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INTRODUCTION
ENEATH THE BUSTL-ING CITY OF WATERDEEP,

D a beholder crime lord keeps tabs on everyone
and everything—or so the beholder thinks.
Known as Xanathar, this bizarre being be-
lieves it can gather information on everything
in the DUNGEONS 8t DRAGONS multiverse.

. The beholder desires to know it all! But no
matter what the beholder learns and what treasures it
acquires, its most prized possession in all the multi—
verse remains its gold sh, Sylgar.

The rst major roles expansion to the fth edition of
D&D, Xanathar's Guide to Everything provides a wealth
of new options for the game. Xanathar might not be able
to realize its dream to know everything, but this book
does delve into every major part of the game: adventur-
ers, their adventures, and the magic they wield.

USING THIS BOOK
Written for both players and Dungeon Masters, this
book offers options to enhance campaigns in any world,
whether you’re adventuring in the Forgotten Realms,
another of cial D&D setting, or a world of your own
creation. The options here build on the of cial rules
contained within the Player's Handbook, the Monster
Manual, and the Dungeon Master’s Guide. Think of this

book as the companion to those volumes. It builds on
their foundation, exploring pathways rst laid in those
publications. Nothing herein is required for a D8£D cam-

paign—this is not a fourth core rulebook—but we hope it
will provide you new ways to enjoy the game.

Chapter 1 offers character options that expand on
those offered in the Player’s Handbook. Chapter 2 is a
toolkit for the DM that provides new resources for run—
ning the game and designing adventures, all of it build-
ing on the Monster Manual and the Dungeon Master’s
Guide. Chapter 3 presents new spells for player charac—
ters and spellcasting monsters to unleash.

Appendix A provides guidance on running a shared
campaign, similar to the activities staged by the D&D
Adventurers League, and appendix B contains a host of

tables that allow you to quickly generate names for the
characters in your D&D stories.

As you peruse the many options herein, you'll come
across observations from Xanathar itself. Like the
beholder’s roving mind, your reading will take you to
places in the game familiar and new. May you enjoy
thejourney!

.‘ 4L

UNEARTHED ARCANA

Much ofthe material in this book originally appeared in
Unearthed Arcana, a series ofonline articles we publish

to explore rules that might o ficially become part of the
game. Some Unearthed Arcana offerings don’t end up
resonating with fans and are set aside for the time being.
The Unearthed Arcana material that inspired the options
in the following chapters was well received and, thanks to
feedback from thousands ofyou, has been re ned into the
of cial forms presented here.
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THE CORE RULES
This book relies on the rules in the three core rules
books. The game especially makes frequent use of
the rules in chapters 7—10 of the Player’s Handbook:
“Using Ability Scores,” “Adventuring,” “Combat,” and
“Spellcasting.” That book’s appendix A is also crucial;
it contains de nitions of conditions, like invisible and
prone. You don’t need to know the rules by heart, but it’s
helpful to know where to nd them when you need them.

If you’re a BM, you should also know where to look
things up in the Dungeon Master’s Guide, especially the
rules on how magic items work (see chapter '7 of that
book). The introduction of the Monster Manual is your
guide on how to use a monster’s stat block.

THE DM ADJUDICATES THE RULES
One rule overrides all others: the DM is the nal author-
ity on how the rules work in play.

Rules are part of what makes DEED a game, rather
thanjust improvised storytelling. The game’s rules are
meant to help organize, and even inspire, the action of a
DEED campaign. The rules are a tool, and we want our
tools to be as effective as possible. No matter how good
those tools might be, they need a group of players to
bring them to life and a BM to guide their use.

The DM is key. Many unexpected events can occur in
a DEED campaign, and no set of rules could reasonably
account for every contingency. If the rules tried to do so,
the game would become a slog. An alternative would be
for the rules to severely limit what characters can do,
which would be contrary to the open—endedness of D8tD.
Here's the path the game takes: it lays a foundation of
rules that a BM can build on, and it embraces the DM's
role as the bridge between the things the rules address
and the things they don’t.

TEN RULES To REMEMBER
A few rules in the core rulebooks sometimes trip up a
new player or DM. Here are ten of those rules. Keep—
ing them in mind will help you interpret the options in
this book.

EXCEPTIONS SUPERSEDE GENERAL RULES
General rules govern each part of the game. For exam—
ple, the combat rules tell you that melee weapon attacks
use Strength and ranged weapon attacks use Dexterity.
That’s a general rule, and a general rule is in effect as
long as something in the game doesn't explicitly say
otherwise.

The game also includes elements—class features,
spells, magic items, monster abilities, and the like—that
sometimes contradict a general rule. When an exception
and a general rule disagree, the exception wins. For ex-
ample, if a feature says you can make melee weapon at—
tacks using your Charisma, you can do so, even though
that statement disagrees with the general rule.

Rou N D DOWN
Whenever you divide or multiply a number in the game,
round down if you end up with a fraction, even if the
fraction is one-half or greater.

ADVANTAGE AND DISADVANTAGE
Even if more than one factor gives you advantage or
disadvantage on a roll, you have it only once, and if you
have advantage and disadvantage on the same roll, they
cancel each other.

COMBINING DIFFERENT EFFECTS
Different game effects can affect a target at the same
time. For example, two different bene ts can give you
a bonus to your Armor Class. But when two or more
effects have the same proper name, only one of them
(the most powerful one if their bene ts aren’t identical)
applies while the durations of the effects overlap. For ex—
ample, if bless is cast on you when you’re still under the
effect of an earlier bless, you gain the bene t of only one
casting. Similarly, if you’re in the radius of more than
one Aura of Protection, you bene t only from the one
that grants the highest bonus.

REACTION TIMING
Certain game features let you take a special action,
called a reaction, in response to some event. Making
opportunity attacks and casting the shield spell are two
typical uses of reactions. If you’re unsure when a reac-
tion occurs in relation to its trigger, here’s the rule: the
reaction happens after its trigger completes, unless the
description of the reaction explicitly says otherwise.

Once you take a reaction, you can’t take another one
until the start of your next turn.

RESISTANCE AND VULNERABILITY
Here’s the order that you apply modi ers to damage: (1)
any relevant damage immunity, (2) any addition or sub-
traction to the damage, (3) one relevant damage resis-
tance, and (4) one relevant damage vulnerability.

Even if multiple sources give you resistance to a type
of damage you’re taking, you can apply resistance to it
only once. The same is true of vulnerability.

PROFICIENCY BONUS

If your pro ciency bonus applies to a roll, you can add
the bonus only once to the roll, even if multiple things in
the game say your bonus applies. Moreover, if more than
one thing tells you to double or halve your bonus, you
double it only once or halve it only once before apply-
ing it. Whether multiplied, divided, or left at its normal
value, the bonus can be used only once per roll.

BONUS ACTION SPELLS
If you want to cast a spell that has a casting time of 1
bonus action, remember that you can’t cast any other
spells before or after it on the same turn, except for can-
trips with a casting time of 1 action.

CONCENTRATION
As soon as you start casting a spell or using a special
ability that requires concentration, your concentration
on another effect ends instantly.

TEM PORARY I-IIT POINTS
Temporary hit points aren’t cumulative. If you have tem—
porary hit points and receive more of them, you don’t
add them together, unless a game feature says you can.
Instead, you decide which temporary hit points to keep.





__ CHAPTERI
r: CHARACTER OPTIONS

HE MAIN FIGURES IN ANY DBZD CAMPAIGN
are the characters created by the players.
The heroics, folly, righteousness, and po-
tential villainy of your characters are at the
heart of the story. This chapter provides a
variety of new options for them, focusing
on additional subclasses for each of the

classes in the Player's Handbook.
Each class offers a character—de ning choice at lst,

2nd, or 3rd level that unlocks a series of special fea-

tures, not available to the class as a whole. That choice

is called a subclass. Each class has a collective term

that describes its subclasses: in the ghter, for instance,

the subclasses are called martial archetypes, and in the

paladin, they’re sacred oaths. The table below identi es

SUBCLASSES
Class Subclass Level Available

Barbarian Path ofthe Ancestral Guardian 3rd
Barbarian Path ofthe Storm Herald 3rd

Barbarian Path ofthe Zealot 3rd

Bard College ofGlamour 3rd
Bard College of Swords 3rd
Bard College ofWhispers 3rd

Cleric Forge Domain lst

Cleric Crave Domain lst

Druid Circle of Dreams 2nd
Druid Circle ofthe Shepherd 2nd
Fighter Arcane Archer 3rd
Fighter Cavalier 3rd
Fighter Samurai 3rd

Monk Way ofthe Drunken Master 3rd

Monk Way ofthe Kensei 3rd

Monk Way ofthe Sun Soul 3rd
Paladin Oath ofConquest 3rd

Paladin Oath of Redemption 3rd

Ranger Gloom Stalker 3rd
Ranger Horizon Walker 3rd
Ranger Monster Slayer 3rd
Rogue Inquisitive 3rd
Rogue Mastermind 3rd

- Rogue Scout 3rd
Rogue Swashbuckler 3rd
Sorcerer Divine Soul lst

' Sorcerer Shadow Magic lst
Sorcerer Storm Sorcery lst

Warlock The Celestial lst

Warlock The Hexblade lst
Wizard War Magic 2nd
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each of the subclasses in this book. In addition, the sec-
tion for druids presents details on how the Wild Shape
feature works, and the warlock receives a collection of
new choices for the class's Eldritch Invocations feature.

Each of the class presentations leads off with advice
on how to add depth and detail to your character’s per-
sonality. You can use the tables in these sections as a
source of inspiration, or roll a die to randomly deter—
mine a result if desired.

Following the subclasses, the section called “This Is
Your Life" presents a series of tables for adding detail to

your character’s backstory.
The chapter concludes with a selection of feats for the

races in the Player’s Handbook, offering ways to delve
deeper into a character's racial identity.
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Description

Calls on the spirits of honored ancestors to protect others

Filled with a rage that channels the primal magic ofthe storm
Fueled by a religious zeal that visits destruction on foes
Wields the beguiling, glorious magic ofthe Feywild
Entertains and slays with daring feats ofweapon prowess

Plants fear and doubt in the minds ofothers
Clad in heavy armor, serves a god ofthe forge or creation
Opposes the blight of undeath
Mends wounds, guards the weary, and strides through dreams
Summons nature spirits to bolster friends and harry foes
Imbues arrows with spectacular magical effects
Defends allies and knocks down enemies, often on horseback

Combines resilience with courtly elegance and mighty strikes

Confounds foes through a martial arts tradition inspired by the
swaying ofa drunkard
Channels ki through a set of mastered weapons
Transforms ki into bursts of re and searing bolts oflight
Strikes terror in enemies and crushes the forces of chaos
Offers redemption to the worthy and destruction to those who
refuse mercy or righteousness
Unafraid ofthe dark, relentlessly stalks and ambushes foes
Finds portals to other worlds and channels planar magic
Hunts down creatures ofthe night and wielders ofgrim magic
Roots out secrets, akin to a masterful detective

A mastertactician, manipulates others

Combines stealth with a knack for survival
Delivers deadly strikes with speed and panache

Harnesses magic bestowed by a god or other divine source
Wields the grim magic ofthe Shadowfell
Crackles with the power ofthe storm .- "-

Forges a pact with a being from celestial realms »

Serves a shadowy entity that bestows dread curses l

Mixes evocation and abjuration magic to dominate the battle eld
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BARBARIAN
I HAVE VVITNESSED THE INDOMITABLE PERFORlyiANCE OF

barbarians an the eid of battle, and it makes me wonder

whatforce lies at the heart of their rage.
—Seret, archwizard

The anger felt by a normal person resembles the rage of
a barbarian in the same way that a gentle breeze is akin

to a furious thunderstorm. The barbarian’s driving force

comes from a place that transcends mere emotion, mak-

ing its manifestation all the more terrible. Whether the
impetus for the fury comes entirely from within or from
forging a link with a spirit animal, a raging barbarian
becomes able to perform supernatural feats of strength

and endurance. The outburst is temporary, but while it
lasts, it takes over body and mind, driving the barbarian
on despite peril and injury, until the last enemy falls.

It can be tempting to play a barbarian character that

is a straightforward application of the classic arche-

type—a brute, and usually a dimwitted one at that, who

rushes in where others fear to tread. But not all the

barbarians in the world are cut from that cloth, so you
can certainly put your own spin on things. Either way,

consider adding some ourishes to make your barbarian
stand out from all others; see the following sections for
some ideas.

PERSONAL TOTEMS

Barbarians tend to travel light, carrying little in the way
of personal effects or other unnecessary gear. The few

possessions they do carry often include small items that

have special signi cance. A personal totem is signi cant

because it has a mystical origin or is tied to an import-

ant moment in the character’s life—perhaps a remem-
brance from the barbarian’s past or a harbinger of what
lies ahead.

A personal totem of this sort might be associated with

a barbarian’s spirit animal, or might actually be the to

tem object for the animal, but such a connection is not

essential. One who has a bear totem spirit, for instance,

could still carry an eagle’s feather as a personal totem.

Consider creating one or more personal totems for

your character—-objects that hold a special link to your
character‘s past or future. Think about how a totem

might affect your character’s actions.
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PERSONAL TOTEMS

d6 Totem
l A tuft offur from a solitary wolfthat you be-

friended during a hunt
2 Three eagle feathers given to you by a wise sha-

man, who told you they would play a role in deter-
mining your fate

3 A necklace made from the claws ofa young cave
bear that you slew singlehandedly as a child

4 A small leather pouch holding three stones that
represent your ancestors

5 A few small bones from the rst beast you killed,

tied together with colored wool
6 An egg-sized stone in the shape ofyour spirit ani-

mal that appeared one day in your belt pouch

TATTOOS
The members of many barbarian clans decorate their

bodies with tattoos, each of which represents a signif-

icant moment in the life of the bearer or the bearer's

ancestors, or which symbolizes a feeling or an attitude.

As with personal totems, a barbarian’s tattoos might or

might not be related to an animal spirit.
Each tattoo a barbarian displays contributes to that in-

dividuals identity. If your character wears tattoos, what

do they look like, and what do they represent?

TATTOOS
d6 Tattoo
l The wings ofan eagle are spread wide across your

upper back.
2 Etched on the backs ofyour hands are the paws of

a cave bear.
3 The symbols ofyour clan are displayed in viny pat»

terns along your arms.
The antlers of an elk are inked across your back.

5 Images ofyour spirit animal are tattooed along
your weapon arm and hand.

6 The eyes ofa wolfare marked on your back to help

you see and ward off evil spirits.

SUPERSTITIONS
Barbarians vary widely in how they understand life.
Some follow gods and look for guidance from those
deities in the cycles of nature and the animals they en—

counter. These barbarians believe that spirits inhabit

the plants and animals of the world, and the barbarians

look to them for omens and power.
Other barbarians trust only in the blood that runs in

their veins and the steel they hold in their hands. They
have no use for the invisible world, instead relying on

their senses to hunt and survive like the wild beasts

they emulate.
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Both of these attitudes can give rise to supersti-
tions. These beliefs are often passed down within a
family or shared among the members of a clan or a
hunting group.

If your barbarian character has any superstitions,
were they ingrained in you by your family, or are they
the result of personal experience?

SUPERSTITIONS

d6 Superstition

l lfyou disturb the bones ofthe dead, you inherit all

the troubles that plagued them in life.
2 Never trust a wizard. They’re all devils in disguise,

especially the friendly ones.
3 Dwarves have lost their spirits, and are almost like

the undead. That's why they live underground.
4 Magical things bring trouble. Never sleep with a

magic object within ten feet of you.
5 When you walk through a graveyard, be sure to

wear silver, or a ghost might jump into your body.
6 lfan elf looks you in the eyes, she’s trying to read

yourthoughts.

PRIMAL PATHS
At 3rd level, a barbarian gains the Primal Path feature.
The following options are available to a barbarian, in
addition to those offered in the Player’s Handbook: the
Path of the Ancestral Guardian, the Path of the Storm
Herald, and the Path of the Zealot.

So smokers qr: we“! ulna oliJl lcl/u padre-slalom lclnihg in mail”

wort creel: lot‘tirt (10% mm loom? Lila l/iow wt‘ crack?

’llAqlc‘s q lolc 0i lclAz crocrcqlciovx lzlAivx3.

Eur ({outla Aisguslcivxs. 1:.)

PATH OF THE ANCESTRAL GUARDIAN
Some barbarians hail from cultures that revere their an-

cestors. These tribes teach that the warriors of the past
linger in the world as mighty spirits, who can guide and
protect the living. When a barbarian who follows this
path rages, the barbarian contacts the spirit world and
calls on these guardian spirits for aid.

Barbarians who draw on their ancestral guardians
can better ght to protect their tribes and their allies. In
order to cement ties to their ancestral guardians, bar-
barians who follow this path cover themselves in elabo—
rate tattoos that celebrate their ancestors’ deeds. These
tattoos tell sagas of victories against terrible monsters
and other fearsome rivals.

PATH or THE ANCESTRAL GUARDIAN FEATURES

Barbarian
Level Feature

3rd Ancestral Protectors

6th Spirit Shield (2d8)
10th Consult the Spirits, Spirit Shield (3d8)

14th Vengeful Ancestors, Spirit Shield (4d8)
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ANGESTRAL PROTECTORS
Starting when you choose this path at 3rd level, spectral
warriors appear when you enter your rage. While you’re
raging, the rst creature you hit with an attack on your
turn becomes the target of the warriors, which hinder
its attacks. Until the start of your next turn, that target
has disadvantage on any attack roll that isn’t against
you, and when the target hits a creature other than you
with an attack, that creature has resistance to the dam—
age dealt by the attack. The effect on the target ends
early ifyour rage ends.

