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INTRODUCTION

Welcome to the Labyrinth, infinite worlds linked by
twisting corridors of magic. Here, you find realms like
Midgard, Hades, the Dreadful Domains, and homebrew
creations tied together by the mysterious will of the Maze.
These countless worlds rarely resemble one another on the
surface, but share a unifying truth—heroes shape them.

WHAT IS TALES OF THE VALIANT?

The Tales of the Valiant™ game is an action-oriented
roleplaying game (RPG) that pits a group of heroic
adventurers against supernatural dangers. One player,
called the game master (GM), along with a group of other
players, who adopt roles as player characters (PCs), explore
fantastic locations and embark on adventurous quests.

WHAT IS A ROLEPLAYING GAME?

A roleplaying game is a cooperative story-making game,
sometimes called a tabletop game. You usually gather
around a table and use paper and dice to play. Most RPGs
have one player who serves as the GM, while the other
players take on the roles of PCs.

ROLE OF THE GAME MASTER

The GMs role is to create the game’s framework and
keep the story moving. The GM describes what the world
looks like, introduces obstacles for PCs to overcome,
and portrays all the nonplayer characters (NPCs) who
challenge or interact with the PCs.

The GM either invents the world and events of the
game from scratch or uses the elements of a pre-written
adventure called a “module” to set the scene for players
each time they play.



ROLE OF A PLAYER

A player’s role is to portray their PC well. Imagine seeing
the world through the character’s eyes and reacting as
they would to the situations presented by the GM. When
interacting with characters portrayed by the GM or other
PCs, a player’s voice serves as the character’s voice.

USING THIS Book

This book contains the basic information you need to
play a Tales of the Valiant tabletop game. It provides
instructions for creating PCs, explains how to resolve

challenges, and contains tools for playing in fantasy worlds.

In addition to this book, a GM also needs the Monster
Vault for monsters to use as opponents for PCs. The Game
Master’s Guide adds additional elements for the game
master’s toolkit.

WHAT'S IN THE BOOK?

Chapter 1: Character Creation & Leveling describes
how to create a PC and how to level up that PC as you
complete adventures and gain experience.

Chapter 2: Classes presents class options available to PCs.

Chapter 3: Lineages & Heritages describes lineage and
heritage options available to PCs.

Chapter 4: Backgrounds & Talents gives background
and talent options available to PCs.

Chapter 5: Equipment & Magic Items lists equipment
available to PCs and explains rules for using it. It also
contains magic items that PCs can find during their
adventures.

Chapter 6: Playing the Game details how the game
works, breaking down rules and elements for play.

Chapter 7: Spellcasting provides rules for using magic
and a selection of spells.

Appendix A: Conditions lists the conditions that can
affect PCs and monsters.

Appendix B: Gods & Pantheons presents various gods
and pantheons PCs can worship—especially clerics and
paladins.

Appendix C: Creature Statistics contains a selection
of stat blocks that PCs are likely to use, such as mounts,
familiars, and Beast forms for the druid’s Wild Shape
class feature.

How T0 PLAY

Gameplay incorporates the following elements.

COLLABORATIVE STORYTELLING

As with most roleplaying games, the Tales of the Valiant
game isn’t very concerned about winning and losing. The
goal is to work together to create an exciting story.

The GM creates and introduces the basic story and rules,
then the PCs interact with those elements.

Players can make choices that push the story in new
directions. The GM then introduces new ideas, scenes, and
characters as a response to those choices. The PCs interact
with those new elements and things keep rolling in this
back-and-forth way throughout the game.

As an example, let’s say the GM starts the game in a
fantasy tavern. The GM describes what the tavern looks
like, who else is there, and any other interesting details.
Then, the GM could ask the players to describe what their
PCs are doing in the tavern and what they want to do next.
The GM sets up the situation, and the players make choices
to decide where the story goes.

Perhaps a PC decides to talk to the innkeeper and the
GM (speaking as the innkeeper) offers a reward to kill a
mysterious monster in the basement. If the PCs decide to
go to the basement, the GM then describes the new scene
with details about the basement and the creature lurking
within it.

Perhaps those same PCs don’t talk to the innkeeper.
Instead, they decide to get to know one another over an
ale. In this version, the PCs talk in character until they
decide to do something else...or until the GM introduces
something to change the story, like interjecting with a
description of a commotion outside.

Both instances are examples of the kind of back and forth
that forms the heart of a roleplaying game.

THE DICE

Most gameplay happens through talking and shared
imagination. However, when outcomes get uncertain, the
game uses dice to resolve combat and risky actions.

This system uses several different types of polyhedral dice:
four-sided (d4), six-sided (d6), eight-sided (d8), ten-sided
(d10), twelve-sided (d12), and twenty-sided dice (d20). It’s
best if each player has a set of dice that includes at least one

of each type.



Dice represent the element of chance. A die roll is almost
always combined with a creature’s abilities, combining
chance and skill.

In many cases, you roll only one die. Sometimes, you’ll see
something like “2d4 + 2.” In that case, roll two four-sided
(d4) dice, add them together, and then add 2 more to get
your final result.

Occasionally, you might need to roll “percentile dice.” To
do that, grab two dros. Designate one to represent the tens
digit and the other to represent the ones digit. Then roll
both at the same time. So, if you roll a § on the tens-digit
die and a 2 on the ones-digit die, your number rolled is 52.
Ifyou roll o (zero) on both dice, read it as 100.

CORE MECHANIC: ROLLING A D20
Almost every mechanic in the game comes down to one
basic process:
1. Rollad2o (called makinga check). Higher numbers
are better than lower numbers.
2. Add any bonuses or penalties.

3. Compare the total result to a target number that the
GM decides.

RULES TO REMEMBER

While this book is full of rules and details, here are a few
highlights to get playing quickly!

1. SPECIFIC BEATS GENERAL
If a feature, ability, spell, or any specific rule contradicts a
general rule of the game, the specific rule wins.

2. ALWAYS ROUND DOWN

When you end up with a fraction, round down. For example, if
you have 15 hit points (HP) and a feature tells you to add half
your hit points, halve 15 and round down to add 7 HP.

3.OEITHER ADVANTAGE OR DISADVANTAGE—NOT
BOTH

When things go your way, you get ADVANTAGE. When things
go against you, you get DISADVANTAGE. This is a basic rule
of the game, covered in more depth in the Advantage and
Disadvantage section in Chapter 6. A rule that players
sometimes miss around these ideas is that multiple instances
of advantage and disadvantage cancel each other out.

For example, if you have one source of advantage and two
sources of disadvantage, don't try to match them up and roll
with disadvantage. All instances cancel each other out, and
you make a standard roll.

If your total equals or exceeds the target number, you
succeed! If your result is lower than the target, you fail.

OTHER TOOLS YOU NEED

In addition to this book and a set of dice, each player needs
a printed or digital character sheet. That’s all you need.
Other stuff like maps, miniatures, tokens, or digital note-
taking platforms can improve the game experience, but you
can start with the basics.

FANTASY IN A NUTSHELL

A Tales of the Valiant game exists within the Labyrinth, the
connected maze of infinite fantasy worlds. It’s compatible
with any published fantasy setting or world you create. The
game does come with a few assumptions, though.

