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Artificer
Grenadier
Often found amongst military forces for their destructive

capability, you are known for crafting explosives that can

destroy hordes of enemies in a single thunderous flash of fire

and flames. Invent weapons of war that the world has yet to

see.

Grenadier Features
Artificer

Level Features

3rd Grenadier Spells, Tool Proficiency,
Demolition

5th Powder Monkey

9th Flak Jacket

15th Ordinance

Grenadier Spells
Starting at 3rd level, you always have certain spells prepared

after you reach particular levels in this class, as shown in the

Grenadier Spells table. These spells count as artificer spells

for you, but don't count against the number of artificer spells

you may prepare.

Grenadier Spells
Artificer Level Spells

3rd Hellish Rebuke, Thunderwave

5th Pyrotechnics, Shatter

9th Erupting Earth, Fireball

13th Fire Shield, Resilient Sphere

17th Destructive Wave, Flame Strike

Tool Proficiency
When you adopt this specialization at 3rd level, you gain

proficiency with potter's tools. If you already have this

proficiency, you gain proficiency with one other type of

artisan's tools of your choice.

Demolition
When you choose this specialization at 3rd level, you finish

developing your first explosive diagram.

Explosive Diagrams. You learn three explosive diagrams

of your choice, which are detailed under "Explosive

Diagrams" below. All explosives described by the explosive

diagrams are indiscriminate and affect everything within its

area of effect. You can use an explosive as a part of your

Attack action. When throwing a crafted explosive, they have a

thrown range of 30 feet.

The number of explosives you may create per long rest is

equal to your Intelligence modifier (minimum of 1) + your

proficiency bonus. The number of crafted explosives you have

at any given time may not be any greater than the number of

explosive diagrams you can create in a single day. You choose

which explosive diagrams and how many of each explosive

diagram you create at the end of a long rest.

You learn two additional explosive diagrams at 5th, 9th,

and 15th level.

Saving Throws. Most crafted explosives require affected

creatures to make a saving throw to resist an effect or to

lessen the damage. The saving throw DC is equal to your

spell save DC.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Artificer
Specialization. We highly recommend that the DM
and player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Grenadier:

How did you learn to make your explosive
diagrams?
Has anyone approached you specifically for
your specialty with explosives?

Powder Monkey
At 5th level, each of your diagrams become a touch more

incendiary. All creatures within 5-feet of the point of

detonation of a crafted explosive suffer fire damage equal to

your Artificer level.

Flak Jacket
At 9th level, when you finish a long rest, both you and a

number of allied creatures of your choice equal to your

Intelligence modifier (minimum of 1) gain resistance to

damage dealt by your crafted explosives. Additionally, you and

all targeted creatures have advantage on saving throws made

against your crafted explosives.

Ordinance
At 15th level, the range of all throwable crafted explosives

increases from 30 feet to 90 feet. The radius of effect of all

explosives is also doubled.
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Explosive Diagrams
Once thrown, a crafted explosive detonates at the end of your

turn unless stated otherwise. The explosive diagrams are

presented in alphabetical order.

Anti-Magic Pulse
When the explosive detonates, it casts Dispel Magic at 3rd

level on everything within a 20-foot radius.

At 15th level, Dispel Magic is cast at 5th level.

Dying Light
If an undead or fiend are within a 10-foot radius of the

detonation of this explosive, they must make a Constitution

saving throw. On a failure, they take 2d8 radiant damage. On

a success, the creature takes half damage.

All creatures (except constructs, fiends, or undead) within

the blast radius gain 2d8 temporary hit points.

At 15th level, all creatures (except constructs, fiends, or

undead) within the blast radius gain 4d8 temporary hit points

and the damage dealt by the detonation increases to 4d8

radiant damage.

Dynamite
All creatures within a 20-foot radius of the detonation must

make a Dexterity saving throw. On a failed save, the creature

takes 4d6 force damage. On a success, the creature takes half

damage. Additionally, the ground within a 20-foot radius of

the detonation becomes difficult terrain.

At 15th level, the damage of the crafted explosive increases

to 8d6 force damage.

Glamor
If a creature is within 20-foot radius of the detonation and is

invisible, the invisible creature becomes visible for a number

of rounds equal to your Intelligence modifier.

At 15th level, if the affected creature is incorporeal, they

become corporeal until the effect of the diagram wears off.

Grenada
All creatures within a 10-foot radius of the detonation must

make a Dexterity saving throw. On a failure, the creature

takes 3d10 piercing damage. On a success, the creature

takes half damage.

At 15th level, the damage of the crafted explosive increases

to 6d10 piercing damage.

Lullaby
Roll 5d8 to determine the total amount of hit points a

creature needs to be unaffected. All creatures within a 20-foot

radius of the detonation must make a Constitution saving

throw. On a failure, if the affected creature has equal to or

fewer hit points than the total rolled, the affected creature

falls unconscious for 1 minute or until the creature takes

damage or a conscious creature uses their action to shake or

slap the creature awake. On a successful save, the creature is

unaffected.

At 15th level, the number of dice rolled is increased to 9d8.

In addition, on a successful saving throw, the creature cannot

take a reaction or bonus action. This effect lasts for 1 minute.

The creature can repeat the saving throw at the end of their

turn, ending the effect on a success.

Mine
As an action, plant a mine. When a creature moves within 5

feet of the space where the mine was placed, the mine

detonates. Upon detonation, all creatures within 5 feet of the

detonation must make a Dexterity saving throw. On a failed

save the creature takes 1d12 piercing damage and is knocked

prone. On a success, the creature takes half damage and

remains upright.

