	with	dangerous	courses	and	cutthroat	competitors.	The	annual	“Sky	Chase”	became	a	recurring	event	in	my	long-running	campaign,	with	players	upgrading	their	ship	each	year	to	try	to	win	the	grand	prize.	Monster	Migration:	Follow	a	migration	of	flying	creatures,	studying	them	or	protecting	the	flock	from	poachers.	My
druid	player	initiated	this	entire	side	quest	when	they	discovered	a	rare	species	of	flying	turtle	that	was	being	hunted	to	extinction.	Ended	up	being	a	whole	environmental	protection	arc!	Sky	Fishing:	Fish	for	airborne	leviathans,	using	the	airship	to	track	and	capture	these	magnificent	beasts.	I	created	floating	jellyfish-like	creatures	called	“cloud
swimmers”	that	my	players	would	hunt	for	their	valuable	gas	bladders	(which	could	be	used	to	improve	airship	buoyancy).	Infernal	Bargain:	An	airship	powered	by	a	fiendish	pact,	offering	great	power	but	at	a	potentially	terrible	cost.	My	warlock	player	made	this	deal	without	telling	the	rest	of	the	party…	the	look	on	their	faces	when	they	discovered
their	ship	was	powered	by	a	devil’s	contract	was	PRICELESS.	Refugee	Caravan:	The	airship	becomes	a	haven	for	refugees	fleeing	disaster,	and	players	must	protect	them	from	dangers	en	route	to	safety.	This	became	the	central	theme	of	a	10-session	arc	in	my	game	after	a	volcanic	eruption	forced	an	entire	village	to	evacuate.	The	moral	choices	my
players	had	to	make	about	who	to	save	and	who	to	leave	behind	got	surprisingly	emotional.	Floating	Festival:	Host	a	festival	in	the	sky,	with	aerial	acrobats,	skydiving	competitions,	and	fireworks	that	dazzle	from	below.	I	created	“The	Festival	of	Winds”	that	travels	from	city	to	city	on	a	fleet	of	connected	airships.	My	players	participated	in	the
competitions,	enjoyed	the	attractions,	and	foiled	a	plot	to	crash	the	main	ship	into	a	royal	palace.	Cultist	Conclave:	A	cult	uses	the	airship	to	reach	an	ancient	site	aligned	with	the	stars,	and	the	players	must	stop	their	dark	ritual.	The	“Cult	of	the	Eternal	Sky”	in	my	game	hijacked	an	airship	to	reach	a	point	directly	above	a	convergence	of	ley	lines.	My
players	had	to	infiltrate	the	ship	mid-flight	to	prevent	a	portal	to	the	Far	Realm	from	opening.	Expedition	Vessel:	The	airship	embarks	on	a	grand	expedition	to	uncharted	lands,	facing	unknown	dangers	and	discovering	lost	civilizations.	My	longest	campaign	started	with	exactly	this	premise	–	the	players	were	part	of	an	expedition	to	a	newly
discovered	continent,	with	their	airship	as	their	only	way	home.	Skyborne	Academy:	An	airship	that	serves	as	a	roving	school	for	mages,	where	players	can	learn	unique	spells	and	encounter	magical	mishaps.	The	“Arcane	Horizon	Academy”	in	my	setting	is	famous	for	producing	mages	specialized	in	weather	magic.	One	of	my	players	enrolled	as	a
student	for	a	few	sessions	and	accidentally	created	a	localized	hurricane	during	a	practical	exam	�	Prison	Transport:	The	party	must	either	break	out	a	prisoner	from	a	high-security	airship	or	prevent	a	daring	escape.	I’ve	run	this	scenario	from	BOTH	perspectives	–	once	the	players	were	guards	on	a	prison	transport	when	a	breakout	occurred,	and
another	time	they	were	hired	to	rescue	a	wrongfully	imprisoned	noble	from	the	same	type	of	ship!	Floating	Library:	Seek	knowledge	in	a	vast	library	that	drifts	among	the	clouds,	guarded	by	ancient	spells	and	sky	serpents.	“The	Repository	of	Winds”	in	my	setting	contains	knowledge	deemed	too	dangerous	for	ground-based	libraries.	My	players
needed	a	rare	book	from	there	and	had	to	solve	riddles	posed	by	the	librarian	sphinx	to	gain	access.	Sky	Burial	Ground:	Discover	a	sacred	site	where	the	honored	dead	are	sent	to	rest	on	derelict	airships	adrift	in	the	eternal	winds.	The	“Final	Fleet”	in	my	setting	is	where	ancient	heroes	are	laid	to	rest,	their	ships	enchanted	to	float	forever	in	a	specific
region	of	protected	airspace.	My	players	had	to	retrieve	an	artifact	from	one	such	ship	and	had	to	deal	with	both	guardians	and	their	own	moral	qualms	about	disturbing	the	dead.	Cloud	Farming:	Help	a	community	that	cultivates	rare	airborne	plants	and	creatures	on	a	fleet	of	interconnected	airships.	The	“Cirrus	Collective”	in	my	game	grows
medicinal	plants	that	only	thrive	at	high	altitudes.	My	players	helped	them	deal	with	a	blight	that	threatened	their	entire	crop	and	economy.	Skybound	Theatre:	Attend	or	perform	in	a	traveling	play	aboard	an	airship,	where	the	drama	offstage	rivals	that	of	the	performance.	“The	Drifting	Stage”	is	a	famous	troupe	in	my	setting	that	performs	elaborate
aerial	shows.	My	players	were	hired	as	security	and	discovered	a	plot	to	assassinate	the	lead	actress	during	the	climactic	scene.	Aerial	Archaeology:	Excavate	the	ruins	of	a	floating	city,	navigating	between	crumbling	spires	and	unstable	platforms.	The	ancient	flying	city	of	“Aetheria”	in	my	setting	crashed	during	a	magical	cataclysm	but	portions
remain	floating	in	a	strange	gravity	anomaly.	My	players	spent	weeks	carefully	exploring	the	ruins	for	artifacts.	Weather	Control	Station:	An	airship	equipped	to	control	weather	patterns,	and	players	must	stop	it	from	causing	ecological	disaster.	The	“Tempest	Directive”	in	my	game	was	a	secret	military	project	to	weaponize	weather.	My	players
infiltrated	the	airship	to	sabotage	it	before	it	could	be	used	against	civilian	populations.	Pirate	Trials:	Prove	yourself	to	join	a	guild	of	air	pirates	through	a	series	of	challenges	aboard	their	flagship.	When	my	players	wanted	to	gain	safe	passage	through	pirate-controlled	airspace,	they	had	to	complete	three	increasingly	dangerous	trials	to	earn	the
pirates’	respect.	Messenger	Service:	Deliver	urgent	messages	or	parcels	across	treacherous	skies,	where	speed	is	of	the	essence	and	dangers	abound.	My	players	started	an	entire	business	doing	this	after	realizing	how	lucrative	it	could	be.	“Swift	Winds	Courier	Service”	became	their	legitimate	business	front	for…	less	legitimate	activities.	Sky-
Harbor	Siege:	Defend	a	floating	harbor	from	an	onslaught	of	sky	pirates	or	rival	nations.	The	“Cirrus	Anchorage”	in	my	setting	is	a	major	trade	hub	that	came	under	attack	from	a	coalition	of	pirates.	My	players	helped	coordinate	the	defense	and	led	a	counterattack	that	scattered	the	pirate	fleet.	Eco-Saboteurs:	Join	a	group	of	druids	who	use	their
airship	to	dismantle	environmentally	harmful	operations	from	above.	The	“Guardians	of	the	Green	Sky”	in	my	setting	target	logging	operations	and	mines	that	damage	natural	habitats.	My	players	were	initially	hired	to	stop	them	but	ended	up	joining	their	cause	after	seeing	the	devastation	firsthand.	Planar	Gateway:	The	airship	discovers	a	rift	in	the
sky	that	leads	to	other	planes	of	existence,	prompting	a	multiverse	adventure.	My	players	accidentally	flew	their	ship	through	a	tear	in	reality	and	spent	10	sessions	trying	to	find	their	way	back	home,	visiting	the	Elemental	Plane	of	Air	and	the	Feywild	along	the	way.	Celestial	Alignment	Festival:	A	rare	celestial	event	requires	the	airship	to	be	in	a
specific	place	at	a	specific	time	for	a	ritual	that	could	change	the	world.	The	“Convergence	of	the	Seven	Stars”	happens	once	every	777	years	in	my	setting,	and	my	players	had	to	position	their	ship	perfectly	to	catch	the	focused	starlight	needed	to	reforge	an	ancient	artifact.	Invisible	Transport:	An	airship	with	the	ability	to	become	invisible,	perfect
for	covert	operations	or	escaping	unwanted	attention.	My	rogue	player	spent	a	FORTUNE	adding	this	enchantment	to	their	ship	and	then	used	it	to	sneak	past	an	entire	blockade.	Worth	every	gold	piece	according	to	them!	Recovery	Mission:	Salvage	valuable	cargo	from	a	recently	downed	airship	in	a	race	against	rival	scavengers.	When	a	royal
treasury	ship	crashed	in	monster-infested	mountains,	my	players	competed	against	several	other	groups	to	recover	the	gold	first.	The	temporary	alliances	and	betrayals	made	this	one	of	our	most	memorable	adventures.	Skyborne	Tavern:	A	tavern	in	the	sky	that	offers	a	restful	respite	for	weary	travelers,	with	rumors	of	a	secret	treasure	hidden	by	the
enigmatic	owner.	“The	Drifting	Mug”	in	my	setting	is	famous	for	its	collection	of	exotic	drinks	from	across	the	world.	My	players	became	regulars	and	eventually	earned	enough	trust	from	the	owner	to	learn	about	the	treasure	map	tattooed	on	his	back.	Aerial	Zoo:	Transport	and	care	for	magical	creatures	in	an	airship	converted	into	a	flying
menagerie.	My	druid	player	actually	started	this	as	a	side	business,	rescuing	endangered	magical	creatures	and	transporting	them	to	sanctuaries.	It	led	to	some…	interesting	situations	when	containment	spells	failed	mid-flight.	Sky	Siege	Engines:	An	airship	outfitted	with	siege	engines	for	a	battle,	requiring	precise	coordination	to	operate	effectively.