1. FANTASY WORLDS HAVE MAGIC

Magic is a core principle of the fantasy genre. Your setting
might have a spin on how magic works, but it should be
present, and the PCs should be able to access it.

4. ONLY ROLL WHEN PROMPTED

Only roll dice when the GM calls for it. Until
then, players describe their PCs" actions

and the GM describes how the world

reacts through conversation and roleplay. If
anything uncertain occurs, the GM breaks this
flow to call for a roll. Players can suggest that
they make a check or ask for a roll when it might
help, but don't make the roll until the GM agrees
that a roll is called for.

5. THE GM HAS FINAL SAY

Occasionally, the rules might not be a perfect fit. In these
moments, the GM must make a call on how to proceed.
Players can (and should!) offer suggestions and weigh in
with their understanding of the rules. But ultimately, try to
support and trust the GM on judgment calls during play,
and save rule arguments or deep discussion for quieter
moments away from the table.

6. FUN IS COLLABORATIVE

The fun of a Tales of the Valiant game relies on
collaboration. Players work together to create the stories
of this game and your number one job is to contribute to
the fun had by the entire group. Contributing to the fun
takes many different forms depending on the needs of the
game and your group, but in general it involves listening
to, sharing the spotlight with, and generally supporting the
other players at your table.



2. HEROIC ADVENTURE ABOUNDS

Fantasy stories are usually about heroes. And the heroes
are your PCs! They need opportunities to defeat foes,
make decisions with consequences, and solve problems
with their actions.

3. FANTASTIC PLACES AWAIT

Fantasy worlds are full of unusual locales, cultures, and
creatures. Your games should have interesting corners to
explore and wonders to uncover.

4. LARGER FORCES PLOT

Villainous empires, friendly guild factions, and other large
organizations challenge the heroes to grow. These power
structures often form the cornerstone of a campaign (a
long game that runs across many sessions) and make
compelling adventures.

5. CONFLICT IS KEY

The fantasy genre often tells stories about standing up
and winning against impossible odds. Good roleplaying
adventures provide a framework for PCs to overcome
challenges through cunning, might, and magic.

SAFETY TOOLS

Safety tools are rules to ensure players feel safe and
comfortable, even when their characters don’t. At
minimum, safety tools are composed of two parts: a
discussion around what players don’t want in the game
and an agreement for what happens if an uncomfortable or
hurtful element comes up. These tools help everyone stay
in the fun and feel empowered to speak about their needs
and wants.

DISCUSSION AROUND WANTS

The first part of establishing safety tools is talking with the
other players before gameplay starts. A good time to bring
this up is when the group is together to make characters.

Everyone can address a concern. The GM is a good
leader for safety discussions, but keeping things safe and
fun is everyone’s shared responsibility.

Some players might not feel comfortable to discuss what
helps them feel safe in a group from the beginning. When
you do have this talk, make it clear that players can speak
directly with the GM to bring up any additional concerns.
All players need to honor that desire for privacy.

During this conversation, have each player (including the
GM) clarify themes or elements they absolutely don’t want
to see in the game. These elements could be something
specific and focused, such as “spiders” or something broad,
such as “disease.” No one needs to justify their choices.
Having the opinion is enough for it to matter.

Avoid (and gently discourage) jokes at this stage. You want
everyone to speak freely, and people speak more freely
when they don’t need to defend their opinions. If a topic
comes up that you don’t understand, ask specific questions
to make it clear for everyone.

Topics that players don’t want to see in-game are called
lines. Topics that players are okay with mentioning
“offstage” (but not playing out) or topics they’re cautious
about are called veils. Usually, discussing and noting
everyone’s lines and veils is enough. However, if the intent
is to run a gritty or horror-based game, include a checklist
of potential themes for players to review in addition to
discussion. A checklist should cover:

o Descriptions of physical violence (including harm to
children, animals, and sexual assault)

» Consensual sexual content
o Themes of mental and physical health

o Real-world religion and fantasy portrayal based on real-
world religions

o Representations of real-world social or cultural
discrimination and oppression

 Any other topics players bring up

AGREEMENTS AROUND LINES

Once the group has a list of lines and veils, establish what
happens when the action comes close to a line or a veil.
(Note that you might not get a full list the first time; be
prepared to do a second version after everyone has had
time to think and feel about it.) You also need a guideline
for what happens if a line or veil pops up unexpectedly.
Discuss how that will work. Options for someone to
indicate a concern include a specified verbal cue (“Let’s take
five”), color-coded cards (red for stop, green for go, and
yellow for slow down), or silent hand signals to check in.
If someone crosses a line or veil, stop the game for a
minute. Check in with the group to see what they need.
Does anyone need to talk about it? Is it enough to just fade
to black and move on, no questions asked? Do you need
to end the session? Do you rewind the action and run ita
different way? All of these are good potential options, but
stay in communication to find out which one is helpful in
the moment. You probably won’t know what is most helpful
ahead of time, but if you talk about the options before it
happens, everyone has a playbook for when it does.
Sometimes, talk around lines and veils is heavy and
austere, but it doesn’t need to be. You’re looking out for
each other. Take it seriously and help everyone stay in a
mode where they can have a good time.



1 CHARACTER CREATION & LEVELING

The first step to play is creating your player character (PC).
Character creation involves making rules choices that
define who your character is and what your character is
good at, as well as creative choices about your character’s
history and personality.

This chapter contains exact steps and options to create
your character. If this is your first time, work with your
game master (GM) to choose options that make a good
play experience. This chapter also contains instructions for
leveling your character as you continue play.

STEP-BY-STEP CHARACTER CREATION

This section outlines the steps needed to create your
character.

STEP 0. GATHER MATERIALS

Make sure these basic tools are handy to record your
character choices:

e Pencil.

e Blank character sheet. If needed, review the Elements
of a Character Sheet section for a breakdown of what
information goes where.

o Scratch paper.

o Dice (see About Those Dice sidebar).

STEP 1. CREATE A CHARACTER CONCEPT

It can help to think about what kind of character you want
to play before you start picking from lists. Do you want

to cast magic spells? Do you want to be good at swinging
a sword? Do you want to play as a human or some more
fantastical lineage?



Talk to the other players about your ideas if they’re
around. Hearing what they have in mind can help focus
your choices or inspire you to create a concept that works
well with other characters. For example, if all the other PCs
are rough-and-tumble warriors, you might want to make a
cleric so you can patch them up with healing magic!

STEP 2. CHOOSE A CLASS

Choosing your character’s class is the most important
factor in bringing your concept into the game. A character’s
class is sort of like their job. Each class covers a different set
of capabilities and responsibilities.

Your character class gives you class features—cool things
your character can do—at 1st level as described in its
features table (see Chapter 2: Classes). The class features
table lists features you gain access to as your character
levels up.

Your character class also gives you PROFICIENCIES, a
game term that describes what kinds of equipment you
are trained to use (such as armor, weapons, and tools) and
what kinds of challenges you are best at handling (skills
and saves).

Choosing your class can also help you make a number of
other decisions as well. See the Class Options at a Glance
table in Chapter 2 for a brief summary and comparison of
each class.