SPIRIT SHIELD
Beginning at 6th level, the guardian spirits that aid you
can provide supernatural protection to those you de—
fend. If you are raging and another creature you can see
within 30 feet of you takes damage, you can use your
reaction to reduce that damage by 2d6.

When you reach certain levels in this class. you can
reduce the damage by more: by 3d6 at 10th level and by
4d6 at 14th level.

CONSULT THE SPIRITS
At 10th level, you gain the ability to consult with your
ancestral spirits. When you do so, you cast the augury or
clairvoyance spell, without using a spell slot or material
components. Rather than creating a spherical sensor,
this use of clairvoyance invisibly summons one Of your
ancestral spirits to the chosen location. Wisdom is your
spellcasting ability for these spells.

After you cast either spell in this way, you can’t use
this feature again until you nish a short or long rest.

VENOEFUL ANOESTORS
At 14th level, your ancestral spirits grow powerful
enough to retaliate. When you use your Spirit Shield to
reduce the damage of an attack, the attacker takes an
amount of force damage equal to the damage that your
Spirit Shield prevents.

PATH OF THE STORM HERALD

All barbarians harbor a fury within. Their rage grants
them superior strength, durability, and speed. Barbar—
ians who follow the Path of the Storm Herald learn
to transform that rage into a mantle of primal magic,
which swirls around them. When in a fury, a barbarian
ofthis path taps into the forces of nature to create pow-
erful magical effects.

Storm heralds are typically elite champions who train
alongside druids, rangers, and others sworn to protect
nature. Other storm heralds hone their craft in lodges in
regions wracked by storms, in the frozen reaches at the
world’s end, or deep in the hottest deserts.

PATH OF THE STORM HERALD FEATURES

Barbarian
Level Feature

3rd Storm Aura

6th Storm Soul

10th Shielding Storm
14th Raging Storm
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STORM AURA
Starting at 3rd level, you emanate a stormy, magical
aura while you rage. The aura extends 10 feet from you
in every direction, but not through total cover.

Your aura has an effect that activates when you enter
your rage, and you can activate the effect again on each
of your turns as a bonus action. Choose desert, sea, or
tundra. Your aura’s effect depends on that chosen envi-
ronment, as detailed below. You can change your envi-
ronment choice whenever you gain a level in this class.

lfyour aura's effects require a saving throw, the DC
equals 8 + your pro ciency bonus + your Constitu-
tion modi er.

Desert. When this effect is activated, all other crea—
tures in your aura take 2 re damage each. The damage
increases when you reach certain levels in this class, in—
creasing to 3 at 5th level, 4 at 10th level, 5 at 15th level,
and 6 at 20th level.

Sea. When this effect is activated, you can choose one
other creature you can see in your aura. The target must
make a Dexterity saving throw. The target takes 1d6
lightning damage on a failed save, or half as much dam-
age on a successful one. The damage increases when
you reach certain levels in this class, increasing to 2d6
at 10th level, 3d6 at 15th level, and 4d6 at 20th level.

Tundra. When this effect is activated, each creature of
your choice in your aura gains 2 temporary hit points, as
icy spirits inure it to suffering. The temporary hit points
increase when you reach certain levels in this class, in-
creasing to 3 at 5th level, 4 at 10th level, 5 at 15th level,
and 6 at 20th level.

STORM SOUL
At 6th level, the storm grants you bene ts even when
your aura isn’t active. The bene ts are based on the en—
vironment you chose for your Storm Aura.

Desert. You gain resistance to re damage, and you
don’t suffer the effects of extreme heat, as described in
the Dungeon Master’s Guide. Moreover, as an action,
you can touch a ammable object that isn’t being worn
or carried by anyone else and set it on re.

See. You gain resistance to lightning damage, and
you can breathe underwater. You also gain a swimming
speed of 30 feet.

Tundra. You gain resistance to cold damage, and you
don’t suffer the effects of extreme cold, as described in
the Dungeon Master’s Guide. Moreover, as an action,
you can touch water and turn a 5-foot cube Of it into ice,
which melts after 1 minute. This action fails if a creature
is in the cube.

SHIELDING STORM
At 10th level, you learn to use your mastery of the storm
to protect others. Each creature of your choice has the
damage resistance you gained from the Storm Soul fea
ture while the creature is in your Storm Aura. *



RAGING STORM
At 14th level, the power of the storm you channel grows
mightier, lashing out at your foes. The effect is based on
the environment you chose for your Storm Aura.

Desert. Immediately after a creature in your aura hits
you with an attack, you can use your reaction to force
that creature to make a Dexterity saving throw. On a
failed save, the creature takes re damage equal to half
your barbarian level.

Sea. When you hit a creature in your aura with an
attack, you can use your reaction to force that creature
to make a Strength saving throw. On a failed save, the
creature is knocked prone, as if struck by a wave.

Tundra. Whenever the effect of your Storm Aura is ac-
tivated, you can choose one creature you can see in the
aura. That creature must succeed on a Strength saving
throw, or its speed is reduced to 0 until the start of your
next turn, as magical frost covers it.

PATH OF THE ZEALOT

Some deities inspire their followers to pitch themselves
into a ferocious battle fury. These barbarians are zeal-
ots—warriors who channel their rage into powerful disn
plays of divine power.

A variety of gods across the worlds of D&D inspire
their followers to embrace this path. Tempus from the
Forgotten Realms and Hextor and Erythnul of Grey-
hawk are all prime examples. In general, the gods who
inspire zealots are deities of combat, destruction, and
violence. Not all are evil, but few are good.

PATH or THE ZEALOT FEATURES

Barbarian
Level Feature

3rd Divine Fury, Warrior ofthe Gods

6th Fanatical Focus

10th Zealous Presence

14th Rage beyond Death

DIVINE FU RY
Starting when you choose this path at 3rd level, you can
channel divine fury into your weapon strikes. While
you’re raging, the rst creature you hit on each of your
turns with a weapon attack takes extra damage equal
to M6 + half your barbarian level. The extra damage is
necrotic or radiant; you choose the type of damage when
you gain this feature.

WARRIOR OF THE GODS
At 3rd level, your soul is marked for endless battle. If a
spell, such as raise dead, has the sole effect of restoring
you to life (but not uncleath), the caster doesn’t need ma-
terial components to cast the spell on you.

FANATICAL FOCUS
Starting at 6th level, the divine power that fuels your
rage can protect you. If you fail a saving throw while
you’re raging, you can reroll it, and you must use the
new roll. You can use this ability only once per rage.

ZEALOUS PRESENCE
At 10th level, you learn to channel divine power to in-
spire zealotry in others. As a bonus action, you unleash
a battle cry infused with divine energy. Up to ten other
creatures of your choice within 60 feet of you that can
hear you gain advantage on attack rolls and saving
throws until the start of your next turn.

Once you use this feature, you can’t use it again until
you nish a long rest.

RAGE BEYOND DEATH
Beginning at 14th level, the divine power that fuels your
rage allows you to shrug off fatal blows.

While you’re raging, having 0 hit points doesn’t knock
you unconscious. You still must make death saving
throws, and you suffer the normal effects of taking
damage while at 0 hit points. However, if you would die
due to failing death saving throws, you don"t die until
your rage ends, and you die then only if you still have 0
hit points.



MUSIC 13 THE FRUIT OF THE DIVINE TREE THAT VIBRATES

with the Words of Creation. But the question i aslryou is.

can a bard go to the root of this tree? Can one tap into the

source ofthot power?Ah. then what manner of music they

would bring to this world!

—F1etcher Danairia, master bard

Bards bring levity during grave times; they impart wis-

dom to offset ignorance; and they make the ridiculous

seem sublime. Bards are preservers of ancient history,

their songs and tales perpetuating the memory of great

events down through time—knowledge so important

that it is memorized and passed along as oral history, to

survive even when no written record remains.

It is also the bard’s role to chronicle smaller and more

contemporary events—the stories of today’s heroes.

including their feats of valor as well as their less than

impressive failures.
Of course, the world has many people who can carry

a tune or tell a good story, and there’s much more to any

adventuring bard than a glib tongue and a melodious
voice. Yet what truly sets bards apart from others—and

from one another—are the style and substance of their

performances.
To grab and hold the attention of an audience, bards

are typically flamboyant and outgoing when they per-
form. The most famous of them are essentially the D&D
world’s equivalent of pop stars. If you’re playing a bard,

consider using one of your favorite musicians as a role

model for your character.
You can add some unique aspects to your bard charac-

ter by considering the suggestions that follow.

DEFINING WORK
Every successful bard is renowned for at least one piece

of performance art, typically a song or a poem that

is popular with everyone who hears it. These perfor-

mances are spoken about for years by those who View

them, and some spectators have had their lives forever

changed because of the experience.
If your character isjust starting out, your ultimate de-

ning work is likely in the future. But in order to make
any sort of living at your profession, chances are you
already have a piece or two in your repertoire that have

proven to be audience pleasers.

DEFINING WORKS

d6 De ning Work

l “The Three Flambinis,” a ribald song concerning ;

mistaken identities and unfettered desire *

2 “Walt: ofthe Myconids,” an upbeat tune that chil- l

dren in particular enjoy _

3 ”Asmodeus's Golden Arse," a dramatic poem i

you claim was inspired by your personal visit to I

Avernus -

4 “The Pirates of Luskan,” your rsthand account of
being kidnapped by sea reavers as a child

5 "A Hoop, Two Pigeons, and a Hell Hound,” a sub-
tle parody ofan incompetent noble

6 “A Fool in the Abyss," a comedic poem about a

jester's travels among demons

INSTRUMENT

In a bard’s quest for the ultimate performance and the

highest acclaim, one's instrument is at least as import- ,

ant as one’s vocal ability. The instrument’s quality of

manufacture is a critical factor, of course; the best ones

make the best music, and some bards are continually

on the lookout for an improvement. Perhaps just as im—

portant, though, is the instrument’s own entertainment

value; those that are bizarrely constructed. or made of

exotic materials are likely to leave a lasting impression

on an audience.
You might have an “off the rack” instrument, perhaps

because it’s all you can afford right now. Or, if your
rst instrument was gifted to you, it might be of a more

elaborate sort. Are you satis ed with the instrument you

have, or do you aspire to replace it with something truly

distinctive?

INSTRUMENTS
d6 Instrument
l A masterfully crafted halfling ddle
2 A mithral horn made by elves
3 A zither made with drow spider silk
4 An orcish drum

5 A wooden bullywug croak box
6 A tinker’s harp ofgnomish design

EMBARRASSMENT
Almost every bard has suffered at least one bad experi-
ence in front of an audience, and chances are you’re no

exception. No one becomes famous right away, after all;

perhaps you had a few small dif culties early in your ca—

tear, or maybe it took you a while to restore your reputa—

tion after one agonizing night when the fates conspired
to bring about your theatrical ruin.
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The ways that a performance can go wrong are as
varied as the sh in the sea. No matter what sort of
disaster might occur, however, a bard has the courage
and the con dence to rebound from it—either pressing
on with the show (if possible) or promising to come back
tomorrow with a new performance that’s guaranteed
to please.

EM BARRASSM ENTS

d6 Embarrassment

T The time when your comedic song, “Big Tom's
Hijinks”—which, by the way, you thought was bril-

liant—did not go over well with Big Tom
2 The matinee performance when a circus's owlbear

got loose and terrorized the crowd
3 When your opening song was your enthusiastic

but universally hated rendition of “Song ofthe
Froghemoth”

4 The rst and last public performance of “Mirt, Man

about Town”
5 The time on stage when your wig caught re and

you threw it down——which set re to the stage
6 When you sat on your lute by mistake during the

nal stanza of “Starlight Serenade”

A BARD’S MUSE
Naturally, every bard has a repertoire of songs and sto-
ries. Some bards are generalists who can draw from
a wide range of topics for each performance, and who
take pride in their versatility. Others adopt a more per-
sonal approach to their art, driven by their attachment to

or GLAMDUR, Ewe-nos, m-io WHisFEa-s

a muse—a particular concept that inspires much of what
those bards do in front of an audience.

A bard who follows a muse generally does so to gain a
deeper understanding of what that muse represents and
how to best convey that understanding to others through
performance.

Ifyour bard character has a muse, it could be one of
the three described here, or one of your own devising.

Nature. You feel a kinship with the natural world, and
its beauty and mystery inspire you. For you, a tree is
deeply symbolic, its roots delving into the dark unknown
to draw forth the power of the earth, while its branches
reach toward the sun to nourish their owers and
fruit. Nature is the ancient witness who has seen every
kingdom rise and fall, even those whose names have
been forgotten and wait to be rediscovered. The gods of
nature share their secrets with druids and sages, open—
ing their hearts and minds to new ways of seeing, and
as with those individuals, you nd that your creativity
blossoms while‘ you wander in an open eld of waving
grass or walk in silent reverence through a grove of an—
cient oaks.

Love. You are on a quest to identify the essence of
true love. Though you do not disdain the super cial
love of esh and form, the deeper form of love that can
inspire thousands or bring joy to one’s every moment
is what you are interested in. Love of this sort takes on
many forms, and you can see its presence everywhere—
from the sparkling of a beautiful gem to the song of a
simple sher thanking the sea for its bounty. You are
on the trail. of love, that most precious and mysterious
of emotions, and your search lls your stories and your
songs with vitality and passion.
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Con ict. Drama embodies con ict, and the best
stories have con ict as a key element. From the morn—
ing-after tale of a tavern brawl to the saga of an epic
battle, from a lover’s spat to a rift between powerful
dynasties, con ict is what inspires tale-tellers like you to
create your best work. Conflict can bring out the best in
some people, causing their heroic nature to shine forth
and transform the world, but it can cause others to grav—
itate toward darkness and fall under the sway of evil.
You strive to experience or witness all forms of con ict,
great and small, so as to study this eternal aspect of life
and immortalize it in your words and music.

BARD COLLEGES
At 3rd level, a hard gains the Bard College feature. The
following options are available to a bard, in addition
to those offered in the Player’s Handbook: the College
of Glamour, the College. of Swords, and the College
of Whispers.

COLLEGE OF GLAMOUR
The College of Glamour is the home Of bards who mas—
tered their craft in the vibrant realm of the Feywild or
under the tutelage Of someone who dwelled there. Tu-
tored by satyrs, eladrin, and other fey, these bards learn
to use their magic to delight and captivate others.

The bards of this college are regarded with a mixture
of awe and fear. Their performances are the stuff Of leg-
end. These bards are so eloquent that a speech or song
that one of them performs can cause captors tO release
the bard unharmed and can lull a furious dragon into
complacency. The same magic that allows them to quell
beasts can also bend minds. Villainous bards Of this
college can leech Off a community for weeks, misusing
their magic to turn their hosts into thralls. Heroic bards
of this college instead use this power to gladden the
downtrodden and undermine oppressors.

COLLEGE or GLAMOUR FEATURES

Bard Level Feature

3rd Mantle of Inspiration, Enthralling Performance
6th Mantle of Majesty

14th Unbreakable Majesty

MANTLE OF INSPIRATION
When you join the College of Glamour at 3rd level, you
gain the ability to weave a song of fey magic that imbues
your allies with vigor and speed.

As a bonus action, you can expend one use of your
Bardic Inspiration to grant yourself a wondrous appear-
ance. When you do so, choose a number of creatures
you can see and that can see you within 60 feet of you,
up to a number equal to your Charisma modi er (mini
mum of one). Each of them gains 5 temporary hit points.
When a creature gains these temporary hit points, it
can immediately use its reaction to move up to its speed,
without provoking opportunity attacks.

The number of temporary hit points inoreases when
you reach certain levels in this class, increasing to 8 at
5th level, 11 at 10th level, and 14 at 15th level.
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ENTHRALLING PERFORMANCE
Starting at 3rd level, you can charge your performance
with seductive, fey magic.

If you perform for at least 1 minute, you can attempt
to inspire wonder in your audience by singing, reciting
a poem, or dancing. At the end of the performance,
choose a number of humanoids within 60 feet of you
who watched and listened to all of it, up to a number
equal tO your Charisma modi er (minimum of one).
Each target must succeed on a Wisdom saving throw
against your spell save DC or be charmed by you. While
charmed in this way, the target idolizes you, it speaks
glowingly Of you to anyone who talks to it, and it hinders
anyone who Opposes you, although it avoids violence
unless it was already inclined to ght on your behalf.
This effect ends on a target after 1 hour, if it takes any
damage, if you attack it, or if it witnesses you attacking
or damaging any of its allies.

If a target succeeds on its saving throw, the target has
nO hint that you tried tO charm it.

Once you use this feature, you can’t use it again until
you nish a short or long rest.

MANTLE OF MAJESTY
At 6th level, you gain the ability to cloak yourself in a fey
magic that makes Others want to serve you. As a bonus
action, you cast command, without expending a spell
slot, and you take on an appearance of unearthly beauty
for 1 minute or until your concentration ends (as if you
were concentrating on a spell). During this time, you
can cast command as a bonus action on each of your
turns, without expending a spell slot.

Any creature charmed by you automatically fails
its saving throw against the command you cast with
this feature.

Once you use this feature, you can’t use it again until
you nish a long rest.

UNBREAKABLE MAJESTY
At 14th level, your appearance permanently gains an
otherworldly aspect that makes you look more lovely
and erce.

In addition, as a bonus action, you can assume a mag-
ically majestic presence for 1 minute or until you are
incapacitated. For the duration, whenever any creature
tries to attack you for the rst time on a turn, the at—
tacker must make a Charisma saving throw against your
spell save DC. On a failed save, it can’t attack you on this
turn, and it must choose a new target for its attack or the
attack is wasted. On a successful save, it can attack you i
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on this turn, but it has disadvantage on any saving throw
it makes against your spells on your next turn.

Once you assume this majestic presence, you can’t do
so again until you nish a short or long rest.