At 15th level, all creatures affected by the detonation have

their movement speed halved until the end of their next turn.

Moon Silver
All creatures within a 20-foot radius of the detonation must

make a Dexterity saving throw. On a failure, if an affected

creature is a shapechanger, it cannot change shape for 1

minute.

At 15th level, affected shapechangers also take 1d6 acid

damage at the start of their turn for the duration of the effect.

Permafrost
All creatures within a 20-foot radius of the detonation must

make a Constitution saving throw. On a failed save, creatures

take 2d6 cold damage and their movement speed is halved

until the start of your next turn.

At 15th level, the damage of the crafted explosive increases

to 4d6 cold damage and affected creatures become paralyzed

until the start of your next turn.

Pop Flare
All creatures within 5-foot radius of the detonation must

make a Dexterity saving throw. On a failed save, the creature

is stunned, blinded, and deafened until the end of their next

turn. On a success the creature is not affected.

At 15th level, affected creatures are stunned for a number

of rounds equal to your Intelligence modifier (minimum of 1).

Rising Dusk
All creatures within 10-foot of the detonation must make a

Constitution saving throw. All creatures that fail the saving

throw take 2d8 necrotic damage. On a success, the creature

takes half damage.

At 15th level, all creatures that failed the saving throw are

unable to be healed until the start of your next turn.

Smog
A cloud of noxious smoke fills an area with a 20-foot radius

from the detonation. Creatures inside and behind the smoke

are heavily obscured.

At 15th level, any creature that breathes in the smoke on its

turn must make a Constitution saving throw, taking 1d6

poison damage, 1d6 acid damage and taking a point of

exhaustion on a failure. On a success, the creature takes half

damage and no exhaustion.

Spore Burst
All creatures within a 20-foot radius of the detonation must

make a Constitution saving throw. On a failed save the

creature takes 1d8 poison damage and becomes poisoned for

1 hour. The affected creature can repeat the save at the end

of their turn to end the effect. On a success, the creature

takes half damage and is not poisoned.

At 15th level, the poisoned creature cannot repeat the

saving throw.
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Wildfire
Once thrown, the crafted explosive detonates on impact. All

creatures within a 5-foot radius must make a Dexterity saving

throw. On a failure the creature takes 3d4 fire damage at the

start of each of its turns. A creature can end this damage by

using its action to repeat the saving throw, extinguishing

themselves on a success.

At 15th level, the damage of the crafted explosive increases

to 3d8 fire damage. Additionally, affected creatures gain

disadvantage on saving throws made to extinguish

themselves and the fire cannot be extinguished by water.
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Barbarian
Path of the Shaman Slayer
Magic is a gift to some, a tool to many, and a source of rage

for countless denizens of the world. Shamans and

soothsayers have practiced it for ages; however, to some, it is

a science and science must be tested. The Path of the

Shaman Slayer is that of one who holds a deep hatred of the

arcane for reasons known only to themselves.

Path of the Shaman Slayer Features
Barbarian

Level Features

3rd Distracting Strike, Eldritch Rage

6th Close the Distance

10th Greater Understanding, Spell Charged
Strike

14th Arcane Denial

Distracting Strike
At 3rd level, whenever you cause a spellcaster to make a

Constitution saving throw to maintain concentration on a

spell, the spellcaster has disadvantage on the saving throw.

Eldritch Rage
When you choose this path at 3rd level, your rage is infused

with an eldritch power. When you enter a rage, you gain

resistance to a number of damage types of your choosing

equal to your Intelligence modifier (minimum of 1). The

resistance lasts until the rage ends.

In addition, once per rage, grant yourself advantage on one

spell saving throw.

Close the Distance
At 6th level, while raging, you can take the Dash action as a

bonus action. While dashing you ignore difficult terrain

created by spells or other magical effects.

Greater Understanding
At 10th level, you gain proficiency with the Arcana skill. You

also gain the ability to cast the Detect Magic spell as a ritual.

Spell Charged Strike
At 10th level, while raging, if you take damage from a spell or

similar magical effect, add an additional 2d6 force damage on

your next attack roll.

Arcane Denial
At 14th level, if you are the target of a spell attack by a

creature that you can see, you may cast the Counterspell spell

as a reaction. You may use this ability a number of times

equal to your Intelligence modifier (minimum of 1) and

regain all expended uses after you finish a long rest.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Primal Path.
We highly recommend that the DM and player
work together on crafting creative and interesting
reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Path of the Shaman Slayer:

Why does your character hate magic?
Does your character differentiate between
Arcane, Divine and Natural magic?
How would your character react to being in a
party with a spellcaster?
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Bard
College of Pigments
The College of Pigments inspires those with creative minds

to express themselves through their brush strokes. Members

of this college include artists of all kinds who wish to capture

the likeness of the world around them. Bards of this college

are limited only by their imagination.

College of Pigments Features
Bard Level Features

3rd Arcane Artwork, Satirical Sketch

6th Surreal Imagination

14th Magnum Opus

Arcane Artwork
Starting when you choose this bardic college at 3rd level, you

learn the basics of infusing your artwork with your magic.

When taking a long rest, as a part of the rest you can create

an arcane artwork. When creating your arcane artwork,

choose one from the following list:

Abstract. You spend 1 hour painting an abstract picture.

Choose a number of creatures that you can see within 30 feet

of you equal to your Charisma modifier. Each chosen

creature gains advantage on a type of saving throw of your

choice. This effect lasts until the end of your next long rest.