STEP 3. DETERMINE ABILITY SCORES

At their core, characters are defined by six ABILITIES:
o Strength (STR), representing your physical might.

o Dexterity (DEX), representing your agility and
reaction time.

o Constitution (CON), representing your endurance
and physical fortitude.

o Intelligence (INT), representing your ability to
acquire and apply knowledge.

o Wisdom (WIS), representing your intuition and
mental fortitude.

o Charisma (CHA), representing your self-confidence
and your ability to influence others.

ABOUT THOSE DICE

The Tales of the Valiant roleplaying game uses
polyhedral dice to resolve actions. These dice are
abbreviated in game text, so a four-sided die is a d4, a
six-sided die is a d6, and so on for d8, d10, d12, and d20.
Percentile dice rolls (1-100) are rolled with two ten-sided
dice and abbreviated d%.

Each ability is assigned a number, called an ABILITY
SCORE. Ability scores represent your various physical and
mental abilities. Higher numbers in a score mean your
character is better with that ability.

Asyou level up, you can increase these scores, buta PC
can never have an ability score higher than 20. An average
person has 10 in every ability score, so these numbers
emphasize how powerful adventurers are!

THREE WAYS TO SCORE

There are three methods to determine your starting ability
scores. No method is “better” than another, but some
people like one way more, so we include them all to appeal
to different kinds of players.

METHOD 1: ROLLING
This is the classic, providing surprises and maybe a tough
choice. It helps make a character you adapt to, instead of
you making all the decisions:
¢ Roll four d6s. Find the lowest die, and throw it out.
Then add up the remaining three dice to get your total.
Write that number down on scratch paper.
Do this five more times until you have six totals
between 3 and 18.
o Assign those six numbers to the ability scores however
you like.
o Finally, add 2 to one score of your choice that is 16 or
below and add 1 to one score of your choice thatis 17
or below.

METHOD 2: POINT-BUY
If you don’t want to leave it up to chance, you can assign
ability scores with the point-buy method:

o Start with 32 points to spend on your ability scores.

o Each score costs a certain number of points. Find the
cost of each potential score on the Point-Buy Cost
table (For example, a score of 12 costs 4 points).

o 18 is the highest ability score you can start with, and you
can’t have a score lower than 8.

» Buy one score for each of the six abilities.

o Don’tadd anything extra when you’re done here. These
numbers are already balanced without adding more.

POINT-BUY COST

SCORE COST SCORE COST

8 0 14 7
9 1 15 9
10 2 16 1l
n 3 17 13
12 4 18 16
13 5




METHOD 3: STANDARD ARRAY

To just get going, use the standard array. Start with six
numbers: 16,14, 14,13, 10, and 8. Assign them as ability
scores however you want. Again, don’t modify them any
further. That’s it!

FIND ABILITY MODIFIERS

Once you assign scores, use the following charts to figure
outyour ABILITY MODIFIERS. Ability modifiers are the
most important part of your ability scores. As the name
suggests, these modify your dice when you roll for things.
You use modifiers much more than your score to calculate
success or failure in the game.

ABILITY MODIFIERS

ABILITY SCORE MODIFIER ABILITY SCORE MODIFIER

1 -5 12-13 +1
2-3 -4 14-15 +2
4-5 -3 16-17 +3
6-7 -2 18-19 +4
8-9 -1 20 +5
10-1 +0

STEP 4. CHOOSE A LINEAGE

Choose your character’s lineage from the options in the
Lineage section in Chapter 3: Lineage & Heritage.
Lineage represents your character’s blood ties and
hereditary traits such as average lifespan, size, speed,
and special adaptations like the ability to see in the dark.
Dwarf, elf, and human are just some of the lineages.

STARTING EQUIPMENT AT HIGHER LEVELS

Experienced players sometimes start their game with PCs above 1st

STEP 5. CHOOSE A HERITAGE

Choose your character’s heritage from the options in the
Heritage section in Chapter 3: Lineage & Heritage.

Heritage represents your character’s upbringing and
cultural traits such as skill proficiencies, languages, or
knowing how to find your way in big cities. Cosmopolitan,
grove, and nomadic are example heritages.

STEP 6. CHOOSE A BACKGROUND

Choose your character’s background from the options
presented in the Backgrounds section in Chapter 4:
Backgrounds & Talents.

Backgrounds represent what your character did as an
individual before they took up the adventuring life, giving
your character skill proficiencies, talents, and languages
learned. Courtier, scholar, and soldier are a few of the
backgrounds.

STEP 7. STARTING EQUIPMENT

There are two methods for determining what equipment
your character starts with.

METHOD 1: TAKE CLASS
& BACKGROUND EQUIPMENT

The simple way to get starting equipment is to take all the
starting equipment listed in your base class description
combined with the additional equipment listed in your
background. Write the equipment from those two sources
onyour character sheet, and you’re ready to play!

level. Since higher level PCs have higher hit points, more experience,
and better abilities, it is reasonable to assume they have better starting
equipment! The GM decides what starting equipment looks like in these
games, but the Starting Equipment at Higher Levels table can help.

STARTING EQUIPMENT AT HIGHER LEVELS

PC LEVEL STANDARD CAMPAIGN HIGH MAGIC CAMPAIGN
Ist-4th Standard starting equipment Standard starting equipment
5th-10th 500 gp plus 1d10 x 25 gp, standard starting equipment 500 gp plus 1d10 x 25 gp, one uncommon magic item,
standard starting equipment
11th-16th 5,000 gp plus 1d10 x 250 gp, two uncommon magic 5,000 gp plus 1d10 x 250 gp, three uncommon magic
items, standard starting equipment items, one rare magic item, standard starting equipment
17th-20th 20,000 gp plus 1d10 x 250 gp, two uncommon magic 20,000 gp plus 1d10 x 250 gp, three uncommon magic

items, one rare item, standard starting equipment

items, two rare items, one very rare item, standard
starting equipment




METHOD 2: DETERMINE STARTING
WEALTH & BUY EQUIPMENT

The more involved method for determining starting
equipment is to calculate your starting gold pieces (gp) by
rolling 5d4 x 10 gp, and then purchase equipment using
the equipment charts in Chapter 5: Equipment & Magic
Items. Spend as much of your starting money as you want,
then note any unspent gp on your character sheet along
with your new equipment.

STEP 8. FILL IN THE BLANKS

At this point, your big decisions are locked in. You still need
to pick spells if your character is a spellcaster (see Chapter
7: Spellcasting). But you've got the basics squared away.

FINAL CHECKLIST

Double-check that you have all the following information on
your character sheet.

1. Your class and class features, including:

a.

e ™ 0o o 0 o

Your hit die size

Your available spell slots and spells known (if applicable)
Skills you are proficient in

Equipment and tools you are proficient with

Saves you are proficient with

Your proficiency bonus (PB)

Your starting equipment

2. Your ability scores are assigned, and you have used them
to calculate:

a.
b.

Your maximum hit points
Your spell save DC and your spellcasting attack modifier
(if applicable)

3. Your lineage and heritage, including:

a.
b.
c.
d.

Your size

Your senses

Your base movement speed (or speeds, if applicable)
Additional proficiencies (if any)

4. Your background, including:

a.

Skill or tool proficiencies

b. Your languages known

c. Your talent

d.

e. Your adventuring motivation

Additional starting equipment

5. Setyour Luck to 0

6. Your name and basic descriptive information like height,
weight, hair color, and eye color

Your character is ready to play!