COLLEGE OF SWORDS
Bards of the College of Swords are called blades, and
they entertain through daring feats of weapon prowess.
Blades perform stunts such as sword swallowing, knife
throwing and juggling, and mock combats. Though they
use their weapons to entertain, they are also highly
trained and skilled warriors in their own right.

Their talent with weapons inspires many blades to
lead double lives. One blade might use a circus troupe
as cover for nefarious deeds such as assassination, rob-
bery, and blackmail. Other blades strike at the wicked,
bringingjustice to bear against the cruel and powerful.
Most troupes are happy to accept a blade’s talent for the
excitement it adds to a performance, but few entertain-
ers fully trust a blade in their ranks.

Blades who abandon their lives as entertainers have
often run into trouble that makes maintaining their
secret activities impossible. A blade caught stealing or
engaging in vigilante justice is too great a liability for
most troupes. With their weapon skills and magic, these
blades either take up work as enforcers for thieves’
guilds or strike out on their own as adventurers.

COLLEGE OF Swonos FEATURES

Bard Level Feature

3rd Bonus Pro ciencies, Fighting Style,
Blade Flourish

6th Extra Attack

14th Master's Flourish

BONUS PROFICIENGIES
When you join the College of Swords at 3rd level, you
gain pro ciency with medium armor and the scimitar.

If you‘re pro cient with a simple or martial melee
weapon, you can use it as a spellcasting focus for your
hard spells.

FIGHTING STYLE
At 3rd level, you adopt a style of ghting as your spe—
cialty. Choose one of the following options. You can’t
take a Fighting Style option more than once, even if
something in the game lets you choose again.

Dueling. When you are wielding a melee weapon in
one hand and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.

Two-Weapon Fighting. When you engage in two‘
weapon ghting, you can add your ability modi er to the
damage of the second attack.

BLADE FLOURISH
At 3rd level, you learn to perform impressive displays of
martial prowess and speed.

Whenever you take the Attack action on your turn,
your walking speed increases by 10 feet until the end of
the turn, and if a weapon attack that you make as part of
this action hits a creature, you can use one of the follow-

ing Blade Flourish options of your choice. You can use
only one Blade Flourish option per turn.

Defensive Flourish. You can expend one use of your
Bardic Inspiration to cause the weapon to deal extra
damage to the target you hit. The damage equals the
number you roll on the Bardic Inspiration die. You also
add the number rolled to your AC until the start of your
next turn.

Slashing Flourish. You can expend one use of your
Bardic Inspiration to cause the weapon to deal extra
damage to the target you hit and to any other creature
of your choice that you can see within 5 feet ofyou. The
damage equalsthe number you roll on the Bardic Inspi—
ration die.

Mobile Flourish. You can expend one use of your Bar—
dic InSpiration to cause the weapon to deal extra dam—
age to the target you hit. The damage equals the number
you roll on the Bardic Inspiration die. You can also push
the target up to 5 feet away from you, plus a number of
feet equal to the number you roll on that die. You can
then immediately use your reaction to move up to your
walking speed to an unoccupied space within 5 feet of
the target.

EXTRA ATTACK
Starting at 6th level, you can attack twice, instead of
once, whenever you take the Attack action on your turn.
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MASTER’S FLOURISH
Starting at 14th level, whenever you use a Blade Flour-

ish option, you can roll a d6 and use it instead of expend—

ing a Bardic Inspiration die.

COLLEGE or WHISPERS
Most folk are happy to welcome a bard into their midst.

Bards of the College of Whispers use this to their ad-

vantage. They appear to be like other bards, sharing

news, singing songs, and telling tales to the audiences

they gather. In truth, the College of Whispers teaches its
students that they are wolves among sheep. These bards

use their knowledge and magic to uncover secrets and

turn them against others through extortion and threats.

Many other bards hate the College of Whispers,
viewing it as a parasite that uses a bard’s reputation to

acquire wealth and power. For this reason, members
of this college rarely reveal their true nature. They typ-
ically claim to follow some other college, or they keep
their actual calling secret in order to in ltrate and ex-

ploit royal courts and other settings of power.

COLLEGE OF WHISPERS FEATURES

Bard Level Feature

3rd Psychic Blades, Words ofTerror
6th Mantle ofWhispers

14th Shadow Lore

PSYCHIC BLADES
When you join the College of Whispers at 3rd level, you

gain the ability to make your weapon attacks magically
toxic to a creature’s mind.

When you hit a creature with a weapon attack, you

can expend one use of your Bardic Inspiration to deal an

extra 2d6 psychic damage to that target. You can do so

only once per round on your turn.
The psychic damage increases when you reach cer-

tain levels in this class, increasing to 3d6 at 5th level,
5d6 at 10th level, and 8d6 at 15th level.

WORDS OF TERROR
At 3rd level, you learn to infuse innocent-seeming words
with an insidious magic that can inspire terror.

If you speak to a humanoid alone for at least 1 minute,
you can attempt to seed paranoia in its mind. At the
end of the conversation, the target must succeed on a

Wisdom saving throw against your spell save DC or be

frightened of you or another creature of your choice. The
target is frightened in this way for 1 hour, until it is at—
tacked or damaged, or until it witnesses its allies being
attacked or damaged.
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If the target succeeds on its saving throw, the target

has no hint that you tried to frighten it.
Once you use this feature, you can't use it again until

you nish a short or long rest.

MANTLE or WHISPERS
At 6th level, you gain the ability to adopt a humanoid’s
persona. When a humanoid dies within 30 feet of you,

you can magically capture its shadow using your reac—

tion. You retain this shadow until you use it or you nish

a long rest.
You can use the shadow as an action. When you do so,

it vanishes, magically transforming into a disguise that

appears on you. You now look like the dead person, but

healthy and alive. This disguise lasts for 1 hour or until
you end it as a bonus action.

While you’re in the disguise, you gain access to all

information that the humanoid would freely share with

a casual acquaintance. Such information includes gen-

eral details on its background and personal life, but
doesn’t include secrets. The information is enough that

you can pass yourself off as the person by drawing on

its memories.
Another creature can see through this disguise by

succeeding on a Wisdom (Insight) check contested by

your Charisma (Deception) check. You gain a +5 bonus
to your check.

Once you capture a shadow with this feature, you

can’t capture another one with it until you nish a short

or long rest.

SHADOW LORE
At 14th level, you gain the ability to weave dark magic

into your words and tap into a creature’s deepest fears.

As an action, you magically whisper a phrase that

only one creature of your choice within 30 feet of you

can hear. The target must make a Wisdom saving throw
against your spell save DC. It automatically succeeds

if it doesn’t share a language with you or if it can’t hear
you. On a successful saving throw, your whisper sounds
like unintelligible mumbling and has no effect.

On a failed saving throw, the target is charmed by you

for the next 8 hours or until you or your allies attack it,
damage it, or force it to make a saving throw. It inter-

prets the whispers as a description of its most mortify—

ing secret. You gain no knowledge of this secret, but the
target is convinced you know it.

The charmed creature obeys your commands for fear

that you will reveal its secret. It won’t risk its life for

you or ght for you, unless it was already inclined to

do so. It grants you favors and gifts it would offer to a
close friend.

When the effect ends, the creature has no understand-

ing of why it held you in such fear.
Once you use this feature, you can’t use it again until

you nish a long rest. /
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CLERIG
To BECOME A CLERIC IS TO BECOME A MESSENGER OF

the gods. Thepower the divine offers is great. but it always

comes with tremendous responsibility.

——Riggby the patriarch

Almost all the folk in the world who revere a deity live
their lives without ever being directly touched by a di-
vine being. As such, they can never know what it feels
like to be a cleric—someone who is not only a devout
worshiper, but who has also been invested with a mea-
sure of a deity’s power.

The question has long been debated: Does a mortal
become a cleric as a consequence of deep devotion to
one's deity, thereby attracting the god’s favor? Or is it the
deity who sees the potential in a person and calls that
individual into service? Ultimately, perhaps, the answer
doesn’t matter. However clerics come into being, the
world needs clerics as much as clerics and deities need
each other.

If you’re playing a cleric character, the following sec—
tions offer ways to add some detail to that character’s
history and personality.

TEMPLE

Most clerics start their lives of service as priests in an
order, then later realize that they have been blessed by
their god with the qualities needed to become a cleric.
To prepare for this new duty, candidates typically re-
ceive instruction from a cleric of a temple or another
place of study devoted to their deity.

Some temples are cut off from the world so that their
occupants can focus on devotions, while other temples
open their doors to minister to and heal the masses.
What is noteworthy about the temple you studied at?

TEMPLES
d6 Temple

1 Your temple is said to be the oldest surviving struc-
ture built to honor your god.

2 Acolytes of several like—minded deities all received

instruction together in your temple.
3 You come from a temple famed for the brewery it

operates. Some say you smell like one of its ales.

4 Your temple is a fortress and a proving ground that
trains warrior-priests.

5 Yourtemple is a peaceful, humble place, lled with
vegetable gardens and simple priests.

6 You served in a temple in the Outer Planes.
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KEEPSAKE
Many clerics have items among their personal gear that
symbolize their faith, remind them of their vows, or oth-
erwise help to keep them on their chosen paths. Even
though such an item is not imbued with divine power,
it is vitally important to its owner because of what it
represents.

KEEPSAKES

d6 Keepsake
l The finger bone ofa saint
2 A metal-bound book that tells how to hunt and de-

stroy infernal creatures
3 A pig’s whistle that reminds you ofyour humble

and beloved mentor
A braid ofhair woven from the tail ofa unicorn

5 A scroll that describes how best to rid the world of

necromancers
6 A runestone said to be blessed by your god

SECRET
No mortal soul is entirely free of second thoughts or
doubt. Even a cleric must grapple with dark desires or
the forbidden attraction of turning against the teachings
of one’s deity.

If you haven’t considered this aspect of your charac-
ter yet, see the table entries for some possibilities, or
use them for inspiration. Your deep, dark secret might
involve something you did (or are doing), or it could
be rooted in the way you feel about the world and your
role in it.

SECRETS
d6 Secret

1 An imp offers you counsel. You try to ignore the
creature, but sometimes its advice is helpful.

2 You believe that, in the nal analysis, the gods are

nothing more than ultrapowerful mortal creatures.
3 You acknowledge the power ofthe gods, but you

think that most events are dictated by pure chance.
4 Even though you can work divine magic, you have

never truly felt the presence ofa divine essence

within yourself.
5 You are plagued by nightmares that you believe are

sent by your god as punishment for some unknown
transgression.

6 In times ofdespair, you feel that you are but a play-
thing ofthe gods, and you resent their remoteness.
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SERVING A PANTHEON, PHILOSOPHY, OR FORCE

The typical cleric is an ordained servant ofa particular god
and chooses a Divine Domain associated with that deity.
The cleric’s magic ows from the god or the god's sacred
realm, and often the cleric bears a holy symbol that rep-
resents that divinity.

Some clerics, especially in a world like Eberron, serve a

whole pantheon, rather than a single deity. In certain cam-
paigns, a cleric might instead serve a cosmic force, such
as life or death, or a philosophy or concept, such as love,
peace, or one ofthe nine alignments. Chapter 1 ofthe
Dungeon Master’s Guide explores options like these, in the
section “Gods oourWorld.”

Talk with your DM about the divine options available in
your campaign, whether they're gods, pantheons, philos-
ophies, or cosmic forces. Whatever being or thing your
cleric ends up serving, choose a Divine Domain that is ap—
propriate for it, and ifit doesn’t have a holy symbol, work
with your DM to design one.

The clericTs class features often refer to your deity. lfyou
are devoted to a pantheon, cosmic force, or philosophy,
your cleric features still work for you as written. Think of
the references to a god as references to the divine thing
you serve that gives you your magic.

DIVINE DOMAINS
At 1st level, a cleric gains the Divine Domain feature.
The following domain options are available to a cleric,
in addition to those offered in the Player’s Handbook:
Forge and Grave.

“
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FORGE DOMAIN =‘

The gods of the forge are patrons of artisans who work
with metal, from a humble blacksmith who keeps a
village in horseshoes and plow blades to the mighty elf
artisan whose diamond-tipped arrows of mithral have
felled demon lords. The gods of the forge teach that,
with patience and hard work, even the most intractable
metal can be transformed from a lump of ore to a beau—
tifully wrought object. Clerics of these deities search
for objects lost to the forces of darkness, liberate mines
overrun by ores, and uncover rare and wondrous mate-
rials necessary to create potent magic items. Followers
of these gods take great pride in their work, and they
are willing to craft and use heavy armor and power-
ful weapons to protect them. Deities of this domain
include Gond, Reorx, Onatar, Moradin, Hephaestus,
and Goibhniu.

FORGE DOMAIN FEATURES

Cleric Level Feature

lst Domain Spells, Bonus Pro ciencies,
Blessing ofthe Forge

2nd Channel Divinity: Artisan's Blessing

6th Soul ofthe Forge
8th Divine Strike (ld8)

14th Divine Strike (2d3)
17th Saint of Forge and Fire

DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the
Forge Domain Spells table. See the Divine Domain
class feature for how domain spells work.

FORGE DOMAIN SPELLS

Cleric Level Spells

lst identify, searing smite

3rd heat metal, magic weapon

5th elementai weapon, protectianfrom energy

7th fabricate, wall af re

9th animate objects, creation



BONUS PROFICIENCIES
When you choose this domain at 1st level, you gain pro-

ciency with heavy armor and smith’s tools.

BLESSING OF THE FORGE
At 1st level, you gain the ability to imbue magic into
a weapon or armor. At the end of a long rest, you can
touch one nonmagical object that is a suit of armor or

a simple or martial weapon. Until the end of your next
long rest or until you die, the object becomes a magic
item, granting a +1 bonus to AC if it’s armor or a +1 bo—
nus to attack and damage rolls if it’s a weapon.

Once you use this feature, you can’t use it again until
you nish a long rest.

CHANNEL DIVINITY: ARTISAN‘S BLESSING
Starting at 2nd level, you can use your Channel Divinity

to create simple items.
You conduct an hour—long ritual that crafts a nonmagi—

cal item that must include some metal: a simple or mar-
tial weapon, a suit of armor, ten pieces of ammunition,

a set of tools, or another metal Object (see chapter 5,
“Equipment,” in the Player’s Handbook for examples of
these items). The creation is completed at the end of the
hour, coalescing in an unoccupied space of your choice
on a surface within 5 feet of you.

The thing you create can be something that is worth
no more than 100 gp. As part of this ritual, you must lay
out metal, which can include coins, with a value equal
to the creation. The metal irretrievably coalesces and
transforms into the creation at the ritual’s end, magi-
cally forming even nonmetal parts of the creation.

The ritual can create a duplicate of a nonmagical item
that contains metal, such as a key, if you possess the
original during the ritual.

SOUL OF THE FORGE
Starting at 6th level, your mastery of the forge grants
you special abilities:

- You gain resistance to re damage.
- While wearing heavy armor, you gain a +1

bonus to AC.

DIVINE STRIKE
At 8th level, you gain the ability to infuse your weapon
strikes with the ery power of the forge. Once on each
of your turns when you hit a creature with a weapon
attack, you can cause the attack to deal an extra 1d8 re
damage to the target. When you reach 14th level, the ex-
tra damage increases to 2d8.
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CLERIC OF THE GRAVE

SAINT OF FORGE AND FIRE
At 17th level, your blessed af nity with re and metal
becomes more powerful:

- You gain immunity to re damage.
- While wearing heavy armor, you have resistance to

bludgeoning, piercing, and slashing damage from non-
magical attacks.

GRAVE DOMAIN
Gods of the grave watch over the line between life and
death. To these deities, death and the afterlife are a
foundational part of the multiverse. To desecrate the
peace of the dead is an abomination. Deities of the grave
include Kelemvor, Wee jas, the ancestral spirits of the
Undying Court, Hades, Anubis, and Osiris. Followers
of these deities seek to put wandering spirits to rest,
destroy the undead, and ease the suffering of the dying.
Their magic also allows them to stave off death for a
time. particularly for a person who still has some great
work to accomplish in the world. This is a delay of death,
not a denial of it, for death will eventually get its due.
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GRAVE DOMAIN FEATURES

Cleric Level

lst

2nd

6th

8th
17th

Feature

Domain Spells, Circle of Mortality,

Eyes ofthe Grave

Channel Divinity: Path to the Grave

Sentinel at Death’s Door

Potent Spellcasting
Keeper of Souls

DOMAIN SPELLS
You gain domain spells at the cleric levels listed in the
Grave Domain Spells table. See the Divine Domain

class feature for how domain spells work.

GRAVE DOMAIN SPELLS

Cleric Level

lst

3rd
5th
?th
9th

Spells

banefalse life
gentle repose, ray ofenfeeblement

revlw'fy, vemplrlt: touch
blight, death ward
antllife shell, raise dead

CIRCLE OF MORTALITY
At 1st level, you gain the ability to manipulate the line
between life and death. When you would normally roll
one or more dice to restore hit points with a spell to

a creature at 0 hit points, you instead use the highest

number possible for each die.
In addition, you learn the spare the dying cantrip,

which doesn’t count against the number of cleric can-
trips you know. For you, it has a range of 30 feet, and

you can cast it as a bonus action.

EYES OF THE GRAVE
At lst level, you gain the ability to occasionally sense the

presence of the undead, whose existence is an insult to

the natural cycle of life. As an action, you can open your

awareness to magically detect undead. Until the end
of your next turn, you know the location of any undead

within 60 feet of you that isn’t behind total cover and
that isn’t protected from divination magic. This sense

doesn’t tell you anything about a creature's capabilities

or identity.
You can use this feature a number of times equal to

your Wisdom modi er (minimum Of once). You regain

all expended uses when you nish a long rest.

CHANNEL DIVINITY: PATH TO THE GRAVE
Starting at 2nd level, you can use your Channel Divinity

to mark another creature’s life force for termination.