Landscape. You spend 1 hour painting a landscape of your

choice. Choose one type of painted landscape: arctic, coast,

desert, forest, grassland, mountain, swamp, or the

Underdark. While you or your allies are in your painted

landscape, your group ignores difficult terrain and has

advantage on all Acrobatics, Perception, Stealth, and

Survival skill checks. This effect lasts until the end of your

next long rest.

Portrait. You spend 1 hour painting a creature of your

choice that you can see within 30 feet of you. The target

creature gains temporary hit points equal to your Bard level +

your Charisma modifier. This effect lasts until the end of your

next long rest.

At 14th level, the time it takes you to complete an arcane

artwork shortens to 30 minutes, allowing you to complete an

arcane artwork during a short or long rest. You can not have

more than one arcane artwork of each type at any given time.

Satirical Sketch
At 3rd level, as an action you may expend a use of your bardic

inspiration to sketch a caricature of a creature that you can

see within 60 feet of you. The targeted creature must make a

Charisma saving throw against your spell save DC. On a

failure, the targeted creature is stunned until the end of its

next turn and takes psychic damage equal to your bardic

inspiration die.

Surreal Imagination
At 6th level, you can spend 10 minutes painting a picture of a

location you are familiar with. Once completed, any number

of creatures can move through the painting and teleport to

the location for one minute. Once you use this feature you

cannot use it again until you complete a long rest.

Additionally, you can spend 1 minute painting a door onto a

flat surface. If there is an open space on the opposite side of

the surface that is painted on, the painting becomes a

functional door. This ability does not work if there is 5 feet or

more of material between the surface that is being painted on

and the open space on the opposite side or if there is a

magical barrier between the surface and the open space. If

you create a second door with this feature, the previous door

dissolves into a puddle of paint. If a creature is in the

doorway when it is destroyed, the creature is pushed into the

nearest unoccupied space within 5 feet of the door of the

creature's choice.

Magnum Opus
At 14th level, you create your magnum opus, a magical

painting capable of capturing the essence of any creature. As

an action, you can target a creature that you can see within

30 feet of you. The target creature must make a Charisma

saving throw against your spell save DC. On a failed save, the

creature is magically captured within your magnum opus.

While captured in this way, the target is incapacitated. This

effect lasts a number of hours equal to your Charisma

modifier, after which the target creature appears in a space

within 5 feet of your magnum opus.

Your magnum opus has an AC of 10 and hit points equal to

your Bard level. Your magnum opus also has vulnerability to

fire damage. If your magnum opus is destroyed early, the

targeted creature is released from your magnum opus and

appears in a space within 5 feet of your magnum opus. If your

magnum opus is destroyed, you can recreate it over the

course of 1 hour during a long rest.

Once you use this feature you cannot use it again until you

finish a long rest.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Bardic
College. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the College of Pigments:

Do you have a mentor?
What inspires you to paint?
Do you sign your work in any way?

7



Cleric
Dread Domain
Almost every child is scared of the dark at some point. The

Divine Domain of Dread is for those who used religion to

overcome their fears to the point of understanding not just

their own minds, but the minds of their foes as well. Many

clerics of dread serve as interrogators, torturing their foes

with their worst nightmares.

Daread Domain Features
Cleric
Level Features

1st Domain Spells, Bonus Proficiencies, Strong of
Will

2nd Channel Divinity: Field of Terror

6th Bolstering Courage

8th Potent Spellcasting

17th Living Nightmare

Domain Spells
You gain domain spells at the cleric level listed in the Dread

Domain Spell Table. See the Divine Domain class feature for

how domain spells work.

Dread Domain Spells
Cleric Level Spells

1st Cause Fear, Sleep

3rd Darkness, Darkvision

5th Enemies Abound, Fear

7th Phantasmal Killer, Shadow of Moil

9th Dream, Synaptic Static

Bonus Proficiencies
When you choose this domain at 1st level, you gain

proficiency with the Deception and Intimidation skills.

Strong of Will
At 1st level, you have conquered your fears. You have

advantage on saving throws against being frightened. You

also have resistance against psychic damage.

Channel Divinity: Field of Terror
Starting at 2nd level, you can use your Channel Divinity to

terrify those that would attack you.

As an action, you present your holy symbol, extinguishing

all sources of light within 15 feet of you and dispelling all

magical sources of light in range. Additionally, each hostile

creature within 15 feet of you must make a Wisdom saving

throw or become frightened of you for 1 minute. The targeted

creature can repeat the saving throw at the end of each of its

turns, ending the effect on itself on a success.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Divine
Domain. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Dread Domain:

What is your greatest fear that you have yet to
conquer?
Are there any fears that you have overcome
already?

Bolstering Courage
At 6th level, all allies within 15 feet of you have advantage on

saving throws against being frightened.

Potent Spellcasting
Starting at 8th level, you add your Wisdom modifier to the

damage you deal with any cleric cantrip.

Living Nightmare
At 17th level, your Field of Terror grows in power. Your

channel divinity can affect creatures that are immune to the

frightened condition. If a creature has immunity to the

frightened condition, they instead have advantage on the

saving throw.

In addition, you gain immunity to the frightened condition.
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Druid
Circle of the Grove
Druids who are a member of the Circle of the Grove prefer

the company of flora to that of fauna. These druids protect

the woods, fields of wildflowers, and any other pasture that

supports wide varieties of plant life. As thanks for their

devotion, the plants that they protect have granted the druids

some of their innate abilities, be it toxins, thorny exteriors, or

protective bark.

Circle of the Grove Features
Druid Level Features

2nd Beautiful Toxicity, Natures Armor

6th Rooted

10th Thistle Hide

14th Photosynthesize

Beautiful Toxicity
When you choose this circle at 2nd level, you begin to truly

appreciate the beauty of nature's deadliest fauna and flora.