Take time to look things over and fill in any blank sections
onyour character sheet (see the Final Checklist sidebar).

Give your character a name and decide what they look
like. It’s also a good idea to think about your character’s
history and personality, but it’s also fine to decide these
details later. You might discover more about who you want
your character to be after playing a couple of sessions.

LEVELING Up

Characters start at Ist level and can advance up to 20th
level by gaining experience points (XP) during their
adventures. By default, PCs start with o XP.

When your PC gains a new level, you gain access to the
benefits listed in the progression table for your class at the
new level. You also gain 1 hit die and more hit points.

To calculate these new hit points, roll the new hit die, add
your CON modifier to the roll, and add the total to your
total hit points. If you don’t want to roll, you can use the
average hit die value (listed in each class description) plus
your CON modifier.

LEVELING METHODS

The GM keeps players aware of progress toward the next
level by awarding XP or by tracking milestones. The GM
decides which method to use.

AWARDING XP

When a GM awards XP, they tally up the challenges that
the PCs overcame during the session and tell players the
amount at the end. This method is good for groups that
battle lots of monsters and have clearly defined areas of
challenge. The Level Advancement table details the XP
you need to advance to new levels. Don’t reset the XP total
after each level, just keep piling it on.

TRACKING MILESTONES

When a GM tracks milestones, PCs level up when they
achieve a goal established by the GM. This method works
well for looser, faster-paced games or groups that focus on
storytelling over tactical combat or dungeon delving.

LEVEL ADVANCEMENT

LEVEL XP LEVEL XP LEVEL XP

1 0 8 34,000 15 165,000
2 300 9 48,000 16 195,000
3 900 10 64,000 17 225,000
4 2,700 1 85,000 18 265,000
5 6,500 12 100,000 19 305,000
6 14,000 13 120,000 20 355,000
7 23,000 14 140,000




Asageneral rule, 1st-level PCs should hit a milestone
after a single game session. Then, 2nd-level PCs should
hit a milestone after two game sessions, and 3rd-level PCs
should hit a milestone after three game sessions. They
should hit another milestone approximately every three
sessions after that. A GM can exercise dramatic license to
speed up or slow down milestone advancement.

OPTIONAL RULE: MULTICLASSING

Multiclassing is an optional rule that allows you to gain
levels in multiple classes. This lets you mix class features to
realize a character concept that might not be reflected in
one of the standard class options.

If your GM approves use of this rule, you can gain a level
in a new class whenever you advance in level, instead of
gaining a level in your current class. Add all your class levels
together to determine your character level. For example, if
you have three levels in wizard and two in fighter, you’re a
sth-level character.

Asyou advance in levels, you might remain a member of
your original class with a few levels in another class, or you
might change course entirely. You might even startina
third or fourth class. Multiclass characters sacrifice focus
for versatility.

PREREQUISITES

To qualify for a new class, you must meet the ability score
prerequisites for both your current class and your new

one, as shown in the Multiclassing Prerequisites table.

For example, a barbarian who decides to multiclass into
druid must have both STR and WIS scores of 13 or higher.
Without the full training that a beginning character receives,
you must be a quick study in your new class, having a natural
aptitude that is reflected by above average ability scores.

MULTICLASSING PREREQUISITES

EXPERIENCE POINTS

The experience point (XP) cost to gain a level is always
based on your total character level, as shown in the Level
Advancement table, not your level in a particular class. So,
ifyou are a 6th-level cleric and 1st-level fighter, you must
gain enough XP to reach 8th level before you can take your
second level of fighter or your seventh level of cleric.

HIT POINTS AND HIT DICE

You gain hit points from your new class as described
for levels after 1st. You don’t use the 1st-level hit point
calculation for the 1st level of a multiclass.

Add the hit dice granted by all your classes to form your
pool of hit dice. If the hit dice are the same die type, pool

MULTICLASSING PROFICIENCIES

CLASS ABILITY SCORE MINIMUM CLASS PROFICIENCIES GAINED

Barbarian STR13 Barbarian Shields, simple weapons, martial weapons

Bard CHA 13 Bard Light armor, one tool of your choice

Cleric WIS 13 Cleric Light armor, medium armor, shields

Druid WIS 13 Druid Light armor, medium armor, shields

Fighter STR 13 or DEX 13 Fighter Light armor, medium armor, shields, simple weapons, martial weapons
Mechanist INT 13 Mechanist Light armor, medium armor, shields, simple weapons, martial weapons
Monk DEX 13 and WIS 13 Monk Simple weapons, shortswords

Paladin STR 13 and CHA 13 Paladin Light armor, medium armor, shields, simple weapons, martial weapons
Ranger STR 13 or DEX 13 and WIS 13 Ranger Light armor, medium armor, shields, simple weapons, martial weapons
Rogue DEX 13 Rogue Light armor, one tool of your choice

Sorcerer CHA 13 Sorcerer —

Warlock CHA 13 Warlock Light armor, simple weapons

Wizard INT 13 Wizard —




them together. For example, both the fighter and the
paladin have a d10, so if you are a sth-level paladin and
sth-level fighter, you have ten d1o hit dice. If your classes
give you hit dice of different types, track them separately.
If you are a sth-level paladin and sth-level cleric, for
example, you have five d1o hit dice and five d8 hit dice.

PROFICIENCY BONUS

Your proficiency bonus (PB) is always based on your total
character level, not your level in a class. For example, if
you are a 3rd-level fighter and 2nd-level rogue, you have
the PB of a sth-level character, which is +3.

PROFICIENCIES

When you gain your first level in a class other than
your initial class, you gain only some of the new class’s
starting proficiencies, as shown in the Multiclassing
Proficiencies table.

CLASS FEATURES

When you gain a new level in a class, you get its features
for that level. You don’t, however, receive the class’s
starting equipment, and a few features have additional
rules when you’re multiclassing: Channel Divinity,
Multiattack, Unarmored Defense, and Spellcasting.

CHANNEL DIVINITY

If you already have the Channel Divinity feature and gain
alevel in a different class that grants the feature, you gain
the Channel Divinity effects granted by that class, but you
don’t get an additional use of it. You gain additional uses
only when you reach a class level that explicitly grants
them to you, and you don’t add uses from multiple classes
together. For example, if you are a 6th-level cleric and
4th-level paladin, you can use Channel Divinity twice
between rests because you are high enough level in the
cleric class to have more uses. Whenever you use the
feature, you can choose any of the Channel Divinity effects
available from any of your classes.

MULTIATTACK

Ifyou gain the Multiattack feature from more than one
class, the features don’t add together to give you more
attacks. You gain additional uses only when you reach a
class level that explicitly grants them to you, and you don’t
add uses from multiple classes together. For example, if
you are a gth-level fighter and sth-level monk, you can use
Multiattack to make three attacks, not five.

UNARMORED DEFENSE

If you already have the Unarmored Defense feature, you
can’t gain it again from another class. For example, if

you have levels of barbarian and monk, you only get the
benefits of the Unarmored Defense feature from whichever
class you chose for your first character level.