During	the	climactic	battle	of	my	military	campaign,	players	had	to	coordinate	the	firing	of	multiple	ballistae	and	catapults	to	breach	the	defenses	of	a	floating	fortress.	Wandering	Bazaar:	A	bazaar	that	appears	in	the	sky	at	random,	selling	items	that	can’t	be	found	anywhere	else	on	the	ground.	The	“Mercurial	Market”	in	my	setting	is	rumored	to
have	items	from	other	worlds	and	timelines.	It	appears	without	warning	and	disappears	just	as	mysteriously,	so	when	my	players	spotted	it,	they	dropped	EVERYTHING	to	go	shopping!	Okay	so	I	get	asked	SO	many	questions	about	airships	whenever	I	mention	them	to	new	players.	Here	are	the	most	common	ones	I’ve	gotten	over	the	years:	No,
they’re	definitely	not	common	in	most	DND	settings.	I	learned	this	the	hard	way	when	I	tried	to	introduce	them	as	regular	transportation	in	my	first	campaign	and	my	more	experienced	players	called	me	out	on	it.	Airships	require	super	expensive	materials	and	high-level	magic	to	construct	and	operate,	so	you	wont	see	them	flying	around	like
carriages	or	horses.	Only	the	wealthiest	groups	or	nations	can	afford	to	build	and	maintain	a	fleet.	In	my	current	setting,	only	three	major	nations	have	airship	fleets,	and	even	then,	they’re	primarily	military.	Airships	are	more	likely	to	be	the	prized	flagship	of	an	army	or	a	luxury	yacht	for	the	ultra-rich.	For	most	common	people	in	my	campaigns,
airships	are	these	incredible	wondrous	oddities	they	might	see	passing	overhead	once	or	twice	in	their	lifetime	but	never	actually	board.	Three	big	reasons:	cost,	magic	requirements,	and	vulnerability.	Building	an	airship	frame	alone	costs	a	fortune	in	exotic	light	woods,	buoyant	gases,	and	quality	metals.	My	players	once	tried	to	reduce	costs	by	using
cheaper	materials	and	omg	it	was	a	DISASTER	–	the	ship	barely	made	it	100	feet	before	starting	to	break	apart.	Airships	need	magical	enhancements	to	their	balloons	and	propulsion	systems	to	fly	smoothly	and	safely.	We’re	talking	multiple	high-level	enchanters	working	for	weeks	or	months.	I	had	one	artificer	character	who	spent	a	year	of	game
time	just	developing	the	magical	propulsion	system	for	their	ship.	All	that	makes	construction	extremely	expensive.	They’re	also	crazy	vulnerable	to	attacks,	storms,	and	other	hazards	in	the	air,	so	operating	costs	are	high	too.	My	players	budget	about	100	gold	pieces	per	month	just	for	routine	maintenance	on	their	medium-sized	airship.	Only	those
with	deep	coffers	can	take	on	such	expenses.	One	of	my	campaigns	had	an	entire	story	arc	just	about	the	players	trying	to	secure	funding	for	airship	repairs	after	a	particularly	nasty	griffin	attack!	Airships	rely	on	magical	enhancements	to	their	balloons,	propellers,	and	control	surfaces	to	grant	them	flight.	The	most	common	method	I	use	in	my
campaigns	is	a	Continual	Flame	spell	on	an	elemental	air	core	to	create	lifting	gas.	My	players	discovered	this	wasn’t	powerful	enough	for	their	needs	and	had	to	capture	and	bind	a	more	powerful	elemental	(which	led	to	a	whole	moral	dilemma	subplot).	Airships	also	typically	have	enchanted	propellers	for	thrust	and	can	gain	extra	abilities	like	cloud
walking,	shielding,	weaponry,	and	more	if	further	magic	is	invested.	One	of	my	player	groups	invested	in	a	“cloud	anchor”	that	let	them	hover	in	place	even	during	storms	(saved	their	lives	multiple	times).	A	high-level	wizard	merged	with	an	airship	can	make	it	downright	terrifying.	I	once	created	a	BBEG	who	had	literally	fused	his	consciousness	with
his	flagship,	allowing	him	to	control	every	aspect	of	it	with	just	a	thought.	My	players	still	have	nightmares	about	that	fight	�	At	minimum,	a	modest	50-foot	airship	will	run	about	25,000	gp	for	the	hull,	gas	bag,	and	basic	enchantments.	That’s	for	something	pretty	basic	though	–	my	players’	first	airship	was	about	this	size	and	they	immediately
complained	about	how	cramped	it	was.	For	a	100-foot	ship	built	for	war	with	armor,	weapons,	and	other	enhancements,	the	cost	can	balloon	up	to	250,000	gp	or	more.	When	my	group	decided	to	upgrade	to	a	military-grade	airship,	they	literally	had	to	complete	12	high-level	quests	just	to	afford	the	down	payment!	And	that’s	not	factoring	in	the	cost
of	hiring	skilled	crews	to	build,	operate,	and	maintain	it.	My	players	spend	about	200gp	per	month	just	on	crew	salaries	for	their	medium-sized	vessel.	Airships	are	definitely	only	for	the	wealthy.	In	my	last	campaign,	the	players	started	a	joint	stock	company	to	fund	their	airship	because	none	of	them	could	afford	it	individually	(which	led	to	some
hilarious	business	meetings	and	investor	pitches).	OMG	this	is	my	favorite	topic!!	Airships	unlock	SO	MANY	cool	aerial	combat	options!	The	basics	include	ballistae,	catapults,	and	just	straight-up	dropping	heavy	objects	(my	players	once	dropped	an	entire	piano	on	an	enemy	camp…	I	still	don’t	know	why	they	had	a	piano	on	their	airship	in	the	first
place	฀	♀).	But	don’t	forget	magic!	Enchanted	ballistae	that	shoot	exploding	bolts	are	AMAZING	–	my	artificer	player	designed	ones	that	would	explode	into	different	elemental	damage	types	depending	on	the	target.	Cloud-piercing	giant	crossbows	are	great	too,	especially	ones	that	can	fire	harpoons	with	chains	to	snag	other	airships.	My	players	once
captured	a	pirate	ship	this	way	and	reeled	it	in	like	a	fish!	For	wizard	airships,	direct	fireballs,	lightning,	and	Wall	of	Force	projections	at	enemies	are	classic	options.	I	had	an	NPC	wizard	who	specialized	in	“magnified	magic”	that	used	the	airship’s	crystalline	focus	to	amplify	her	spells	to	ridiculous	levels.	Or	teleport	troops	aboard	hostile	ships	for	old
fashioned	swashbuckling	battles	in	the	sky.	My	players	LOVE	boarding	actions	–	there’s	nothing	quite	like	dimension	dooring	onto	an	enemy	ship	and	fighting	on	a	rocking,	tilting	deck	thousands	of	feet	in	the	air!	YESSSSS!!!	A	thousand	times	yes!	Okay	but	seriously,	there	are	some	things	to	consider	first.	Airships	can	completely	change	the
dynamics	of	a	campaign	–	suddenly	your	players	can	cross	continents	in	days	instead	of	months,	bypass	terrain	obstacles	easily,	and	gain	a	massive	tactical	advantage	in	many	situations.	I	made	the	mistake	in	my	first	campaign	of	giving	my	players	an	airship	too	early	(level	5)	and	it	kinda	broke	some	of	my	planned	adventures.	They	just	flew	over	the
dangerous	forest	I’d	spent	weeks	designing!	�	But	if	you’re	prepared	for	that	and	can	adapt,	airships	add	this	incredible	sense	of	freedom	and	wonder	to	your	game.	I	usually	wait	until	around	level	10-12	to	introduce	them	now,	when	players	are	already	dealing	with	bigger	threats	and	world-spanning	problems.	They’re	especially	good	for	campaigns
with	a	lot	of	exploration,	or	ones	with	a	steampunk	or	high-magic	vibe.	My	Eberron	campaign	basically	revolves	around	airships	and	elemental	vessels.	Just	be	ready	for	your	players	to	use	them	in	ways	you	NEVER	anticipated.	Mine	once	tried	to	use	their	airship	as	a	battering	ram	against	a	castle	wall.	It…	didn’t	end	well	for	the	airship,	but	the
moment	was	legendary.	If	you	do	add	airships,	have	some	aerial	encounters	ready	to	go!	Sky	pirates,	flying	monsters,	rival	vessels,	and	magical	storms	are	all	great	challenges	that	can	make	airship	travel	exciting	rather	than	just	a	way	to	skip	over	your	carefully	planned	content.	I’ve	found	that	airships	work	best	when	they	become	almost	like
another	character	in	the	story	–	give	them	names,	histories,	quirks,	and	limitations.	My	players	are	often	more	attached	to	their	ships	than	some	NPCs!	And	remember,	an	airship	can	always	be	damaged,	stolen,	or	lost,	creating	whole	new	adventure	hooks.	Nothing	motivates	players	like	having	their	precious	airship	taken	by	the	villain!	So	yeah,	I’m
obviously	biased,	but	airships	have	created	some	of	the	most	memorable	moments	in	all	my	years	of	DMing.	Just	be	prepared	for	the	chaos	they	bring	(in	the	best	possible	way)!	Well,	that’s	everything	I’ve	learned	about	airships	in	DND	over	my	years	of	DMing!	Hope	this	helps	you	bring	these	amazing	vessels	into	your	campaigns.	If	you	have	any
other	questions,	just	hit	me	up	–	I	could	literally	talk	about	magical	flying	ships	ALL	DAY	LONG.	Happy	flying,	adventurers!	฀฀	☁		YouTube	video	by	the	Church	of	Doom	–	DND	Airships	Airships	let	your	adventures	rise	to	new	heights,	but	your	coin	purse	will	sink	to	new	lows.	Now	let	your	imagination	continue	soaring	–	check	out	some	of	our	other
great	articles	below.	Read	This	Next:	D&D	Beyond	Desktop	View	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and
measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By
accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more
information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	Okay	so	imagine	this	–	the	rush	of	wind	against	your	face,	clouds	literally	within	arm’s	reach,	and	the	ground	wayyyyy	below	looking	like	some	cute	little	patchwork	quilt.	That	was	me	the	first	time	I	piloted	an	airship	in	my	campaign	last	summer,	and	omg	I	was	OBSESSED.	Here’s