You gain resistance to poison damage and have advantage on

saving throws made against poisons and the poisoned

condition.

Natures Armor
Starting at 2nd level, your skin hardens like the bark of a tree.

As a bonus action, you may cast the Barkskin spell on

yourself without requiring any components. Casting the spell

using this ability does not use a spell slot and the spell lasts

for the full duration. Once you use this ability, you cannot use

it again until you finish a short or long rest.

Additionally, you gain the Thorn Whip cantrip.

Rooted
At 6th level, you gain Tremor Sense within 30 feet of you. In

addition, you also have advantage on saving throws against

being knocked prone. If you are prone, you can spend 5 feet

of your movement to stand up rather than half of your

movement.

Thistle Hide
At 10th level, when a creature within 5 feet of you hits you

with a melee attack, you can use your reaction to cause the

creature to make a Constitution saving throw against your

spell save DC. On a failed save, the target becomes paralyzed

for 1 minute. The affected creature can repeat the saving

throw at the end of each of its turns. On a successful save, the

target is unaffected and becomes immune to the effect of this

feature for 1 hour.

Photosynthesize
At 14th level, if you have taken damage and are not

incapacitated, as a bonus action you heal 2d6 + your Druid

level if in bright light. If in dim light, you heal for 1d6 + your

Druid level. You can use this feature a number of times equal

to your proficiency bonus. You regain all expended uses when

you finish a long rest.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Druidic
Circle. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Circle of the Grove:

Is there a reason that you prefer plants over
animals?
Are there any plants that hold a special meaning
for you?
Why have you chosen to adventure out into the
world instead of staying within your grove?
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Fighter
Commander
Whether formally trained or taught through experience, a

Commander can easily take control of a dangerous situation.

Commanders are charismatic leaders that give strategic

orders to those who follow them, strengthening their combat

potential. Some Commanders will lead their fighting forces

from the front lines while others prefer to keep their distance

and survey the field.

Commander Features
Fighter Level Features

3rd Bonus Proficiencies, Strategic Command

7th Combat Drills

10th Tactical Prowess

15th Coordinated Attack

18th Warlord

Bonus Proficiencies
When you take this martial archetype at 3rd level, your

charismatic nature allows you to take command of a

situation. You gain proficiency with both Charisma

(Intimidation) and Charisma (Persuasion) skills.

Strategic Command
Starting at 3rd level, you may make use of your strategic mind

and command your allies to take various tactical battle

strategies.

As a bonus action, you can give an ally that can hear you

within 30 feet a command with one of your tactics. You can

use this feature a number of times equal to your Charisma

modifier. You regain all expended uses when you finish a long

rest.

You learn two tactics of your choice, which are detailed

under the “Tactics” section below. You learn an additional

tactic of your choice at 7th, 10th, 15th, and 18th level. When

you learn a new tactic, you may replace one previously known

tactic for a new tactic.

Combat Drills
At 7th level, when you take a short rest, you can choose to

conduct a drill with a number of allied creatures equal to

your Fighter level. Characters who participate in the drill are

unable to roll hit dice during the rest. At the end of the short

rest, you and your allies who participated in the drill gain a

+1 to all weapon attack rolls, as well as advantage on

initiative rolls. The effect of the drill lasts until you take a

short or long rest.

Tactical Prowess
At 10th level, when you use your Strategic Command feature,

you can affect a number of allies within range equal to your

Charisma modifier.

Coordinated Attack
At 15th level, as an action you can choose a number of

creatures within 30 feet that can hear you equal to your

Charisma modifier to immediately make a melee, ranged, or

spell attack. You cannot use this feature again until the start

of your next turn.

Warlord
At 18th level, you can command all of your allies to show no

mercy. As an action, you give a verbal command to all allies

within 30 feet of you that can hear you. All affected creatures

may make one additional attack when taking the Attack

action in combat. This effect lasts for a number of rounds

equal to your Charisma modifier. Once you use this feature,

you cannot use it again until you complete a long rest.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Martial
Archetype. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Commander:

What has caused you to take up a leadership
role?
Have you lost any close comrades in battle?
Do you wish to lead others, or control them?
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Tactics
The tactics are presented in alphabetical order.

Ambush
If the target of your command hits a creature who has not yet

taken their turn this round with an attack roll, the targeted

creature can add a number of d6 equal to your Charisma

modifier to the damage roll. If the attack was made with a

weapon, the damage type is the same as the weapon used. If

the attack was a spell attack, the damage type is the same as

the spell.

Charge
The target of your command can immediately use its reaction

to move up to 30 feet towards a creature of your choice and

make a single melee attack against the chosen creature.

Diversion
When a creature makes an attack roll against the target of

this command, the attack roll is made with disadvantage.

This effect lasts until the start of your next turn.

Forced March
The target of this command, while still able to gain levels of

exhaustion, ignores the effects until they take a short or long

rest.

Hold the Line
The target of this command gains advantage on all Strength,

Dexterity, and Constitution saving throws until the start of

your next turn.

Rally
The target of this command gains advantage on all

Intelligence, Wisdom, and Charisma saving throws until the

start of your next turn.

Reconnaissance
The target of this command can add your Charisma modifier

to all Wisdom (Perception) and Dexterity (Stealth) skill

checks made within the duration. The effects of this

command last for 1 hour.

Shield Wall
The target of this command gains +1 to their AC for each

allied creature within 5 feet of them. This effect lasts for a

number of rounds equal to your Charisma modifier.

