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Artificer
Mechanist
Innovation is the culmination of creativity and practicality.

You are an inventor creating a mechanized suit of armor so

that you might keep yourself safe and be able to protect

others on your journey. After all, the best offense is an

unbreakable defense.

Mechanist Features
Artificer

Level Features

3rd Mechanist Spells, Tool Proficiency,
Mechanization, Modification

5th Extra Attack

9th Arcane Reactor

15th War Machine

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

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

Mechanist Spells table. These spells count as artificer spells

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

spells you prepare.

Mechanist Spells
Artificer Level Spells

3rd Grease, Longstrider

5th Heat Metal, Magic Weapon

9th Glyph of Warding, Water Breathing

13th Fabricate, Leomund’s Secret Chest

17th Animate Objects, Creation

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

proficiency with vehicles (land). If you already have this

proficiency, you gain proficiency with one other type of

artisan's tools of your choice.

Mechanization
When you choose this specialization at 3rd level, you begin

your work on a mechanized suit of armor that will be on the

cutting edge of technological advancement. You gain

proficiency with Heavy Armor and when you finish a long

rest, you can turn a suit of heavy armor into your mechanized

armor. When you are wearing your mechanized armor, you

become one size larger than you are. If a creature other than

you dons your mechanized armor, the armor locks and the

creature wearing your mechanized armor is restrained.

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 Mechanist:

What drives you to push for technological
innovation?
Did you apprentice under anyone to gain your
skills?
How does the world treat your work?

Modification
At 3rd level, when you create your mechanized armor at the

end of a long rest you can implement a number of

modifications equal to your proficiency bonus. You can

change the chosen modifications to your mechanized armor

over the course of a long rest. You learn the following

modifications:

Hydraulic Musculature. Your base movement speed

increases by 5 feet. In addition, you count as one size larger

when determining your carrying capacity and the weight you

can push, drag or lift.

Additionally, when you hit with a melee attack, you can add

your proficiency bonus to your damage roll. You can use this

feature a number of times equal to your Intelligence modifier

(minimum of 1). You regain all expended uses of this feature

when you complete a long rest.

Reinforce Chassis. While wearing your mechanized

armor you gain an additional +2 to your AC.

Sensory Array. You gain darkvision out to a range of 60

feet and blindsight out to a range of 10 feet. If you already

have darkvision, it then extends your darkvision by an

additional 60 feet.

Shock Absorption. You gain resistance to bludgeoning

and force damage while wearing your mechanized armor.

Extra Attack
At 5th level, you can attack twice, rather than once, whenever

you take the Attack action on your turn.
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Arcane Reactor
At 9th level, you finish developing an internal magical reactor

to assist in the operation of your mechanized armor. You

learn two additional modifications for your mechanized

armor. Choose two of the following modifications to learn:

Adaptive Camouflage. As an action, you can cast the

Invisibility spell on yourself without expending a spell slot

and it does not require concentration. You can use this ability

a number of times equal to your Intelligence modifier

(minimum of 1). You regain all expended uses of this ability

once you complete a long rest.

Energy Shield. You learn the resistance cantrip.

Additionally, you learn the spells shield, and counterspell. You

can cast these spells once with this modification without

expending a spell slot and regain the ability to do so when

you finish a long rest.

Integrated Arsenal. You learn the firebolt cantrip.

Additionally, you learn the spells burning hands, and fireball.

You can cast these spells once with this modification without

expending a spell slot and regain the ability to do so when

you finish a long rest.

Jet Propulsion. You can activate this ability as an action.

Your walking speed increases by 20 feet for the duration.

Additionally for the duration you gain a flying speed equal to

your walking speed. This effect lasts for 1 minute. Once you

use this ability, you can not do so again until you complete a

long rest.

War Machine
At 15th level, your mechanized armor has become a true

weapon of war. You learn two additional modifications for

your mechanized armor. Choose two of the following

modifications to learn:

Overclocked Processor. As a bonus action, you can cast

the Haste spell on yourself without using a spell slot or

requiring concentration and regain the ability to do so when

you finish a long rest.

Overload Reactor. When you are reduced to 0 hit points

but not killed outright while wearing your mechanized armor,

you can drop to 1 hit point instead and you are ejected out of

your mechanized armor to an unoccupied space within 30

feet of you that you can see.