what	you	need	to	know	about	DND	airships	(trust	me,	I’ve	crashed	enough	of	them	to	be	an	expert	lol):	I	made	this	image	with	AI	–	DND	Airships	DND	airships	are	basically	the	embodiment	of	adventure,	the	promise	of	the	horizon,	and	complete	freedom	of	the	skies.	On	average,	they	carry	20+	people,	move	at	8	mph	(which	sounds	slow	but	feels
WAY	faster	when	you’re	up	there),	and	cost	around	20,000-30,000	gold	pieces	(yeah	I	know,	my	character	had	to	save	for	like	2	years).	You	can	use	them	for	exploration,	combat,	and	transport	–	I’ve	done	all	three	and	each	is	amazing	in	its	own	way.	In	this	guide,	I’m	gonna	share	everything	I’ve	learned	about	airships	in	DND	after	running	3	different
campaigns	with	them	as	a	central	feature.	An	airship	in	DND	is	seriously	a	marvel	of	magic	and	engineering,	a	vessel	that	just	defies	gravity	and	logic.	My	first	campaign	had	a	small	one	and	I’ve	been	in	love	with	them	ever	since.	Unlike	normal	boring	ships,	these	bad	boys	defy	gravity,	often	powered	by	a	combination	of	arcane	propellers,	elemental
bindings,	or	even	captured	creatures	like	dragons	(which	btw,	is	problematic	but	effective	–	my	party	had	MANY	arguments	about	the	ethics	of	this).	They’re	not	just	transportation	–	they’re	the	setting	for	some	of	the	most	epic	high-flying	adventures	I’ve	ever	DM’d.	Nothing	turns	a	boring	journey	into	an	epic	tale	like	being	attacked	by	a	flock	of
wyverns	while	3000	feet	in	the	air!	A	typical	DND	airship	usually	has	a	large	gondola	or	hull,	suspended	beneath	a	massive	balloon	or	held	aloft	by	magical	means.	The	design	can	range	from	a	classic	dirigible	(think	Goodyear	blimp	but	magical)	to	a	fully	decked-out	flying	galleon,	complete	with	sails	and	rigging	made	of	spell-woven	cloth	that	catches
the	winds	of	magic	rather	than	normal	breezes.	The	airship	isnt	just	a	means	of	transport.	Its	a	mobile	base,	a	strategic	advantage	in	combat,	and	tbh	a	major	flex.	My	players	literally	saved	for	2	years	of	in-game	time	to	afford	one,	and	the	look	on	their	faces	when	they	finally	got	the	keys?	Priceless.	In	gameplay,	an	airship	opens	up	a	whole	new
dimension	of	exploration.	It	allows	adventurers	to	cross	huge	distances,	discover	hidden	locations,	and	engage	in	aerial	combat	(which	is	SOOO	much	more	dynamic	than	ground	combat),	all	while	providing	a	home	away	from	home.	Having	an	airship	in	your	campaign	can	elevate	the	narrative,	literally	and	figuratively,	offering	both	DMs	and	players
an	amazing	canvas	to	paint	their	stories	against	the	backdrop	of	the	boundless	sky.	I	made	this	image	with	AI	–	DND	Airships	When	I	first	introduced	airships	into	my	D&D	campaign,	my	players	immediately	wanted	to	know	exactly	what	they	could	do.	The	stats	of	an	airship	are	super	important	–	they	inform	how	the	ship	actually	functions	in-game
but	also	help	to	ground	this	fantastical	mode	of	transport	in	the	game’s	reality.	Here’s	a	basic	stat	block	I	use	that	outlines	the	general	attributes	of	a	standard	airship:	AttributeDetailsCapacity20	passengers	and	crewCargo	WeightUp	to	10	tonsSize150	feet	in	length;	30	feet	at	the	widest	pointSpeed8	miles	per	hour;	192	miles	per	dayCost20,000	gold
piecesArmor	Class13Hit	Points300Damage	Threshold15	This	table	gives	you	a	baseline	that	you	can	customize	to	fit	whatever	your	campaign	needs.	I’ve	had	everything	from	a	tiny	skiff	that	barely	fit	my	4	players	to	a	massive	carrier	that	transported	an	entire	army	(that	one	was	for	the	BBEG	and	the	players	eventually	hijacked	it	which	was	EPIC).	In
my	years	of	DMing,	I’ve	introduced	sooo	many	different	types	of	airships,	each	with	their	own	quirks	and	features.	Here’s	a	glimpse	into	ten	different	types	of	airships	you	might	encounter	or	use	in	your	aerial	adventures	(I’ve	personally	used	6	of	these	in	my	campaigns):	Elemental	Galleons	–	These	sturdy	vessels	are	powered	by	bound	elemental
creatures.	My	party	had	one	with	an	air	elemental	named	Whisper	who	had	SUCH	an	attitude	problem	but	could	propel	the	ship	through	the	skies	with	incredible	speed	when	she	was	in	a	good	mood.	Spelljammers	–	Tbh	these	are	pretty	rare	in	my	campaigns,	but	these	ships	harness	the	power	of	spellcasting	for	propulsion	and	navigation.	My	buddy
Sarah	ran	a	campaign	with	one	that	required	a	skilled	mage	at	the	helm	at	all	times	–	when	the	mage	got	knocked	out	in	a	battle,	the	ship	almost	crashed!	Sky	Skiffs	–	Small	and	super	agile,	these	are	perfect	for	quick	trips	or	sneaky	missions.	My	rogue	player	was	obsessed	with	these	and	kept	trying	to	steal	them	whenever	we	encountered	one
(finally	had	to	let	him	have	one	just	to	stop	the	attempts	lol).	Levitating	Longships	–	These	are	so	cool	–	they’re	Viking-inspired	ships	infused	with	levitation	spells.	I	had	a	whole	northern	tribe	that	used	these,	combining	traditional	rowing	with	magical	flight.	The	aesthetics	alone	were	worth	it!	Drift	Balloons	–	These	are	simple	but	effective.	They	use
large,	enchanted	balloons	to	float,	relying	on	the	winds	and	minor	steering	mechanisms.	My	first	ever	airship	as	a	player	was	one	of	these	and	I’ll	never	forget	the	panic	when	we	hit	a	thunderstorm	and	almost	got	blown	into	a	mountain	range	�	Arcane	Clippers	–	Sleek	and	fast,	these	are	built	for	speed,	using	enchanted	sails	to	cut	through	the	air
currents	like	knives.	I	used	one	of	these	as	a	pirate	ship	in	my	last	campaign	–	the	captain	could	outrun	any	military	vessel.	Floating	Fortresses	–	Massive	and	heavily	armed,	these	airships	serve	as	airborne	battle	stations.	I	once	had	my	players	infiltrate	one	of	these	that	was	bristling	with	ballistae	and	troops	–	took	them	3	sessions	to	complete	the
mission!	Ethereal	Schooners	–	These	ships	can	phase	in	and	out	of	the	Ethereal	Plane,	making	them	nearly	untouchable.	Perfect	for	covert	operations	or	escapes.	I	introduced	one	as	a	ghost	ship	that	would	appear	and	disappear	mysteriously	–	scared	the	crap	out	of	my	players.	Celestial	Caravels	–	With	sails	that	shimmer	like	the	night	sky,	these	ships
are	said	to	navigate	by	the	stars	themselves.	My	high-level	campaign	had	one	of	these	for	astral	travelers,	and	it	was	breathtaking	to	describe.	Steam-Powered	Dirigibles	–	A	blend	of	magic	and	technology,	these	airships	are	powered	by	steam	engines	and	are	a	testament	to	the	ingenuity	of	artificers.	My	artificer	player	actually	designed	one	of	these
herself	–	took	her	weeks	of	planning	but	it	was	so	worth	it	when	they	finally	launched!	Okay	so	I’ve	been	fascinated	with	the	mechanics	of	airships	since	my	very	first	campaign	(where	I	may	or	may	not	have	accidentally	crashed	one	into	a	mountain…	don’t	judge	me	lol).	DND	airships	are	this	amazing	blend	of	magic	and	mechanics,	and	each	aspect
works	together	to	create	a	seamless	flying	experience.	I	made	this	image	with	AI	–	Realistic	DND	Airships	Let’s	break	down	how	these	babies	actually	work:	The	heart	of	an	airship’s	ability	to	move	is	its	propulsion	system.	Most	commonly,	this	involves	an	elemental	core—usually	an	air	or	fire	elemental—bound	within	a	magical	containment	unit.	I’ve
seen	some	DMs	use	water	or	earth	elementals	too,	but	tbh	those	are	WAY	less	efficient	(learned	that	the	hard	way	when	our	earth-powered	ship	could	barely	reach	half	speed).	The	elemental’s	raw	energy	is	harnessed	and	directed	to	generate	thrust,	propelling	the	airship	forward.	My	party’s	first	airship	had	a	young	air	elemental	named	Zephyr	who
we	had	to	constantly	keep	happy	or	he’d	slow	down	out	of	spite.	We	literally	had	to	sing	to	him	every	morning	�	In	some	cases,	propulsion	might	come	from	powerful	spellwork.	I’ve	had	mages	in	my	campaigns	who	channel	energy	to	create	gusts	of	wind	or	arcane	currents	that	drive	the	ship.	One	of	my	players	became	obsessed	with	maximizing	this
and	actually	created	a	whole	new	spell	just	for	airship	propulsion.	Steering	an	airship	is	DEFINITELY	not	easy	–	my	first	time	trying	it	in-game	was	a	disaster.	It	requires	a	keen	understanding	of	the	vessel’s	response	to	the	helm,	often	managed	by	a	wheel	or	lever	system.	Enchanted	rudders	and	ailerons	adjust	to	the	pilot’s	commands,	allowing	the
ship	to	bank,	turn,	and	ascend	or	descend.	The	magic	that	lifts	the	ship	also	grants	it	a	degree	of	agility	that	belies	its	size.	However,	the	skill	of	the	pilot	plays	a	crucial	role	in	how	nimbly	it	can	navigate.	My	group’s	rogue	had	the	highest	dexterity	so	she	became	our	pilot,	and	the	difference	between	her	flying	and	when	our	cleric	had	to	take	over
once	was	NIGHT	AND	DAY.	Controlling	the	altitude	of	an	airship	is	super	important,	especially	when	dealing	with	mountain	ranges	or	flying	beasts	(we	once	had	to	outclimb	a	flock	of	wyverns	and	it	was	terrifying).	This	is	often	achieved	through	a	combination	of	levitation	spells	and	ballast	management.	Reducing	ballast	makes	the	ship	lighter	and
