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Artificer
Hijacker
You have closely studied the intricate workings of the arcane.

In doing so, you have learned all of the tricks in the book

when it comes to disrupting spellcasters concentration.

Hijacker’s have many reasons as to why they utilize their

unique skill set, be they righteous or nefarious, but all have

learned how to wrestle away a mages control of their own

magic.

Hijacker Features
Artificer

Level Features

3rd Hijacker Spells, Tool Proficiency, Arcana
Hack

5th Firewall

9th Cheat Code

15th Matrix Nexus

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

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

Hijacker Spells table. These spells count as artificer spells for

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

you prepare.

Hijacker Spells
Artificer Level Spells

3rd Alarm, Illusory Script

5th Detect Thoughts, Nystul’s Magic Aura

9th Nondetection, Remove Curse

13th Arcane Eye, Wall of Fire

17th Contact Other Plane, Passwall

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

proficiency with calligrapher’s tools. If you already have this

proficiency, you gain proficiency with one other type of

artisan's tools of your choice.

Arcana Hack
When you choose this specialization at 3rd level, you learn

how to hijack spells cast by others. As an action, you can

target one humanoid creature that you can see within 30 feet

that is concentrating on a spell. The target must make a

Constitution saving throw against your spell save DC. On a

failure, the target loses concentration on their spell. If the

spell was cast using a spell slot of a level that you can cast,

you can choose to begin concentrating on the spell as if you

were the caster. The target of the spell does not change and

the duration of the spell does not reset. You can use this

feature a number of times equal to your Intelligence modifier

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

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 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 Hijacker:

What drove you to learn how to hijack magic?
What was the first spell that you hijacked?
How do you take control of other’s spells?

Firewall
At 5th level, as a reaction when you are making a Constitution

saving throw to maintain concentration on a spell, you can

add your Intelligence modifier to your Constitution saving

throw.

Cheat Code
At 9th level, your Arcana Hack can now affect all creature

types. In addition, when the target is a humanoid, their

Constitution saving throw is made with disadvantage.

Matrix Nexus
At 15th level, when you use your Arcana Hack feature, you

can choose a new target or point of origin of the spell.

Additionally the duration of the hijacked spell resets as if the

spell had just been cast.
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Barbarian
Path of the Outbreak
Illness and death follow in your wake. Being immune to your

own wretched plague, you have weaponized your biology to

give yourself an advantage over your foes. Infect your

enemies with an ever evolving disease and watch as they

wither away before you.

Path of the Outbreak Features
Barbarian Level Features

3rd Contagious Rage

6th Quarantine

10th Epidemic

14th Rabid Warrior

Contagious Rage
Starting when you choose this path at 3rd level, you become

patient zero of a strange, incurable disease. While raging,

when you hit a creature with a melee attack, the target must

make a Constitution saving throw against a DC equal to 8 +

your proficiency bonus + your Constitution modifier. On a

failed save, the target suffers 1d6 necrotic damage at the start

of each of its turns and is considered poisoned. A creature

can repeat the saving throw at the end of its turn, ending the

effect on a success. This effect lasts until your rage ends.

The damage of your Contagious Rage feature increases to

2d6 at 6th level, 3d6 at 10th level, and 4d6 at 14th level.

Quarantine
At 6th level, if an allied creature is not within 10 feet of you at

the start of your turn, you may take the dash action as a

bonus action.

Epidemic
At 10th level, as a reaction when a creature hits you with a

melee attack, you can spew a noxious miasmic cloud. All

creatures within 10 feet of you must make a Constitution

saving throw against your Contagious Rage DC. On a failure,

the creature is affected by your Contagious Rage.

Rabid Warrior
At 14th level, all attacks you make against a creature affected

by your Contagious Rage are made with advantage.

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 Outbreak:

What are the symptoms of your disease?
Do you know how you contracted your illness?
Have you taken steps to find a cure?
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Bard
College of Roulette
The College of Roulette tells those who subscribe to it to take

a chance and roll the dice. Members of this college often

include gamblers, hucksters, and daredevils in search of their

next rush of dopamine. Bards of this college will often make

as many enemies as they do friends while taking unnecessary

risks in pursuit of a thrill.

College of Roulette Features
Bard Level Features

3rd Gambit, Poker Face

6th Roll the Dice

14th Ace

Gambit
When you join the College of Roulette at 3rd level, you gain

the ability to manipulate whatever odds you might face.

As an action, you can expend one use of your bardic

inspiration to possibly change the tide of battle. You can

target 1 creature that you can see with this ability. Once your

target is chosen, roll the inspiration die and use the Gambit

Spell Table to determine what spell is cast on the target. The

casting of this spell does not expend a spell slot. All spells

cast through this feature are cast at a level equivalent to your

highest level spell.

As your inspiration die increases, you will be able to cast a

greater number of spells using this feature.

Poker Face
At 3rd level, you know how to hold your cards close to your

chest.