Withdraw
Creatures targeted by this command can immediately use

their reaction to take the Disengage action and move up to 15

feet away from a hostile creature.
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Monk
Way of the Zodiac
The followers of the Way of the Zodiac spend years

developing their fighting techniques. Each of these monks

must follow their own path of self-enlightenment, and it is

through this journey that their fighting styles develop until the

monk becomes a master of their unique skill set.

Way of the Zodiac Features
Monk Level Features

3rd Winter Training

6th Spring Meditation

11th Summer Enlightenment

17th Autumn Awakening

Winter Training
Starting at 3rd level, you train yourself to the point of mastery

in one of the winter fighting styles. Choose 1 of the following

winter styles:

Fox Style. As a bonus action on your turn, you can spend 1

ki point to take the Hide action. You can spend an additional

1 ki point for advantage on your stealth check.

Horse Style. Your travel pace is doubled, as is the travel

pace of up to five companions while they are within 60 feet of

you and you are not incapacitated (see chapter 8 in the

Player's Handbook for more information about travel pace).

In addition, you count as one size larger when determining

your carrying capacity and the weight you can push, drag or

lift.

Lion Style. After you hit with a melee attack but before you

roll damage, you may expend 1 ki point to roll 1 additional

damage die.

Spring Meditation
At 6th level, you meditate on the ancient spring fighting

styles, allowing your ki to become an extension of yourself.

Choose 1 of the following spring fighting styles:

Hare Style. Your base movement speed is increased by 10

feet.

Crab Style. As a reaction to being hit by an attack, you can

expend 1 ki point to increase your AC by your Wisdom

modifier. This effect is in addition to Unarmored Defense and

lasts until the end of the round in combat.

Dragon Style. You may expend 1 ki point to extend the

range of all melee attacks by 5 feet until the end of your  

turn in combat.

The Zodiac
There are many cultures that make use of some
sort of Zodiac. In efforts to not appropriate from
any specific culture, and with the idea that there
are different worlds that make up the universe of
this game we have developed our own Zodiac for
this subclass that you can implement in your own
games and flavor to your needs.

Summer Enlightenment
At 11th level, you discover the ancient summer fighting styles.

Choose 1 of the following summer fighting styles:

Bison Style. As a reaction to being targeted by a melee

attack before the attack roll is declared you can spend 1 ki

point to choose another target of the attack within melee

range of the attacker.

Mammoth Style. As an action you can spend your ki to

force a creature within 5 feet of you to make a Strength

saving throw. On a failed save, the targeted creature is

pushed 10 feet away from you and is knocked prone. On a

successful save, the target is pushed 5 feet away from you

and is not knocked prone. You can expend a number of ki

points equal to the number of enemy creatures that are in

melee combat with you.

Monkey Style. The number of unarmed strikes that you

make with Flurry of Blows increases from 2 attacks to 3

attacks.

Autumn Awakening
At 17th level, you awaken your mind and channel your ki

throughout your entire body in order to use the autumn

fighting styles. Choose 1 of the following autumn fighting

styles:

Crane Style. As an action on your turn, you can touch an

allied creature and spend up to 8 ki points. For each ki point

spent, both you and your target heal for 1d8 hit points.

Bear Style. As an action on your turn, you can spend 1 ki

point to force a Medium or smaller creature within 5 feet of

you to make a Strength saving throw. On a failed save, the

target is forced prone and is considered restrained as long as

either you or an allied creature is within 5 feet of the target. If

there is not an allied creature within 5 feet of the target, the

creature is no longer restrained. On a successful save, the

target is not restrained, but is still knocked prone. You can

spend an additional 2 ki points to affect a Large creature or

an additional 4 ki points to affect a Huge creature. Whenever

the targeted creature takes damage, they can repeat the

saving throw.

Boar Style. As a bonus action you can spend 6 ki points to

gain 8d8 temporary hit points.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Monastic
Tradition. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Way of the Zodiac:

How did you come across the Zodiac tradition?
Did you choose to join the Zodiac temple or
were you forced to in some way?
Did you grow up around the Zodiac or is this all
new to you?
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Paladin
Oath of Patience
These mighty warriors appreciate time and thought over

everything. With their party in mind, they are willing to

extend their willpower to the maximum to both defeat their

enemies and save their friends. It is patience over all as each

moment that passes is coupled with calculating the right time

to unleash their ultimate power. As they grow more powerful

due to their conquests, their investments grow to further

protect those around them and cause more pain for those

who try to intervene.

Oath of Patience Features
Paladin Level Features

3rd Oath Spells, Channel Divinity

7th Aura of Serenity (10 feet)

15th Opportune Interception

18th Aura of Serenity (30 feet)

20th Paragon of Providence

Tenets of Patience
The tenets of the Oath of Patience teach that there is a time

and a place for action and inaction alike.

Diligence. Search for opportunity. There is a proper time

and place for everything, and a thorough search will reveal it.

Poise. Strive for balance. The mind must be as strong as

the body, else they will be quick to judgement.

Restraint. Certainty is key. If you are uncertain in the

action you are taking, then do not act until you are.

Oath of Patience Spells
You gain oath spells at the paladin levels listed in the Oath of

Patience Spells table. See the Sacred Oath class feature for

how oath spells work.

Oath of Patience Spells
Paladin Level Spells

3rd Divine Favor, Hunter’s Mark

5th Cordon of Arrows, Enhance Ability

9th Conjure Barrage, Slow

13th Arcane Eye, Divination

15th Conjure Volley, Swift Quiver

Channel Divinity
When you take this oath at 3rd level, you gain the following

two Channel Divinity options. See the Sacred Oath class

feature for how Channel Divinity works.