Additionally when you are ejected from your mechanized

armor, as a reaction you can overload your armor's arcane

reactor. When you use this feature, at the end of your turn all

creatures within a 20 foot radius of your mechanized armor

must make a Constitution saving throw against your spell

save DC, taking 10d6 force damage on a failed saving throw

or half as much damage on a success. Once you use this

feature, your mechanized armor is destroyed and you can’t

use this feature again until you finish a long rest to repair

your mechanized armor.

Remote Control. As an action you can eject yourself from

your mechanized armor. Your mechanized armor remains

animated and under your control. While separated from your

armor, your AC is calculated as if you were not wearing

armor. The armor uses the stat block of a Shield Guardian

with the additional abilities of your chosen modifications and

takes its turn in combat at the end of your turn. As a bonus

action you can give your armor a command, otherwise the

armor takes no action. Additionally, when you cast a spell, you

can choose to cast it through the armor as though the armor

was the caster.

Target Lock. When making a ranged weapon or spell

attack, you gain advantage on the attack roll.
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Barbarian
Path of Disaster
Nature is a cruel mistress with unstoppable power. Cities are

leveled by water and wind or buried by fire and earth. A

disaster can leave a city in ruins faster than any army. With

nature at your back, you will leave unmeasured destruction in

your wake.

Path of the Disaster Features
Barbarian Level Features

3rd Nature’s Wrath

6th Shockwave

10th Primordial Havoc

14th Avatar of Destruction

Nature’s Wrath
Starting when you choose this path at 3rd level, your affinity

with nature manifests with your rage. When you hit a

creature with an attack while raging, the attack deals extra

damage depending upon your chosen disaster. The extra

damage is equal to double your proficiency bonus. You can

change your chosen disaster whenever you gain a level in this

class.

In addition, while raging you gain resistance to the damage

type of your chosen disaster.

Avalanche. While raging, your attacks deal additional cold

damage equal to double your proficiency bonus, and you gain

resistance to cold damage.

Cyclone. While raging, your attacks deal additional

lightning damage equal to double your proficiency bonus, and

you gain resistance to lightning damage.

Tsunami. While raging, your attacks deal additional acid

damage equal to double your proficiency bonus, and you gain

resistance to acid damage.

Volcano. While raging, your attacks deal additional fire

damage equal to double your proficiency bonus, and you gain

resistance to fire damage.

Shockwave
At 6th level, as an action, you can stomp your foot against the

ground. All creatures within a 30-foot radius must make a

Dexterity saving throw, the DC equals 8 + your proficiency

bonus + your Constitution modifier. On a failed saving throw,

the affected creature suffers 5d6 disaster damage and half

damage on a success. The type of damage is determined by

your chosen disaster.

Additionally, after using this ability the ground around you

within a 30-foot radius becomes difficult terrain. You ignore

difficult terrain created by this ability. Once you use this

ability, you can not use it again until you complete a short or

long rest.

Avalanche. All creatures within a 30-foot radius of you

must make a Constitution saving throw, taking 5d6 cold

damage on a failed save, and half damage on a success.

Cyclone. All creatures within a 30-foot radius of you must

make a Dexterity saving throw, taking 5d6 lightning damage

on a failed save, and half damage on a success.

Tsunami. All creatures within a 30-foot radius of you must

make a Dexterity saving throw, taking 5d6 acid damage on a

failed save, and half damage on a success.

Volcano. All creatures within a 30-foot radius of you must

make a Dexterity saving throw, taking 5d6 fire damage on a

failed save, and half damage on a success.

Primordial Havoc
At 10th level, as a bonus action you can target one creature

that has resistance to the damage type of your chosen

disaster. The targeted creature must make a Constitution

saving throw against your Shockwave DC. On a failure, the

target loses their damage resistance until the start of your

next turn.

In addition, while you are raging, you gain a movement

speed equivalent to your walking speed determined by your

chosen disaster.

Avalanche. You gain a climbing speed equal to your

walking speed while raging and your disaster damage type is

cold damage.

Cyclone. You gain a flying speed equal to your walking

speed while raging and your disaster damage type is

lightning damage.