Bards who join the College of Roulette gain proficiency in

the Deception skill.

In addition, you can expend a use of your bardic inspiration

to grant yourself advantage on any skill check that you make

with a skill you have proficiency in.

Roll the Dice
At 6th level, when rolling on the Gambit Spell Table you roll

instead roll twice and choose which of the two options you

cast.

Ace
At 14th level, after you have rolled on the Gambit Spell Table

but before you cast the spell, you can spend a second bardic

inspiration as a reaction to choose a new target for the spell.

Gambit Spell Table

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 Roulette:

How does gambling affect you?
Do you have any debts to pay off?
Do you prefer higher or lower stakes when
gambling?

Inspiration
Die Spell

1 Magic Missile

2 Mage Armor

3 Charm Person

4 Sleep

5 False Life

6 Absorb
Elements

Inspiration
Die Spell

7 Shatter

8 Suggestion

9 Haste

10 Slow

11 Greater
Invisibility

12 Polymorph
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Cleric
Void Domain
That which lies beyond the Material Plane is unknown to

most. Clerics of the Divine Domain of the Void worship these

mysterious beings in hopes of learning their secrets, believing

that these older entities are the true gods and often serve as

astronomers or specialists in the occult.

Void Domain Features
Cleric
Level Features

1st Domain Spells, Bonus Proficiencies, Alien
Worship

2nd Channel Divinity: Gravity Well

6th Orbit

8th Divine Strike

17th Event Horizon

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

Domain Spell Table. See the Divine Domain class feature for

how domain spells work.

Void Domain Spells
Cleric Level Spells

1st Arms of Hadar, Feather Fall

3rd Levitate, Moon Beam

5th Daylight, Fly

7th Banishment, Dimension Door

9th Wall of Force, Wall of Light

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

proficiency with the Acrobatics skill and Martial melee

weapons.

Alien Worship
At 1st level, you have communed with the unknown and it has

altered you in ways that you do not understand. All damage

you recieve from falling is minimum damage.

Channel Divinity: Gravity Well
Starting at 2nd level, you can use your Channel Divinity to

increase the weight of the world around you.

As an action, you present your holy symbol, forcing all

hostile creatures within 10 feet of you to make a Strength

saving throw. On a failed save, affected creatures fall prone.

When a creature is knocked prone by your Channel

Divinity, it can not stand up unless it makes a successful

Strength saving throw. A creature affected by your Channel

Divinity can repeat the saving throw at the end of its turn.

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 Void Domain:

What has called you to the void?
Why do you worship this otherworldly entity?

Orbit
At 6th level, as a bonus action after hitting a creature with a

melee attack, you can force the creature to make a Strength

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

throw, the creature is launched 40 feet into the air. If the

creature impacts with an object before it travels the full 40

feet, it takes 1d6 bludgeoning damage for every 10 feet the

creature traveled. Once the targeted creature has traveled the

full 40 feet or has hit an object, it falls the full distance it

traveled taking 1d6 bludgeoning damage for every 10 feet the

creature falls. Once you use this ability, you can not use it

again until you complete a long rest.

At 15th level, when you use this ability the targeted

creature is launched 80 feet instead of 40 feet. In addition

you can use this ability twice before taking a short or long

rest.

Divine Strike
At 8th level, you gain the ability to infuse your weapon strikes

with the crushing force of gravity. 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 force damage to the target.

When you reach 14th level, the extra damage increases to

2d8.

Event Horizon
At 17th level, as an action you can target a creature that is

within 10 feet of you, forcing that creature to make a

Strength saving throw against your spell save DC. On a failed

save the targeted creature takes 8d12 force damage and is

restrained. The target can repeat the saving throw at the end

of its turn, ending the effect on a success. While the target is

restrained, at the start of your turn the restrained creature

takes an additional 1d12 force damage. On a successful

saving throw the target takes half damage and is not

restrained.

This ability requires concentration and lasts until the target

succeeds it's saving throw, your concentration is broken or

you end the effect as a free action. You can use this ability

once per long rest.
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Druid
Circle of Jewels
Druids of the Circle of Jewels reside in areas deep within the

Underdark. These druids have grown and bonded with the

deep recesses of the earth, in caves and caverns, near natural

mineral veins. They appreciate these natural gifts, for their

beauty as much as for their strength. Members of this circle

are well versed in the martial practices, as they fend off

Dwarves, Duergar, Drow, and other underdark societies from

stripping these natural minerals from the earth.

Circle of Jewels Features
Druid Level Features

2nd Crystal Shape, Uncut Gems

6th Rarity

10th Crystal Resonance

14th Precious Stone

Crystal Shape
Starting at 2nd level, your bond with the earth allows you an

unusual defense. You can expend a use of your Wild Shape to

grow a crystalline armor along your body. This armor grants

you a bonus to AC equal to your Wisdom modifier (minimum

of 1), and resistance to slashing damage.

This transformation lasts for the duration of your Wild

Shape, or you can end it early as a Bonus Action.