As an action, you choose one creature you can see

within 30 feet of you, cursing it until the end Of your
next turn. The next time you or an ally Ofyours hits
the cursed creature with an attack, the creature has

vulnerability tO all of that attack's damage, and then the

curse ends.

SENTINEL AT DEATH’S DOOR
At 6th level, you gain the ability to impede death’s prog-

ress. As a reaction when you or a creature you can see
within 30 feet of you suffers a critical hit, you can turn

that hit into a normal hit. Any effects triggered by a criti-

cal hit are canceled.
You can use this feature a number of times equal to

your Wisdom modi er (minimum of once). You regain
all expended uses when you nish a long rest.

POTENT SPELLCASTING
Starting at 8th level, you add your Wisdom modi er to

the damage you deal with any cleric cantrip.

KEEPER or SOULS
Starting at 17th level. you can seize a trace of vitality
from a parting soul and use it to heal the living. When

an enemy you can see dies within 60 feet of you, you or

one creature of your choice that is within 60 feet of you

regains hit points equal to the enemy’s number of Hit
Dice. You can use this feature only if you aren’t incapac-

itated. Once you use it, you can't do so again until the
start of your next turn.



DRUID
Evert [N DEATH, eaCH CREATURE PLAYS ITS PART IN

maintaining the Great Balance. But now an imbalance

grows, aforce that seeks to hold svvay over nature. This is

the destructive behavior of the mortal races. Thejarther

atvayfrom nature their actions take them. the more car—

rupting their in uence becomes. As druids, we seek mainly

to protect and educate, to preserve the Great Balance, but

there are times when we must rise up against danger and

eradicate it.

—Safhran, archdruid

Druids are the caretakers of the natural world, and it is
said that in time a druid becomes the voice of nature,
speaking the truth that is too subtle for the general pop—
ulace to hear. Many who become druids nd that they
naturally gravitate toward nature; its forces, cycles, and
movements ll their minds and spirits with wonder and
insight. Many sages and wise folk have studied nature,
writing volumes about its mystery and power, but druids
are a special kind of being: at some point, they begin
to embody these natural forces, producing magical
phenomena that link them to the spirit of nature and
the flow of life. Because of their strange and mysterious
power, druids are often revered, shunned, or considered
dangerous by the people around them.

Your druid character might be a true worshiper of na—
ture, one who has always scorned civilization and found
solace in the wild. Or your character could be a child of
the city who now strives to bring the civilized world into
harmony with the wilderness. You can use the sections
that follow to esh out your druid, regardless of how
your character came to the profession.

TREASURED ITEM
Some druids carry one or more items that are sacred
to them or have deep personal signi cance. Such items
are not necessarily magical, but every one is an object
whose meaning connects the druid’s mind and heart to
a profound concept or spiritual outlook.

When you decide what your character’s treasured
item is, think about giving it an origin story: how did you
come by the item, and why is it important to you?
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TREASURED ITEMS

d6 Item
1 A twig from the meeting tree that stands in the

center ofyour village
A vial ofwater from the source ofa sacred river
Special herbs tied together in a bundle
A small bronze bowl engraved with animal images
A rattle made from a dried gourd and holly berries
A miniature golden sickle handed down to you byG
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your mentor

GUIDING ASPECT
Many druids feel a strong link to a speci c aspect of the
natural world, such as a body of water, an animal, a type
of tree, or some other sort of plant. You identify with
your chosen aspect; by its behavior or its very nature, it
sets an example that you seek to emulate.

GUIDING ASPECTS

d6 Guiding Aspect
1 Yew trees remind you of renewing your mind and

spirit, letting the old die and the new spring forth.
2 Oak trees represent strength and vitality. Medi-

tating under an oak lls your body and mind with

resolve and fortitude.
3 The river’s endless ow reminds you ofthe great

span ofthe world. You seek to act with the long-
term interests of nature in mind.

4 The sea is a constant, churning cauldron of power
and chaos. It reminds you that accepting change is

necessary to sustain yourselfin the world.

5 The birds in the sky are evidence that even the

smallest creatures can survive ifthey remain above

the fray.
6 As demonstrated by the actions ofthe wolf, an

individual’s strength is nothing compared to the
power ofthe pack.

MENTOR
It’s not unusual for would-be druids to seek out (or be
sought out by) instructors or elders who teach them the
basics of their magical arts. Most druids who learn from
a mentor begin their training at a young age, and the
mentor has a vital role in shaping a student’s attitudes
and beliefs.

If your character received training from someone
else, who or what was that individual, and what was the
nature of your relationship? Did your mentor imbue you
with a particular outlook or otherwise in uence your
approach to achieving the goals of your chosen path?



DRUID or

THE CIRCLE

or: DREAMS

MENTORS
d6 Mentor

1 Your mentor was a wise treant who taught you to

think in terms ofyears and decades rather than

days or months.

2 You were tutored by a dryad who watched over

a slumbering portal to the Abyss. During your
training, you were tasked with watching for hidden
threats to the world.

3 Your tutor always interacted with you in the form of
a falcon. You never saw the tutor’s humanoid form.

4 You were one of several youngsters who were
mentored by an old druid, until one ofyour fellow
pupils betrayed your group and killed your master.

5 Your mentor has appeared to you only in visions.
You have yet to meet this person, and you are not
sure such a person exists in mortal form.

6 Your mentor was a werebear who taught you to
treat all living things with equal regard.

DRUID CIRCLES
At 2nd level, a druid gains the Druid Circle feature. The

following options are available to a druid, in addition

to those offered in the Player’s Handbook: the Circle of

Dreams and the Circle of the Shepherd.

CIRCLE OF DREAMS
Druids who are members of the Circle of Dreams hail
from regions that have strong ties to the Feywild and
its dreamlike realms. The druids’ guardianship of the

natural world makes for a natural alliance between
them and good-aligned fey. These druids seek to ll the
world with dreamy wonder. Their magic mends wounds

and brings joy to downcast hearts, and the realms they
protect are gleaming, fruitful places, where dream and

reality blur together and where the weary can nd rest.

CIRCLE OF DREAMS FEATURES

Druid Level Feature

2nd Balm ofthe Summer Court

6th Hearth of Moonlight and Shadow
10th Hidden Paths

14th Walker in Dreams

BALM OF THE SUMMER COURT
At 2nd level, you become imbued with the blessings of
the Summer Court. You are a font of energy that offers

respite from injuries. You have a pool of fey energy rep-

resented by a number of C168 equal to your druid level.

As a bonus action, you can choose one creature you

can see within 120 feet of you and spend a number of l
those dice equal to half your druid level or less. Roll the
spent dice and add them together. The target regains a :
number of hit points equal to the total. The target also '

gains 1 temporary hit point per die spent.
You regain all expended dice when you nish a

long rest.

HEARTH OF MOONLIGHT AND SHADOW
At 6th level, home can be wherever you are. During a

short or long rest, you can invoke the shadowy power of

the Gleaming Court to help guard your respite. At the

start of the rest, you touch a point in space, and an invis-

ible, 30-foot—radius sphere of magic appears, centered

on that point. Total cover blocks the sphere. I

While within the sphere, you and your allies gain a +5

bonus to Dexterity (Stealth) and Wisdom (Perception)
checks, and any light from open ames in the sphere (a l
camp re, torches, or the like) isn’t visible outside it. l

The sphere vanishes at the end of the rest or when you |
leave the sphere.

HIDDEN PATHS
Starting at 10th level, you can use the hidden, magical

pathways that some fey use to traverse space in the

blink of an eye. As a bonus action on your turn, you can

teleport up to 60 feet to an unoccupied space you can

see. Alternatively, you can use your action to teleport



one willing creature you touch up to 30 feet to an unoc-
cupied space you can see.

You can use this feature a number of times equal to
your Wisdom modi er (minimum of once), and you re-
gain all expended uses of it when you nish a long rest.

WALKER IN DREAMS
At 14th level, the magic of the Feywild grants you
the ability to travel mentally or physically through
dreamlands.

When you nish a short rest, you can cast one of the
following spells, without expending a spell slot or re-
quiring material components: dream (with you as the
messenger), scrying, or teleportation circle.

This use of teleportation circle is special. Rather than
opening a portal to a permanent teleportation circle, it
opens a portal to the last location where you nished
a long rest on your current plane of existence. If you
haven*t taken a long rest on your current plane, the
spell fails but isn’t wasted.

Once you use this feature, you can’t use it again
until you nish a long rest.

CIRCLE OF THE SHEPHERD
Druids of the Circle of the Shepherd commune
with the spirits of nature, especially the spirits
of beasts and the fey, and call to those spirits for
aid. These druids recognize that all living things
play a role in the natural world, yet they focus on
protecting animals and fey creatures that have
dif culty defending themselves. Shepherds, as they are
known, see such creatures as their charges. They ward
off monsters that threaten them, rebuke hunters who
kill more prey than necessary, and prevent civilization
from encroaching on rare animal habitats and on sites
sacred to the fey. Many of these druids are happiest far
from cities and towns, content to spend their days in the
company of animals and the fey creatures of the wilds.

Members of this circle become adventurers to oppose
forces that threaten their charges or to seek knowledge
and power that will help them safeguard their charges
better. Wherever these druids go, the spirits of the wil—
derness are with them.

CIRCLE OF THE SHEPHERD FEATURES

Druid Level Feature

2nd Speech ofthe Woods, Spirit Totem
6th Mighty Summoner

10th Guardian Spirit
14th Faithful Summons

SPEECH or THE Woons
At 2nd level, you gain the ability to converse with beasts
and many fey.

You learn to speak, read, and write Sylvan. In addi‘
tion, beasts can understand your speech, and you gain
the ability to decipher their noises and motions. Most
beasts lack the intelligence to convey or understand
sophisticated concepts, but a friendly beast could relay
what it has seen or heard in the recent past. This ability
doesn’t grant you friendship with beasts, though you can

Damn or THE CiRCl-E or THE SHEPHERD

combine this ability with gifts to curry favor with them
as you would with any nonplayer character.

SPIRIT TOTEM
Starting at 2nd level, you can call forth nature spirits to
in uence the world around you. As a bonus action, you
can magically summon an incorporeal spirit to a point
you can see within 60 feet of you. The spirit creates an
aura in a 30-foot radius around that point. It counts as
neither a creature nor an object, though it has the spec-
tral appearance of the creature it. represents.

As a bonus action, you can move the spirit up to 60
feet to a point you can see.

The spirit persists for 1 minute or until you’re incapac—
itated. Once you use this feature, you can’t use it again
until you nish a short or long rest.

The effect of.the spirit’s aura depends on the type of
spirit you summon from the options below.

Bear Spirit. The bear spirit grants you and your allies
its might and endurance. Each creature of your choice
in the aura when the spirit appears gains temporary
hit points equal to 5 + your druid level. In addition, you
and your allies gain advantage on Strength checks and
Strength saving throws while in the aura.

Hawk Spirit. The hawk spirit is a consummate
hunter, aiding you and your allies with its keen sight.
When a creature makes an attack roll against a target
in the spirit’s aura, you can use your reaction to grant
advantage to that attack roll. In addition, you and your
allies have advantage on Wisdom (Perception) checks
while in the aura.
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Unicorn Spirit. The unicorn spirit lends its protection

to those nearby. You and your allies gain advantage on
all ability checks made to detect creatures in the spirit’s
aura. In addition. if you cast a spell using a spell slot
that restores hit points to any creature inside or outside

the aura, each creature of your choice in the aura also

regains hit points equal to your druid level.

MIGHTY SUMMONER
Starting at 6th level, beasts and fey that you conjure are
more resilient than normal. Any beast or fey summoned

or created by a spell that you cast gains the. follow—
ing bene ts:

- The creature appears with more hit points than nor—

mal: 2 extra hit points per Hit Die it has.

- The damage from its natural weapons is considered

magical for the purpose of overcoming immunity and
resistance to nonmagical attacks and damage.

GUARDIAN SPIRIT
Beginning at 10th level, your Spirit Totem safeguards

the beasts and fey that you call forth with your magic.
When a beast or fey that you summoned or created with

a spell ends its turn in your Spirit Totem aura, that crea—

ture regains a number of hit points equal to halfyour

druid level.

FAITHFUL SUMMONS
Starting at 14th level, the nature spirits you commune

with protect you when you are the most defenseless.

If you are reduced to 0 hit points or are incapacitated
against your will, you can immediately gain the bene ts

of conjure animals as if it were cast using a 9th-level
spell slot. It summons four beasts of your choice that are
challenge rating 2 or lower. The conjured beasts appear

within 20 feet of you. If they receive no commands from

you, they protect you from harm and attack your foes.
The spell lasts for 1 hour, requiring no concentration, or

until you dismiss it (no action required).
Once you use this feature, you can’t use it again until

you nish a long rest.

LEARNING BEAST SHAPES
The Wild Shape feature in the Player’s Handbook lets
you transform into a beast that you’ve seen. That rule
gives you a tremendous amount of exibility, making it
easy to amass an array of beast form options for your-
self, but you must abide by the limitations in the Beast

Shapes table in that book.
When you gain Wild Shape as a 2nd—level druid, you

might wonder which beasts you've already seen. The
following tables organize beasts from the Monster Man—

ual according to the beasts’ most likely environments.
Consider the environment your druid grew up in, then
consult the appropriate table for a list of animals that

your druid has probably seen by 2nd level.
These tables can also help you and your DM deter-

mine which animals you might see on your travels.

In addition, the tables include each beast’s challenge
rating and note whether a beast has a flying or swims
ming speed. This information will help you determine

whether you qualify to assume that beast’s form.

ti l-l .‘~. l’i" in E3. 1 I..ii_". it .‘~.I.' ii F3, i 3 PT i (I j.‘ .“x'. 3'

ll l ”Vi-M LUV“ lhli sawthlnivxg (lit,

Q} t wasn‘t. new. more,“
rlsz is ihlzrior lo: we.

The tables include all the individual beasts that are
eligible for Wild Shape (up to a challenge rating of 1) or
the Circle Forms feature of the Circle of the Moon (up to
a challenge rating of 6).

ARCTIC
CR Beast Fly/Swim

O Owl Fly

1/8 Blood hawk Fly
1/4 Giant owl ' Fly

1 Brown bear —

2 Polar bear Swim
2 Saber-toothed tiger —
6 Mammoth ——

COAST
CR Beast Fly/Swim

0 Crab Swim

0 Eagle Fly
l/S Blood hawk Fly
1/8 Giant crab Swim

l/8 Poisonous snake Swim

l/8 Stirge Fly
1/4 Giant lizard ~—
1/4 Giant wolfspider —

1/4 Pteranodon Fly

1 Giant eagle Fly
1 Giant toad Swim

2 Plesiosaurus Swim

DESERT
CR Beast Fly/Swim

0 Cat -—

O Hyena —

0 Jackal ——

O Scorpion ——

0 Vulture Fly
l/S Camel —-

1/8 Flying snake Fly
l/8 Mule —

1/8 Poisonous snake Swim

1/8 Stirge Fly

1/4 Constrictor snake Swim
1/4 Giant lizard ——

l/4 Giant poisonous snake Swim
1/4 Giant wolf spider ——

1 Giant hyena —
1 Giant spider ——
1 Giant toad Swim

1 Giant vulture Fly

1 Lion —

2 Giant constrictor snake Swim
3 Giant scorpion —

_ _.-..—..-_—.—-..-—.—..__._



FOREST
CR Beast
0 Baboon
0 Badger
0 Cat
0 Deer
0 Hyena
0 Owl

1/8 Blood hawk
1/8 Flying snake
1/8 Giant rat
1/8 Giant weasel
1/8 Poisonous snake
1/8 Mastiff
1/8 Stirge
1/4 Boar
1/4 Constrictor snake
1/4 Elk
1/4 Giant badger
1/4 Giant bat
1/4 Giant frog
1/4 Giant lizard
1/4 Giant owl
1/4 Giant poisonous snake
1/4 Giant wolfspider
1/4 Panther
1/4 Wollf
1/2 Ape
1/2 Black bear
1/2 Giant wasp

1 Brown bear
1 Dire wolf
1 Giant hyena
1 Giant spider
1 Giant toad
1 Tiger
2 Giant boar
2 Giant constrictor snake
2 Giant elk

Fly/Swim

Fly

Fly
Fly

Swim

Fly

Swim

Fly

Swim

Fly

Swim

GRASSLAND

1/4
1/4
1/4
1/2
1/2
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Beast

Cat
Deer

Eagle
Goat
Hyena
Jackal
Vulture
Blood hawk
Flying snake
Giant weasel
Poisonous snake
Stirge
Axe beak
Boar
Elk
Giant poisonous snake
Giant wolfspider
Panther (leopard)
Pteranodon
Riding horse
Wolf
Giant goat
Giant wasp
Giant eagle
Giant hyena
Giant vulture
Lion
Tiger
Allosaurus
Giant boar
Giant elk
Rhinoceros
Ankylosaurus
Elephant
Triceratops
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HILL
CR Beast

0 Baboon

0 Eagle
0 Goat
0 Hyena

0 Raven
0 Vulture

1/8 Blood hawk

1/3 Giant weasel

1/3 Masti '
1/8 Mule
1/3 Poisonous snake

1/8 Stirge
1/4 Axe beak
1/4 Boar
1/4 Elk
1/4 Giant owl
1/4 Giant wolf spider
1/4 Panther (cougar)

1/4 Wolf
1/2 Giant goat

1 Brown bear

1 Dire wolf
1 Giant eagle

1 Giant hyena

1 Lion
2 Giant boar

2 Giant elk

MOUNTAIN
CR Beast

0 Eagle
0 Goat

1/8 Blood hawk

1/3 Stirge
1/4 Pteranodon
1/2 Giant goat

1 Giant eagle

1 Lion
2 Giant elk

2 Saber-toothed tiger

SWAMP

Fly/Swim CR Beast

— O Rat

Fly 0 Raven
— 1/8 Giant rat

._ 1/3 Poisonous snake

Fly 1/8 Stirge
Fly 1/4 Constrictor snake

Fly 1/4 Giant frog

— 1/4 Giant lizard

— 1/4 Giant poisonous snake

— 1/2 Crocodile

Swim 1 Giant spider

Fly 1 Giant toad

— 2 Giant constrictor snake

5 Giant crocodile

Fly UNDERDARK

— CR Beast
0 Giant re beetle

1/8 Giant rat
1/8 Stirge
1/4 Giant bat
1/4 Giant centipede

Fly 1/4 Giant lizard

— 1/4 Giant poisonous snake

— 1 Giant spider
_ 1 Giant toad
_ 2 Giant constrictor snake

2 Polar bear (cave bear)

Fly/Swim UNDERWATER
F'Y CR Beast
— 0 Quipper
Fly 1/4 Constrictor snake

Fly 1/2 Giant sea horse
Fly 1/2 Reelc shark
— 1 Giant octopus
Fly Giant constrictor snake

__ Hunter shark
Plesiosaurus

Killer whale

Giant sharkm
w

N
N

N

Fly/Swim

Fly

Swim

Fly

Swim

Swim

Swim

Swim

Swim

Swim

Swim

Fly/Swim

Fly
Fly

Swim

Swim

Swim

Swim

Fly/Swim

Swim

Swim

Swim

Swim

Swim
Swim

Swim

Swim

Swim

Swim



FIGHTER
LET ME KNOw WEN YOU’RE ALL DONE TALKING.