Tsunami. You gain a swimming speed equal to your

walking speed while raging and your disaster damage type is

acid damage.

Volcano. You gain a burrowing speed equal to your

walking speed while raging and your disaster damage type is

fire damage.

Avatar of Destruction
At 14th level you become a walking disaster. While you are

raging, if a creature hits you with a melee attack, they suffer

2d6 damage. The damage type is dependent upon your

chosen disaster.

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 Disaster:

What makes you lean on the destructive forces
of nature?
How do you view nature in general?
When was the first time you witnessed a natural
disaster?
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Bard
College of Memories
Everyone has forgotten something within their lifetime,

except for the bards of the College of Memories. A storyteller

with an infallible recollection can pull from any experience

that they may witness and even attempt to recreate the skills

of the subjects of their reflection. The ability to have near

perfect anamnesis, and utilize it to their benefit is a gift that

has made these bards truly unforgettable.

College of Memories Features
Bard Level Features

3rd Momento, Recollection

6th Temporal Melody

14th Timeless Tale

Momento
When you join the College of Memories at 3rd level, your

memory becomes truly uncanny.

When you finish a long rest, you copy one 1st-level class

feature of one other party member of your choice. The

chosen class feature can’t be either the Spellcasting or Pact

Magic class features. Over the course of a long rest, you can

choose to copy a different class feature from a member of

your party. You can not copy more than one class feature at a

time with this feature.

If a copied class feature relies on a class specific resource,

you instead expend a use of your bardic inspiration to use

that feature. If a copied class feature relies on your class level,

treat the referenced class as your bard level.

When you reach 6th level, you can copy 2nd level class

features with this ability and when you reach 14th level you

can copy 3rd level class features.

Recollection
At 3rd level, as a bonus action you can expend a use of your

bardic inspiration to grant yourself proficiency in one

language, skill, toolset, or weapon of your choice. You remain

proficient with the chosen proficiency for a number of hours

equal to your Charisma modifier (minimum of 1).

Additionally when you give a creature your bardic

inspiration, if the target has already used its reaction it gains

a second reaction until the start of its next turn.

Temporal Melody
At 6th level, when you take a long rest, you can play a

temporal melody. A long rest requires half as much time for

all creatures that can hear your temporal melody.

Timeless Tale
At 14th level, you refuse to ever allow yourself to be forgotten,

causing your body to age more slowly. For every 10 years that

pass, your body ages only 1 year.

Additionally as a reaction when you roll for initiative, you

target one creature that you can see and expend one of your

uses of bardic inspiration. If the target is an ally, the target

adds your bardic inspiration dice to their initiative roll. If the

target is a hostile creature, the target subtracts your bardic

inspiration dice from its initiative roll.

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 Memories:

Is there a memory you wish you could forget?
How are your feelings towards time?
Is there a person who lingers most in your
memory?
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Cleric
Lunacy Domain
While many visions lead others towards temples, visions had

by clerics of the Divine Domain of Lunacy more often lead

them to an asylum. These clerics usually are found to

worship the deities of madness not out of devotion to them,

but in desperation to prove themselves sane only to spiral

further into their insanity.

Clerics of lunacy often are found in mental health

institutions, both as patients and caregivers. Clerics of lunacy

often worship deities such as Beshaba, Bhaal, and Tharizdun.

Lunacy Domain Features
Cleric
Level Features

1st Domain Spells, Bonus Proficiencies,
Conspiratorial Revelations

2nd Channel Divinity: Mental Break

6th Plausible Deniability

8th Divine Strike

17th Maddening Agony

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

Domain Spell Table. See the Divine Domain class feature for

how domain spells work.

Lunacy Domain Spells
Cleric Level Spells

1st Dissonant Whispers, Hideous Laughter

3rd Crown of Madness, Magic Mouth

5th Enemies Abound,, Hypnotic Pattern

7th Arcane Eye, Hallucinatory Terrain

9th Modify Memory, Synaptic Static

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

proficiency with martial weapons and thieves’ tools.

Conspiratorial Revelations
Starting when you choose this domain at 1st level, you begin

to see the world around you for what it really is. As a bonus

action you grant yourself truesight out to a range of 10 feet.