Uncut Gems
Starting at 2nd Level, as a bonus action, you can make a

weapon of your choice from crystals. This weapon lasts for a

number of hours equal to your Wisdom modifier (minimum

of 1), after which it shatters. You are proficient with this

weapon while you wield it.

The weapons that you can create with this feature are

listed in the Uncut Gems Weaponry table below.

Uncut Gems Weaponry
Druid
Level Available Weapons

2nd Club, Dagger, Light Hammer, Sickle, Hand Axe,
Mace, Javelin, Scimitar, or Spear

4th Battleaxe, Morningstar, Quarterstaff, Rapier,
Shortsword, Trident, or Warpick

6th Glaive, Halbert, Longsword, Pike, or Warhammer

8th Greataxe, Greatsword, Lance, or Maul

Crystal Resonance
Starting at 6th level, you can use your Wisdom modifier in

place of your Strength or Dexterity modifiers when making

attack or damage rolls with weapons created by your Uncut

Gems feature. In addition, weapons created by your Uncut

Gems are considered magical for the purpose of overcoming

magic resistance.

Rarity
At 10th level, when you use your Crystal Shape feature, you

harden it with your magic. You can now add half your

proficiency bonus (rounded down) to the AC bonus granted

by your Crystal Shape.

Precious Stone
Starting at 14th level, when you hit a creature with a melee

attack made with a weapon created by your Uncut Gems

feature, you can expend one druid spell slot to deal your

choice of acid, cold, fire, lightning or poison damage to the

target, in addition to the weapon’s damage. The extra damage

is 2d8 for a 1st-level spell slot, plus 1d8 for each spell level

higher than 1st, to a maximum of 10d8.

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 Jewels:

What is your favorite type of crystal?
Have you always lived around crystals?
What do crystal’s mean to you?
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Fighter
Arms Master
An arms master has the right weapon for any and every

occasion. Where an archer carries a quiver of arrows, an

arms master may carry a quiver of scabbards upon their

back. Each of their weapons serves a specific purpose. One

blade may be made of a rare material to weaken a specific

monster while another may curse all those with which it

trades blows. An arms master wields any weapon as a painter

would wield a brush.

Arms Master Features
Fighter Level Features

3rd Extra Fighting Style, Weapon of Choice

7th Exquisite Collection

10th Walking Armory

15th Exotic Fighting Style

18th Living Weapon

Extra Fighting Style
At 3rd Level, you can choose a second option from the

Fighting Style class feature.

Weapon of Choice
At 3rd Level you become an expert with your weapon. You

can choose one weapon in your possession to designate your

Weapon of Choice. Your proficiency bonus is doubled when

you make an attack roll with your Weapon of Choice.

You can change your weapon of choice over the course of a

long rest.

Exquisite Collection
At 7th level, you understand the properties of almost any

weapon. Attuning a magical weapon does not count against

the number of magical items that you can be attuned to at any

given time.

Exotic Fighting Style
At 10th level, you learn a specialized exotic fighting style.

Choose one of the following options.

Close-Quarters Combat
When you hit a creature with a light melee weapon attack,

you can roll one additional weapon damage die. The weapon

must have the light property for you to gain this benefit.

Outnumbered Combat
While there is more than one hostile creature within 5 feet of

you, you gain a +2 bonus to your AC.

Reach Fighting
If you hit a creature with an attack roll from a reach weapon,

the creature is unable to move within 5 feet of you and must

remain a minimum of 10 feet from you. Your weapon must

have the reach property for you to gain this benefit.

Skirmishing
When you roll a 1 or a 2 on a damage die for a ranged

weapon attack against a target that is within the weapon’s

first range increment, you can reroll the die and must use the

new roll, even if it is a 1 or a 2. The weapon must have the

ammunition or thrown property for you to gain this benefit.

Walking Armory
At 15th level, you can designate up to three weapons as your

Weapon of Choice. Additionally, your proficiency bonus is

added to the damage rolls of each attack made with a

Weapon of Choice.

Living Weapon
At 18th level, when you use your Action Surge feature, if you

take the Attack action you may make two additional attacks in

addition to your Extra Attack feature.

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 Arms Master:

What caused you to train with this much
weaponry?
Do any of your weapons hold sentimental
value?
How do you care for your collection?
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Monk
Way of the Inner Gates
Followers of this monastic tradition force themselves through

intense physical training regimen to prepare their bodies for

the strain put on them by utilizing this technique. Each of

these spiritual gates act as a pressure valve, keeping you from

utilizing too much of your ki at once. Once a gate is open, the

body’s power increases by an extreme amount, eventually

reaching its breaking point.

Way of the Inner Gates Features
Monk Level Features

3rd Gates of Body and Mind

6th Gates of Motion and Spirit

11th Gates of Freedom and Flame

17th Gates of Power and Finality

Gates of Body and Mind
At 3rd level, you learn how to open the gate of the body and

gate of the mind. As a bonus action, you can expend 1 ki point

to gain advantage on Wisdom saving throws until the start of

your next turn.