Aim True. You may use your Channel Divinity as a conduit

for your divine power. As a bonus action, you can call for your

deity to empower you with their essence. While this ability is

in effect, you may use your Divine Smite feature on ranged

weapon attack rolls. This effect lasts for 1 minute or until you

are incapacitated.

Fortuitous Moment. You may use your Channel Divinity to

grant a creature of your choice that you can see within 10

feet of you advantage on all ability checks, attack rolls or

saving throws until the start of your next turn.

Aura of Serenity
Starting at 7th level, you emanate an aura of tranquility and

calm while you are not incapacitated. The aura extends 10

feet from you in every direction, but not through total cover.

When an allied creature within your aura holds their

action, and they have not yet used their movement or bonus

action, when their held action is triggered, they may move up

to their movement speed and use their bonus action in

addition to their held action.

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

Opportune Interception
At 15th level, when a creature comes within 10 feet of you,

you can use your reaction to make a ranged weapon attack

against them. If the attack hits, the targeted creature falls

prone.

Paragon of Providence
At 20th level, at the beginning of combat, before rolling for

initiative, you can manipulate the speed of allies and enemies

alike. You choose the turn order for each creature that you

can see. If a creature unaffected by this ability joins the

initiative, the DM will tell you that an unknown creature is

entering combat and that you must choose where the

unknown creature will appear in the turn order.

When you hit a creature that has taken its turn before

yours, you can deal additional radiant damage equal to your

Paladin Level. You can deal this additional damage once per

round.

Once you use this feature you can not use it again until you

complete a long rest.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Sacred Oath.
We highly recommend that the DM and player
work together on crafting creative and interesting
reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Oath of Patience:

From where do you draw your patience from?
How long are you willing to wait when lives are
on the line?
How do you handle impatient people?
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Ranger
Warden Conclave
Wardens are rangers who have been trained by druids to

amplify their magical potential. Where most rangers rely on

their combat prowess, wardens rely on their spellcraft and

treat their martial ability as a fallback should they be

outmatched. These rangers understand and respect the

balance that is nature. It is something they not only revere,

but swear to protect.

Warden Conclave Features
Ranger
Level Features

3rd Warden Magic, Druidic Apprentice, Primal
Watcher

7th Nature's Warrior

11th Habitat Protector

15th Wilderness Paragon

Warden Magic
Starting at 3rd level, you learn an additional spell when you

reach certain levels in this class, as shown in the Warden

Spells table. The spell counts as a ranger spell for you, but it

doesn't count against the number of ranger spells known for

you.

Warden Spells
Ranger Level Spells

3rd False Life

5th Darkness

9th Glyph of Warding

13th Greater Invisibility

17th Geas

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Ranger
Conclave. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Warden Conclave:

Have you always respected nature, or was this
something you had to learn?
How did you come to meet your druidic
teacher(s)?

Druidic Apprentice
When you choose this conclave at 3rd level, your teachings

from the druidic circles have come to fruition. You can choose

2 cantrips and one 1st level spell from the Druid spell list to

learn. The chosen spells from this feature do not count

against the number of spells known as shown on the Ranger

features table.

Primal Watcher
At 3rd level, you gain advantage on ability checks made to see

through illusions. Additionally, you gain the ability to see

through magical darkness.

Nature’s Warrior
At 7th level, when a creature that is your favored enemy

makes a saving throw against a spell that you cast, the

creature has disadvantage on the saving throw.

Habitat Protector
At 11th level, while you are in your favored terrain you have

advantage on both spell saving throws and concentration

checks.

Wilderness Paragon
At 15th level, when you kill a favored enemy in your favored

terrain, you can use your reaction to regain a spell slot. The

level of the spell slot is equivalent to a quarter of your ranger

level rounded down. You can use this ability once per long

rest.
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Rogue
Vigilante
Whether you have a tragic backstory or are perfectly normal,

you have a deep hatred of crime and criminals. The efforts

put forth by those enforcing the law have not impressed you

and are nowhere near enough. Thinking that you can do

better, you expend every resource you have towards

delivering your own brand of Vigilante justice.

Vigilante Features
Rogue Level Features

3rd Bonus Proficiencies, Detective Work

9th Crowd Control

13th Nemesis

17th Justice

Bonus Proficiencies
When you choose this archetype at 3rd level, you gain

proficiency in both the Intimidation and Insight skills.

Detective Work
At 3rd level, as a bonus action you can choose one creature

that you can see and learn its alignment. If the creature has

an evil alignment, you gain advantage on attack rolls made

against that creature.

Crowd Control
At 9th level, after using your sneak attack, you may make 1

additional attack against a different creature within range.

Nemesis
At 13th level, choose one of the following creature types:

Aberration, Beast, Celestials, Constructs, Dragons,

Elementals, Fey, Fiends, Giants, Humanoids, Monstrosities,

Oozes, Plants, Undead. After you deal damage to a creature

of your chosen type, the creature gains disadvantage on

attack rolls against creatures other than you.

Justice
At 17th level, after you hit a creature that has an evil

alignment with an attack roll but before you roll damage for

the attack, you can choose to make the attack a critical hit.

You can use this ability once per long rest.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Rougish
Archetype. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Vigilante:

What was the last straw that caused your
character to take things into their own hands?
Have you experienced any loss because the
current law enforcement wasn’t enough?
Would you work to try to make the law better,
or do you think it's too far gone?
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Sorcerer
Dual Soul
Every living creature has a soul, you just-so-happen to have

two. This passenger acts as a well of arcane power for you to

draw from. The soul can be a negative influence or a voice of

reason, but it does show signs of having had a life before

becoming a part of yours.