This blessing lasts for 1 hour. Once you use this feature, you

can not use it again until you finish a short or long rest.

Additionally, you gain resistance to psychic damage.

Channel Divinity: Mental Break
Starting at 2nd level, you can use your channel divinity to

drive others temporarily insane.

As an action, you present your holy symbol to a target

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

creature must succeed a Wisdom saving throw equal to your

spell save DC. On a failed save, the target creature suffers a

Short-Term Madness from the Short-Term Madness Table

found on page 259 of the DMG for 1 minute. The targeted

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

turns, ending the effect on itself early 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 Lunacy Domain:

Are you aware of your own madness?
Do you enjoy bringing people down to your
level?
What first drove you mad?

Plausible Deniability
At 6th level, when you use your Conspiratorial Revelations

feature, you can now grant a number of creatures equal to

your Wisdom modifier (minimum of 1) in addition to yourself

truesight out to a range of 30 feet.

Divine Strike
At 8th level, you gain the ability for your weapons to assault

the mind as well as the body of your foes. 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 psychic damage to

the target. When you reach 14th level, the extra damage

increases to 2d8.

Maddening Agony
At 17th level, you have such an effect on the mental health of

other creatures that your meere touch can be crippling. If you

deal your Divine Strike damage to a creature on your turn,

you can curse that creature until the start of your next turn.

The cursed creature has disadvantage on Intelligence,

Wisdom, and Charisma saving throws. You can curse a

creature in this way only once per turn.
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Druid
Circle of Vermin
Druids who are members of the Circle of Vermin appreciate

the notion that strength comes in numbers. An individual

pest is little more than an afterthought, ten of them may be an

inconvenience, but hundreds can bring creatures far more

powerful than them to their knees. Druids of this circle know

that the many will overpower the few and thus have learned a

way to instead of taking the form of a larger beast, divide

themselves into a mob of overwhelming numbers.

Circle of Vermin Features
Druid Level Features

2nd Swarm Shape

6th Hive Mind

10th Vermin Torrent

14th Pestilent Horde

Swarm Shape
Upon joining the Circle of Vermin you are gifted the ability to

divide yourself into a greater quantity of creatures. Starting at

2nd level, you learn the infestation cantrip.

Additionally, you can use your Wild Shape to transform

into a swarm of beasts as a bonus action. The swarms

challenge rating can be one greater than that which is listed

in the Max CR column of the Beast Shapes table, but must

abide by the other limitations there.

At 10th level, you can use this feature to transform into a

swarm of beasts with a challenge rating as high as 3.

Hive Mind
At 6th level when you use your Swarm Shape feature, you

can transform into two separate swarms of creatures. Each

swarm can act independently on your turn. Both swarms

share the same hit points. When a swarm is reduced to 0 hit

points, you revert to the location of a swarm of your choice. If

the chosen swarm’s space is occupied, you will appear in the

nearest unoccupied space.

If you are concentrating on a spell when you use your

Swarm Shape, if either swarm takes damage, you must make

a Constitution saving throw to maintain concentration. If you

are under the effects of a spell or other spell-like effect when

you use your Swarm Shape feature, both swarms are under

the effects of spell or spell-like effect.

Vermin Torrent
At 10th level, you are able to generate swarms large enough

to simulate various spell-like effects depending upon what

your swarm consists of. While you are in your swarm shape,

as an action you can cast a spell associated with your swarm

requiring no components. You can use this feature once per

use of your Wild Shape feature.

Vermin Torrent Spells
Swarm Type Spell

Bats Control Winds

Insects Insect Plague

Quippers Maelstrom

Ravens Far Step

Rats Destructive Wave

Snakes Hold Monster

Pestilent Horde
At 14th level, you can call forth an overwhelming plague of

vermin to envelop both yourself and those around you. As an

action, a horde of various pests surround you in a 30 foot

radius. While within the horde, you and a number of

creatures in addition to yourself equal to your Wisdom

modifier (minimum of 1) to be protected by the horde.

Creatures protected by the horde gain a +2 bonus to their AC

and have advantage on Dexterity saving throws.