Additionally, at the start of your turn you can expend 1 ki

point to heal yourself an amount equal to your Martial Arts

dice + your Constitution modifier (minimum of 1) unless you

are unconscious or incapacitated.

Gates of Motion and Spirit
At 6th level, you learn how to open the gate of motion and

gate of spirit. At the start of your turn, you can spend 2 ki

points to increase your movement speed by 10 feet until the

start of your next turn. For each additional ki point you spend,

increase your movement speed by an additional 5 feet.

Additionally, as a reaction when you are hit by a melee

attack, you can expend 2 ki points to give yourself resistance

to bludgeoning, piercing, and slashing damage for a number

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

Gates of Freedom and Flame
At 11th level, you learn to open the gate of freedom and gate

of flame. As a bonus action, you can expend 4 ki points to

double your movement speed for a number of rounds equal

to your Constitution modifier (minimum of 1).

Additionally, once per turn you can expend 4 ki points

when you make an attack roll to deal 1 extra point of fire

damage for every 10 feet you have traveled on your turn

before making the attack roll (maximum of twice your monk

level). This effect lasts for a number of rounds equal to your

Constitution modifier (minimum of 1).

Gates of Power and Finality
At 17th level, you learn how to open the gate of power and

gate of finality. When you take the Attack action you can

expend 4 ki points to make a ranged attack against a creature

within 30 feet of you dealing 2d10 force damage and 2d10

fire damage on a hit. Once a creature is hit by this attack, it

must make a Strength saving throw. On a failed save, the

creature is pushed back 30 feet and is knocked prone. On a

successful save, the creature remains where it was.

Additionally, you can expend 7 ki points at the start of your

turn to gain immunity to all damage types and your unarmed

strikes score a critical hit on a roll of 19 or 20 until the start

of your next turn. At the start of your next turn, you are

reduced to 0 hit points, are unconscious and immediately fail

one death saving throw.

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 Inner Gates:

How did you train your body to handle the
strain of these techniques?
What happens to your body when you open one
of the inner gates?
Why do you need to increase your physical
power?
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Paladin
Oath of the Guardian
Paladins of the Oath of the Guardian, also known as

guardians, will often be found caring for and protecting

others. Those who swear this oath are usually parents who

have nearly lost a child or other individuals who have been

tasked with the safety of something that is helpless or in peril.

Oath of the Guardian Features
Paladin Level Features

3rd Oath Spells, Channel Divinity

7th Aura of Aegis (10 feet)

15th Barricade Deterrent

18th Aura of Aegis (30 feet)

20th Champion’s Bulwark

Tenets of the Guardian
The tenets of the Oath of the Guardian bring out the best

aspects of a parent and a warrior.

Compassion. Show empathy for those who are in a

position of vulnerability, be it physical or mental. Help them

turn their vulnerability into strength.

Consistency. Show no favorites. Help all who need it and

don't ignore a cry for help.

Protective. The only lives that should be taken are those

that are necessary. Defend all others, with your life if

necessary.

Responsibility. All decisions made, no matter the

outcome, are a direct result of actions taken. Do what can be

done to take responsibility for yourself.

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

the Guardian Spells table. See the Sacred Oath class feature

for how oath spells work.

Oath of the Guardian Spells
Paladin Level Spells

3rd Sanctuary, Shield

5th Enhance Ability, Hold Person

9th Protection from Energy, Spirit Guardians

13th Guardian of Faith, Stoneskin

15th Holy Weapon, Wall of Force

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.

Bastion of the Hearth. You can use your Channel Divinity

to calm the fears of those around you. As a bonus action you

can choose up to 5 allied creatures that you can see and

grant them a +5 to saving throws made against being

charmed or frightened for 1 minute. If a targeted creature is

charmed or frightened when you use your Channel Divinity,

they can immediately make a saving throw to end the

condition.

Legion of Faith. You can use your Channel Divinity to

assault your assailants. As a reaction to being hit by an

attack, you can use your Channel Divinity to make a melee

weapon attack against a creature that is within range.

Aura of Aegis
Starting at 7th level, you eminate an aura of confidence and

safety while you're not incapacitated. The aura extends 10

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

If an allied creature takes damage within the aura, the

amount of damage dealt is reduced by an amount equal to

your Charisma modifier (minimum of 1).

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

Barricade Deterrent
Starting at 15th level, if a hostile creature makes an attack

roll against an allied creature within your Aura of Aegis, the

hostile creature takes radiant damage equal to your

Charisma modifier (minimum of 1).

Champion's Bulwark
At 20th level, you gain the ability to protect all you hold dear.

As an action, you become an ideal guardian, gaining the

following abilities for 1 minute:

All damage dice rolled against you or other allied

creatures within your Aura of Aegis are instead minimum

damage.

All allied creatures within your Aura of Aegis add your

Charisma modifier to their AC.