Dual Soul Features
Sorcerer Level Features

1st Savant Casting, Second Life

6th Rapid Response

14th Arcane Barrage

18th Soulbound

Savant Casting
At 1st level, when you cast a Cantrip that requires a spell

attack roll and has a casting time of 1 action, you can instead

cast it as a bonus action. You may use this ability a number of

times equal to your Sorcerer level per long rest.

Second Life
Starting when you choose this origin at 1st level, the second

soul within you shares its knowledge with you. You gain

proficiency in the History skill as well as one Intelligence-

based skill of your choice.

Rapid Response
At 6th level, after a hostile creature you can see misses an

attack roll, you can use your reaction to cast a Cantrip that

normally takes an action.

Arcane Barrage
At 14th level, if you cast a spell of 2nd level or higher that

requires a spell attack roll, you can spend a number of

sorcery points equal to twice the spells level to cast an

additional spell of equivalent or lower level that also requires

a spell attack roll as a bonus action, regardless of its casting

time.

Soulbound
At 18th level, you no longer require sleep and instead while

resting, you are under the effect of the Astral Projection spell.

In addition, you have advantage on death saving throws

and require 4 failed death saves to die.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Sorcerous
Origin. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Dual Soul:

Is your second soul a friend or foe?
How often do you communicate with each
other?
If you could set your second soul free would
you?
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Warlock
Elder Wyrm Patron
You have made a pact with one of the oldest, most revered

creatures across the planes, the Ancient Dragon. Though the

motives of these creatures may vary from wyrm to wyrm, the

one thing they all have in common is their insatiable greed. A

horde can come in many forms, but no one can deny what

lengths a Dragon will go to keep reign over what it deems its

property. Only the bravest of adventures have the courage to

seek out a creature such as this and only a few live to tell the

tale of their encounter. Draconic beings mighty enough to

grant one the ability to draw power include those such as

Aurinax of the Dragon Vault, Bahamut the Platinum Dragon,

Miirym the Sentinel Wyrm, Thordak the Cinder King, and

Tiamat the Queen of Dragons.

Elder Wyrm Features
Ranger
Level Features

1st Expanded Spell List, Cloak of Scales, Draconic
Greed

6th Lair Exposure

10th Ancient Being

14th Dominant Presence

Elder Wyrm Expanded Spells
The Elder Wyrm lets you choose from an expanded list of

spells when you learn a warlock spell. The following spells

are added to the warlock spell list for you.

Elder Wyrm Expanded Spells
Spell Level Spells

1st Absorb Elements, Detect Evil and Good

2nd Dragon’s Breath, Locate Object

3rd Catnap, Glyph of Warding

4th Leomund’s Secret Chest, Polymorph

5th Circle of Power, Immolation

Cloak of Scales
Starting at 1st level, the power gifted to you fuses with your

skin, creating a layer of hardened scales. When you are not

wearing armor, your Armor Class is equal to 10 + your

Dexterity modifier + your Charisma modifier.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Otherworldly
Patron. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the Elder Wyrm:

How did you convince your Dragon to grant
you access to its power?
What was your reason for being in the Dragon’s
lair in the first place?
What is your relationship with your Dragon? Do
you fear it? Does it respect you?

Draconic Greed
At 1st level, you can channel the greed of your patron through

yourself. As an action, you can target an object that is being

carried or worn by a creature. The creature that is in

possession of the targeted object must make a Charisma

saving throw against your spell save DC. On a failure, the

targeted object is magically teleported into your hand. You

can't use this ability again until you complete a short or long

rest.

Lair Exposure
At 6th level, you gain resistance to one of the following types

of damage: acid, cold, fire, lightning, or poison.

Additionally, when you must make a saving throw against a

creature's layer action, you have advantage on the saving

throw.

Ancient Being
At 10th level, you no longer naturally age and have advantage

on magical effects to change your age.

Additionally, you have advantage on Intelligence (History)

skill checks.

Dominant Presence
At 14th level, when a creature targets you with a melee

attack, you can use your reaction to force that creature to

make a Wisdom saving throw against your spell save DC. On

a failure, the targeted creature has disadvantage on attack

rolls until the end of its next turn. You can't use this ability

again until you complete a short or long rest.
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Wizard
School of Blood Magic
Those that devote their time to blood magic have learned

how to turn their bodies into a resource. Blood mages are

quite easy to spot, as their practice of relying on their own

crimson life force usually leaves marks all over their person.

A true blood mage views their body as an extension of their

power and has no fear in harnessing their own blood as a

spell component. With your blood you give yourself the

opportunity to gain an upper hand in battle. Where others

may run out of magic, yours can be supplemented from what

courses through your veins.

School of Blood Magic Features
Wizard Level Features

3rd Scarlet Spells, Transfusion

9th Parasite

13th Anemia

17th Exsanguinate

Scarlet Spells
When you choose this arcane tradition at 2nd level, you have

learned how to harness the power of blood. As an action you

can cast a spell without using a spell slot. To do this you

expend a number of your hit dice equal to the spells level.

Before the spell is cast, you must roll the hit die and suffer an

amount of necrotic damage equal to the die roll - your

Constitution modifier for every hit die expended.

Transfusion
At 2nd level, when you complete a short rest, you regain a

number of hit dice equal to your Constitution modifier.

Parasite
At 6th level, once per turn, when you kill a creature with a

spell, you can roll 1 hit die, expending it the same way you

would while taking a short or long rest. You heal for an

amount equal to the number rolled on the hit die + your

Constitution modifier. You do not gain this benefit for killing

constructs or undead.