-—Tordel<

Of all the adventurers in the worlds of D&D, the ghter
is perhaps the greatest paradox. On the one hand, a sin-
gular feature of the class is that no two ghters ply their
craft in quite the same way; their weapons, armor, and
tactics differ across a vast spectrum. On the other hand,
regardless of the tools and methods one uses, at the
heart of every ghter’s motivation lies the same basic
truth: it is better to wound than to be wounded.

Although some adventuring ghters risk their lives
ghting for glory or treasure, others are primarily con

cerned with the welfare of others. They put more value
on the well-being of the society, the village, or the group
than on their own safety. Even if there’s gold in the off—
ing, the true reward for most ghters comes from send-
ing enemies to their doom.

The sections below offer ways to add a little depth and
a few personal touches to your ghter character.

HERALDIC SIGN
Fighters typically do battle for a cause. Some ght on
behalf of kingdoms besieged by monsters, while others
quest only for personal glory. In either case, a ghter
often displays a heraldic sign that represents that cause,
either adopting the symbol of a nation or a royal line, or
creating a crest to represent one’s self—interest.

Your character could be af liated with an organization
or a cause, and thus might already travel under a banner
of some sort. If that’s not the case, consider devising a
heraldic sign that symbolizes an aspect of your nature
or speaks to what you see as your purpose in the world.
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Sign
l A rampant golden dragon on a green field, repre-

senting valor and a quest for wealth
2 The st ofa storm giant clutching lightning before

a storm cloud, symbolizing wrath and power
3 Crossed greatswords in front ofa castle gate, signi-

fying the defense ofa city or kingdom
4 A skull with a dagger through it, representing the

doom you bring to your enemies
5 A phoenix in a ring of re, an expression ofan in-

domitable spirit
6 Three drops ofblood beneath a horizontal sword

blade on a black background, symbolizing three
foes you have sworn to kill

INSTRUCTOR
Some ghters are natural—born combatants who have
a talent for surviving in battle. Others learned the ba-
sics of their combat prowess in their formative years
from spending time in a military or some other martial
organization, when they were taught by the leaders of
the group.

A third type of ghter comes from the ranks of those
who received one—on-one instruction from an accom-
plished veteran of the craft. That instructor was, or
perhaps still is, well versed in a certain aspect of combat
that relates to the student’s background.

If you decide that your character had an individual
instructor, What is that person’s specialty? Do you
emulate your instructor in how you ght, or did you
take the instructor’s teachings and adapt them to your
own purposes?

INSTRUCTORS

d6 Instructor

1 Gladiator. Your instructor was a slave who fought

for freedom in the arena, or one who willingly
chose the gladiator’s life to earn money and fame.

2 Military. Your trainer served with a group ofsol-
diers and knows much about working as a team.

3 City Watch. Crowd control and peacekeeping are
your instructor’s specialties.

4 Tribal Warrior. Your instructor grew up in a tribe,
where ghting for one's life was practically an
everyday occurrence.

5 Street Fighter. Your trainer excels at urban combat,
combining close-quarters work with silence and
ef ciency.

6 Weapon Master. Your mentor helped you to be-
come one with your chosen weapon, by imparting
highly specialized knowledge of how to wield it
most effectively.
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SIGNATURE STYLE
Many ghters distinguish themselves from their peers
by adopting and perfecting a particular style or method

of waging combat. Although this style might be a natural
outgrowth of a ghter’s personality, that's not always the
case—someones approach to the world in general does
not necessarily dictate how that person operates when

lives are on the line.
Do you have a combat style that mirrors your outlook

on life, or is something else inside you unleashed when
weapons are drawn?

SIGNATURE STYLES

d6 Style

1 Elegant. You move with precise grace and total
control, never using more energy than you need.

2 Brutal. Your attacks rain down like hammer blows,

meant to splinter bone or send blood ying.
3 Cunning. You dart in to attack at just the right mo-

ment and use small-scale tactics to tilt the odds in

your favor.
4 Effortless. You rarely perspire or display anything

other than a stoic expression in battle.

5 Energetic. You sing and laugh during combat as

your spirit soars. You are happiest when you have a

foe in front ofyou and a weapon in hand.
6 Sinister. You scowl and sneer while ghting, and

you enjoy mocking your foes as you defeat them.

MARTIAL ARCHETYPES
At 3rd level, a ghter gains the Martial Archetype fea-
ture. The following options are available to a ghter, in

addition to those offered in the Player’s Handbook: the

Arcane Archer, the Cavalier, and the Samurai.

ARCANE ARCHER
An Arcane Archer studies a unique elven method of

archery that weaves magic into attacks to produce su-

pernatural effects. Arcane Archers are some of the most
elite warriors among the elves. They stand watch over

the fringes of elven domains, keeping a keen eye out for
trespassers and using magic—infused arrows to defeat

monsters and invaders before they can reach elven set—

tlements. Over the centuries, the methods of these elf

archers have been learned by members of other races

who can also balance arcane aptitude with archery.

ARCANE ARCHER FEATURES

Fighter Level Feature

3rd Arcane Archer Lore, Arcane Shot (2 options)

7th Curving Shot, Magic Arrow,

Arcane Shot (3 options)

10th Arcane Shot (4 options)
15th Ever-Ready Shot, Arcane Shot (5 options)

18th Arcane Shot (6 options, improved shots)

ARCANE ARCHER LORE
At 3rd level, you learn magical theory or some of the
secrets of nature—typical for practitioners of this elven
martial tradition. You choose to gain pro ciency in ei—

ther the Arcana or the Nature skill, and you choose to

learn either the prestidigr'tation or the drufdcraft cantrip.

A RC A N E S H OT
At 3rd level, you learn to unleash special magical effects

with some of your shots. When you gain this feature, you

learn two Arcane Shot options of your choice (see “Ar-

cane Shot Options” below).
Once per turn when you re a magic arrow from a

shortbow or longbow as part of the Attack action, you

can apply one of your Arcane Shot options to that ar—

row. You decide to use the option when the arrow hits
a creature, unless the option doesn’t involve an attack

roll. You have two uses of this ability, and you regain all

expended uses of it when you nish a short or long rest.

You gain an additional Arcane Shot option of your

choice when you reach certain levels in this class: 7th,

10th, 15th, and 18th level. Each option also improves

when you become an 18th—level ghter.

M AGIC A now
At 7th level, you gain the ability to infuse arrows with
magic. Whenever you re a nonmagical arrow from a

shortbow or longbow, you can make it magical for the

purpose of overcoming resistance and immunity to non-
magical attacks and damage. The magic fades from the

arrow immediately after it hits or misses its target.

C U Rv I N c S H OT
At 7th level, you learn how to direct an errant arrow

toward a new target. When you make an attack roll with
a magic arrow and miss, you can use a bonus action to

reroll the attack roll against a different target within 60
feet of the original target.

EvER-REA DY SHOT
Starting at 15th level, your magical archery is available

whenever battle starts. If you roll initiative and have no

uses of Arcane Shot remaining, you regain one use of it.

ARCANE SHOT OPTIONS
The Arcane Shot feature lets you choose options for it at

certain levels. The options are presented here in alpha-
betical order. They are all magical effects, and each one
is associated with one of the schools of magic.

If an option requires a saving throw, your Arcane Shot
save DC equals 8 + your pro ciency bonus + your Intelli-

gence modi er.
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LEFT To QIsHT: Sara-team, CAVALIER, AND ARCANE ARCHER

Banishing Arrow. You use abjuration magic to try to
temporarily banish your target to a harmless location
in the Feywild. The creature hit by the arrow must also
succeed on a Charisma saving throw or be banished.
While banished in this way, the target’s speed is 0, and
it is incapacitated. At the end of its next turn, the target
reappears in the Space it vacated or in the nearest unoc-
cupied space if that space is occupied.

After you reach 18th level in this class, a target also
takes 2d6 force damage when the arrow hits it.

Regaining Arrow. Your enchantment magic causes
this arrow to temporarily beguile its target. The creature
hit by the arrow takes an extra 2d6 psychic damage, and
choose one ofyour allies within 30 feet of the target.
The target must succeed on a Wisdom saving throw, or
it is charmed by the chosen ally until the start of your
next turn. This effect ends early if the chosen ally at—
tacks the charmed target, deals damage to it, or forces it
to make a saving throw.

The psychic damage increases to 4d6 when you reach
18th level in this class.

Bursting Arrow. You imbue your arrow with force
energy drawn from the school of evocation. The energy
detonates after your attack. Immediately after the ar—
row hits the creature, the target and all other creatures
within 10 feet of it take 2d6 force damage each.

The force damage increases to 4d6 when you reach
18th level in this class.

Enfeeblfng Arrow. You weave necromantic magic into
your arrow. The creature hit by the arrow takes an extra
2d6 necrotic damage. The target must also succeed

on a Constitution saving throw, or the damage dealt
by its weapon attacks is halved until the start of your
next turn.

The necrotic damage increases to 4d6 when you reach
18th level in this class.

Grasping Arrow. When this arrow strikes its target,
conjuration magic creates grasping, poisonous brams
bles, which wrap around the target. The creature hit by
the arrow takes an extra 2(16 poison damage, its speed
is reduced by 10 feet, and it takes 2-d6 slashing dam—
age the rst time on each turn it moves 1 foot or more
without teleporting. The target or any creature that can
reach it can use its action to remove the brambles with
a successful Strength (Athletics) check against your Ar-
cane Shot save DC. Otherwise, the brambles last for 1
minute or until you use this option again.

The poison damage and slashing damage both in-
crease to 4d6 when you reach 18th level in this class.

Piercing Arrow. You use transmutation magic to
give your arrow an ethereal quality. When you use this
option, you don’t make an attack roll for the attack.
Instead, the arrow shoots forward in a line, which is 1
foot wide and 30 feet long, before disappearing. The
arrow passes harmlessly through objects, ignoring
cover. Each creature in that line must make a Dexterity
saving throw. On a failed save, a creature takes damage
as if it were hit by the arrow, plus an extra 1d6 piercing
damage. On a successful save, a target takes half as
much damage.

The piercing damage increases to 2d6 when you reach
18th level in this class.



Seeking Arrow. Using divination magic, you grant
your arrow the ability to seek out a target. When you use
this option, you don’t make an attack roll for the attack.

Instead, choose one creature you have seen in the past
minute. The arrow ies toward that creature, moving

around corners if necessary and ignoring three-quarters

cover and half cover. If the target is within the weapon’s

range and there is a path large enough for the arrow to
travel to the target, the target must make a Dexterity

saving throw. Otherwise, the arrow disappears after

traveling as far as it can. On a failed save, the target
takes damage as if it were hit by the arrow, plus an extra

1d6 force damage, and you learn the target’s current

location. On a successful save, the target takes half as

much damage, and you don’t learn its location.

The force damage increases to 2d6 when you reach

18th level in this class.
Shadow Arrow. You weave illusion magic into your

arrow, causing it to occlude your fees vision with shad-

ows. The creature hit by the arrow takes an extra 2d6

psychic damage, and it must succeed on a Wisdom

saving throw or be unable to see anything farther than 5
feet away until the start of your next turn.

The psychic damage increases to 4d6 when you reach

18th level in this class.

CAVALIER

The archetypal Cavalier excels at mounted combat.

Usually born among the nobility and raised at court, a

Cavalier is equally at home leading a cavalry charge or

exchanging repartee at a state dinner. Cavaliers also
learn how to guard those in their charge from harm,
often serving as the protectors of their superiors and of

the weak. Compelled to right wrongs or earn prestige,

many of these ghters leave their lives of comfort to em—
bark on glorious adventure.

CAVALIER FEATURES

Fighter Level Feature
3rd Bonus Pro ciency, Born to the Saddle,

Unwavering Mark
7th Warding Maneuver

10th Hold the Line
15th Ferocious Charger
18th Vigilant Defender

BONUS PROFICIENCY
When you choose this archetype at 3rd level, you gain
pro ciency in one of the following skills of your choice:
Animal Handling, History, Insight, Performance, or

Persuasion. Alternatively, you learn one language of

your choice.

BORN TO THE SADDLE
Starting at 3rd level, your mastery as a rider becomes
apparent. You have advantage on saving throws made
to avoid falling off your mount. If you fall off your mount

and descend no more than 10 feet, you can land on your
feet if you’re not incapacitated.

Finally, mounting or dismounting a creature costs you

only 5 feet of movement, rather than half your speed.

tili.—‘~.I"j"i-'.':t l ' ~'. lis‘alrixi' i'l-‘z-‘i t'tli"!'tt_2-“~.i>~'

CAVALIERs, SAMURAI, AND HISTORY
While both cavaliers and samurai existed in the real world,

our inspirations for both ghter archetypes are taken from
popular culture (folk tales, movies, and comic books), not

from history. Our intent is to capture the cinematic, heroic

element of both archetypes in the game, rather than create
an accurate historical representation ofeither one.

*1— I"

UNWAVERING MARK
Starting at 3rd level, you can menace your foe-s, foiling
their attacks and punishing them for harming others.
When you hit a creature with a melee weapon attack,

you can mark the creature until the end of your next

turn. This effect ends early if you are incapacitated or
you die, or if someone else marks the creature.

While it is within 5 feet of you, a creature marked by

you has disadvantage on any attack roll that doesn’t
target you.

In addition, if a creature marked by you deals damage
to anyone other than you, you can make a special melee

weapon attack against the marked creature as a bonus

action on your next turn. You have advantage on the

attack roll, and if it hits, the attacks weapon deals extra

damage to the target equal to half your ghter level.

Regardless of the number of creatures you mark, you

can make this special attack a number of times equal to
your Strength modi er (minimum of once), and you re-

gain all expended uses of it when you nish a long rest.

WARDING MANEUVER
At 7th level, you learn to fend off strikes directed at

you, your mount, or other creatures nearby. If you or

a creature you can see within 5 feet of you is hit by an

attack, you can roll ld8 as a reaction if you’re wielding
a melee weapon or a shield. Roll the die, and add the

number rolled to the target’s AC against that attack. If
the attack still hits, the target has resistance against the

attack’s damage.
You can use this feature a number of times equal

to your Constitution modi er (minimum of once), and
you regain all expended uses of it when you nish a
long rest.

HOLD THE LINE
At 10th level, you become a master of locking down
your enemies. Creatures provoke an opportunity attack

from you when they move 5 feet or more while within
your reach, and if you hit a creature with an opportunity

attack, the target’s speed is reduced to 0 until the end of
the current turn.
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FEROGIOUS CHARGER
Starting at 15th level, you can run down your foes,
whether you’re mounted or not. If you move at least 10
feet in a straight line right before attacking a creature
and you hit it with the attack, that target must succeed
on a Strength saving throw (DC 8 + your pro ciency bo—
nus + your Strength modi er) or be knocked prone. You
can use this feature only once on each of your turns.

VIGILANT DEFENDER
Starting at 18th level, you respond to danger with
extraordinary vigilance. In combat, you get a special
reaction that you can take once on every creature’s turn,
except your turn. You can use this special reaction only
to make an opportunity attack, and you can’t use it on
the same turn that you take your normal reaction.

SAMURAI
The Samurai is a ghter who draws on an implacable
ghting spirit to overcome enemies. A Samurai’s resolve

is nearly unbreakable, and the enemies in a Samurai's
path have two choices: yield or die ghting.

SAMURAI FEATURES

Fighter Level Feature

3rd Bonus Pro ciency, Fighting Spirit (5 temp. hp)
F’th Elegant Courtier

10th Tireless Spirit, Fighting Spirit (10 temp. hp)
l5th Rapid Strike, Fighting Spirit (l5 temp. hp)

18th Strength before Death

BONUS PROFICIENCY
When you choose this archetype at 3rd level, you gain
pro ciency in one of the following skills of your choice:
History, Insight, Performance, or Persuasion. Alterna—
tively, you learn one language of your choice.

FIGHTING SPIRIT
Starting at 3rd level, your intensity in battle can shield
you and help you strike true. As a bonus action on your
turn, you can give yourself advantage on weapon attack
rolls until the end of the current turn. When you do so,
you also gain 5 temporary hit points. The number of
temporary hit points increases when you reach certain
levels in this class, increasing to 10 at 10th level and 15
at 15th level.

You can use this feature three times, and you regain
all expended uses of it when you nish a long rest.