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 Guardian:

Why do you feel the need to protect your
charge?
Who is the subject of your guardianship?
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Ranger
Depth Dweller Conclave
The Depth Dweller conclave is often found in the deepest

parts of the unexplored seas, scouring forgotten shipwrecks

and defending reefs from subaquatic raiders. They are

masters of their domain and can bend the power of the ocean

to their will. Even when far from their aquatic refuge, they

can call upon the power of the sea to aid them in their

struggles.

Depth Dweller Conclave Features
Ranger Level Features

3rd Depth Dweller Magic, Trench Walker

7th Torpedo

11th Kraken’s Call

15th Diluvian Defence

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

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

Dweller 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.

Depth Dweller Spells
Ranger Level Spells

3rd Thunderwave

5th Beast Sense

9th Water Breathing

13th Control Water

17th Maelstrom

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 Depth Dweller Conclave:

What ties you to the sea?
Where did you train to become so adept at
underwater combat?
What drives you to protect the oceans?

Trench Walker
Starting when you join this conclave at 3rd level, your body

adapts to survive the frigid depths of the vast seas. You can

breathe underwater as well as on land and you gain a swim

speed equal to your walking speed.

Additionally, you gain resistance to cold damage and can

cast Speak with Animals at will.

Torpedo
At 7th level, your swim speed is doubled and you can take the

Dash action as a bonus action. Whenever you take the Dash

action, moisture drawn from your surroundings forms

magically into a wave beneath your feet, allowing you to use

your swim speed instead of your move speed.

Additionally, once per turn if you hit a creature with a

melee attack after moving 10 feet or more towards the target

creature, the target takes an additional 1d4 weapon damage

for every 10 feet you moved before making the attack.

Kraken's Call
At 11th level, as an action you can magically conjure

grasping, spectral tentacles. All creatures of your choice that

you can see within 30 feet of you must make a Strength

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

target creatures are grappled. While grappled in this way, the

target creatures are also restrained. At the start of a grappled

creature’s turn, the target takes 1d10 bludgeoning damage. A

grappled creature can repeat the saving throw at the end of

their turn, ending the effect on themselves on a success.

Diluvian Defence
At 15th level, as a reaction when a creature targets you with

an attack roll, you draw the moisture from the air to create a

barrier, increasing your AC by half your proficiency bonus

(rounded down). You can use this feature a number of times

equal to your Wisdom modifier (minimum of 1). You regain

all expended uses of this feature when you finish a long rest.
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Rogue
Enforcer
Nearly all criminal organizations live by a code that they’ve

written themselves. An Enforcer is someone who makes sure

that those rules are followed and makes examples of those

who break them. They are usually thought of as the muscle of

their respective organizations and one of the most dangerous

people to cross.

Enforcer Features
Rogue Level Features

3rd Brute Force, Fighting Style

9th Subdual

13th Added Incentive

17th Crippling Payback

Brute Force
Starting when you take this roguish archetype at 3rd level,

you become the muscle that any organization would want to

enforce their policies. You gain proficiency with martial

weapons and you can use your Sneak Attack feature with any

weapon. Whenever you use your Sneak Attack feature, you

can choose to replace a number of your sneak attack damage

dice equal to your Strength modifier (minimum of 1) with

your weapon’s damage die.

Fighting Style
At 3rd level, you adopt a particular style of fighting as your

specialty. Choose one of the following options. You can’t take

a Fighting Style option more than once, even if you later get

to choose again.

Dueling
When you are wielding a melee weapon in one hand and no

other weapons, you gain a +2 bonus to damage rolls with that

weapon.

Great Weapon Fighting
When you roll a 1 or a 2 on a damage die for an attack you

make with a melee weapon that you are wielding with two

hands, you can re-roll the die and must use the new roll, even

if the new roll is a 1 or a 2. The weapon must have the two-

handed or versatile property for you to gain this benefit.

Two Weapon Fighting
When you engage in two-weapon fighting, you can add your

ability modifier to the damage of the second attack.

Unarmed Fighting
Your unarmed strikes can deal bludgeoning damage equal to

1d6 + your Strength modifier on a hit. If you aren’t wielding

any weapons or a shield when you make the attack roll, the

d6 becomes a d8.

At the start of each of your turns, you can deal 1d4

bludgeoning damage to one creature grappled by you.

Subdual
At 9th level, when you would use your Sneak Attack feature,

instead of dealing damage, you can force the target creature

to make a Constitution saving throw against a subdual DC.

On a failed save, the target creature is stunned until the end

of your next turn.

Subdual DC = 10 + your Strength modifier + your
proficiency bonus

Added Incentive
At 13th level, when you deal damage to a creature with your

Sneak Attack feature, the target must make a Constitution

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

target creature can make one less attack roll when it takes

the Attack action. The affected creature can repeat the saving

throw at the end of each of their turns, ending the effect on a

success.