Anemia
At 10th level, as an action you can target a creature that you

can see by spending a hit die in the same way as your Scarlet

Spells ability. If the targeted creature has any damage

immunities or resistances, it must make a Constitution

saving throw against your spell save DC. On a failed save, the

targeted creature loses its resistances and its immunities

turn into resistances. At the start of your next turn, you can

expend an additional hit die to continue the effect. On a

successful save, the targeted creature is unaffected.

Exsanguinate
At 14th level, when a hostile creature that you can see takes

slashing or necrotic damage, you can use your reaction to

maximize the amount of damage taken. Once you use this

ability, you cannot use it again until you complete a short or

long rest.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Arcane
Tradition. We highly recommend that the DM and
player work together on crafting creative and
interesting reasons for your character’s actions and
personality. Here are a few questions that are
posed to the player that might act as a reason for
their choice of the School of Blood Magic:

When did you first learn about using blood for
your magic?
How are you perceived by your fellow mages
for using blood magic?
To what lengths will you go to perfect your
blood magic?
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Legal Information
The terms of the Open Gaming License Version 1.0a are as

follows:

OPEN GAME License Version 1.0a 

The following text is the property of Wizards of the Coast,

Inc. and is Copyright 2000 Wizards of the Coast, Inc

("Wizards"). All Rights Reserved.

1. Definitions: (a) "Contributors" means the copyright and/or

trademark owners who have contributed Open Game

Content; (b) "Derivative Material" means copyrighted

material including derivative works and translations

(including into other computer languages), potation,

modification, correction, addition, extension, upgrade,

improvement, compilation, abridgment or other form in

which an existing work may be recast, transformed or

adapted; (c) "Distribute" means to reproduce, license,

rent, lease, sell, broadcast, publicly display, transmit or

otherwise distribute; (d) "Open Game Content" means the

game mechanic and includes the methods, procedures,

processes and routines to the extent such content does

not embody the Product Identity and is an enhancement

over the prior art and any additional content clearly

identified as Open Game Content by the Contributor, and

means any work covered by this License, including

translations and derivative works under copyright law, but

specifically excludes Product Identity. (e) "Product

Identity" means product and product line names, logos

and identifying marks including trade dress; artifacts;

creatures characters; stories, storylines, plots, thematic

elements, dialogue, incidents, language, artwork, symbols,

designs, depictions, likenesses, formats, poses, concepts,

themes and graphic, photographic and other visual or

audio representations; names and descriptions of

characters, spells, enchantments, personalities, teams,

personas, likenesses and special abilities; places,

locations, environments, creatures, equipment, magical or

supernatural abilities or effects, logos, symbols, or graphic

designs; and any other trademark or registered trademark

clearly identified as Product identity by the owner of the

Product Identity, and which specifically excludes the Open

Game Content; (f) "Trademark" means the logos, names,

mark, sign, motto, designs that are used by a Contributor

to identify itself or its products or the associated products

contributed to the Open Game License by the Contributor

(g) "Use", "Used" or "Using" means to use, Distribute,

copy, edit, format, modify, translate and otherwise create

Derivative Material of Open Game Content. (h) "You" or

"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game

Content that contains a notice indicating that the Open

Game Content may only be Used under and in terms of

this License. You must affix such a notice to any Open

Game Content that you Use. No terms may be added to or

subtracted from this License except as described by the

License itself. No other terms or conditions may be

applied to any Open Game Content distributed using this

License.

3. Offer and Acceptance: By Using the Open Game Content

You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to

use this License, the Contributors grant You a perpetual,

worldwide, royalty-free, nonexclusive license with the

exact terms of this License to Use, the Open Game

Content.

5. Representation of Authority to Contribute: If You are

contributing original material as Open Game Content, You

represent that Your Contributions are Your original

creation and/or You have sufficient rights to grant the

rights conveyed by this License.

6. Notice of License Copyright: You must update the

COPYRIGHT NOTICE portion of this License to include

the exact text of the COPYRIGHT NOTICE of any Open

Game Content You are copying, modifying or distributing,

and You must add the title, the copyright date, and the

copyright holder's name to the COPYRIGHT NOTICE of

any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product

Identity, including as an indication as to compatibility,

except as expressly licensed in another, independent

Agreement with the owner of each element of that

Product Identity. You agree not to indicate compatibility or

co-adaptability with any Trademark or Registered

Trademark in conjunction with a work containing Open

Game Content except as expressly licensed in another,

independent Agreement with the owner of such

Trademark or Registered Trademark. The use of any

Product Identity in Open Game Content does not

constitute a challenge to the ownership of that Product

Identity. The owner of any Product Identity used in Open

Game Content shall retain all rights, title and interest in

and to that Product Identity.

8. Identification: If you distribute Open Game Content You

must clearly indicate which portions of the work that you

are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents

may publish updated versions of this License. You may

use any authorized version of this License to copy, modify

and distribute any Open Game Content originally

distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this

License with every copy of the Open Game Content You

Distribute.

11. Use of Contributor Credits: You may not market or

advertise the Open Game Content using the name of any

Contributor unless You have written permission from the

Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply

with any of the terms of this License with respect to some

or all of the Open Game Content due to statute, judicial

order, or governmental regulation then You may not Use

any Open Game Material so affected.

13. Termination: This License will terminate automatically if

You fail to comply with all terms herein and fail to cure

such breach within 30 days of becoming aware of the

breach. All sublicenses shall survive the termination of

this License.
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14. Reformation: If any provision of this License is held to be

unenforceable, such provision shall be reformed only to

the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a

Copyright 2000, Wizards of the Coast, LLC.
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