allows	it	to	rise,	while	increasing	it	causes	the	ship	to	descend.	My	players	once	had	to	throw	all	their	heavy	loot	overboard	to	gain	enough	altitude	to	escape	a	dragon	–	they	were	NOT	happy	about	that	but	it	saved	their	lives!	Some	airships	might	also	use	adjustable	bladders	filled	with	lighter-than-air	gases,	which	can	be	expanded	or	contracted	to
change	elevation.	I	had	an	NPC	artificer	who	developed	a	system	like	this	that	was	controlled	by	a	complex	set	of	levers	and	valves.	She	let	my	players	test	it	and	they	nearly	floated	into	space	before	figuring	out	the	controls		Airships	are	definitely	not	defenseless.	Many	are	equipped	with	a	range	of	armaments,	from	ballistae	and	catapults	to	arcane
turrets	that	can	unleash	devastating	spells.	Shields,	both	physical	and	magical,	can	be	deployed	to	protect	against	incoming	attacks.	My	party	once	invested	all	their	gold	in	a	magical	shield	generator	that	created	a	dome	around	their	ship	–	saved	them	when	they	flew	too	close	to	a	fire	giant	fortress	and	got	bombarded	with	boulders.	The	ability	to	fly
above	conventional	ground	forces	also	provides	a	strategic	advantage,	allowing	airships	to	strike	from	a	position	of	relative	safety.	I’ve	had	military	campaigns	where	airships	completely	changed	the	balance	of	power	in	a	region.	Navigating	the	skies	is	not	without	its	rules	and	challenges.	Airspace	might	be	controlled	by	powerful	factions,	requiring
clearances	or	the	payment	of	tolls.	In	one	of	my	campaigns,	there	was	a	powerful	cloud	giant	kingdom	that	demanded	tribute	from	any	airship	passing	through	their	territory	–	my	players	tried	to	sneak	through	once	and	omg	it	went	so	badly.	Weather	patterns	and	magical	storms	present	natural	obstacles	that	must	be	carefully	navigated	to	avoid
disaster.	The	first	time	I	threw	a	magical	lightning	storm	at	my	players’	airship,	they	were	completely	unprepared	and	barely	survived.	Moreover,	the	laws	of	physics	still	apply,	which	my	players	often	forget.	Momentum	and	inertia	can	be	unforgiving,	especially	during	combat	or	in	the	face	of	strong	winds.	Stopping	or	turning	a	massive	airship
quickly?	Yeah,	that’s	not	happening	–	learned	that	when	trying	to	avoid	a	mountain	range	that	appeared	suddenly	through	a	fog	bank	(RIP	our	first	airship).	Keeping	an	airship	in	top	condition	is	a	continuous	task,	which	my	players	always	try	to	handwave	but	I	make	them	role-play	at	least	sometimes.	Regular	maintenance	of	both	the	magical	and
mechanical	components	is	essential	to	ensure	safe	and	efficient	operation.	This	includes:	Checking	the	integrity	of	the	elemental	core	(if	your	elemental	gets	sick	or	unhappy,	you’re	in	BIG	trouble)	Patching	up	the	hull	(my	party’s	carpenter	made	a	fortune	this	way)	Ensuring	that	all	moving	parts	are	well-oiled	and	functional	(I	make	my	players	roll	for
maintenance	checks	every	few	sessions)	A	skilled	crew	is	the	lifeblood	of	any	airship	–	trust	me	on	this	one.	From	the	captain	who	commands	the	vessel	to	the	engineers	who	maintain	it	and	the	mages	who	power	it,	each	member	plays	a	critical	role.	My	players	learned	this	when	they	tried	to	run	their	ship	with	just	the	four	of	them	and	nearly	crashed
during	their	first	combat	encounter.	A	well-coordinated	crew	can	mean	the	difference	between	a	smooth	voyage	and	a	catastrophic	failure.	I	now	require	at	least	6	NPCs	as	crew	for	any	standard-sized	airship	in	my	campaigns,	and	the	players	have	to	manage	them	(and	pay	them,	which	they	always	forget	about	until	the	crew	threatens	to	quit).
Airships	are	not	just	transport;	they’re	a	reflection	of	their	owner’s	personality	and	status.	Customization	can	range	from	the	aesthetic,	such	as	flags	and	paint,	to	the	functional,	like	adding	extra	cargo	space	or	enhancing	the	ship’s	speed.	My	players	spent	almost	as	much	customizing	their	airship	as	they	did	buying	it	–	from	magical	lighting	to	a
reinforced	ram	on	the	front	for…	reasons	�	Personalizing	an	airship	makes	it	more	than	just	a	vehicle.	It	becomes	a	home	and	a	companion	on	the	many	adventures	that	await	in	the	skies	of	D&D.	My	party	actually	named	their	ship	“The	Second	Chance”	after	they	nearly	lost	their	first	one,	and	they	were	more	protective	of	it	than	some	of	their	NPC
allies!	Getting	an	airship	in	my	campaigns	is	always	a	major	milestone	for	any	adventuring	party.	I’ve	seen	the	way	my	players’	eyes	light	up	when	they	realize	they	might	be	able	to	get	their	own	flying	ship!	Here	are	some	ways	I’ve	had	parties	acquire	airships	in	my	games:	Commissioning	a	Build:	If	your	party	has	amassed	considerable	wealth	(like
mine	did	after	that	lucky	dragon	hoard	find),	you	could	commission	a	master	craftsperson	to	construct	an	airship	to	your	specifications.	This	process	is	EXPENSIVE	and	time-consuming	but	allows	for	customization.	My	players	spent	35,000	gold	and	waited	6	months	of	game	time	for	theirs	to	be	built!	Quest	Reward:	Completing	a	high-stakes	quest
could	result	in	a	grateful	benefactor	bestowing	an	airship	upon	the	party.	One	time	I	had	my	players	save	a	cloud	city	from	destruction,	and	they	were	gifted	a	small	airship	as	thanks.	Their	faces	when	the	keys	were	handed	over?	Priceless.	Salvage	Rights:	Discovering	a	derelict	airship	and	restoring	it	to	glory	could	be	an	adventure	in	itself.	My
current	party	found	an	abandoned	airship	in	a	mountain	cave	and	spent	10	sessions	clearing	out	the	monster	infestation,	repairing	damage,	and	learning	how	to	operate	the	vessel.	Wayyyy	cheaper	but	much	more	dangerous!	Theft:	For	those	parties	with	looser	morals	(looking	at	you,	chaotic	neutral	rogue	in	every	party	ever),	stealing	an	airship
presents	a	thrilling	and	dangerous	option.	My	last	group	tried	this	and	succeeded,	but	such	an	act	made	them	some	POWERFUL	enemies,	adding	tension	and	conflict	to	the	narrative	for	the	next	15	sessions	as	they	were	hunted	across	the	realm.	Inheritance:	A	character	might	inherit	an	airship	from	a	long-lost	relative	or	as	part	of	a	mysterious
legacy.	I	once	had	a	player	whose	backstory	included	a	mysterious	uncle,	and	about	halfway	through	the	campaign,	they	received	word	he’d	died	and	left	them	his	prized	airship	–	along	with	all	his	enemies	and	debts	�	Discovery:	Unearthing	ancient	blueprints	or	a	forgotten	airship	in	a	hidden	location	could	lead	to	a	unique	airship	with	secrets	of	its
own.	My	favorite	campaign	had	the	players	discover	an	ancient	elven	airship	with	technology	and	magic	that	had	been	lost	for	centuries.	Of	course,	it	had	a	semi-sentient	control	system	that	had	its	own	agenda…	Each	method	carries	its	own	set	of	challenges	and	adventures,	ensuring	the	acquisition	of	an	airship	is	a	memorable	part	of	the	campaign.
In	my	experience,	the	harder	players	have	to	work	for	their	airship,	the	more	they	value	and	protect	it	once	they	have	it!	OMG	where	do	I	even	start?	I’ve	been	running	airship	campaigns	for	years	now	and	I’ve	collected	sooooo	many	ideas.	These	can	work	as	campaign	hooks,	side	quests,	or	even	the	central	theme	of	an	entire	D&D	campaign.	I’ve
personally	tested	most	of	these	in	my	games	(the	rest	came	from	my	D&D	group	chat	where	we	share	ideas),	and	they’ve	all	led	to	some	AMAZING	sessions:	Sky	Pirates’	Lair:	An	airship	that	acts	as	a	mobile	base	for	a	notorious	band	of	sky	pirates.	My	players	once	raided	one	of	these	for	treasure	and	ended	up	forming	a	tentative	alliance	with	the
captain	instead.	They	still	meet	up	with	Captain	Stormwind	every	few	months	to	trade	stolen	goods	(dont	judge	my	players,	they’re	a	chaotic	bunch	lol).	Floating	Market:	A	neutral	airship	that	travels	between	realms,	hosting	a	market	with	exotic	goods	and	information	from	across	the	lands.	I	created	one	called	“The	Wandering	Bazaar”	where	my
players	could	find	almost	anything	–	for	a	price.	The	owner,	a	mysterious	tiefling	named	Zari,	has	become	one	of	their	favorite	NPCs.	Rescue	Missions:	Players	must	navigate	treacherous	weather	to	rescue	a	stranded	noble	from	a	crashed	airship	on	a	mountain	peak.	I’ve	run	this	scenario	twice	with	completely	different	outcomes	–	once	they	saved



everyone,	and	once…	well,	let’s	just	say	the	noble’s	family	was	NOT	happy	with	my	players		Aerial	Siege:	Using	an	airship	to	break	a	siege	on	a	mountain	fortress	provides	a	dynamic	battlefield	in	the	skies.	My	military	campaign	featured	this	heavily,	with	players	coordinating	airship	attacks	while	ground	forces	attacked	from	below.	SO	much	more
interesting	than	a	standard	siege!	Dragon	Hunters:	Modify	an	airship	for	hunting	dragons,	complete	with	harpoons	and	nets,	for	a	high-stakes	aerial	chase.	My	players	retrofitted	their	ship	specifically	for	this	purpose	when	a	young	red	dragon	kept	terrorizing	nearby	villages.	The	chase	sequence	was	one	of	the	most	intense	sessions	I’ve	ever	run!