Crippling Payback
At 17th level, when you are hit with a critical melee attack, as

a reaction you can make a melee attack roll against the

attacking creature with advantage. On a hit, the attack is

considered a critical hit.

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 Enforcer:

How did you get into your line of work?
Do you or your organization have a code?
Do you have any identifying features that relate
to your organization?
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Sorcerer
Enigma Sorcery
A mind is a web so complex that seemingly nothing can

navigate, that is, except for you. Your mastery over

consciousness makes you an enigma to your peers. You have

awakened full control over your mental capacities and to an

extent, the ability to manipulate the world around you as well.

Enigma Sorcery Features
Sorcerer Level Features

1st Cognitive Shove, Inertia Dampening

6th Cerebral Assault

14th Freedom of Mind

18th Migraine

Cognitive Shove
At 1st level, as a bonus action you can target a creature within

5 feet of you that you can see. The targeted creature must

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

a failure the target creature is pushed to an unoccupied space

within 10 feet of you.

Inertia Dampening
Starting at 1st level, you instinctively protect yourself from

immediate danger. As a reaction when you are hit by an

attack, you can grant yourself resistance to bludgeoning,

piercing, and slashing damage until the end of your next turn.

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.

Cerebral Assault
At 6th level, when you hit a creature with a spell attack, you

can expend 2 sorcery points to deal one additional spell

damage die of psychic damage.

Freedom of Mind
At 14th level, as an action you can expend 3 sorcery points to

grant yourself a flying speed equal to your walking speed for

a number of hours equal to your Charisma modifier

(minimum of 1).

Migraine
At 18th level, as an action you can expend 4 sorcery points to

extract a 1st level spell slot from a hostile creature that you

can see within 30 feet that can cast spells. The targeted

creature must make a Wisdom saving throw against your

spell save DC. On a failure, the creature's spell slot is

expended with no effect and you regain a spell slot of

equivalent level to the slot that was drained.

You can expend additional sorcery points to drain higher

level spell slots. For every 2 additional sorcery points

expended the level of the drained spell increases by 1.

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 Drowned Sorcery:

How did you first discover that you could move
things with your mind?
Do you abuse your powers or use them
sparingly?
Do you make any physical motion when you
move things or remain still?
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Warlock
Legion Patron
There are many great armies throughout the planes, all of

which are led by generals of such renown that both they and

their legions have become legendary. These generals often

look for lieutenants from other realms to aid them in their

conquest, granting them access to a small legion of their own

to command.

Legion Features
Warlock Level Features

1st Expanded Spell List, Occult Legion

6th Vanguard

10th Overwhelming Numbers

14th Reinforcements

Legion Expanded Spells
The Legion 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.

Legion Expanded Spells
Spell Level Spells

1st Command, Unseen Servant

2nd Aid, Find Steed

3rd Create Food and Water, Sending

4th Fabricate, Freedom of Movement

5th Conjure Volley, Rary’s Telepathic Bond

Occult Legion
At 1st level, you are able to summon units of soldiers from

your legion patron. As an action, you can summon your

cohort by expending a spell slot. The cohort appears in an

unoccupied space within 10 feet of you. The cohort is friendly

towards you and your companions and obeys your

commands.

When you summon your cohort, choose a regiment type

from the “Regiments” section below. The summoned cohort

gains additional abilities and actions dependent upon the

chosen regiment type. You can only choose regiment types

that you meet the prerequisites for.

See this creature’s game statistics in the Cohort stat block,

which uses proficiency bonus (PB) in several places. You

determine the appearance of the humanoids that make up

the cohort. Some cohorts may be made up of a single

humanoid race, but others may contain a variety of humanoid

races.

In combat, the cohort shares your initiative count, but takes

its turn immediately after yours. The only action it takes on

its turn is the Dodge action, unless you take a bonus action

on your turn to command it to take another action. That

action can be one on its stat block or some other action. If

you are incapacitated, the cohort can take any action of its

choice, not just the Dodge action.

The summoned cohort remains for 1 hour, until it is

reduced to 0 hit points, or until you die. After which, the

cohort disappears. Once you use this ability you can not use it

again until you complete a short or long rest.

Vanguard
At 6th level, when you summon your cohort, it appears in an

unoccupied space of your choice within 90 feet of you that

you can see.

Additionally, the weapon attacks made by your cohort are

considered magical for the purpose of overcoming

resistances.

Overwhelming Numbers
At 10th level, your cohort is considered a Gargantuan swarm

of Medium creatures.

Additionally, as long as your cohort has greater than half of

its hit points, it has advantage on attack rolls.

Reinforcements
At 14th level, when you use your Occult Legion feature, your

cohort consists of two regiments of your choice.
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Cohort
Huge swarm of Medium Creatures

Armor Class 12
Hit Points 5 + five times your warlock level
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 14 (+2) 12 (+1) 12 (+1) 14 (+2) 11 (+0)

Senses passive Perception 12
Languages speaks the same languages as you
Challenge -
Proficiency Bonus (PB) equals your bonus

Actions
Shortsword. Melee Weapon Attack: + your spell
attack modifier to hit, range 5 feet, one target. Hit
1d6 + PB piercing damage.