SPELLCASTING

Your capacity for spellcasting depends partly on your
combined levels in all your spellcasting classes and partly
on your individual levels in those classes. Once you have
the Spellcasting feature from more than one class, use the
rules below. If you multiclass but have the Spellcasting
feature from only one class, follow the rules as described in
that class.

Spells Known and Prepared. Determine what spells
you know and can prepare for each class individually, as
if you were a single-classed member of that class. If you
are a 4th-level ranger and 3rd-level wizard, for example,
you know three 1st-circle Primordial spells based on your
ranger class levels. As a 3rd-level wizard, you know three
Arcane cantrips, and your spellbook contains ten Arcane
spells, two of which (the two you gained when you reached
3rd level as a wizard) can be 2nd-circle spells. If your
Intelligence is 16, you can prepare six Arcane spells from
your spellbook.

Each spell you know and prepare is associated with one
of your classes, and you use the spellcasting ability of that
class when you cast the spell. Similarly, a spellcasting focus,
such as a holy symbol, can be used only for the spells from
the class associated with that focus.



Spell Slots. Determine your available spell slots by
adding together all your levels in the bard, cleric, druid,
sorcerer, and wizard classes, and half your levels (rounded
down) in the paladin and ranger classes. Use this total to
determine your spell slots by consulting the Multiclass
Spellcaster table.

If you have more than one spellcasting class, this table
might give you spell slots of a circle that is higher than the
spells you know or can prepare. You can use those slots,
but only to cast your lower-circle spells. If a lower-circle
spell that you cast, like burning hands, has an enhanced
effect when cast using a higher-circle slot, you can use the
enhanced effect, even though you don't have spells of that
higher circle.

For example, if you are a 4th-level ranger and 3rd
level wizard, you count as a sth-level character when
determining your spell slots: you have four 1st-circle slots,
three 2nd-circle slots, and two 3rd-circle slots. However,
you don't know any 3rd-circle spells, nor do you know any
2nd-circle Primordial spells. You can use the spell slots of
those circles to cast the spells you do know and potentially
enhance their effects.
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ELEMENTS OF A
CHARACTER SHEET

The standard Tales of the Valiant character sheet included
at the back of this book has three pages. The first two

apply to every character, and the third is specifically for
spellcasting characters. While the sections on the second
page are self-explanatory (noting character details like
appearance, backstory, and additional notetaking space),
the first and third pages include many areas to populate
with rules information.

Smaller versions of the two more complex pages are shown
here. The sections are keyed with numbers that correspond
to the following explanations regarding their use.

I.

IO.

. Character and Player Name.

. Lineage. Record your lineage choice

. Heritage. Record your heritage

. Ability Scores and Modifiers. Write

. Saves. Use your ability modifiers and

Class and Level. Record your level and character class
chosen from the options in Chapter 2.

. Subclass. When you choose a subclass at 3rd level (see

Chapter 2), record it.

. Experience Points. Note experience points gained at

the end of each session here. If you

II.

I2.

13.

14.

15.

ability modifiers and your proficiency bonus (for
checked skills) to calculate your modifier for each skill.

Proficiency Bonus. Note your proficiency bonus (PB),
which can be found in the Proficiency Bonus column
of your class progression table (see Chapter 2). At 1st
level, your PBis +2.

Initiative. Record your bonus to initiative rolls. Unless
you have a special feature, your initiative bonus equals
your DEX modifier (see Initiative in Chapter 6).

Speed. Record your base walking speed in the first
box. Unless you have a special feature, your speed is 30
feet. Two other boxes are provided to record any other
speeds you have like a flying, climbing, or swimming
speed (see Movement in Chapter 6).

Passive Skills. Use these boxes to calculate common
passive checks: passive Insight, Investigation, and
Perception. A passive score equals 10 + the modifier for

each skill.

Luck. As you gain and spend Luck during play, check
and erase boxes in this section.

o

are using the milestone system for
leveling up (see Leveling Methods in
this chapter), you can leave this blank.

O shvs

Write your name and your chosen
character name.
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16. Attacks. Record your common attacks. Note the
damage, attack bonus, properties, and weapon options
of your primary weapon. If you have damage-dealing
cantrips, they can also go here. Detailed information
about calculating weapon attack bonuses is provided
in Chapter 5. Find information about calculating your
spell attack bonus in your character class description in
Chapter 2.

17. Armor. Record any equipment or items that affect
your armor class (AC) in this section. Instructions for
calculating AC and descriptions of armor properties
are in Chapter 5. Add everything up and record your
total AC in the Armor Class boxes. Two boxes are
provided so you can easily know what your AC is if you
wield a shield versus just carrying it—or if your shield
is knocked out of your hand!

18. Hit Points. Calculate your maximum hit points (HP)
using information in your character class description
in Chapter 2. Use these boxes to track your max HP
(which increases as you level up), damage you take or
heal during a session, and temporary hit points you
gain. See Life and Death in Chapter 6 for more
information about damage and hit points.

19. Death Saves. When you are reduced to o HP
but not killed outright, use this section to track
the result of your death saves (see Dropping to
o Hit Points in Chapter 6).

20. Exhaustion and Conditions. When you gain
a level of exhaustion or other condition, note it
(see Other Forms of Harm in Chapter 6).

2I. Proficiencies, Languages, and Talents. Note
any tool proficiencies, vehicle proficiencies,
known languages, or talents granted by your
class, lineage, heritage, or background.

22. Treasure and Equipment. Record equipment
or items you are carrying (see Equipment in
Chapter §) and the coins you carry (see Wealth
in Chapter §).

23. Features and Traits. Note features granted by
your class, lineage, heritage, background, or
talents that you want to quickly reference.

24. Spellcasting Class and Source. Record your
spellcasting class and the magic source for
your class.

25. Spellcasting Ability, Save DC, and Bonus.
Note your primary spellcasting ability (as shown
inyour class description). Use the instructions
in the Spellcasting feature of your chosen class
to find and record your spell save DC and spell
attack bonus. Update these numbers as you
level up!

26. Cantrips. Record the cantrips you can cast.

27. Total Slots. Record the total number of spell slots

28.

29.

30.

you have for each circle in the appropriate circle lists.
Update these numbers as you level up and gain more
spell slots.

Expended Slots. During gameplay, use these sections
to track each time you spend a spell slot. As soon as
you’ve used a number of spell slots equal to the number
listed in the total slot section, you’re out of spell slots
for that circle.

Spell Lists. Write the names of the spells you know
or are most likely to prepare of each circle in the
relevant list.

Prepared Checkboxes. If your spellcasting class is
cleric, druid, or wizard, use these boxes to check spells
you’ve prepared (versus spells you know or that appear
onyour source list but haven’t prepared). Update these
if you change your list of prepared spells when you
finish a long rest.

o/
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2 CHARACTER CLASSES

The first step toward playing is to create your player
character (PC). Building your PC involves making rules
choices that define who they are and what they’re good at as
well as creative choices about their history and personality.

This chapter contains the specific steps and options
needed to create your PC. If this is your first character, it
can be helpful to work with your game master (GM) to
choose options that support your vision.

To be an adventurer, each PC needs a character class,
which dictates the majority of their heroic abilities.
It can be helpful to think of a character’s class as their
“job.” Each class covers a different set of capabilities and
responsibilities.