Magical	Research	Station:	An	airship	that	serves	as	a	wizard’s	laboratory,	where	players	can	experiment	with	new	spells	or	study	rare	phenomena.	My	wizard	player	LOVED	this	concept	and	actually	set	up	a	permanent	research	facility	on	their	airship,	complete	with	safety	protocols	after…	incidents.	Celestial	Observations:	Astronomers	using	the
airship	to	get	closer	to	the	stars,	uncovering	secrets	of	the	cosmos	or	impending	astrological	events.	I	once	had	an	NPC	astronomer	hire	the	party	to	take	her	above	the	clouds	during	a	rare	celestial	conjunction	–	turned	out	she	was	actually	trying	to	complete	a	ritual	to	contact	an	outer	god.	Oops.	Smugglers’	Run:	Players	must	stealthily	transport
contraband	goods	across	borders,	avoiding	aerial	patrols	and	inspections.	My	rogue	and	artificer	players	designed	an	entire	hidden	compartment	system	for	their	airship	for	exactly	this	purpose.	They	made	a	fortune	smuggling	exotic	spices	between	warring	kingdoms!	Diplomatic	Embassy:	An	airship	acting	as	neutral	ground	for	peace	talks	between
warring	nations,	with	the	players	as	mediators	or	guards.	When	my	players	volunteered	their	ship	for	this	purpose,	they	didn’t	expect	assassination	attempts	from	BOTH	sides.	That	was	a	loooong	night	of	gaming.	Epic	Heist:	The	party	plans	a	heist	on	a	luxury	airship	casino,	requiring	intricate	planning	and	split-second	timing.	This	took	THREE
sessions	of	planning	and	one	VERY	tense	execution	session.	My	players	still	talk	about	“The	Cloud	Casino	Job”	years	later.	Ghost	Ship:	Investigate	a	haunted	airship	adrift	in	the	sky,	uncovering	its	tragic	past	and	putting	restless	spirits	to	rest.	I	ran	this	as	a	one-shot	for	Halloween	and	scared	the	crap	out	of	my	players	with	creaking	noises	and
flickering	lights	IRL	to	match	the	game.	Time-Travel	Vessel:	An	airship	capable	of	temporal	navigation,	leading	to	adventures	across	different	eras.	My	most	ambitious	campaign	featured	this,	with	an	airship	powered	by	a	fragment	of	a	time	god’s	essence.	Players	visited	the	same	location	in	three	different	time	periods	and	their	actions	in	the	past
affected	the	future!	Racing	Regatta:	Participate	in	or	bet	on	high-speed	airship	races,	complete	with	dangerous	courses	and	cutthroat	competitors.	The	annual	“Sky	Chase”	became	a	recurring	event	in	my	long-running	campaign,	with	players	upgrading	their	ship	each	year	to	try	to	win	the	grand	prize.	Monster	Migration:	Follow	a	migration	of	flying
creatures,	studying	them	or	protecting	the	flock	from	poachers.	My	druid	player	initiated	this	entire	side	quest	when	they	discovered	a	rare	species	of	flying	turtle	that	was	being	hunted	to	extinction.	Ended	up	being	a	whole	environmental	protection	arc!	Sky	Fishing:	Fish	for	airborne	leviathans,	using	the	airship	to	track	and	capture	these
magnificent	beasts.	I	created	floating	jellyfish-like	creatures	called	“cloud	swimmers”	that	my	players	would	hunt	for	their	valuable	gas	bladders	(which	could	be	used	to	improve	airship	buoyancy).	Infernal	Bargain:	An	airship	powered	by	a	fiendish	pact,	offering	great	power	but	at	a	potentially	terrible	cost.	My	warlock	player	made	this	deal	without
telling	the	rest	of	the	party…	the	look	on	their	faces	when	they	discovered	their	ship	was	powered	by	a	devil’s	contract	was	PRICELESS.	Refugee	Caravan:	The	airship	becomes	a	haven	for	refugees	fleeing	disaster,	and	players	must	protect	them	from	dangers	en	route	to	safety.	This	became	the	central	theme	of	a	10-session	arc	in	my	game	after	a
volcanic	eruption	forced	an	entire	village	to	evacuate.	The	moral	choices	my	players	had	to	make	about	who	to	save	and	who	to	leave	behind	got	surprisingly	emotional.	Floating	Festival:	Host	a	festival	in	the	sky,	with	aerial	acrobats,	skydiving	competitions,	and	fireworks	that	dazzle	from	below.	I	created	“The	Festival	of	Winds”	that	travels	from	city
to	city	on	a	fleet	of	connected	airships.	My	players	participated	in	the	competitions,	enjoyed	the	attractions,	and	foiled	a	plot	to	crash	the	main	ship	into	a	royal	palace.	Cultist	Conclave:	A	cult	uses	the	airship	to	reach	an	ancient	site	aligned	with	the	stars,	and	the	players	must	stop	their	dark	ritual.	The	“Cult	of	the	Eternal	Sky”	in	my	game	hijacked	an
airship	to	reach	a	point	directly	above	a	convergence	of	ley	lines.	My	players	had	to	infiltrate	the	ship	mid-flight	to	prevent	a	portal	to	the	Far	Realm	from	opening.	Expedition	Vessel:	The	airship	embarks	on	a	grand	expedition	to	uncharted	lands,	facing	unknown	dangers	and	discovering	lost	civilizations.	My	longest	campaign	started	with	exactly	this
premise	–	the	players	were	part	of	an	expedition	to	a	newly	discovered	continent,	with	their	airship	as	their	only	way	home.	Skyborne	Academy:	An	airship	that	serves	as	a	roving	school	for	mages,	where	players	can	learn	unique	spells	and	encounter	magical	mishaps.	The	“Arcane	Horizon	Academy”	in	my	setting	is	famous	for	producing	mages
specialized	in	weather	magic.	One	of	my	players	enrolled	as	a	student	for	a	few	sessions	and	accidentally	created	a	localized	hurricane	during	a	practical	exam	�	Prison	Transport:	The	party	must	either	break	out	a	prisoner	from	a	high-security	airship	or	prevent	a	daring	escape.	I’ve	run	this	scenario	from	BOTH	perspectives	–	once	the	players	were
guards	on	a	prison	transport	when	a	breakout	occurred,	and	another	time	they	were	hired	to	rescue	a	wrongfully	imprisoned	noble	from	the	same	type	of	ship!	Floating	Library:	Seek	knowledge	in	a	vast	library	that	drifts	among	the	clouds,	guarded	by	ancient	spells	and	sky	serpents.	“The	Repository	of	Winds”	in	my	setting	contains	knowledge
deemed	too	dangerous	for	ground-based	libraries.	My	players	needed	a	rare	book	from	there	and	had	to	solve	riddles	posed	by	the	librarian	sphinx	to	gain	access.	Sky	Burial	Ground:	Discover	a	sacred	site	where	the	honored	dead	are	sent	to	rest	on	derelict	airships	adrift	in	the	eternal	winds.	The	“Final	Fleet”	in	my	setting	is	where	ancient	heroes	are
laid	to	rest,	their	ships	enchanted	to	float	forever	in	a	specific	region	of	protected	airspace.	My	players	had	to	retrieve	an	artifact	from	one	such	ship	and	had	to	deal	with	both	guardians	and	their	own	moral	qualms	about	disturbing	the	dead.	Cloud	Farming:	Help	a	community	that	cultivates	rare	airborne	plants	and	creatures	on	a	fleet	of
interconnected	airships.	The	“Cirrus	Collective”	in	my	game	grows	medicinal	plants	that	only	thrive	at	high	altitudes.	My	players	helped	them	deal	with	a	blight	that	threatened	their	entire	crop	and	economy.	Skybound	Theatre:	Attend	or	perform	in	a	traveling	play	aboard	an	airship,	where	the	drama	offstage	rivals	that	of	the	performance.	“The
Drifting	Stage”	is	a	famous	troupe	in	my	setting	that	performs	elaborate	aerial	shows.	My	players	were	hired	as	security	and	discovered	a	plot	to	assassinate	the	lead	actress	during	the	climactic	scene.	Aerial	Archaeology:	Excavate	the	ruins	of	a	floating	city,	navigating	between	crumbling	spires	and	unstable	platforms.	The	ancient	flying	city	of
“Aetheria”	in	my	setting	crashed	during	a	magical	cataclysm	but	portions	remain	floating	in	a	strange	gravity	anomaly.	My	players	spent	weeks	carefully	exploring	the	ruins	for	artifacts.	Weather	Control	Station:	An	airship	equipped	to	control	weather	patterns,	and	players	must	stop	it	from	causing	ecological	disaster.	The	“Tempest	Directive”	in	my
game	was	a	secret	military	project	to	weaponize	weather.	My	players	infiltrated	the	airship	to	sabotage	it	before	it	could	be	used	against	civilian	populations.	Pirate	Trials:	Prove	yourself	to	join	a	guild	of	air	pirates	through	a	series	of	challenges	aboard	their	flagship.	When	my	players	wanted	to	gain	safe	passage	through	pirate-controlled	airspace,
they	had	to	complete	three	increasingly	dangerous	trials	to	earn	the	pirates’	respect.	Messenger	Service:	Deliver	urgent	messages	or	parcels	across	treacherous	skies,	where	speed	is	of	the	essence	and	dangers	abound.	My	players	started	an	entire	business	doing	this	after	realizing	how	lucrative	it	could	be.	“Swift	Winds	Courier	Service”	became
their	legitimate	business	front	for…	less	legitimate	activities.	Sky-Harbor	Siege:	Defend	a	floating	harbor	from	an	onslaught	of	sky	pirates	or	rival	nations.	The	“Cirrus	Anchorage”	in	my	setting	is	a	major	trade	hub	that	came	under	attack	from	a	coalition	of	pirates.	My	players	helped	coordinate	the	defense	and	led	a	counterattack	that	scattered	the
pirate	fleet.	Eco-Saboteurs:	Join	a	group	of	druids	who	use	their	airship	to	dismantle	environmentally	harmful	operations	from	above.	The	“Guardians	of	the	Green	Sky”	in	my	setting	target	logging	operations	and	mines	that	damage	natural	habitats.	My	players	were	initially	hired	to	stop	them	but	ended	up	joining	their	cause	after	seeing	the
devastation	firsthand.	Planar	Gateway:	The	airship	discovers	a	rift	in	the	sky	that	leads	to	other	planes	of	existence,	prompting	a	multiverse	adventure.	My	players	accidentally	flew	their	ship	through	a	tear	in	reality	and	spent	10	sessions	trying	to	find	their	way	back	home,	visiting	the	Elemental	Plane	of	Air	and	the	Feywild	along	the	way.	Celestial
Alignment	Festival:	A	rare	celestial	event	requires	the	airship	to	be	in	a	specific	place	at	a	specific	time	for	a	ritual	that	could	change	the	world.	The	“Convergence	of	the	Seven	Stars”	happens	once	every	777	years	in	my	setting,	and	my	players	had	to	position	their	ship	perfectly	to	catch	the	focused	starlight	needed	to	reforge	an	ancient	artifact.