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 Legion:

What decision did you make in combat that
earned you your pact?
What is your leadership style?
What makes you want to have your own army?

Regiments
When summoning your cohort, choose a regiment type from

the following options:

Archers
Archer regimented cohorts gain the following additional

abilities and actions:

Cavalry
Cavalry regimented cohorts gain the following additional

abilities and actions:

Infantry
Infantry regimented cohorts gain the following additional

abilities and actions:

Guards
Prerequisite: 6th level

Guard regimented cohorts gain the following additional

abilities and actions:

Infiltrators
Prerequisite: 6th level

Infiltrator regimented cohorts gain the following additional

abilities and actions:
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Actions
Loose. As an action, the cohort can target a point
within 90 feet of it that it can see. All targets within
a 15 foot radius of the target must make a
Dexterity saving throw against your warlock spell
save DC. On a failure, affected creatures take PBd6
piercing damage and half damage on a success.

Armored. The cohort appears wearing various
medium and heavy armors. It’s AC is equal to 12 +
PB.

Charge. If the cohort moves at least 30 feet towards
a target before hitting them with a Lance attack, the
target takes an extra PB d6 bludgeoning damage
and must make a Strength saving throw against
your warlock spell save DC. On a failure the target
is knocked prone.

Mounted. The cohort appears riding war horses and
has a movement speed of 60 feet.

Actions
Lance. Melee Weapon Attack: + your spell attack
modifier to hit, range 10 feet, one target. Hit 1d12
+ PB piercing damage

Armored. The cohort appears wearing various
medium and heavy armors. It’s AC is equal to 12 +
PB.

Actions
Multiattack. The cohort can make a number of
additional attack rolls equal to half your PB rounded
down.

Armored. The cohort appears wearing various
medium and heavy armors. It’s AC is equal to 12 +
PB.

Hearty. The cohort’s hit points are equal to 5 + ten
times your warlock level.

Rections
Defensive. If an allied creature within 5 feet of the
cohort is targeted by an attack roll, the cohort can
use its reaction to make itself the target of the
attack roll instead. If the attack roll hits and is a
melee attack, the cohort can immediately make one
melee attack against the attacking creature.

Poisoned Weapons. The cohort has poisoned
weapons. When a creature is hit by the cohort’s
Shortsword attack it must make a Constitution
saving throw against your warlock spell save DC.
On a failure the target takes an additional 1d6
poison damage.

Sneak Attack. Once per turn when the cohort makes
an attack roll with advantage, on a hit the attack
deals an additional PBd6 piercing damage.

Stealthy.The cohort is proficient in Stealth.

Bonus Actions
Cunning Action. The cohort can take the Dash,
Disengage and Hide actions as a bonus action.



Outriders
Prerequisite: 6th level

Outrider regimented cohorts gain the following additional

abilities and actions:

Mangonels
Prerequisite: 10th level

Mangonel regimented cohorts gain the following additional

abilities and actions:

Monstrous Cavalry
Prerequisite: 10th level

Monstrous Cavalry regimented cohorts gain the following

additional abilities and actions:

Surgeons
Prerequisite: 10th level

Surgeon regimented cohorts gain the following additional

abilities and actions:
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Mounted. The cohort appears riding war horses and
has a movement speed of 60 feet.

Actions
Shortbow. Ranged Weapon Attack: +your spell
attack modifier to hit, range 80/320 feet, one
target. Hit 1d6 + PB piercing damage.

Siege Engine. Attacks made by this cohort can hit
targets behind cover. It takes an action to load the
mangonel and another action to fire it. If this
creature hits an object with an attack roll, the attack
is considered a critical hit.

Slow. The cohort has a movement speed of 10 feet
due to the weight of the mangonels.

Actions
Fire Kask. As an action, the cohort can target a point
between 60 feet and 200 feet of it. All targets
within a 15 foot radius of the target must make a
Dexterity saving throw against your warlock spell
save DC. On a failure, affected creatures take 2d10
bludgeoning damage plus 2d10 fire damage and
half damage on a success.

Loading. As an action, the cohort loads the
mangonels with either a stone or fire kask. This
action must be taken before using either the stone
attack or the fire kask attack.

Stone. Ranged Weapon Attack: + your spell attack
modifier to hit, range 200/800 feet (can’t hit
targets within 60 feet of it), one target. Hit: PBd10
bludgeoning damage.

Flight. The cohort appears riding winged creatures
and has a flying speed of 60 feet.

Flyby. The cohort does not provoke opportunity
attacks when it flies out of an enemy’s reach.

Actions
Rend. Melee Weapon Attack: + your spell attack
modifier to hit, range 5 ft., one target. Hit: 2d6 +
PB slashing damage.