The Class Options at a Glance table gives an overview
of the classes detailed in this section.

SPELLCASTING CLASSES

Spellcasters are a varied lot, in character and in rules.
Information about casting spells is covered in detail in
Chapter 7: Spellcasting, but this overview covers the terms
you encounter when you read about spellcaster classes.

SPELLCASTING ABILITY

Each spellcasting class has an ability score it relies on

to cast spells, known as spellcasting ability. Spell

descriptions often refer to a caster’s spellcasting ability.
When a target must save against a caster’s spell or when

the caster makes an attack roll with a spell, add this ability

modifier to your PB to determine the total (see Spell Saves

and Spell Attack Rolls in Chapter 7).

Spell save DC =8 + your proficiency bonus (PB) + your
spellcasting ability modifier

Spell attack modifier =your proficiency bonus (PB) +
your spellcasting ability modifier



CLASS OPTIONS AT A GLANCE

DESCRIPTION

KEY

ABILITY

SAVE
PROFICIENCIES

EQUIPMENT PROFICIENCIES

Barbarian  Ferocious warriors who harness d12 STR STR, CON Light and Medium Armor, Shields, All
primal power. Weapons

Bard Skilled performers who inspire allies d8 CHA DEX, CHA Light Armor, Simple Weapons, Martial
and wield Arcane magic. Weapons with the Finesse Property

Cleric Faithful casters who wield Divine magic. ds WIS WIS, CHA Light and Medium Armor, Shields,

Simple Weapons

Druid Guardians of nature who wield d8 WIS INT, WIS Light and Medium Armor, Shields,
Primordial magic. Simple Weapons

Fighter Hardy adventurers who excel in combat d10 STR STR, CON All Armor, Shields, All Weapons
and weapon-use. (or DEX)

Mechanist  Crafty engineers who sculpt mystic d10 INT CON, INT Light and Medium Armor, Shields, All
forces into items. Weapons

Monk Martial artists who harness mystical energy. ~ d8 DEX, WIS STR, DEX Simple Weapons, Shortswords

Paladin Holy warriors who smite foes with d10 STR, CHA WIS, CHA All Armor, Shields, All Weapons
Divine power.

Ranger Resourceful survivalists with a mystic d10 DEX, WIS STR, DEX Light and Medium Armor, Shields, All
connection to nature. Weapons

Rogue Cunning adventurers who rely on agility ds DEX DEX, INT Light Armor, Simple Weapons, Martial
and trickery. Weapons with the Finesse Property

Sorcerer Powerful casters who channel raw dé CHA CON, CHA Simple Weapons
Arcane power from within.

Warlock Supernatural casters who draw magic ds CHA WIS, CHA Light and Medium Armor, Shields,
from Wyrd forces. Simple Weapons

Wizard Cerebral casters who wield Arcane magic. dé INT INT, WIS Simple Weapons

MAGIC SOURCE

CANTRIPS AND RITUALS

This book contains hundreds of spells, but characters of a
given class can only access some of them. The set of spells
that a class can access is determined by the magic source the
class casts from: Arcane, Divine, Primordial, or Wyrd. See
the Description column in the Class Options at a Glance
table in this section to find which source a class casts from.

SPELL CIRCLES

The power level of a spell is measured by its circle. Circles
go from one to nine, and a higher circle means a more
powerful spell. The higher your level, the higher the circle
you can cast. Specifics about what and how many spells of a
given circle are available are in a class’s progression table.

SPELL SLOTS

Spell slots are the number of spells you can cast before you
need to rest and replenish your energy.

When you cast a spell, you expend a spell slot to power it.
To get spell slots back, you must finish a long rest (although
some classes have ways to replenish during a short rest).

Asyou gain levels, you gain new slots for higher circles and
additional slots for circles you already can access. Check the
progression table for your class to see how many spell slots
your character has at a given level.

In addition to regular spells, two other types of spells
exist: cantrips and rituals. Cantrips and rituals don’t use
spell slots.

Cantrips are simple spells that some casters can use.
Cantrips never need preparation and there’s no limit to
the number you can cast before a rest. Your class defines
whether you can cast cantrips and how many you know.

Rituals are spells that that take at least T minute to cast
and often require expensive materials. They’re usually not
suitable for combat. Your class defines whether you can
cast rituals and how many you know.

KNOWN AND PREPARED SPELLS

Some spellcasting classes have a large stockpile of spells
and must plan their choices for the day. Others know a
few spells very well, and can cast from that short list on
the fly. Different classes go about this in their own ways.
See the Spellcaster Distinctions table in this section fora
summary of differences.

Known spells are the whole range of spells a caster can
access. For example, clerics know all spells on the Divine
spell list. Wizards know the Arcane spells they have written
in their spellbooks. Rangers know a very few Primordial
spells. Your class defines how many spells you know and
can learn as you gain levels.



Prepared spells are the spells a caster has narrowed
down from a field of options. Preparation represents time
spent meditating and planning for expected challenges.
Generally, only classes with a wide array of known spells
must prepare spells. Your class defines what you must do to
prepare spells and how many spells you can have prepared
atany given level.

SPELLCASTING FOCUS

A spellcasting focus (see Equipment in Chapter §)isa
piece of equipment that a spellcaster can use in place of
most material components for a spell. It works just a like
component pouch. However, if a material component has
a specific cost (for instance, the continual flame spell has a
material component of ruby dust worth 50 gp), a pouch or
focus can’t substitute for it.

Even what is normally a non-spellcasting class can have a
subclass that grants the ability to cast spells. How a subclass
deals with knowing and preparing spells is detailed in its
description.

ELEMENTS OF A CLASS

This section breaks down the various components of a
character class.

PROGRESSION TABLE

The progression table for your class tells you what class
features you get at 1st level and what new features you gain
asyoulevel up.

LEVEL

Characters start at 1st level and can advance up to 20th level.

PROFICIENCY BONUS
Proficiency bonus (PB) represents the benefit of training.
Asyour character advances in level, your proficiency bonus
increases, improving your performance in checks where
you have proficiency.

When you make a check that involves a save, skill, or
tool that you have proficiency in, add your PB to that roll.

SPELLCASTER DISTINCTIONS

Occasionally, a feature might allow you to double your
PB on certain rolls, but doubled or not, apply your PB to a
particular roll only once.

Ability checks and the role of PB when making them is
explained in greater detail in Chapter 6.

HIT POINTS AND HIT DICE

Your class determines the size of your hit dice (HD), which
you use to calculate your hit points (HP).

Your hit point total represents your character’s life force.
Classes with a bigger hit die, like a d10, are more likely to
survive a few hits in combat than a class with smaller hit die,
likea de.

At 1st level, your character starts with a hit point total
equal to the highest number on their hit die, plus their CON
modifier. So a 1st-level fighter (d1o hit die) with a CON +3
starts with a hit point total of 13.

PROFICIENCIES

Proficiencies describe what kinds of equipment you are
trained to use, like armor, weapons, and tools. They also
describe what kind of challenges you are best at handling,
represented by skills and saves.

STARTING EQUIPMENT

Each character class includes a list of starting equipment. If
you are creating a Ist-level character, you get this equipment
along with any equipment granted by your background.

FEATURE DESCRIPTIONS

Each class includes descriptions of each of the features
listed in the class progression table.