Invisible	Transport:	An	airship	with	the	ability	to	become	invisible,	perfect	for	covert	operations	or	escaping	unwanted	attention.	My	rogue	player	spent	a	FORTUNE	adding	this	enchantment	to	their	ship	and	then	used	it	to	sneak	past	an	entire	blockade.	Worth	every	gold	piece	according	to	them!	Recovery	Mission:	Salvage	valuable	cargo	from	a
recently	downed	airship	in	a	race	against	rival	scavengers.	When	a	royal	treasury	ship	crashed	in	monster-infested	mountains,	my	players	competed	against	several	other	groups	to	recover	the	gold	first.	The	temporary	alliances	and	betrayals	made	this	one	of	our	most	memorable	adventures.	Skyborne	Tavern:	A	tavern	in	the	sky	that	offers	a	restful
respite	for	weary	travelers,	with	rumors	of	a	secret	treasure	hidden	by	the	enigmatic	owner.	“The	Drifting	Mug”	in	my	setting	is	famous	for	its	collection	of	exotic	drinks	from	across	the	world.	My	players	became	regulars	and	eventually	earned	enough	trust	from	the	owner	to	learn	about	the	treasure	map	tattooed	on	his	back.	Aerial	Zoo:	Transport
and	care	for	magical	creatures	in	an	airship	converted	into	a	flying	menagerie.	My	druid	player	actually	started	this	as	a	side	business,	rescuing	endangered	magical	creatures	and	transporting	them	to	sanctuaries.	It	led	to	some…	interesting	situations	when	containment	spells	failed	mid-flight.	Sky	Siege	Engines:	An	airship	outfitted	with	siege
engines	for	a	battle,	requiring	precise	coordination	to	operate	effectively.	During	the	climactic	battle	of	my	military	campaign,	players	had	to	coordinate	the	firing	of	multiple	ballistae	and	catapults	to	breach	the	defenses	of	a	floating	fortress.	Wandering	Bazaar:	A	bazaar	that	appears	in	the	sky	at	random,	selling	items	that	can’t	be	found	anywhere
else	on	the	ground.	The	“Mercurial	Market”	in	my	setting	is	rumored	to	have	items	from	other	worlds	and	timelines.	It	appears	without	warning	and	disappears	just	as	mysteriously,	so	when	my	players	spotted	it,	they	dropped	EVERYTHING	to	go	shopping!	Okay	so	I	get	asked	SO	many	questions	about	airships	whenever	I	mention	them	to	new
players.	Here	are	the	most	common	ones	I’ve	gotten	over	the	years:	No,	they’re	definitely	not	common	in	most	DND	settings.	I	learned	this	the	hard	way	when	I	tried	to	introduce	them	as	regular	transportation	in	my	first	campaign	and	my	more	experienced	players	called	me	out	on	it.	Airships	require	super	expensive	materials	and	high-level	magic
to	construct	and	operate,	so	you	wont	see	them	flying	around	like	carriages	or	horses.	Only	the	wealthiest	groups	or	nations	can	afford	to	build	and	maintain	a	fleet.	In	my	current	setting,	only	three	major	nations	have	airship	fleets,	and	even	then,	they’re	primarily	military.	Airships	are	more	likely	to	be	the	prized	flagship	of	an	army	or	a	luxury	yacht
for	the	ultra-rich.	For	most	common	people	in	my	campaigns,	airships	are	these	incredible	wondrous	oddities	they	might	see	passing	overhead	once	or	twice	in	their	lifetime	but	never	actually	board.	Three	big	reasons:	cost,	magic	requirements,	and	vulnerability.	Building	an	airship	frame	alone	costs	a	fortune	in	exotic	light	woods,	buoyant	gases,	and
quality	metals.	My	players	once	tried	to	reduce	costs	by	using	cheaper	materials	and	omg	it	was	a	DISASTER	–	the	ship	barely	made	it	100	feet	before	starting	to	break	apart.	Airships	need	magical	enhancements	to	their	balloons	and	propulsion	systems	to	fly	smoothly	and	safely.	We’re	talking	multiple	high-level	enchanters	working	for	weeks	or
months.	I	had	one	artificer	character	who	spent	a	year	of	game	time	just	developing	the	magical	propulsion	system	for	their	ship.	All	that	makes	construction	extremely	expensive.	They’re	also	crazy	vulnerable	to	attacks,	storms,	and	other	hazards	in	the	air,	so	operating	costs	are	high	too.	My	players	budget	about	100	gold	pieces	per	month	just	for
routine	maintenance	on	their	medium-sized	airship.	Only	those	with	deep	coffers	can	take	on	such	expenses.	One	of	my	campaigns	had	an	entire	story	arc	just	about	the	players	trying	to	secure	funding	for	airship	repairs	after	a	particularly	nasty	griffin	attack!	Airships	rely	on	magical	enhancements	to	their	balloons,	propellers,	and	control	surfaces	to
grant	them	flight.	The	most	common	method	I	use	in	my	campaigns	is	a	Continual	Flame	spell	on	an	elemental	air	core	to	create	lifting	gas.	My	players	discovered	this	wasn’t	powerful	enough	for	their	needs	and	had	to	capture	and	bind	a	more	powerful	elemental	(which	led	to	a	whole	moral	dilemma	subplot).	Airships	also	typically	have	enchanted
propellers	for	thrust	and	can	gain	extra	abilities	like	cloud	walking,	shielding,	weaponry,	and	more	if	further	magic	is	invested.	One	of	my	player	groups	invested	in	a	“cloud	anchor”	that	let	them	hover	in	place	even	during	storms	(saved	their	lives	multiple	times).	A	high-level	wizard	merged	with	an	airship	can	make	it	downright	terrifying.	I	once
created	a	BBEG	who	had	literally	fused	his	consciousness	with	his	flagship,	allowing	him	to	control	every	aspect	of	it	with	just	a	thought.	My	players	still	have	nightmares	about	that	fight	�	At	minimum,	a	modest	50-foot	airship	will	run	about	25,000	gp	for	the	hull,	gas	bag,	and	basic	enchantments.	That’s	for	something	pretty	basic	though	–	my
players’	first	airship	was	about	this	size	and	they	immediately	complained	about	how	cramped	it	was.	For	a	100-foot	ship	built	for	war	with	armor,	weapons,	and	other	enhancements,	the	cost	can	balloon	up	to	250,000	gp	or	more.	When	my	group	decided	to	upgrade	to	a	military-grade	airship,	they	literally	had	to	complete	12	high-level	quests	just	to
afford	the	down	payment!	And	that’s	not	factoring	in	the	cost	of	hiring	skilled	crews	to	build,	operate,	and	maintain	it.	My	players	spend	about	200gp	per	month	just	on	crew	salaries	for	their	medium-sized	vessel.	Airships	are	definitely	only	for	the	wealthy.	In	my	last	campaign,	the	players	started	a	joint	stock	company	to	fund	their	airship	because
none	of	them	could	afford	it	individually	(which	led	to	some	hilarious	business	meetings	and	investor	pitches).	OMG	this	is	my	favorite	topic!!	Airships	unlock	SO	MANY	cool	aerial	combat	options!	The	basics	include	ballistae,	catapults,	and	just	straight-up	dropping	heavy	objects	(my	players	once	dropped	an	entire	piano	on	an	enemy	camp…	I	still
don’t	know	why	they	had	a	piano	on	their	airship	in	the	first	place	฀	♀).	But	don’t	forget	magic!	Enchanted	ballistae	that	shoot	exploding	bolts	are	AMAZING	–	my	artificer	player	designed	ones	that	would	explode	into	different	elemental	damage	types	depending	on	the	target.	Cloud-piercing	giant	crossbows	are	great	too,	especially	ones	that	can	fire
harpoons	with	chains	to	snag	other	airships.	My	players	once	captured	a	pirate	ship	this	way	and	reeled	it	in	like	a	fish!	For	wizard	airships,	direct	fireballs,	lightning,	and	Wall	of	Force	projections	at	enemies	are	classic	options.	I	had	an	NPC	wizard	who	specialized	in	“magnified	magic”	that	used	the	airship’s	crystalline	focus	to	amplify	her	spells	to
ridiculous	levels.	Or	teleport	troops	aboard	hostile	ships	for	old	fashioned	swashbuckling	battles	in	the	sky.	My	players	LOVE	boarding	actions	–	there’s	nothing	quite	like	dimension	dooring	onto	an	enemy	ship	and	fighting	on	a	rocking,	tilting	deck	thousands	of	feet	in	the	air!	YESSSSS!!!	A	thousand	times	yes!	Okay	but	seriously,	there	are	some
things	to	consider	first.	Airships	can	completely	change	the	dynamics	of	a	campaign	–	suddenly	your	players	can	cross	continents	in	days	instead	of	months,	bypass	terrain	obstacles	easily,	and	gain	a	massive	tactical	advantage	in	many	situations.	I	made	the	mistake	in	my	first	campaign	of	giving	my	players	an	airship	too	early	(level	5)	and	it	kinda
broke	some	of	my	planned	adventures.	They	just	flew	over	the	dangerous	forest	I’d	spent	weeks	designing!	�	But	if	you’re	prepared	for	that	and	can	adapt,	airships	add	this	incredible	sense	of	freedom	and	wonder	to	your	game.	I	usually	wait	until	around	level	10-12	to	introduce	them	now,	when	players	are	already	dealing	with	bigger	threats	and
world-spanning	problems.	They’re	especially	good	for	campaigns	with	a	lot	of	exploration,	or	ones	with	a	steampunk	or	high-magic	vibe.	My	Eberron	campaign	basically	revolves	around	airships	and	elemental	vessels.	Just	be	ready	for	your	players	to	use	them	in	ways	you	NEVER	anticipated.	Mine	once	tried	to	use	their	airship	as	a	battering	ram