The area within the horde is treated as difficult terrain for

creatures that are not protected by the horde. Creatures that

start their turn within the area of the horde that are not

protected by it must make a Dexterity saving throw against

your spell save DC. On a failed save, the targeted creature

takes 5d8 piercing damage and is knocked prone. On a

successful save the creature takes half damage and is not

knocked prone.

The horde lasts for 1 minute, or until it is dismissed as a

bonus action.

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 Vermin:

What was your first experience with a swarm of
creatures?
Do you admire the strength of a swarm or fear
it?
Who first introduced you to this circle?
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Fighter
Combatant
Combatant’s live for the glory found in the arena. They can be

found anywhere in society that holds a crowd in search of

violent action, whether it be a knight jousting in a tournament

before a monarch to win the favor of an onlooking admirer or

a ruffian being bet on in an illegal fighting pit. A combatant

craves the cheer’s of the onlookers and the adrenaline that

comes with a fight.

Combatant Features
Fighter Level Features

3rd Blood Sport, Work the Crowd

7th Combat Spectacle

10th Battle Royal

15th Glorious Victory

18th Coup de Gras

Blood Sport
Beginning when you choose this archetype at 3rd level, you

feed an audience's thirst for blood. As a bonus action, you can

make a Charisma (Performance) check contested by a

Charisma saving throw made by a creature that you can see

within 30 feet of you. On a failed save, you gain advantage on

attack rolls against that creature for 1 minute. You can use

this ability a number of times equal to your Charisma

modifier (minimum of 1). You regain all uses of this ability

after you complete a long rest.

Work the Crowd
At 3rd level, you gain proficiency in the Persuasion and

Performance skills. In addition, you can add your Charisma

modifier on top of the skill you use to attack for both attack

and damage rolls against a creature which you have

advantage to hit.

Combat Spectacle
At 7th level, when you land a killing blow against a creature, if

you do not have all uses of your Blood Sport ability, you

regain 1 use of your Blood Sport.

Battle Royal
At 10th level, if you are attacked by more than 1 hostile

creature in a round of combat, every creature after the first

that attacks you has disadvantage on their attack rolls.

Glorious Victory
At 15th level, when you land the killing blow on the final

enemy in an initiative, you heal an amount equal to your

Charisma modifier multiplied by your fighter level.

Coup de Gras
At 18th level, when there is only a single hostile creature in

the initiative, after hitting with an attack roll but before rolling

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

Once you use this ability, you can not use it again until you

complete a short 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 Combatant:

How did you get into combat sports?
What drives you in the middle of a fight?
Why do you fight for the entertainment of
others?
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Monk
Way of Competition
When one follows the Way of Competition, they work

constantly to better themselves. These monks will often build

rivalries between themselves, pushing each other to surpass

any obstacle that may cross their path. To prove their ability,

these monks often participate in tournaments and various

other competitions to show the prowess of their skills. Even if

defeated, these monks take the opportunity to learn from

their folly so that they may increase their odds of success in

their next competition.

Way of Competition Features
Monk Level Features

3rd Unbreakable Drive

6th Trade Blows

11th Trained Strikes

17th Victory Cry

Unbreakable Drive
Starting when you choose this monastic tradition at 3rd level,

your will hardens and allows you to take much more

punishment. At the start of your turn, if you have half of your

maximum hit points or less, you can spend 1 ki point to gain

temporary hit points equal to 1d8 + your Wisdom modifier.

Trade Blows
At 6th level, when a creature hits you with a melee attack, as

a reaction you can spend 1 ki point to make an attack roll

against the attacking creature.

Trained Strikes
11th level, when you make an attack roll you can spend 1 ki

point to add your Strength modifier in addition to your attack

roll.

Victory Cry
At 17th level, you learn to draw your power from victory.

When you reduce a creature within 5 feet of you to 0 hit

points, you regain 1 expended ki point.

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 Competition:

How do you deal with defeat?
Who do you fight for?
What’s the most difficult fight you’ve won?
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Paladin
Oath of the Pack
Those who have sworn themselves to the Oath of the Pack

have likely had to make tough decisions for the benefit of the

many versus the few. They are not accustomed to being alone

and fight better in a group. Paladins of this oath are also

known as hound masters for their great control over the

beasts that they surround themselves with.