ELEGANT COURTIER
Starting at 7th level, your discipline and attention to de—
tail allow you to excel in social situations. Whenever you
make a Charisma (Persuasion) check, you gain a bonus
to the check equal to your Wisdom modi er.

Your self-control also causes you to gain pro ciency
in Wisdom saving throws. If you already have this pro-
ciency, you instead gain pro ciency in Intelligence or

Charisma saving throws (your choice).

TIRELEss SPIRIT
Starting at 10th level, when you roll initiative and
have no uses of Fighting Spirit remaining, you re-
gain one use.

RAPID STRIKE
Starting at 15th level, you learn to trade accuracy for
swift strikes. If you take the Attack action on your turn
and have advantage on an attack roll against one of
the targets, you can forgo the advantage for that roll to
make an additional weapon attack against that target,
as part of the same action. You can do so no more than
once per turn.‘

STRENGTH BEFORE DEATH
Starting at 18th level, your ghting spirit can delay the
grasp of death. If you take damage that reduces you to
0 hit points and doesn’t kill you outright, you can use
your reaction to delay falling unconscious, and you can
immediately take an extra turn, interrupting the current
turn. While you have 0 hit points during that extra turn,
taking damage causes death saving throw failures as
normal, and three death saving throw failures can still
kill you. When the extra turn ends, you fall unconscious
ifyou still have 0 hit points.

Once you use this feature, you can’t use it again until
you nish a long rest.
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MONK
DO NOT MISTAKE MY SILENCE FOR ACCEPTANCE OF YOUR

uillainy. Whileyou blustered and threatened, I’ve planned

four di erent ways to snapyour neck with my bare hands.

—Ember, grand master of owers

Monks walk a path of contradiction. They study their art

as a wizard does, and like a wizard, they wear no armor

and typically eschew weapons. Yet they are deadly com-

batants, their abilities on a par with those of a raging

barbarian or a superbly trained ghter. Monks embrace

this seeming contradiction, for it speaks to the core of

all monastic study. By coming to know oneself com—

pletely, one learns much of the wider world.
A monk’s focus on inner mastery leads many such

individuals to become detached from society, more con—

cerned with their personal experience than with hap-

penings elsewhere. Adventuring monks are a rare breed

of an already rare type of character, taking their quest

for perfection beyond the walls of the monastery into the

world at large.
Playing a monk character offers many intriguing op—

portunities to try something different. To distinguish

your monk character even further, consider the options

in the sections that follow.

MONASTE RY
A monk studies in a monastery in preparation for a life

of asceticism. Most of those who enter a monastery

make it their home for the rest of their lives, with the

exception of adventurers and others who have reason to

leave. For those individuals, a monastery might serve as

a refuge between excursions to the world or as a source

of support in times of need.
What sort of place was your monastery, and where is

it located? Did attending it contribute to your experience

in an unusual or distinctive way?
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d6 Monastery

1 Your monastery is carved out ofa mountainside,

where it looms over a treacherous pass.

2 Your monastery is high in the branches ofan im-

mense tree in the Feywild.

3 Your monastery was founded long ago by a cloud

giant and is inside a cloud castle that can be

reached only by ying.
4 Your monastery is built beside a volcanic system

of hot springs, geysers, and sulfur pools. You regu-

larly received visits from azer traders.

5 Your monastery was founded by gnomes and is an

underground labyrinth oftunnels and rooms.

6 Your monastery was carved from an iceberg in the

frozen reaches ofthe world.

MONASTIC ICON

Even in the monastic lifestyle, which eschews materi—

alism and personal possessions, symbolism plays an

important part in de ning the identity of an order. Some

monastic orders treat certain creatures with special

regard, either because the creature is tied to the orders

history or because it serves as an example of a quality

the monks seek to emulate.
If your character’s monastery had a special icon, you

might wear a crude image of the creature somewhere

inconspicuous on your clothing to serve as an identify-

ing mark. Or perhaps your order’s icon does not have a

physical form but is expressed through a gesture or a

posture that you adopt, and which other monks might

know how to interpret.

MONASTIC Icons

d6 Icon
1 Monkey. Quick reflexes and the ability to travel

through the treetops are two ofthe reasons why

your order admires the monkey.

2 Dragon Turtle. The monks ofyour seaside mon-

astery venerate the dragon turtle, reciting ancient

prayers and offering garlands offlowers to honor

this living spirit ofthe sea.
3 Ki-rin. Your monastery sees its main purpose as

watching over and protecting the land in the man-

ner ofthe ki-rin.
4 Owlbear. The monks ofyour monastery revere a

family of owlbears and have coexisted with them

for generations.

5 Hydra. Your order singles out the hydra for its abil-

ity to unleash several attacks simultaneously.

6 Dragon. A dragon once laired within your monas-

tery. Its influence remains long after its departure.

..—...—___....._.--—_._
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MASTER
During your studies, you were likely under the tutelage
of a master who imparted to you the precepts of the
order. Your master was the one most responsible for
shaping your understanding of the martial arts and your

attitude toward the world. What sort of person was your

master, and how did your relationship with your master
a hctyou?

MASTERS
d6 Master

1 Your master was a tyrant whom you had to defeat
in single combat to complete your instruction.

2 Your master was kindly and taught you to pursue

the cause of peace.

3 Your master was merciless in pushing you to your

limits. You nearly lost an eye during one especially

brutal practice session.
4 Your master seemed goodhearted while tutoring

you, but betrayed your monastery in the end.

5 Your master was cold and distant. You suspect that

the two ofyou might be related.
6 Your master was kind and generous, never critical

ofyour progress. Nevertheless, you feel you never
fully lived up to the expectations placed on you.

MONASTIC TRADITIONS
At 3rd level, a monk gains the Monastic Tradition fea—
ture. The following options are available to a monk, in
addition to those offered in the Player’s Handbook: the
Way of the Drunken Master, the Way of the Kensei, and
the Way of the Sun Soul.

WAY OF THE DRUNKEN MASTER

The Way of the Drunken Master teaches its students
to move with the jerky, unpredictable movements of
a drunkard. A drunken master sways, tottering on
unsteady feet, to present what seems like an incompe-
tent combatant who proves frustrating to engage. The
drunken master’s erratic stumbles conceal a carefully
executed dance of blocks, parries, advances, attacks,
and retreats.

A drunken master often enjoys playing the fool to
bring gladness to the despondent or to demonstrate
humility to the arrogant, but when battle is joined, the
drunken master can be a maddening, masterful foe.

WAY or THE DRUNKEN MASTER FEATURES

Monk Level Feature

3rd Bonus Pro ciencies, Drunken Technique
6th Tipsy Sway
'l'lth Drunkard's Luck

17th Intoxicated Frenzy
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BONUS PROFICIENCIES

When you choose this tradition at 3rd level, you gain
pro ciency in the Performance skill if you don’t already
have it. Your martial arts technique mixes combat train-

ing with the precision of a dancer and the antics of a
jester. You also gain pro ciency with brewer’s supplies if

you don’t already have it.

DRUNKEN TECHNIQUE
At 3rd level, you learn how to twist and turn quickly as

part of your Flurry of Blows. Whenever you use Flurry

of Blows, you gain the bene t of the Disengage action,

and your walking speed increases by 10 feet until the
end of the current turn.

TIPSY SWAY
Starting at 6th level, you can move in sudden, swaying
ways. You gain the following bene ts.

Leap to Your Feet. When you’re prone, you can stand

up by spending 5 feet of movement, rather than half

your speed.
Redirect Attack. When a creature misses you with

a melee attack roll, you can spend 1 ki point as a re-

action to cause that attack to hit one creature of your
choice, other than the attacker, that you can see within 5

feet of you.

DRUNKARD’S LUCK
Starting at llth level, you always seem to get a lucky
bounce at the right moment. When you make an ability
check, an attack roll, or a saving throw and have disad-

vantage on the roll, you can spend 2 ki points to cancel

the disadvantage for that roll.

INTOXICATED FRENZY
At 17th level, you gain the ability to make an overwhelm-

ing number of attacks against a group of enemies. When

you use your Flurry of Blows, you can make up to three
additional attacks with it (up to a total of ve Flurry of
Blows attacks), provided that each Flurry of Blows at-
tack targets a different creature this turn.
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WAY or THE KENSEI
Monks of the Way of the Kensei train relentlessly with

their weapons, to the point where the weapon becomes

an extension of the body. Founded on a mastery of

sword ghting, the tradition has expanded to include
many different weapons.

A kensei sees a weapon in much the same way a cal-

ligrapher or painter regards a pen or brush. Whatever

the weapon, the kensei views it as a tool used to express

the beauty and precision of the martial arts. That such

mastery makes a kensei a peerless warrior is but a side

effect of intense devotion, practice, and study.

WAY OF THE KENSEI FEATURES

Monk Level Feature

3rd Path ofthe Kensei (2 weapons)

6th One with the Blade,

Path ofthe Kensei (3 weapons)

llth Sharpen the Blade,
Path ofthe Kensei (4 weapons)

17th Unerring Accuracy,

Path ofthe Kensei (5 weapons)

PATH or THE KENSEI
When you choose this tradition at 3rd level, your spe-

cial martial arts training leads you to master the use of
certain weapons. This path also includes instruction in

the deft strokes of calligraphy or painting. You gain the

following bene ts.
Kensei Weapons. Choose two types of weapons to

be your kensei weapons: one melee weapon and one

ranged weapon. Each of these weapons can be any sim-

ple or martial weapon that lacks the heavy and special

properties. The longbow is also a valid choice. You gain
pro ciency with these weapons if you don’t already have

it. Weapons of the chosen types are monk weapons for

you. Many of this tradition’s features work only with

your kensei weapons. When you reach 6th, 11th, and

1'7th level in this class. you can choose another type of
weapon—either melee or ranged—to be a kensei weapon

for you. following the criteria above.
Agile Parry. If you make an unarmed strike as part of

the Attack action on your turn and are holding a kensei

weapon, you can use it to defend yourself if it is a melee
weapon. You gain a +2 bonus to AC until the start of

your next turn, while the weapon is in your hand and

you aren't incapacitated.
Kensei’s Shot. You can use a bonus action on your

turn to make your ranged attacks with a kensei weapon

more deadly. When you do so, any target you hit with a

ranged attack using a kensei weapon takes an extra 1d4

damage of the weapons type. You retain this bene t un—

til the end of the current turn.
Way ofthe Brush. You gain pro ciency with your

choice of calligrapher's supplies or painter's supplies.

ONE WITH THE BLADE
At 6th level, you extend your ki into your kensei weap-

ons, granting you the following bene ts.

r‘l
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Magic Kenser' Weapons. Your attacks with your ken~

sei weapons count as magical for the purpose of over-

coming resistance and immunity to nonmagical attacks

and damage.
Deft Strike. When you hit a target with a kensei

weapon, you can spend 1 ki point to cause the weapon

to deal extra damage to the target equal to your Martial

Arts die. You can use this feature only once on each of

yourturns.

SHARPEN THE BLADE
At 11th level, you gain the ability to augment your weap-

ons further with your ki. As a bonus action, you can

expend up to 3 ki points to grant one kensei weapon
you touch a bonus to attack and damage rolls when you
attack with it. The bonus equals the number of ki points

you spent. This bonus lasts for 1 minute or until you

use this feature again. This feature has no effect on a
magic weapon that already has a bonus to attack and

damage rolls.

UNERRING ACCURACY
At 17th level, your mastery of weapons grants you ex-

traordinary accuracy. If you miss with an attack roll

using a monk weapon on your turn, you can reroll it. You

can use this feature only once on each of your turns.

WAY OF THE SUN SOUL
Monks of the Way of the Sun Soul learn to channel their

life energy into searing bolts of light. They teach that

meditation can unlock the ability to unleash the indomi-

table light shed by the soul of every living creature.

WAY OF THE SUN SOUL FEATURES

Monk Level Feature

3rd Radiant Sun Bolt

6th Searing Arc Strike

'Ilth Searing Sunburst
17th Sun Shield

RADIANT SUN BOLT
Starting when you Choose this tradition at 3rd level, you

can hurl searing bolts of magical radiance.
You gain a new attack option that you can use with

the Attack action. This special attack is a ranged spell

attack with a range of 30 feet. You are pro cient with
it, and you add your Dexterity modi er to its attack and
damage rolls. Its damage is radiant, and its damage die
is a d4. This die changes as you gain monk levels, as
shown in the Martial Arts column of the Monk table.

When you take the Attack action on your turn and use
this special attack as part of it, you can. spend 1 ki point

to make the special attack twice as a bonus action.

. ni-
x.
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When you gain the Extra Attack feature, this special

attack can be used for any of the attacks you make as
part of the Attack action.

SEARING ARC STRIKE
At 6th level, you gain the ability to channel your ki into
searing waves of energy. Immediately after you take the
Attack action on your turn, you can spend 2 ki points to
cast the burning hands spell as a bonus action.

You can spend additional ki points to cast burning
hands as a higher-level spell. Each additional ki point
you spend increases the spell’s level by 1. The maximum
number of ki points (2 plus any additional points) that
you can spend on the spell equals half your monk level.

SEARING SUNBURST
At 11th level, you gain the ability to create an orb of light
that erupts into a devastating explosion. As an action,
you magically create an orb and hurl it at a point you
choose within 150 feet, where it erupts into a sphere of
radiant light for a brief but deadly instant.

Each creature in that 20—foot-radius sphere must suc-
ceed on a Constitution saving throw or take 2d6 radiant
damage. A creature doesn’t need to make the save if the
creature is behind total cover that is opaque.

You can increase the spheres damage by spending
ki points. Each point you spend, to a maximum of 3, in-
creases the damage by 2d6.

SUN SHIELD
At 17th level, you become wreathed in a luminous, mag-
ical aura. You shed bright light in a 30-foot radius and
dim light for an additional 30 feet. You can extinguish or
restore the light as a bonus action.

If a creature hits you with a melee attack while this
light shines, you can use your reaction to deal radiant
damage to the creature. The radiant damage equals 5 +
your Wisdom modi er.
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PALADIN
THE TRUE WORTH OF A PALADIN Is MEASURED NOT IN

foes defeated or dungeons plundered. It is measured in lives

saved and hearts turned to the causes of mercy and justice.

—Isteva1

A paladin is a living embodiment of an oath—a promise
or a vow made manifest in the person of a holy warrior

who has the skill and the determination to see the cause

through to the end. Some paladins devote themselves
expressly to protecting the innocent and spreading jus-

tice in the world, while others resolve to attain that goal

by conquering those who stand de ant and bringing
them under the rule of law.

Although no paladin in the world could be described

as typical, a number of them are narrow—minded
do—gooders who refuse to tolerate even the smallest
deviation from their own outlook. Paladins who take

up the adventuring life, however, rarely remain so rigid

in their attitudes—if only to keep from alienating their

companions.
You can flesh out your paladin character by using the

suggestions below. It’s important to keep in mind that
most paladins aren’t robots. They have doubts and prej-

udices and harbor contradictory thoughts just as any
other character does. Some are compelled by an inter—
nal motivation that might sometimes be at odds with the

principles of their oaths.

PERSONAL GOAL
The precepts of a paladin’s oath provide purpose to the

character and dictate an ultimate goal or an overall in—
tent that the paladin abides by and advances. Aside from
that, some paladins are driven by a personal goal that
either complements or transcends the dictates of their

oaths. Paladins who swear different oaths might have

the same personal goal, differing only in how they apply
that goal to their actions when upholding their oaths.

If your paladin character has a personal goal, it might

be drawn from some life event and thus not directly tied

to the oath.
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PERSONAL GOALS

d6 Goal
1 Peace. You ght so that future generations will not

have to.
2 Revenge. Your oath is the vehicle through which

you will right an ancient wrong.
3 Duty. You will live up to what you have sworn to do,

or die trying.
4 Leadership. You will win a great battle that bards

will sing about, and in so doing, you will become
an example to inspire others.

5 Faith. You know your path is righteous, or else the

gods would not have set you upon it.

6 Glory. You will lead the world into a grand new era,

one that will be branded with your name.

SYMBOL
Paladins are mindful of the in uence of symbols, and

many of them adopt or design an artistic device that

bears a distinctive image. Your symbol exempli es the
oath you have taken and communicates that message to

those around you, friend and foe alike.
Your symbol might be. displayed on a banner, a flag, or

your clothing for all to see. Or it could be less obvious,

such as a trinket or a token that you carry concealed on

your person.

SYMBOLS
d6 Symbol

l A dragon, emblematic ofyour nobility in peace and
your ferocity in combat

2 A clenched st, because you are always ready to

ght for your beliefs
3 An upraised open hand, indicating your preference

for diplomacy over combat
4 A red heart, showing the world your commitment

to justice
5 A black heart, signifying that emotions such as pity

do not sway your dedication to your oath
6 An unblinking eye, meaning that you are ever alert

to all threats against your cause

NEMESIS
Their adherence to a sacred oath demands that paladins

take an active stance in carrying their beliefs into the
world. This activity naturally leads to con ict with crea-
tures or entities that oppose those beliefs. Among those
opponents, one often stands out as a paladin’s most per-

sistent or most formidable foe—a nemesis whose pres-

ence or influence is a constant factor in a paladin's life.



Your paladin character might have an enemy that
dates from the days before you took up your path. Or you

could be a target because when you became a paladin,

you immediately attracted the attention of those that
would do you in. If you have a nemesis, who or what is
it? Whom among your enemies do you consider to be the

biggest threat to achieving your goals?