against	a	castle	wall.	It…	didn’t	end	well	for	the	airship,	but	the	moment	was	legendary.	If	you	do	add	airships,	have	some	aerial	encounters	ready	to	go!	Sky	pirates,	flying	monsters,	rival	vessels,	and	magical	storms	are	all	great	challenges	that	can	make	airship	travel	exciting	rather	than	just	a	way	to	skip	over	your	carefully	planned	content.	I’ve
found	that	airships	work	best	when	they	become	almost	like	another	character	in	the	story	–	give	them	names,	histories,	quirks,	and	limitations.	My	players	are	often	more	attached	to	their	ships	than	some	NPCs!	And	remember,	an	airship	can	always	be	damaged,	stolen,	or	lost,	creating	whole	new	adventure	hooks.	Nothing	motivates	players	like
having	their	precious	airship	taken	by	the	villain!	So	yeah,	I’m	obviously	biased,	but	airships	have	created	some	of	the	most	memorable	moments	in	all	my	years	of	DMing.	Just	be	prepared	for	the	chaos	they	bring	(in	the	best	possible	way)!	Well,	that’s	everything	I’ve	learned	about	airships	in	DND	over	my	years	of	DMing!	Hope	this	helps	you	bring
these	amazing	vessels	into	your	campaigns.	If	you	have	any	other	questions,	just	hit	me	up	–	I	could	literally	talk	about	magical	flying	ships	ALL	DAY	LONG.	Happy	flying,	adventurers!	฀฀	☁		YouTube	video	by	the	Church	of	Doom	–	DND	Airships	Airships	let	your	adventures	rise	to	new	heights,	but	your	coin	purse	will	sink	to	new	lows.	Now	let	your
imagination	continue	soaring	–	check	out	some	of	our	other	great	articles	below.	Read	This	Next:	Ships	come	in	a	large	variety	of	shapes	and	sizes,	are	built	for	specific	needs,	and	are	equipped	with	many	different	kinds	of	sails.	Below	are	several	ships	with	standard	statistics.	A	DM	should	feel	free	to	change	each	ship's	stats	as	needed.	To	see	an
image	comparison	of	ship	size,	click	here.Crew:	Under	each	ship	listed	is	a	crew	size.	If	the	number	of	crew	members	is	less	than	half	the	required	crew	size,	then	the	ship	will	move	at	half	it's	speed.Speed:	Each	ship	has	a	listed	average	speed,	which	is	what	most	DMs	should	use.	However,	a	creative	DM	can	use	the	following	factors	to	make	a
journey	faster/slower	(as	needed).	The	weather	may	cause	problems,	or	push	a	ship	off	course.	Lack	of	wind	would	certainly	affect	any	sailing	vessel.	The	experience	of	the	captain	and	crew	could	cause	delays,	or	speed	up	a	journey	significantly.	The	ship	itself,	or	its	condition	could	also	cause	travel	problems	(or	perhaps	it	was	sabotaged	and	is	taking
on	water!).Ship	Varieties:	Not	every	kingdom/city/shipyward	may	build	a	type	of	ship	the	same	way.	Some	kingdoms	may	have	lighter	wood	for	speed,	while	others	may	use	stronger	wood	reinforced	with	metal.	For	example,	some	galleons	are	built	specifically	for	maneuverability	and	speed,	while	others	may	be	armored	and	have	docks	for	cannons
and	ammunition	storage.	Trade	galleons,	on	the	other	hand,	may	be	adapted	for	holding	large	amounts	of	cargo.	A	DM	may	even	allow	a	party	to	modify	a	large	ship	and	use	it	for	their	stronghold.	In	addition,	for	simplicity,	we	chose	a	set	size	for	each	specific	ship	type.	However,	most	ship	types	can	be	built	in	a	variety	of	sizes.	For	example,	we
recommend	a	Schooner	to	be	100	feet	long,	but	historically	there	were	schooners	as	small	as	60	feet	long,	and	as	large	as	160	ft.	If	a	DM	adjusts	the	ship	size,	the	DM	should	make	adjustments	to	the	ship's	cost,	speed,	cargo,	etc.	Waterborne	Vehicles	(Boats/Ships)	Cost:	50	gp	Cheap:	40	gp	Expensive:	100	gp	Speed:	1.5	mph	Main	Uses:	A	rowboat	is	a
small	open	boat	propelled	by	oars	alone.	It	is	probably	the	most	common	type	of	boat	found	around	waterfronts	and	at	most	fishing	camps	and	docks	on	inland	waters.	Rowboats	are	often	used	by	larger	ships	to	transport	crew,	passengers	and	cargo	to	shore,	when	the	water	is	too	shallow	for	the	large	vessel	to	navigate.	They	are	also	popular	vessels
among	poor	fisherman.	If	going	downstream,	add	the	speed	of	the	current	(typically	3	miles	per	hour)	to	the	speed	of	the	vehicle.	This	vehicles	can't	be	rowed	against	any	significant	current,	but	they	can	be	pulled	upstream	by	draft	animals	on	the	shores.	A	rowboat	weighs	100	pounds,	in	case	adventurers	carry	it	over	land.	View	Image[Crew:	1;
Passengers:	3;	Cargo:	--;	AC:11;	HP:	50;	Damage	Threshhold:	--]	Cost:	3,000	gp	Cheap:	2,400	gp	Expensive:	6,000	gp	Speed:	1	mph	Main	Uses:	A	raft/keelboat	is	a	type	of	usually	long,	narrow	cigar-shaped	riverboat	or	water	barge.	These	boats	are	built	for	the	navigation	of	rivers,	shallow	lakes,	and	canals.	Some	have	a	small	cabin	in	the	middle	or	at
the	rear,	but	most	are	constructed	with	an	open	deck.	They	are	typically	propelled	and	steered	with	oars	or	setting	poles.	If	going	downstream,	add	the	speed	of	the	current	(typically	3	miles	per	hour)	to	the	speed	of	the	vehicle.	This	vehicles	can't	be	rowed	against	any	significant	current,	but	they	can	be	pulled	upstream	by	draft	animals	on	the
shores.	A	rowboat	weighs	100	pounds,	in	case	adventurers	carry	it	over	land.	View	Image[Crew:	1;	Passengers:	6;	Cargo:	½	ton;	AC:15;	HP:	100;	Damage	Threshhold:	10]	Cost:	5,000	gp	Cheap:	4,000	gp	Expensive:	10,000	gp	Speed:	1	mph	Main	Uses:	A	keelboat	is	a	type	of	usually	long,	narrow	cigar-shaped	riverboat	or	water	barge.	These	boats	are
built	for	the	navigation	of	rivers,	shallow	lakes,	and	canals.	Some	have	a	small	cabin	in	the	middle	or	at	the	rear,	but	most	are	constructed	with	an	open	deck.	They	are	typically	propelled	and	steered	with	oars	or	setting	poles.	If	going	downstream,	add	the	speed	of	the	current	(typically	3	miles	per	hour)	to	the	speed	of	the	vehicle.	This	vehicles	can't
be	rowed	against	any	significant	current,	but	they	can	be	pulled	upstream	by	draft	animals	on	the	shores.	View	Image[Crew:	2;	Passengers:	12;	Cargo:	1	ton;	AC:15;	HP:	100;	Damage	Threshhold:	10]	Cost:	10,000	gp	Cheap:	8,000	gp	Expensive:	20,000	gp	Speed:	3	mph	Main	Uses:	A	longship	is	characterized	as	graceful,	long,	narrow	and	light,	with	a
shallow-draft	hull	designed	for	speed.	The	ship's	shallow	draft	allows	for	navigation	in	waters	only	one	meter	deep	and	permits	arbitrary	beach	landings,	while	its	light	weight	enables	it	to	be	carried	over	portages	or	used	bottom-up	for	shelter	in	camps.	Longships	are	also	double-ended,	the	symmetrical	bow	and	stern	allows	the	ship	to	reverse
direction	quickly	without	turning	around.	Longships	are	fitted	with	oars	along	almost	the	entire	length	of	the	boat	itself.	Some	have	a	rectangular	sail	on	a	single	mast,	which	is	used	to	replace	or	augment	the	effort	of	the	rowers,	particularly	during	long	journeys.	View	Image[Crew:	40;	Passengers:	150;	Cargo:	10	tons;	AC:15;	HP:	300;	Damage
Threshhold:	15]	Cost:	10,000	gp	Cheap:	8,000	gp	Expensive:	20,000	gp	Speed:	2	mph	Main	Uses:	A	sailing	ship	is	a	sea-going	vessel	that	uses	sails	mounted	on	masts	to	harness	the	power	of	wind	and	propel	the	vessel.	Some	ships	carry	square	sails	on	each	mast	(the	brig).	Others	carry	only	fore-and-aft	sails	on	each	mast	(schooners).	Still	others
employ	a	combination	of	square	and	fore-and	aft	sails	(barque,	barquentine,	and	brigantine).	Note:	"Sailing	Ship"	is	a	broad	term,	used	to	define	a	large	number	of	ships,	of	various	sizes.	We	recommend	that	you	use	our	"unofficial"	ship	prices	when	determining	a	specific	"sailing	ship's"	price,	crew,	cargo	etc.	[Crew:	20;	Passengers:	20;	Cargo:	100
tons;	AC:15;	HP:	300;	Damage	Threshhold:	15]	Cost:	12,000	gp	Cheap:	9,600	gp	Expensive:	24,000	gp	Speed:	5	mph	Main	Uses:	Despite	being	a	small	sailing	ship,	a	sloop	is	still	the	most	popular	ship	among	pirates.	Sloops	are	fast,	highly	maneuverable,	and	have	a	shallow	hull	(easily	sailing	over	shoals).	Without	wind,	the	ship	could	easily	be
powered	by	a	few	pair	of	oars.	A	sloop	has	a	single	mast,	usually	with	a	headsail	and	a	large	mainsail.	The	mainsail	can	be	a	triangular	sail,	or	a	gaff	rigging	(with	or	without	a	top	sail).	The	ship	only	required	a	small	crew,	but	could	hold	a	small	boarding	party	for	raiding.	Sloops	tend	to	be	anywhere	from	45-70	ft	long,	and	15	ft	wide.	View