Oath of the Pack Features
Paladin Level Features

3rd Oath Spells, Channel Divinity

7th Aura of the Hunt (10 feet)

15th Beckoning Howl

18th Aura of the Hunt (30 feet)

20th Apex Predator

Tenets of the Pack
The tenets of the Oath of the Pack bring out the wild side of

an adventurer.

Cooperation. Accept all allies that come your way, no

matter their size, shape or beliefs.

Survival. Mother nature is a cruel mistress and only the

strong survive.

Utility. Waste no opportunity to utilize both your

surroundings and what remains of your prey.

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

the Pack Spells table. See the Sacred Oath class feature for

how oath spells work.

Oath of the Pack Spells
Paladin
Level Spells

3rd Find Familiar, Speak with Animals

5th Beast Sense, Find Steed

9th Conjure Animals, Spirit Guardians

13th Find Greater Steed, Mordenkainen’s Faithful
Hound

15th Awaken, Conjure Elemental

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.

Feast of the Den. You can use your Channel Divinity to

nurse your pack back to health. As an action you can choose

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

to your Charisma modifier (minimum of 1). You can divide

your Lay On Hands to the targeted creatures as a part of this

action without needing to touch a targeted creature.

Tooth and Claw. You can give your pack the tools they

need to survive. For 1 minute, as a reaction when an allied

creature within 30 feet of you that you can see takes damage,

you can have the allied creature make a melee attack.

Aura of the Hunt
Starting at 7th level, you eminate an aura of ferocity while you

are not incapacitated. The aura extends 10 feet from you in

every direction, but not through total cover.

All allied creatures within the aura have advantage on

melee attacks against a creature as long as there is at least 1

allied creature also in melee combat with the targeted

creature.

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

Beckoning Howl
Starting at 15th level, all conjuration spells that you cast no

longer require concentration.

Apex Predator
At 20th level, you gain the ability to make yourself a true apex

predator. As an action, you become one of the most

dangerous creatures on the battlefield, gaining the following

abilities for 1 minute:

All melee attacks that you make deal an extra 1d6 radiant

damage per creature within your Aura of the Hunt. This

includes both allied and hostile creatures.

Attacks made by all allied creatures within your Aura of

the Hunt deal an additional 1d6 radiant damage.

Once you use this feature, you can’t 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 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 the Pack:

How do you lead your pack?
How would you react to a weak link in your
pack?
What would make you abandon your pack?
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Ranger
Parasite Conclave
When a ranger joins the Parasite Conclave, it is not often by

their choice. Rangers of this conclave are often afflicted with

some vile disease, curse, or creature that forces them to find

sustenance in the life force of other living beings. This

affliction however does not come without its benefits. These

rangers often find that with their hunger satiated, they are

stronger, faster, and more powerful than ever before.

Parasite Conclave Features
Ranger Level Features

3rd Parasite Magic, Parasitic Hunger

7th Stamina Siphon

11th Leeching Presence

15th Symbiosis

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

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

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.

Parasite Spells
Ranger Level Spells

3rd Hex

5th Ray of Enfeeblement

9th Vampiric Touch

13th Sickening Radiance

17th Enervation

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 Parasite Conclave:

How did you get infected with your parasite?
Is your relationship with your parasite symbiotic
or destructive?
How do you deal with having a parasite?

Parasitic Hunger
When you choose this conclave at 3rd level, the hunger of the

parasite which infests you becomes your own. Once per turn

when you kill a creature with a melee weapon attack, you

regain hit points equal to 1d6 + your Constitution modifier or

1d8 + your Constitution modifier if the attack deals slashing

damage. You don’t gain this benefit for killing constructs or

undead.

Stamina Siphon
At 7th level, you learn to siphon not only the life force of your

victims, but their energy as well. When you hit a creature with

a melee weapon attack, the target can not take reactions until

the start of your next turn. Additionally when you hit a

creature with a melee weapon attack, your movement speed

increases by 10 feet and you can take the Dash action as a

bonus action.

Leeching Presence
At 11th level, at the start of your turn all hostile creatures

within 10 feet of you must make a Constitution saving throw

against your spell save DC. On a failed save the target

creatures take necrotic damage equal to half of your

proficiency bonus rounded down and you regain hit points

equal to the necrotic damage dealt with this feature. You

must be conscious to use this feature.