NEM ESES
d6 Nemesis

l A mighty orc war chiefwho threatens to overrun
and destroy everything you hold sacred

2 A end or a celestial, the agent ofa power ofthe

Outer Planes, who has been charged with corrupt-
ing or redeeming you, as appropriate

3 A dragon whose servants dog your steps
A high priest who sees you as a misguided fool and
wants you to abandon your religion

5 A rival paladin who trained with you but became an
oath—breaker and holds you responsible

6 A vampire who has sworn revenge against all pala-
dins after being defeated by one

TEMPTATION
Although paladins are dedicated to their oaths, they are

mortals, and thus they are flawed. Many of them exhibit

a type of behavior or hold to an attitude that is not in

keeping with the highest ideals of their calling.
What is the temptation that your character succumbs

to or nds it dif cult to resist?

TEMPTATIONS

d6 Temptation
l Fury. When your anger is roused, you have trouble

thinking straight, and you fear you might do some-
thing you’ll regret.

2 Pride. Your deeds are noteworthy, and no one takes

note ofthem more often than you.

3 Lust. You can't resist an attractive face and a pleas-
ant smile.

4 Envy. You are mindful ofwhat some famous folk

have accomplished, and you feel inadequate when
your deeds don't compare to theirs.

5 Despair. You consider the great strength ofthe
enemies you must defeat, and at times you see no
way to achieve nal victory.

6 Greed. Regardless ofhow much glory and treasure
you amass, it’s never enough for you.

SACRED OATHS
At 3rd level, a paladin gains the Sacred Oath feature.
The following options are available to a paladin, in addi—

tion to those offered in the Player’s Handbook: the Oath
of Conquest and the Oath of Redemption.

PALADIN OF CONQUEST

OATH OF CONQUEST
The Oath of Conquest calls to paladins who seek glory
in battle and the subjugation of their enemies. It isn’t
enough for these paladins to establish order. They must
crush the forces of chaos. Sometimes called knight ty-
rants or iron mongers, those who swear this oath gather
into grim orders that serve gods or philosophies of war
and well-ordered might.

Some of these paladins go so far as to consort with
the powers of the Nine Hells, valuing the rule of law
over the balm of mercy. The archdevil Bel, warlord of
Avernus, counts many of these paladins—called hell
knights—as his most ardent supporters. Hell knights
cover their armor with trophies taken from fallen en—
emies, a grim~warning to any who dare oppose them

and the decrees of their lords. These knights are often
most ercely resisted by other paladins of this oath,
who believe that the hell knights have wandered too far
into darkness.

TEN ETS or CONQU EST
A paladin who takes this oath has the tenets of conquest
seared on the upper arm.

Douse the Flame ofHope. It is not enough to merely

defeat an enemy in battle. Your victory must be so over-
whelming that your enemies' will to ght is shattered
forever. A blade can end a life. Fear can end an empire.

Rule with an Iron Fist. Once you have conquered,
tolerate no dissent. Your word is law. Those who obey it
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shall be favored. Those who defy it shall be punished as
an example to all who might follow.

Strength Above All. You shall rule until a stronger
one arises. Then you must grow mightier and meet the
challenge, or fall to your own ruin.

OATH or CONQUEST FEATURES

Paladin
Level Feature

3rd Oath Spells, Channel Divinity

i’th Aura ofConquest (10 ft.)
15th Scornful Rebuke
l8th Aura of Conquest (30 ft.)
20th Invincible Conqueror

OATH SPELLS
You gain oath spells at the paladin levels listed in the
Oath of Conquest Spells table. See the Sacred Oath
class feature for how oath spells work.

OATH 0F CONQUEST SPELLS

Paladin
Level Spells

3rd armor onathys, command
5th hold person, spiritual weapon

9th bestow curse, fear
13th dominate beast, stoneskin

17th cloudkill, dominate person

CHANNEL DIVINITY
When you take this oath at 3rd level, you gain the follow—
ing two Channel Divinity options. See the Sacred Oath
class feature for how Channel Divinity works.

Conquering Presence. You can use your Channel
Divinity to exude a terrifying presence. As an action,
you force each creature of your choice that you can see
within 30 feet of you to make a Wisdom saving throw.
On a failed save, a creature becomes frightened of you
for 1 minute. The frightened creature can repeat this
saving throw at the end of each of its turns, ending the
effect on itself on a success.

Guided Strike. You can use your Channel Divinity to
strike with supernatural accuracy. When you make an
attack roll, you can use your Channel Divinity to gain a
+10 bonus to the roll. You make this choice after you see
the roll, but before the DM says whether the attack hits
or misses.

AURA or CONQUEST
Starting at 7th level, you constantly emanate a menacing
aura while you’re not incapacitated. The aura extends
10 feet from you in every direction, but not through
total cover.

If a creature is frightened of you, its speed is reduced
to 0 while in the aura, and that creature takes psychic
damage equal to half your paladin level if it starts its
turn there.

At 18th level, the range of this aura increases
to 30 feet.

SCORNFUL REBUKE
Starting at 15th level, those who dare to strike you are
psychically punished for their audacity. Whenever a
creature hits you with an attack, that creature takes
psychic damage equal to your Charisma modi er (mini-
mum of 1) if you’re not incapacitated.

INVINCIBLE CONQUEROR
At 20th level, you gain the ability to harness extraordi-
nary martial prowess. As an action, you can magically
become an avatar of conquest, gaining the following
bene ts for 1 minute:

- You have resistance to all damage.
- When you take the Attack action on your turn, you can

make one additional attack as part of that action.
- Your melee weapon attacks score a critical hit on a

roll of 19 or 20 on the d20.

Once you use this feature, you can’t use it again until
you nish a long rest.

OATH OF REDEMPTION

The Oath of Redemption sets a paladin on a dif cult
path, one that requires a holy warrior to use violence
only as a last resort. Paladins who dedicate themselves
to this oath believe that any person can be redeemed
and that the path of benevolence and justice is one that
anyone can walk. These paladins face evil creatures in
the hope of turning their foes to the light, and they slay
their enemies only when such a deed will clearly save
other lives. Paladins who follow this path are known as
redeemers.

While redeemers are idealists, they are no fools. Re—
deemers know that undead, demons, devils, and other
supernatural threats can be inherently evil. Against
such fees, paladins who swear this oath bring the full
wrath of their weapons and spells to bear. Yet the re-
deemers still pray that, one day, even creatures of wick-
edness will invite their own redemption.

TENETS or REDEMPTION
The tenets of the Oath of Redemption hold a paladin to a
high standard of peace and justice.

Peace. Violence is a weapon of last resort. Diplomacy
and understanding are the paths to long-lasting peace.

Innocence. All people begin life in an innocent state,
and it is their environment or the in uence of dark
forces that drives them to evil. By setting the proper
example, and working to heal the wounds of a deeply
flawed world, you can set anyone on a righteous path.
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Patience. Change takes time. Those who have walked
the path of the wicked must be given reminders to keep
them honest and true. Once you have planted the seed of
righteousness in a creature, you must work day after day
to allow that seed to survive and ourish.

Wisdom. Your heart and mind must stay clear, for
eventually you will be forced to admit defeat. While ev-
ery creature can be redeemed, some are so far along the
path of evil that you have no choice but to end their lives
for the greater good. Any such action must be carefully
weighed and the consequences fully understood, but
once you have made the decision, follow through with it
knowing your path is just.

OATH OF REDEMPTION FEATURES

Paladin
Level Feature

3rd Oath Spells. Channel Divinity
7th Aura ofthe Guardian (l0 ft.)
15th Protective Spirit

13th Aura ofthe Guardian (30 ft.)
20th Emissary of Redemption

OATH SPELLS
You gain oath spells at the paladin levels listed in the
Oath of Redemption Spells table. See the Sacred Oath
class feature for how oath spells work.

OATH 0F REDEMPTION SPELLS

Paladin
Level Spells

3rd sanctuary, sleep

5th cairn emotions, hold person

9th counterspell, hypnotic pattern

13th Otiiuke’s resilient sphere, stoneskin

l7th hold monster, wall efforce

CHANNEL DIVINITY
When you take this oath at 3rd level, you gain the follow—
ing two Channel Divinity options.

Emissary ofPeace. You can use your Channel Divin-
ity to augment your presence with divine power. As a
bonus action, you grant yourself a +5 bonus to Charisma
(Persuasion) checks for the next 10 minutes.

Rebuke the Violent. You can use your Channel Divin—
ity to rebuke those who use violence. Immediately after
an attacker within 30 feet of you deals damage with an
attack against a creature other than you, you can use

your reaction to force the attacker to make a Wisdom
saving throw. On a failed save, the attacker takes radiant
damage equal to the damage it just dealt. On a success—
ful save, it takes half as much damage.
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PALADIN or

QEDEMPTEON

AURA OF THE GUARDIAN
Starting at 7th level, you can shield others from harm at
the cost of your own health. When a creature within 10
feet of you takes damage, you can use your reaction to
magically take that damage, instead of that creature tak—
ing it. This feature doesn't transfer any other effects that
might accompany the damage, and this damage can't be
reduced in any way.

At 18th level, the range of this aura increases
to 30 feet.

PROTECTIVE SPIRIT
Starting at 15th level, a holy presence mends your
wounds in battle. You regain hit points equal to M6 +
half your paladin level if you end your turn in combat
with fewer than half of your hit points remaining and
you aren't incapacitated.

EMISSARY OF REDEMPTION
At 20th level, you become an avatar of peace, which
gives you two bene ts:

- You have resistance to all damage dealt by other crea—
tures (their attacks, spells, and other effects).

- Whenever a creature hits you with an attack, it takes
radiant damage equal to half the damage you take
from the attack.

If you attack a creature, cast a spell on it, or deal dam-
age to it by any means but this feature, neither bene t
works against that creature until you nish a long rest.
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RANGER
I SPEND A LOT OF MY LIFE AWAY FROM CIVILIZATION,

keeping to itsfringes to protect it. Don't assume that be-

cause Idon’t bend the knee toyour hing that I haven’t done

more to protect him than all his knights put together.
—Soveliss

Rangers are free—minded wanderers and seekers who
patrol the edges of civilized territory, turning back the
denizens of the wild lands beyond. It is a thankless job,
since their efforts are rarely understood and almost
never rewarded. Yet rangers persist in their duties,
never doubting that their work makes the world a
safer place.

A relationship with civilization informs every ranger’s
personality and history. Some rangers see themselves
as enforcers of the law and bringers of justice on civili-
zation’s frontier, answering to no sovereign power. Oth-

ers are survivalists who eschew civilization altogether.
They vanquish monsters to keep themselves safe while

they live in and travel through the perilous wild areas of
the world. If their efforts also bene t the kingdoms and
other civilized realms that they avoid, so be it.

If you’re creating or playing a ranger character, the
following sections offer ideas for embellishing the char—
acter and enhancing your roleplaying experience.

VIEW OF THE WORLD
A ranger’s view of the world begins (and sometimes
ends) with that character’s outlook toward civilized folk
and the places they occupy. Some rangers have an atti-
tude toward civilization that’s deeply rooted in disdain,
while others pity the people they have sworn to pro—
tect—though on the battle eld, it’s impossible to tell the
difference between one ranger and another. Indeed, to
those who have seen them operate and been the bene -
ciaries of their prowess, it scarcely matters why rangers
do what they do. That said, no two rangers are likely to
express their opinions on any matter in the same way.

If you haven’t yet thought about the details of your
character’s worldview, consider putting a ner point on
things by summarizing that viewpoint in a short state-
ment (such as the entries on the following table). How
might that feeling affect the way you conduct yourself?
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VIEWS OF THE WORLD

d6 View
1 Towns and cities are the best places for those who

can't survive on their own.
The advancement ofcivilization is the best way to

thwart chaos, but its reach must be monitored.

3 Towns and cities are a necessary evil, but once the

wilderness is purged ofsupernatural threats, we

is.
)

will need them no more.

4 Walls are for cowards, who huddle behind them
while others do the work ofmaking the world safe.

5 Visiting a town is not unpleasant, but after a few
days | feel the irresistible call to return to the wild.

6 Cities breed weakness by isolating folk from the
harsh lessons ofthe wild.

HOMELAND
All rangers, regardless of how they came to take up
the profession, have a strong connection to the natural
world and its various terrains. For some rangers, the
wilderness is where they grew up, either as a result of
being born there or moving there at a young age. For
other rangers, civilization was originally home, but the
wilderness became a second homeland.

Think of your character’s backstory and decide what
terrain feels most like home, whether or not you were
born there. What does that terrain say about your per-

sonality? Does it influence which spells you choose to
learn? Have your experiences there shaped who your
favored enemies are?

HOMELANDS

d6 Homeland

1 You patrolled an ancient forest, darkened and cor-

rupted by several crossings to the Shadowfell.
2 As part ofa group of nomads, you acquired the

skills for surviving in the desert.
3 Your early life in the Underdark prepared you for

the challenges ofcornbating its denizens.
4 You dwelled on the edge ofa swamp, in an area im-

periled by land creatures as well as aquatic ones.

5 Because you grew up among the peaks, nding the
best path through the mountains is second nature
to you.

6 You wandered the far north, learning how to pro-
tect yourselfand prosper in a realm overrun by ice.
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LEFT TO RioHT: l‘lORIlON WALKER. MONSTER SLAYER. AND GLoom STALKER

SWORN ENEMY
Every ranger begins with a favored enemy (or two). The
determination of a favored enemy might be tied to a
speci c event in the character’s early life, or it might be
entirely a matter of choice.

What spurred your character to select a particular
enemy? Was the choice made because of tradition or on-
riosity, or do you have a grudge to settle?

SwoaN ENEMIES

d6 Enemy

1 You seek revenge on nature’s behalfforthe great
transgressions your foe has committed.

2 Your forebears or predecessors fought these crea-
tures, and so shall you.

3 You hear no enmity toward your foe. You stalk such
creatures as a hunter tracks down a wild animal.

4 You find your foe fascinating, and you collect books
oftales and history concerning it.

5 You collect tokens ofyour fallen enemies to remind
you ofeach kill.

6 You respect your chosen enemy, and you see your
battles as a test of respective skills.

RANGER ARCHETYPES
At 3rd level, a ranger gains the Ranger Archetype fea- ..

ture. The following options are available to a ranger, i;
in addition to those offered in the Player’s Handbook:
the Gloom Stalker, the Horizon Walker, and the Mon-
ster Slayer.

GLOOM STALKER
Gloom Stalkers are at home in the darkest places: 1

deep under the earth, in gloomy alleyways, in primeval
forests, and wherever else the light dims. Most folk
enter such places with trepidation, but a Gloom Stalker
ventures boldly into the darkness, seeking to ambush .

threats before they can reach the broader world. Such i
rangers are often found in the Underdark, but they will 3
go any place Where evil lurks in the shadows.

|

l
|

|

GLOOM STALKER FEATURES *

Ranger Level Feature

3rd Gloom Stalker Magic, Dread Ambusher, __ _.
Umbral Sight xix-$511“:

7th Iron Mind f- l”

11th Stalker’s Flurry l/ [ls
15th Shadowy Dodge ' --
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GLOOM STALKER MAGIC
Starting at 3rd level, you learn an additional spell when
you reach certain levels in this class, as shown in the
Gloom Stalker Spells table. The spell counts as a ranger
spell for you, but it doesn't count against the number of
ranger spells you know.

GLOOM STALKER SPELLS

Ranger Level Spell
3rd disguise self
5th rope trick

9th fear
13th greater invisibility

17th seeming

DREAD AMBUSHER
At 3rd level, you master the art of the ambush. You can
give yourself a bonus to your initiative rolls equal to your
Wisdom modi er.

At the start of your rst turn Of each combat, your
walking speed increases by 10 feet, which lasts until
the end of that turn. If you take the Attack action on that
turn, you can make one additional weapon attack as
part of that action. If that attack hits, the target takes an
extra 1d8 damage of the weapons damage type.

UMBRAL SIGHT
At 3rd level, you gain darkvision out to a range of 60

' feet. If you already have darkvision from your race, its
range increases by 30 feet.

You are also adept at evading creatures that rely
on darkvision. While in darkness, you are invisible
to any creature that relies on darkvision to see you in
that darkness.

IRON MIND
By 7th level, you have honed your ability to resist the
mind—altering powers of your prey. You gain pro ciency
in Wisdom saving throws. Ifyou already have this pro-
ciency, you instead gain pro ciency in Intelligence or

Charisma saving throws (your choice).

STALKER’S FLURRY
At 11th level, you learn to attack with such unexpected
speed that you can turn a miss into another strike. Once
on each of your turns when you miss with a weapon at-
tack, you can make another weapon attack as part of the
same action.

I.
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SHADOWY DODGE
Starting at 15th level, you can dodge in unforeseen
ways, with wisps of supernatural shadow around you.
Whenever a creature makes an attack roll against you
and doesn’t have advantage on the roll, you can use your
reaction to impose disadvantage on it. You must use this
feature before you know the outcome of the attack roll.

HORIZON WALKER
Horizon Walkers guard the world against threats that
originate from other planes or that seek to ravage the
mortal realm with otherworldly magic. They seek out
planar portals and keep watch over them, venturing to
the Inner Planes and the Outer Planes as needed to
pursue their foes. These rangers are also friends to any
forces in the multiverse—especially benevolent dragons,
fey, and elementals—that work to preserve life and the
order of the planes.

HORIZON WALKER FEATURES

Ranger Level Feature

3rd Horizon Walker Magic, Detect Portal,

Planar Warrior (ld3)
7th Ethereal Step
llth Distant Strike, Planar Warrior (2d8)

15th Spectral Defense

HORIZON WALKER MAGIC
Starting at 3rd level, you learn an additional spell when
you reach certain levels in this class, as shown in the
Horizon Walker Spells table. The spell counts as a
ranger spell for you, but it doesn’t count against the
number of ranger spells you know.

HORIZON WALKER SPELLS

Ranger Level Spell

3rd protectionfrom evil and good
5th misty step

9th haste

13th banishment
17th teleportation circle

DETECT PORTAL
At 3rd level, you gain the ability to magically sense the
presence of a planar portal. As an action, you detect
the distance and direction to the closest planar portal
within 1 mile of you.