Image[Crew:	15;	Passengers:	40;	Cargo:	100	tons;	AC:15;	HP:	250;	Damage	Threshhold:	15]	Cost:	12,000	gp	Cheap:	9,600	gp	Expensive:	24,000	gp	Speed:	5	mph	Main	Uses:	These	fast	sailing	vessels	were	often	used	for	illegal	purposes,	such	as	smuggling,	or	by	the	authorities	attempting	to	thwart	smugglers.	The	term	cutter	describes	this	ships	hull
type.	It	is	basically	a	single-masted	sloop,	with	two	or	more	headsails	(which	allow	for	quick	tacking	and	maneuverability).	Cutters	can	be	anywhere	from	40-70	ft	long,	and	are	15	ft	wide.	View	Image[Crew:	15;	Passengers:	20;	Cargo:	100	tons;	AC:15;	HP:	250;	Damage	Threshhold:	15]	Cost:	13,500	gp	Cheap:	10,800	gp	Expensive:	27,000	gp	Speed:	3
mph	Main	Uses:	A	Caravel	is	a	small	ship	meant	for	trading.	They	are	seaworthy	and	capable	of	deep	sea	voyages.	The	Caravel	is	typically	a	single-masted	ship	with	two	or	more	triangular	lateen	sails,	which	allowed	for	greater	maneuverability	(although	there	are	caravels	that	have	square	sails).	A	caravel	is	typically	70	ft	long	by	20	ft	wide,	but	the
length	can	range	from	anywhere	between	40-120	ft	(DM	discretion	on	adjusting	the	price).	A	typical	caravel	takes	three	months	to	build	within	a	small	shipyard.	Historically,	the	caravel	was	popular	among	the	Spanish	and	Portuguese	for	exploration	during	the	15th	century.	View	Image[Crew:	15;	Passengers:	40;	Cargo:	120	tons;	AC:15;	HP:	250;
Damage	Threshhold:	15]	Cost:	20,000	gp	Cheap:	16,000	gp	Expensive:	40,000	gp	Speed:	4	mph	Main	Uses:	A	favorite	ship	among	pirates	and	gentlemen	of	fortune.	This	2-mast	sailing	ship	has	a	very	narrow	hull	and	shallow	draft,	making	it	small	enough	to	navigate	the	shoal	waters	and	hide	in	remote	coves.	In	addition,	it	was	quick	and	could	hold	a
solid	amount	of	cargo.	The	length	of	a	schooner	is	typically	100	ft	long	and	20	feet	wide.	Smaller	schooners	are	only	60	ft	long,	and	the	larger	3-mast	schooners	can	be	over	160	ft	long.	View	Image[Crew:	60;	Passengers:	10;	Cargo:	100	tons;	AC:15;	HP:	500;	Damage	Threshhold:	20]	Cost:	20,000	gp	Cheap:	16,000	gp	Expensive:	40,000	gp	Speed:	3
mph	Main	Uses:	This	sailing	vessel	has	2	masts,	and	the	smaller	sail	behind	the	main	mast	allows	for	better	control	in	harsh	weather	and	rough	seas,	making	it	a	favored	ship	for	traders	and	carrying	passengers.	Smaller	Ketch	ships	are	often	used	by	fisherman.	Ketch	vessels	can	range	from	as	small	as	25	feet	long,	to	140	feet	long.	View	Image[Crew:
40;	Passengers:	60;	Cargo:	100	tons;	AC:15;	HP:	500;	Damage	Threshhold:	20]	Cost:	22,500	gp	Cheap:	18,000	gp	Expensive:	45,000	gp	Speed:	2	mph	Main	Uses:	The	word	brig	is	an	18th-century	shortening	of	the	word	brigantine,	and	refers	to	a	different	type	of	sail	rigging.	Unlike	a	brigantine,	a	brig	has	square-rigged	on	both	masts.	And	like	the
brigantine,	the	ship	is	also	equipped	with	8-12	oars	on	each	side,	and	can	be	oar-driven	when	necessary.	Brigs	tend	to	be	anywhere	from	90-130	feet	long,	and	are	25-30	feet	wide.	View	Image[Crew:	40;	Passengers:	30;	Cargo:	200	tons;	AC:15;	HP:	500;	Damage	Threshhold:	20]	Cost:	25,000	gp	Cheap:	20,000	gp	Expensive:	50,000	gp	Speed:	3	mph
Main	Uses:	The	brigantine	is	a	maneuverable	sailing	vessel,	making	it	a	popular	choice	with	pirates	and	spies.	It	is	a	two-masted	ship	with	a	square	sails	on	the	foremast,	and	a	triangular	mainsail	behind	the	mast.	The	ship	is	also	equipped	with	8-12	oars	on	each	side,	and	can	be	oar-driven	when	necessary.	Brigantine's	tend	to	range	from	60-120	ft
long,	and	are	25-30	ft	wide.	View	Image[Crew:	40;	Passengers:	50;	Cargo:	200	tons;	AC:15;	HP:	500;	Damage	Threshhold:	20]	Barquentine/Schooner	Barque	(120	ft)	Cost:	25,000	gp	Cheap:	20,000	gp	Expensive:	50,000	gp	Speed:	3	mph	Main	Uses:	This	three-masted	ship	was	popular	among	merchants,	allowing	for	a	smaller	crew	and	large	cargo.	The
ship	is	similar	to	a	brigantine,	having	square	sails	on	it	foremast,	but	has	gaff-rigged	sails	on	it	two	rear	masts,	requiring	fewer	crew.	A	barquentine	or	schooner	barque	can	range	from	80-180	feet	long.	View	Image[Crew:	25;	Passengers:	60;	Cargo:	300	tons;	AC:15;	HP:	500;	Damage	Threshhold:	20]	Cost:	25,000	gp	Cheap:	20,000	gp	Expensive:
50,000	gp	Speed:	2.5	mph	Main	Uses:	A	warship	is	a	naval	ship	that	is	built	and	primarily	intended	for	naval	warfare.	Usually	they	belong	to	the	armed	forces	of	a	state,	though	they	have	also	been	operated	by	individuals,	cooperatives	and	corporations.	As	well	as	being	armed,	warships	are	designed	to	withstand	damage	and	are	usually	faster	and
more	maneuverable	than	merchant	ships.	Unlike	a	merchant	ship,	which	carries	cargo,	a	warship	typically	carries	only	weapons,	ammunition	and	supplies	for	its	crew.	[Crew:	60;	Passengers:	60;	Cargo:	200	tons;	AC:15;	HP:	500;	Damage	Threshhold:	20]	Cost:	30,000	gp	Cheap:	24,000	gp	Expensive:	60,000	gp	Speed:	4	mph	Main	Uses:	The	galley	is
characterized	by	its	long,	slender	hull,	shallow	draft,	and	low	freeboard	(clearance	between	sea	and	railing).	The	ship	is	propelled	mainly	by	rowing,	but	also	has	sails	that	can	be	used	in	favorable	winds,	but	human	effort	was	always	the	primary	method	of	propulsion.	As	warships,	galleys	carried	various	types	of	weapons	throughout	their	long
existence,	including	rams,	catapults,	and	cannons,	but	also	relied	on	their	large	crews	to	overpower	enemy	vessels	in	boarding	actions.	Historically,	galleys	were	the	warships	used	by	the	early	Mediterranean	naval	powers,	including	the	Greeks,	Illyrians,	Phoenicians,	and	Romans.	They	remained	the	dominant	types	of	vessels	used	for	war	and	piracy
in	the	Mediterranean	Sea	until	the	last	decades	of	the	16th	century.	View	Image[Crew:	80;	Passengers:	--;	Cargo:	150	tons;	AC:15;	HP:	500;	Damage	Threshhold:	20]	Cost:	30,000	gp	Cheap:	24,000	gp	Expensive:	60,000	gp	Speed:	4	mph	Main	Uses:	A	Tern	Schooner	is	large	trading	ship,	and	sometimes	used	by	large	fishing	companies.	This	schooner
is	a	long,	thin	sailing	vessel	that	has	3	(sometimes	4)	masts,	and	requires	a	small	crew.	Historically,	most	cargo	carrying	Tern	Schooners	were	built	between	1870	and	1920	along	the	coast	of	North	America.	View	Image[Crew:	20;	Passengers:	20;	Cargo:	300	tons;	AC:15;	HP:	500;	Damage	Threshhold:	20]	Cost:	50,000	gp	Cheap:	40,000	gp	Expensive:
100,000	gp	Speed:	2.5	mph	Main	Uses:	A	large,	multi-deck	ship	which	operates	as	armed	cargo	carrier.	Galleons	have	three	or	more	masts	and	use	square	sails	on	the	foremast	and	mainmast	and	triangular	sails	on	the	aft-mast.	A	Galleon	is	typically	100-160	ft	long	by	30	ft	wide.	Historically,	galleons	were	carriers	by	European	states	from	the	16th	to
18th	centuries.	During	the	age	of	sail	they	were	the	principal	vessels	drafted	for	use	as	warships	until	the	Anglo-Dutch	Wars	of	the	mid-1600s	View	Image[Crew:	100;	Passengers:	100;	Cargo:	500	tons;	AC:15;	HP:	1000;	Damage	Threshhold:	20]	Ship	of	the	Line	(200	ft)	Cost:	100,000	gp	Cheap:	80,000	gp	Expensive:	200,000	gp	Speed:	2	mph	Main
Uses:	The	ship	of	the	line	evolved	from	the	galleon,	a	three-	or	four-masted	vessel	that	had	a	high	superstructure	on	its	stern	and	usually	carried	heavy	guns	along	two	decks.	Ship	of	the	lines	could	be	as	long	as	200	feet,	hold	120	cannons	and	carry	a	crew	of	over	1000	soldiers	if	needed.	A	ship	of	the	line	was	a	type	of	naval	warship	constructed	from
the	17th	through	to	the	mid-19th	century	to	take	part	in	the	naval	tactic	known	as	the	line	of	battle,	in	which	two	columns	of	opposing	warships	would	maneuver	to	bring	the	greatest	weight	of	broadside	guns	to	bear.	Since	these	engagements	were	almost	invariably	won	by	the	heaviest	ships	carrying	the	most	powerful	guns,	the	natural	progression
was	to	build	sailing	vessels	that	were	the	largest	and	most	powerful	of	their	time.	Ship	of	the	Lines	were	primarily	military	vessels,	so	few	were	owned	by	common	citizens.	It	would	also	be	unlikely	that	average	citizens	or	adventurers	would	have	access	to	a	shipyard	capable	of	building	such	ships.	View	Image[Crew:	200;	Passengers:	200;	Cargo:	1000
tons;	AC:15;	HP:	2000;	Damage	Threshhold:	25]	Cost:	20,000	gp	Cheap:	16,000	gp	Expensive:	40,000	gp	Speed:	8	mph	Main	Uses:	An	airship	is	a	type	of	"lighter-than-air"	aircraft	that	can	navigate	through	the	air	under	its	own	power.	They	gain	their	lift	from	a	buoyant	gas	that	is	less	dense	than	the	surrounding	air.	Common	airships	are	balloons,
blimps	and	zepplins.[Crew:	10;	Passengers:	20;	Cargo:	1	ton;	AC:13;	HP:	300;	Damage	Threshhold:	--]