Symbiosis
At 15th level, you have learned how your symbiotic

relationship with your parasite can help others. As a reaction

when you would regain hit points with your Leeching

Presence, instead of regaining hit points you can choose to

heal an allied creature that is within 5 feet of you for the

amount of hit points that you would have regained.
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Rogue
Aerialist
Flying and tumbling through the air, the Aerialist can

acrobatically maneuver their way over any obstacle. Whether

the work they find is that of a carnival trapeze artist or an

elusive cat burglar, these rogues are the most nimble of their

kind. Should they be caught in the fray of combat, you can

always rely on them to flip, fall, and find their way out

unscathed.

Aerialist Features
Rogue Level Features

3rd Acrobatic Training, Close Call

9th Contortionism

13th Reflexive Retreat

17th Death Defying

Acrobatic Training
When you choose this archetype at 3rd level, your acrobatic

experience allows for you to move in ways few thought

possible. On your turn, you may treat your walking speed as a

flying speed. If you are in the air at the end of your turn, you

will fall.

Additionally, you take half damage from falling.

Close Call
Beginning at 3rd level, on your turn you can take the Dodge

action as a bonus action.

Contortionism
At 9th level moving through other creatures' spaces and

squeezing into smaller spaces costs no additional movement.

While squeezing, you do not have disadvantage on attack

rolls or Dexterity saving throws.

Additionally, you can attempt to hide behind a creature that

is the same size as you.

Reflexive Retreat
At 13th level, if a creature attacks you with disadvantage and

does not hit you, as a reaction you can move up to half your

movement speed away from the attacker without provoking

an attack of opportunity.

Death Defying
At 17th level, you are easily able to avoid any danger that

comes your way. If a creature has disadvantage on an attack

roll against you, it must roll a third d20 and take the lowest of

the attack rolls.

Roleplay Inspiration
This sidebar contains various questions for both
players and dungeon masters to inspire creative
roleplay based off of your character’s Roguish
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 Aerialist:

Where did you hone your acrobatic skills?
Were you a part of a group act or a one man
show?
How do you feel when you're in the air?

13



Sorcerer
Jotun Bloodline
Buried somewhere in your lineage, there is a being of

massive scale and strength; a giant. Your ancestral traits do

not alway show themselves in your family, but you are one of

the lucky few. It is now your responsibility to make your

ancestors proud.

Jotun Bloodline Features
Sorcerer Level Features

1st Heirloom Knowledge, Giant’s Call

6th Titanic Heritage

14th World Bearer

18th Colossal Magic

Heirloom Knowledge
When you choose this sorcerous origin at 1st level, you

inherit the knowledge of your ancestors that is stored within

your blood. You can speak, read and write Giant. Additionally,

you must choose a lineage, once you choose a lineage you

cannot change it.

Fire. You gain proficiency with Heavy Armor and one set of

Artisan’s Tools of your choice. You also learn the Produce

Flame cantrip.

Frost. You gain proficiency with Light Armor and Martial

Weapons. You also learn the Frostbite cantrip.

Storm. You gain proficiency with Medium Armor and two

Languages of your choice. You also learn the Shocking Grasp

cantrip.

Giant’s Call
At 1st level, as a bonus action you can grant yourself 1d10

temporary hit points. You can use this feature a number of

times equal to your Charisma modifier (minimum of 1). You

regain all expended uses of this feature when you finish a

long rest.

Titanic Heritage
At 6th level, you gain a resistance to a damage type

determined by your chosen lineage from the Heirloom

Knowledge feature.

Additionally, as a reaction to being hit with a melee attack,

you can spend 2 sorcery points to deal 1d6 of your lineage

damage type to the attacking creature. The damage increases

by 1d6 for each additional 2 sorcery points spent.

Heritage
Lineage Damage Type

Fire Giant Fire

Frost Giant Cold

Storm Giant Lightning

World Bearer
At 14th level, as an action you can spend 4 sorcery points to

add a +1 to your armor class. The bonus to your armor class

increases by an additional +1 for every additional 4 sorcery

points spent. This effect lasts for 1 minute and can be

dismissed on your turn as a bonus action.