Once you use this feature, you can’t use it again until
you nish a short or long rest.

See the “Planar Travel” section in chapter 2 of the
Dungeon Master’s Guide for examples of planar portals.

PLANAR WARRIOR
At 3rd level, you learn to draw on the energy of the mul-
tiverse to augment your attacks.

As a bonus action, choose one creature you can see
within 30 feet of you. The next time you hit that creature
on this turn with a weapon attack, all damage dealt
by the attack becomes force damage, and the creature



takes an extra 1d8 force damage from the attack. When
you reach 11th level in this class, the extra damage in-
creases to 2d8.

ETHEREAL STEP
At 7th level, you learn to step through the Ethereal
Plane. As a bonus action, you can cast the etherealncss
spell with this feature, without expending a spell slot,
but the spell ends at the end of the current turn.

Once you use this feature, you can’t use it again until
you nish a short or long rest.

DISTANT STRIKE
At 11th level, you gain the ability to pass between the
planes in the blink of an eye. When you take the Attack
action, you can teleport up to 10 feet before each attack
to an unoccupied space you can see.

If you attack at least two different creatures with
the action, you can make one additional attack with it
against a third creature.

SPECTRAL DEFENSE
At 15th level, your ability to move between planes
enables you to slip through the planar boundaries to
lessen the harm done to you during battle. When you
take damage from an attack, you can use your reaction
to give yourself resistance to all of that attack’s damage
on this turn.

MONSTER SLAYER
You have dedicated yourself to hunting down creatures
of the night and wielders of grim magic. A Monster
Slayer seeks out vampires, dragons, evil fey, ends, and
other magical threats. Trained in supernatural tech-
niques to overcome such monsters, Slayers are experts
at unearthing and defeating mighty, mystical foes.

MONSTER SLAYER FEATURES

Ranger Level Feature

3rd Monster Slayer Magic, Hunter’s Sense,
Slayer's Prey

Tth Supernatural Defense

llth Magic-User’s Nemesis
15th Slayer's Counter

MONSTER SLAYER MAGIC
Starting at 3rd level, you learn an additional spell
when you reach certain levels in this class, as shown
in the Monster Slayer Spells table. The spell counts as
a ranger spell for you, but it doesn’t count against the
number of ranger spells you know.

MONSTER SLAYER SPELLS

Ranger Level Spell

3rd protectionfrom evil and good
5th zone oftrutli
9th magic: circle
13th banishment

lith hold monster
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HUNTER’S SENSE
At 3rd level, you gain the ability to peer at a creature
and magically discern how best to hurt it. As an action,
choose one creature you can see within 60 feet of you.
You immediately learn whether the creature has any
damage immunities, resistances, or vulnerabilities and
What they are. If the creature is hidden from divination
magic, you sense that it has no damage immunities, re—
sistances, or vulnerabilities.

You can use this feature a number of times equal to
your Wisdom modi er (minimum of once). You regain all
expended uses of it when you nish a long rest.

SLAYER’S PREY
Starting at 3rd level, you can focus your ire on one foe,
increasing the harm you in ict on it. As a bonus action,
you designate one creature you can see within 60 feet of
you as the target of this feature. The rst time each turn
that you hit that target with a weapon attack, it takes an
extra 1d6 damage from the weapon.

This bene t lasts until you nish a short or long rest. It
ends early if you designate a different creature.

SUPERNATURAL DEFENSE
At 7th level, you gain extra resilience against your prey’s
assaults on your mind and body. Whenever the target
of your Slayer’s Prey forces you to make a saving throw
and whenever you make an ability check to escape that
targets grapple, add 1d6 to your roll.

MAGIC—USER’S NEMESIS
At 11th level, you gain the ability to thwart someone
else’s magic. When you see a creature casting a spell or
teleporting within 60 feet of you, you can use your reac-
tion to try to magically foil it. The creature must succeed
on a Wisdom saving throw against your spell save DC,
or its spell or teleport fails and is wasted.

Once you use this feature, you can’t use it again until
you nish a short or long rest.

SLAYER’S COUNTER
At 15th level, you gain the ability to counterattack when
your prey tries to sabotage you. If the target of your Slayd
er’s Prey forces you to make a saving throw, you can use
your reaction to make one weapon attack against the
quarry. You make this attack immediately before making
the saving throw. If your attack hits, your save automatir
cally succeeds, in addition to the attack’s normal effects.



PEOPLE FORGET THAT THE. ENTIRE POINT OF VENTURING

down into a dusty tomb is to bring back the prizes hidden

away there. Fighting isforfoois. Dead men can’t spend

theirfortunes.

—Barnabas Bladecutter

When brute force won’t get the job done, or when magic
isn’t available or appropriate, the rogue rises to the

fore. With skills tied to stealth, subterfuge, and trickery,
rogues can get into and out of trouble in ways that few
other characters can emulate.

Some rogues who turn to adventuring are former
criminals who have decided that dodging monsters
is preferable to remaining one step ahead of the law.

Others are professional killers in search of a pro table

application of their talents between contracts. Some

simply love the thrill of overcoming any challenge that

stands in their way.
On adventures, a rogue is likely to mix an outwardly

cautious approach—few rogues enjoy combat—with a

ravenous hunger for loot. Most of the time, in a rogue’s
mind, taking up arms against a creature is not about

killing the creature but about becoming the new owner
of its treasure.

The following sections explore certain facets of what it

means to be a rogue, which you can use to add depth to

your character.

GUILTY PLEASURE
Most of what rogues do revolves around obtaining trea—
sure and preventing others from doing the same. Little

gets in the way of attaining those goals, except that

many rogues are enticed away from that path by a com—

pulsion that clouds their thinking—an irresistible need
that must be satis ed, even if doing so is risky.

A rogue’s guilty pleasure could be the acquisition

of a physical item, something to be experienced, or a
way of conducting oneself at certain times. One rogue

might not be able to pass up any loot made of silver, for
instance, even if said loot is hanging around the neck
of a castle guard. Another one can’t go through a day
in the city without lifting a purse or two, just to keep

in practice.
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What’s the one form of temptation that your rogue

character can’t resist when the opportunity presents it-

self, even if giving into it might mean trouble for you and

your companions?

GUILTY PLEASURES

d6 Pleasure

1 Large gems
2 A smile from a pretty face

3 Anew ringfor your nger
4 The chance to de ate someone’s ego

5 The nest food and drink
6 Adding to your collection ofexotic coins

ADVERSARY

Naturally, those who enforce the law are bound to come

up against those who break it, and it's the rare rogue

who isn’t featured on at least one wanted poster. Beyond
that, it’s in the nature of their profession that rogues

often come into contact with criminal elements, whether

out of choice or necessity. Some of those people can be

adversaries too, and they’re likely to be harder to deal
with than the average member of the city watch.

If your character’s backstory doesn’t already include a

personage of this sort, you could work with your DM to

come up with a reason why an adversary has appeared

in your life. Perhaps you’ve been the subject of scrutiny

for a while from someone who wants to use you for

nefarious purposes and has just now become known to
you. Such an incident could be the basis for an upcom-

ing adventure.
Does your rogue character have an adversary who

also happens to be a criminal? lfso, how is this relation-

ship affecting your life?

ADVERSARIES

d6 Adversary

l The pirate captain on whose ship you once served;

what you call moving on, the captain calls mutiny
2 A master spy to whom you unwittingly fed bad

information, which led to the assassination ofthe

wrong target

3 The master ofthe local thieves' guild, who wants
you to join the organization or leave town

4 An art collector who uses illegal means to acquire
masterpieces

5 A fence who uses you as a messenger to set up
illicit meetings

6 The proprietor ofan illegal pit ghting arena where
you once took bets

ll:
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BENEFACTOR

Few rogues make it far in life before needing someone’s

help, which means thereafter owing that benefactor a

signi cant debt.
If your character’s backstory doesn’t already include a

personage of this sort, you could work with your DM to

determine why a benefactor has appeared in your life.

Perhaps you bene ted from something your benefactor

did for you without realizing who was responsible, and

that person has now just become known to you. Who
helped you in the past, whether or not you knew it at the

time, and what do you owe that person as recompense?

BENEFACTORS
d6 Benefactor
i A smuggler kept you from getting caught but lost a

valuable shipment in doing so. Now you owe that
person an equally valuable favor.

2 The Beggar King has hidden you from your pursu-

ers many times, in return for future considerations.

3 A magistrate once kept you out ofjail in return for
information on a powerful crime lord.

4 Your parents used their savings to bail you out of
trouble in your younger days and are now destitute.

5 A dragon didn't eat you when it had a chance, and
in return you promised to set aside choice pieces

oftreasure for it.
6 A druid once helped you out ofa tight spot; now

any random animal you see could be that benefac—
tor, perhaps come to claim a return favor.

ROGUISH ARCHETYPES
At 3rd level, a rogue gains the Roguish Archetype fea-

ture. The following options are available to a rogue,

in addition to those offered in the Player’s Handbook:
the Inquisitive, the Mastermind, the Scout, and the

Swashbuckler.

INQUISITIVE
As an archetypal Inquisitive, you excel at rooting out se-

crets and unraveling mysteries. You rely on your sharp

eye for detail, but also on your nely honed ability to

read the words and deeds of other creatures to deter-

mine their true intent. You excel at defeating creatures

that hide among and prey upon ordinary folk, and your

mastery of lore and your keen deductions make you well

equipped to expose and end hidden evils.

lNQUISITIVE FEATURES

Rogue Level Feature

3rd Ear for Deceit, Eye for Detail,

Insightful Fighting
9th Steady Eye
13th Unerring Eye

17th Eye for Weakness

EAR FOR DEGEIT
When you choose this archetype at 3rd level, you de—

velop a talent for picking out lies. Whenever you make a
Wisdom (Insight) check to determine whether a creature
is lying, treat a roll of 7 or lower on the c120 as an 8.



EYE FOR DETAIL
Starting at 3rd level, you can use a bonus action to make
a Wisdom (Perception) check to spot a hidden creature
or object or to make an Intelligence (Investigation)

l check to uncover or decipher clues.

. INSIGHTFUL FIGHTING
l, 1 At 3rd level, you gain the ability to decipher an oppo-

nent's tactics and develop a counter to them. As a bonus
action, you can make a Wisdom (Insight) check against
a creature you can see that isn’t incapacitated, contested
by the target’s Charisma (Deception) check. If you suc—
ceed, you can use your Sneak Attack against that target
even if you don’t have advantage on the attack roll, but
not if you have disadvantage on it.

This bene t lasts for 1 minute or until you success-
fully use this feature against a different target.

'. STEADY EYE
Starting at 9th level, you have advantage on any Wisdom
(Perception) or Intelligence (Investigation) check if you
move no more than half your speed on the same turn.

UNERRING EYE
Beginning at 13th level, your senses are almost im«
possible to foil. As an action, you sense the presence
of illusions, shapechangers not in their original form,
and other magic designed to deceive the senses within
30 feet of you, provided you aren’t blinded or deafened.
You sense that an effect is attempting to trick you,
but you gain no insight into what is hidden or into its
true nature.

You can use this feature a number of times equal to
your Wisdom modi er (minimum of once), and you re-
gain all expended uses of it when you nish a long rest.

EYE FOR WEAKNESS
At 17th level, you learn to exploit a creature’s weak—
nesses by carefully studying its tactics and movement.
While your Insightful Fighting feature applies to a crea-
ture, your Sneak Attack damage against that creature
increases by 3d6.

MASTERMIND
Your focus is on people and on the in uence and secrets
they have. Many spies, courtiers, and schemers follow
this archetype, leading lives of intrigue. Words are your
weapons as often as knives or poison, and secrets and
favors are some of your favorite treasures.

MASTERMIND FEATURES

..y Rogue Level Feature
__' 3rd Master of Intrigue, Master ofTactics
in}; __ 9th Insightful Manipulator
-‘i-‘-:_'\ . . .

“~._ 13th Misdtrectlon
17th Soul of Deceit
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MASTER OF INTRIGUE
When you choose this archetype at 3rd level, you gain
pro ciency with the disguise kit, the forgery kit, and one
gaming set Of your choice. You also learn two languages
of your choice.

Additionally, you can unerringly mimic the speech
patterns and accent of a creature that you hear speak
for at least 1 minute, enabling you to pass yourself off as
a native speaker of a particular land, provided that you
know the language.

MASTER OF TACTICS
Starting at 3rd level, you can use the Help action as a
bonus action. Additionally, when you use the Help action
to aid an ally in attacking a creature, the target of that
attack can be within 30 feet of you, rather than within 5
feet of you, if the target can see or hear you.

INSIGHTFUL MANIPULATOR
Starting at 9th level, if you spend at least 1 minute
observing or interacting with another creature outside
combat, you can learn certain information about its ca—
pabilities compared to your own. The DM tells you if the
creature is your equal, superior, or inferior in regard to
two of the following characteristics of your choice:

- Intelligence score
- Wisdom score
- Charisma score
. Class levels (if any)

At the DM’s option, you might also realize you know a
piece of the creature’s history or one of its personality
traits, if it has any.

MISDIRECTION
Beginning at 13th level, you can sometimes cause an-
other creature to suffer an attack meant for you. When
you are targeted by an attack while a creature within 5
feet of you is granting you cover against that attack, you
can use your reaction to have the attack target that crea—
ture instead of you.

SOUL OF DECEIT
Starting at 17th level, your thoughts can’t be read by
telepathy or other means, unless you allow it. You can
present false thoughts by succeeding on a Charisma
(Deception) check contested by the mind reader’s Wis—
dom (Insight) check.

Additionally, no matter what you say, magic that would
determine if you are telling the truth indicates you are
being truthful if you so choose, and you can’t be com-
pelled to tell the truth by magic.



SCOUT
You are skilled in stealth and surviving far from the
streets of a city, allowing you to scout ahead of your
companions during expeditions. Rogues who embrace
this archetype are at home in the wilderness and among
barbarians and rangers, and many Scouts serve as the
eyes and ears of war bands. Ambusher, spy, bounty
hunter#these are just a few of the roles that Scouts as-
sume as they range the world.

SCOUT FEATURES

Rogue Level Feature

3rd Skirmisher, Survivalist

9th Superior Mobility

13th Ambush Master

Nth Sudden Strike

SKIRMISHER
Starting at 3rd level, you are dif cult to pin down during
a ght. You can move up to half your speed as a reaction
when an enemy ends its turn within 5 feet of you. This
movement doesn’t provoke opportunity attacks.

SURVIVALIST
When you choose this archetype at 3rd level, you gain
pro ciency in the Nature and Survival skills if you don’t
already have it. Your pro ciency bonus is doubled for
any ability check you make that uses either of those pro—
ciencies.

SUPERIOR MOBILITY
At 9th level, your walking speed increases by 10 feet. If
you have a climbing or swimming speed, this increase
applies to that speed as well.

AMBUSH MASTER
Starting at 13th level, you excel at leading ambushes
and acting rst in a ght.

You have advantage on initiative rolls. In addition, the
rst creature you hit during the rst round of a combat

becomes easier for you and others to strike; attack rolls
against that target have advantage until the start of your
next turn.

SUDDEN STRIKE
Starting at 17th level, you can strike with deadly speed.
If you take the Attack action on your turn, you can make
one additional attack as a bonus action. This attack can
bene t from your Sneak Attack even if you have already
used it this turn, but you can’t use your Sneak Attack
against the same target more than once in a turn.

SW%SHBUCKLER

You focus your training on the art of the blade, relying
on speed, elegance, and charm in equal parts. While
some warriors are brutes clad in heavy armor, your
method of ghting looks almost like a performance. Du—
elists and pirates typically belong to this archetype.

A Swashbuckler excels in single combat, and can
ght with two weapons while safely darting away from

an opponent.

SWASHBUCKLER FEATURES

Rogue Level Feature

3rd Fancy Footwork, Rakish Audacity
9th Panache
13th Elegant Maneuver
17th Master Duelist

FANCY FOOTWORK
When you choose this archetype at 3rd level, you learn
how to land a strike and then slip away without reprisal.
During your turn, if you make a melee attack against a
creature, that creature can’t make opportunity attacks
against you for the rest ofyour turn.

RAKISH AUDACITY
Starting at 3rd level, your con dence propels you into
battle. You can give yourself a bonus to your initiative
rolls equal to your Charisma modi er.

You also gain an additional way to use your Sneak At—
tack; you don’t need advantage on the attack roll to use
your Sneak Attack against a creature if you are within 5
feet of it, no other creatures are within 5 feet of you, and
you don’t have disadvantage on the attack roll. All the
other rules for Sneak Attack still apply to you.

PANACHE
At 9th level, your charm becomes extraordinarily be—
guiling. As an action, you can make a Charisma (Per-
suasion) check contested by a creature’s Wisdom (In-
sight) check. The creature must be able to hear you, and
the two of you must share a language.

If you succeed on the check and the creature is hostile
to you, it has disadvantage on attack rolls against tar-
gets other than you and can’t make opportunity attacks
against targets other than you. This effect lasts for 1
minute, until one of your companions attacks the target
or affects it with a spell, or until you and the target are
more than 60 feet apart.

If you succeed on the check and the creature isn’t
hostile to you, it is charmed by you for 1 minute. While
charmed, it regards you as a friendly acquaintance. This
effect ends immediately if you or your companions do
anything harmful to it.

ELEGANT MANEUVER
Starting at 13th level, you can use a bonus action on
your turn to gain advantage on the next Dexterity (Ac—
robatics) or Strength (Athletics) check you make during
the same turn.

MASTER DUELIST
Beginning at 17th level, your mastery of the blade lets
you turn failure into success in combat. If you miss with
an attack roll, you can roll it again with advantage. Once
you do so, you can’t use this feature again until you n-
ish a short or long rest.
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