SUBCLASSES

Each class has access to a specialization of some kind—
further study or training in a particular subject. These
specializations are called subclasses. Details on subclass
options are at the end of each class.

SPELLCASTING HOW MANY DO YOU
MAGIC SOURCE ABILITY CANTRIPS? RITUALS? SPELLS KNOWN? PREPARE?
Bard Arcane CHA Yes Yes Several No
Cleric Divine WIS Yes Yes All Divine Yes
Druid Primordial WIS Yes Yes All Primordial Yes
Paladin Divine CHA No No Small number No
Ranger Primordial WIS No No Small number No
Sorcerer Arcane CHA Yes No Small number No
Warlock Wyrd CHA Yes No Small number No
Wizard Arcane INT Yes Yes In spellbook Yes




BARBARIAN

Some warriors hail from untamed lands deemed
inhospitable. These combatants, barbarians by name, are
among the hardiest and most physically powerful warriors
in the world. Though you may be born in the frozen wastes,
the sweltering jungle, or the vast plains, your class options
focus around your ability to slip into a state of frenzy,
compounding your natural toughness and strength.

Barbarian is a class that fights supremely well in bursts.
Your class favors offense over defense, and has a lot of hit
points to help absorb all the hits you’ll be taking.

BARBARIANS AS ADVENTURERS

Barbarians rely on immense strength and a familiarity with
violence to work as capable adventurers. Most barbarians
feel more at home in the wilds or a battlefield than they do
in big cities or unfamiliar finery.

Though barbarian adventurers commonly ally with skilled
diplomats and cunning scholars, no ally is better suited to
the bloodshed and chaos of combat than the barbarian.
Whether facing maniacal hazards, scaling sheer cliffs, or
holding off a swarm of ravenous undead, the barbarian is a
powerhouse who survives horrific punishment with a smile.

CLASS FEATURES

As abarbarian, you have the following class features.

HIT POINTS
Hit Dice: 1d12 per barbarian level
Hit Points at 1st Level: 12 + your CON modifier

Hit Points at Higher Levels: 1d12 (or 7) + your
CON modifier per barbarian level after 1st

PROFICIENCIES

Armor: Light armor, medium armor, shields
Weapons: Simple weapons, martial weapons
Tools: Herbalism tools

Saves: STR, CON

Skills: Choose two from Animal Handling,
Athletics, Intimidation, Nature,
Perception, and Survival

STARTING EQUIPMENT
You start with the following equipment, in addition to the
equipment granted by your background:

o (a)agreataxe or (b) any martial melee weapon

e (a)two handaxes or (b) any simple weapon

o Anexplorer’s pack and four javelins

RAGE
1st-Level Barbarian Feature
In battle, you fight with primal ferocity. On your turn, you
can rage as a bonus action.

While raging, you gain the following benefits if you aren’t
wearing heavy armor:

* You have advantage on STR ability checks and saves.

o When you make a melee weapon attack using STR,
you gain a bonus to the damage roll, which increases
as you gain levels as a barbarian (as shown in the Rage
Damage column of the Barbarian Progression table).
The damage type of this extra damage matches that of
the weapon used to deal it.

* You have resistance to bludgeoning, piercing, and
slashing damage.



Ifyou can cast spells, you can’t cast them or concentrate
on them while raging.

Your rage lasts for 1 minute. It ends early if you are
knocked unconscious or if your turn ends and you haven’t
attacked a hostile creature or taken damage from a hostile
creature since the start of your last turn. You can also end
your rage early with a bonus action on your turn.

You can rage a number of times equal to the number
listed in the Barbarian Progression table. You regain all
expended uses of Rage when you finish a long rest.

UNARMORED DEFENSE
1st-Level Barbarian Feature

While you aren't wearing any armor, your AC equals 13 +
your CON modifier. (DEX doesn't factor into your AC
for this class feature.) You can use a shield and still gain
this benefit.

DANGER SENSE
2nd-Level Barbarian Feature

You gain an uncanny sense of impending danger, giving you
an edge when avoiding harm. You have advantage on DEX
saves while you aren't blinded, deafened, or incapacitated.

RECKLESS ATTACK
2nd-Level Barbarian Feature

You can throw aside concern for defense in favor of
ferocious attack. When you make an attack on your turn,
you can decide to do it recklessly. Doing so gives you

BARBARIAN PROGRESSION

advantage on melee weapon attack rolls using STR during
this turn, but attack rolls against you have advantage until
the start of your next turn.

BARBARIAN SUBCLASS
3rd, 7th, 11th, and 15th-Level Barbarian Feature

Choose a subclass that reflects the path you walk, either
Berserker or Wild Fury (detailed at the end of this class).
Your choice grants you features at 3rd, 7th, 11th, and
15th level.

IMPROVEMENT

4th, 8th, 12th, 16th, and 19th-Level Barbarian Feature

Choose one of the following improvements (ability scores
can’t be raised above 20 with this feature):

o Increase a single ability score by 2.
o Increase two different ability scores by 1 each.

o Increase one ability score by 1 and select a talent
from the martial talents list (see Martial Talents
in Chapter 4).

FAST MOVEMENT
sth-Level Barbarian Feature

Your speed increases by 10 feet while you aren’t wearing
heavy armor. In addition, when you roll initiative, you can
immediately move up to half your speed.

RAGE
LEVEL PB RAGES DAMAGE FEATURES
st +2 2 +2 Rage, Unarmored Defense
2nd +2 2 +2 Danger Sense, Reckless Attack
3rd +2 3 +2 Barbarian Subclass
4th #2 3 +2 Improvement
5th +3 3 +2 Fast Movement, Multiattack (2/Attack Action)
6th +3 4 +2 Feral Instinct
7th +3 4 +2 Subclass Feature
8th +3 4 +2 Improvement
9th +4 4 +3 Brutal Critical (1 Die)
10th +4 4 +3 Heroic Boon
11th +4 4 +3 Subclass Feature
12th +4 5 +3 Improvement
13th +5 5 +3 Brutal Critical (2 Dice)
14th #5 5 +3 Persistent Rage
15th +5 5 +3 Subclass Feature
16th +5 5 +4 Improvement
17th +6 6 +4 Brutal Critical (3 Dice)
18th +6 6 +4 Unyielding Might
19th +6 6 +4 Improvement
20th +6 Unlimited +5 Epic Boon




MULTIATTACK
sth-Level Barbarian Feature

Your physical prowess has grown. On your turn, you can
make two attacks when you take the Attack action.

FERAL INSTINCT

6th-Level Barbarian Feature

Your honed instincts give you advantage on initiative
rolls. In addition, if you are surprised at the beginning of
combat and aren’t incapacitated, you can act normally on
your first turn, if you enter a rage before doing anything
else on that turn.

BRUTAL CRITICAL
oth, 13th, and 17th-Level Barbarian Feature
You score a critical hit on a d2o roll of 19 or 20 with melee
weapons and unarmed strikes. You also roll one additional
weapon damage die when determining the extra damage
for a critical hit with a melee attack.

This extra damage increases to two additional dice at 13th
level and three additional dice at 17th level.