Colossus Magic
At 18th level, when you cast a damaging spell, you can spend

a number of sorcery points equal to or less than the level of

spell slot used. The spell deals an extra 1d4 of the spells

damage type per sorcery point spent.

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 Jotun Bloodline:

Were you aware of your heritage?
How did you discover your family legacy?
Has your giant heritage had an effect on your
daily life?
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Warlock
Arcanist Patron
Not every warlock patron is some monstrous horror

manipulating the cosmos through an unwitting avatar.

Arcanist warlocks are instead gifted their magical abilities

through a benevolent spellcaster that has taken them as an

apprentice. These warlocks may eventually even become

masters themselves in search of an apprentice of their own.

Arcanist Features
Warlock

Level Features

1st Expanded Spell List, Apprenticeship,
Specialization

6th Eldritch Mage

10th Arcana Well

14th Master of the Profane

Arcanist Expanded Spells
The Arcanist 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.

Arcanist Expanded Spells
Spell Level Spells

1st Mage Armor, Magic Missile

2nd Enlarge/Reduce, Invisibility

3rd Fireball, Fly

4th Banishment, Polymorph

5th Cone of Cold, Scrying

Apprenticeship
Starting at 1st level, you choose what your patron is most

knowledgeable about. This will determine what spells you

will learn for future abilities gained from your patron. Choose

the specialization of your patron on the apprenticeship table.

Apprenticeships
Apprenticeship Specialist Cantrip

Abjuration Blade Ward

Conjuration Mage Hand

Divination True Strike

Enchantment Friends

Evocation Firebolt

Illusion Minor Illusion

Necromancy Chill Touch

Transmutation Prestidigitation

Specialization
At 1st level, you're taught an additional cantrip through your

apprenticeship. Check the apprenticeship table to determine

what cantrip you learn.

Eldritch Mage
At 6th level, you are able to cast a spell that you know of the

same school of magic as your apprenticeship without

expending a spell slot. You can not use this ability again until

you complete a short or long rest.

Arcana Well
At 10th level, you gain one additional warlock spell slot. Your

total spell slots should be one higher than what is on the

warlock table.

Master of the Profane
At 14th level, you learn an additional number of spells from

the same school as your apprenticeship from the Wizard

spell list. The number of spells that you learn is equal to 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 Arcanist:

How did you meet your patron?
How did you convince your patron to take you
as their apprentice?
Why did you choose to make a pact over
studying magic?
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Wizard
School of Theology
Curious wizards who search to understand the origins of the

gods and their abilities study within the School of Theology.

Through the study of scripture, these wizards have found

ways to mimic the divine powers granted to members of the

faith using purely arcane means. Perhaps their studies will

even one day lead to the discovery of new divine beings.

School of Theology Features
Wizard Level Features

3rd Arcane Blessing, Theological Scripture

9th Miracle Magic

13th Dogmatic Arcanum

17th Divine Inspiration

Arcane Blessing
Starting at 2nd level, you have learned how to utilize your

spells to heal and help others. Once per turn when you target

a creature with a non-damage dealing spell of 1st level or

higher, the target creature regains hit points equal to twice

the spell’s level.

Theological Scripture
Beginning when you select this school at 2nd level, when you

are copying spell scrolls into your spellbook, you are able to

copy spells from the cleric or wizard spell lists. The gold and

time you must spend to copy a spell from the cleric spell list

into your spellbook is halved.

Miracle Magic
At 6th level as a reaction to taking damage, you can expend

one spell slot of 1st level or higher to regain 1d6 hit points.

The healing increases by 1d6 for each slot level above 1st.

Dogmatic Arcanum
Beginning at 10th level, if an ally that you can see is casting a

spell of 1st level or higher to restore hit points to a creature,

as a reaction you can expend a spell slot to empower the

spell. The expended spell slot must be of a higher level than

the target spell. The empowered spell is treated as if it were

cast at the level of your expended spell slot.

Divine Inspiration
Starting at 14th level, you have an epiphany regarding your

studies of the divine. You gain resistance to radiant damage.

Additionally, you learn a 1st, 2nd, 3rd, 4th and 5th level

cleric spell of your choice.

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 Theology:

What influenced you to follow the school of
theology?
Are there any gods you worship?
How do you balance the arcane and the divine?
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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.
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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.

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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