Shortbow. Ranged Weapon Attack: +your spell
attack modifier to hit, range 80/320 feet, one
target. Hit 1d6 + PB piercing damage.

Strafe (1/summon). As an action, the cohort shoots
a line of projectiles that is 60 feet long and 10 feet
wide. All targets within the cone must make a
Dexterity saving throw against your warlock spell
save DC. On a failure, affected creatures take 8d6
piercing damage and half damage on a success.

First Aid. At the start of an allied creature’s turn, if it
is within 5 feet of the cohort, it gains temporary hit
points equal to your PB.

Unarmed. The cohort is unable to take the Attack
action.

Actions
Surgery (3/summon). As an action the cohort can
heal an allied creature within 5 feet of it. The
targeted creature regains PBd8 hit points.



Spellcrafters
Prerequisite: 14th level

Spellcrafter regimented cohorts gain the following

additional abilities and actions:

Standard Bearers
Prerequisite: 14th level

Standard Bearer regimented cohorts gain the following

additional abilities and actions:

War Wagons
Prerequisite: 14th level

War Wagon regimented cohorts gain the following

additional abilities and actions:
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Actions
Magic Bolt. Ranged Spell Attack: + your spell attack
modifier to hit, range 120 feet, one target. Hit:
PBd6 force damage.

Fireblast (1/summon). As an action, the cohort
creates a 60 foot cone of fire. All targets within the
cone must make a Dexterity saving throw against
your warlock spell save DC. On a failure, affected
creatures take 8d10 fire damage and half damage
on a success.

Reactions
Forcefield (1/summon). The cohort can create a
momentary forcefield around itself as a reaction if it
would take damage, instead making the cohort take
0 damage.

Demoralize. Hostile creatures that start their turn
within 5 feet of the cohort have disadvantage on
their next attack roll, ability check or saving throw.

Inspiring. The cohort inspires confidence. Allied
creatures that start their turn within 5 feet of the
cohort once per turn can add the cohort’s PB to an
attack roll, ability check or saving throw.

Actions
Warhorn(2/summon). As an action, the cohort
blows their warhorns. All hostile creatures within
30 feet of the cohort must make a Wisdom saving
throw against your warlock spell save DC. On a
failure the target creature is frightened of the
cohort for 1 minute. Affected creatures can repeat
the saving throw at the end of each of their turns,
ending the effect on a success.

Heavily Armored. The cohort appears covered in
thick armored plates. Its AC is equal to 16 + PB.

Actions
Canonball. Ranged Weapon Attack: + your spell
attack modifier to hit, range 200/800 feet, one
target. Hit: 3d12 + PB bludgeoning damage.

Grapeshot. As an action, the cohort creates a 30
foot cone of projectiles. All targets within the cone
must make a Dexterity saving throw against your
warlock spell save DC. On a failure, affected
creatures take PBd10 piercing damage and half
damage on a success.

Loading. As an action, the cohort loads the war
wagons with either a cannonball or grapeshot. This
action must be taken before using either the
cannonball attack or the grapeshot attack.



Wizard
School of Alteration
Wizard’s who study this arcane tradition have discovered

ways to amend their incantations, thus changing the effects

of their spells without having to research and develop new

spells of their own. Many of these wizard’s are well versed in

a wide variety of subjects and seek out whatever knowledge

they can so that they might continue their research into the

transmuting of magic itself.

School of Alteration Features
Wizard Level Features

3rd Elemental Adjustment, Well Studied

9th Reality Ward

13th Arcane Revision

17th Power Shift

Elemental Adjustment
When you choose this arcane tradition at 2nd level, your

studying finally comes to fruition. When you cast a cantrip

that deals either acid, cold, fire, lightning, or poison damage,

while you are casting the spell, you can change the type of

damage that the spell deals to a different type of damage that

was previously listed.

You can use this ability on spells of 1st-level or higher a

number of times equal to your Intelligence modifier

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

completing a long rest.

Well Studied
At 2nd level, when you make an ability check, you can use

your Intelligence modifier in place of the normal ability

modifier for the associated ability check. Once you use this

feature you cannot use it again until you complete a short or

long rest.

Reality Ward
At 6th level, when you must make a saving throw against a

spell or spell-like effect as a reaction you can change what

type of saving throw you must make. The type of saving throw

does not change for other creatures. Once you use this ability,

you can not use it again until you take a long rest.

Arcane Revision
At 10th level, when you cast a spell you can change the type

of damage that the spell deals to a different type of damage.

There are no limitations as to what type of damage you can

deal when changing the spell. If the damage type is

something other than what is listed in your Elemental

Adjustment feature, this change uses your reaction.

Power Shift
At 14th level, when casting a spell that requires a saving

throw you can use a reaction to change the type of saving

throw that creatures affected by the spell must make. You can

use this ability a number of times equal to your Intelligence

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

upon completing 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 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 Alteration:

What made you want to alter your spells?
What was the first spell you successfully
changed?
How do you feel about your power to control
magic in this way?
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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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