HEROIC BOON
10th-Level Barbarian Feature

Your commitment to the barbarian’s path grants you a

powerful ability. Choose one of the following heroic boons:

BARBARIAN QUICK BUILD

To quickly create a barbarian, follow these steps during

character creation:

« For ability scores, prioritize STR and then CON.

 For lineage and heritage, choose any combination
you like.

» For background and talent, choose Homesteader
and Aware.

EPIC BOON
20th-Level Barbarian Feature

Your commitment to the barbarian’s path grants you a
powerful new ability. You gain the following epic boon:
o Primal Champion. You embody untamed power.
Your STR and CON scores each increase by 4. Your

maximum for those scores is now 2.4.

PLAYER ADVICE

Even though barbarians are proficient with light and medium armor,
wearing armor might not be the path to your best AC. Make sure your
barbarian isn't better off taking the AC bonus from the Unarmored

o Instant Rage. You can rage (no bonus action required)
when you roll initiative and use your Fast Movement

feature, if you have at least one use of Rage left to
expend.

« Stubborn Rage. Your rage ends only when its duration
expires, you fall unconscious, or you choose to end it.

RELENTLESS RAGE
14th-Level Barbarian Feature

Your rage lets you shrug off even lethal wounds. While
raging, if you are reduced to o hit points, you can make a
DC 10 CON save. On a success, you don't fall unconscious
until your current rage ends. You still make death saves
and can be killed outright if you take damage from a single
source equal to your hit point maximum. Even if you fail
three death saves during your rage, you only die if you end
your turn with o hit points.

Each time you use this feature after the first, the DC
increases by 5. When you finish a short or long rest, the DC
resets to I0.

UNYIELDING MIGHT
18th-Level Barbarian Feature
You have perfected the application of might and mettle.
You gain the following benefits:
o When you make an ability check or save using STR or
CON, treatany d2o roll of 9 or loweras a 10.
* Your melee weapon attacks deal additional damage,
equal to your STR score, to objects and structures.

Defense feature before you buy a whole suit of armor.

BARBARIAN SUBCLASSES

Asyou strengthen yourself against peril, you gain new
capacity to channel your abilities in and out of combat.
The subclass you choose reflects both the teachings of your
forebears and the ways your might manifests.

BERSERKER

Through primal rite or natural bloodthirst, some
barbarians can work themselves into a rage so ferocious
and explosively violent that it risks breaking their bodies.
Berserkers may lose themselves in their frenzy, seething
with raw brutality, embracing the blood-soaked battlefield,
uncaring of their own safety.

BERSERKER PROGRESSION

BARBARIAN

LEVEL FEATURES

3rd Frenzy, Ruthless Bearing
7th Mindless Rage

1th Intimidating Presence
15th Retaliation




FRENZY

3rd-Level Berserker Feature

You can choose to go into a frenzy as part of the same
bonus action you use to activate your Rage feature. Once
you do so, for its duration, you can make a single melee
weapon attack as a bonus action on each of your turns.

RUTHLESS BEARING

3rd-Level Berserker Feature

Your ferocity looms at all times. You gain proficiency in
the Intimidation skill. If you are already proficient, double
your PB instead for Intimidation checks.

MINDLESS RAGE
7th-Level Berserker Feature
While raging, you gain the following benefits:

* You ignore any levels of exhaustion you currently suffer
for the duration of your rage.

o You can’t be charmed or frightened while raging. If you
are already charmed or frightened when you enter a
rage, the effect is suspended for the duration of the rage.

o During a Frenzy, if you score a critical hit or reduce a
creature to o HP, you gain a number of temporary hit
points equal to your PB + your CON modifier. These hit
points last until expended or until you finish a short or
long rest.

INTIMIDATING PRESENCE
11th-Level Berserker Feature

Your weapon attacks deal an amount of
additional damage, equal to your PB (of
the same damage type as the weapon), to
frightened creatures.

In addition, as a bonus action, you can attempt
to frighten a number of creatures, up to your PB,
within 30 feet of you that can see or hear you.

Each target must make a WIS save (DC 8 + your

PB +your CHA modifier + the number temporary hit
points you currently have from your Mindless Rage
feature). On a failure, a creature is frightened of you
until the end of your next turn.

On subsequent turns, you can use your bonus
action to extend the duration of this effect on each
frightened creature until the end of your next
turn. This effect ends if the creature ends its
turn more than 60 feet away from you or can
no longer see or hear you.

If the creature succeeds on its save, you
can’t use this feature on that creature again
for 24 hours.

RETALIATION

15th-Level Berserker Feature

When a creature hits or misses you with an attack, you can
use your reaction to move up to half your speed toward
that creature and make a single melee attack against it. If
the creature is Large or larger, you have advantage on the
attack roll.

WILD FURY

Barbarians that travel the path of Wild Fury share an
affinity and connection with the most ferocious and
cunning animals of the natural world. Such barbarians
often share close connections with druids or primordial
spirits, but even a skeptical warrior might don the skin of a
felled beast and feel its power fuel their rage.

WILD FURY PROGRESSION

BARBARIAN LEVEL FEATURES

3rd Animal Focus, Nature's Cunning
7th Primal Aspect

11th Ferocious Howl

15th Empowered Rage




ANIMAL FOCUS

3rd-Level Wild Fury Feature

You adopt the methods and abilities of a beast from your
homeland to hone the power granted by your rage. To
channel a beast’s might, you must have a marking, symbol,
or token that represents it, such as tattoos reminiscent of a
tiger’s stripes, a helm and cloak made of a bear’s hide, or a
token made from hawk feathers.

The Beasts listed here might not be appropriate for your
character. In such instances, choose a listed option and
represent it instead with a more fitting Beast. For example,
a constrictor could stand in for an alligator or a mountain
lion instead of a tiger.

Alligator

While raging, creatures you grapple are also restrained,
and your speed isn’t halved while carrying or dragging a
creature that you are grappling. As a bonus action, you
can deal force damage equal to your STR modifier + your
rage damage bonus to one creature grappled by you.

Bear

While raging, you can use a bonus action to gain
temporary hit points, equal to your barbarian level + your
CON modifier, that last for 1 hour. While you have any of
these temporary hit points, you have advantage on attack
rolls made with melee weapons.

Tiger

While raging, when you use your action to Dash, you can
use a bonus action to make a melee weapon attack. If
you move 20 feet or more in a straight line immediately
before making this attack, you gain a +5 bonus to the
attack and damage rolls. On a critical hit, roll your
weapon’s damage dice three times instead of twice.

Toad
While raging, you gain resistance to all damage types
except psychic.

NATURE'S CUNNING

3rd-Level Wild Fury Feature

The ways of the wild embolden you. You gain proficiency
in the Animal Handling skill. If you are already proficient,
double your PB instead for Animal Handling checks.

PRIMAL ASPECT

7th-Level Wild Fury Feature

The bestial power within you has grown, offering you one of
the following benefits, granted by a beast you have an affinity
for. You must possess an additional marking, symbol, or
token related to the chosen animal to gain this effect.

Hawk

You have advantage on Perception checks and gain a +5§
bonus to passive Perception. If you hit a creature with
two or more melee attacks on a turn, you can attempt to
grapple it as a bonus action.

Lizard

Your speed increases by 10 feet, and you gain a climbing
speed equal to your walking speed. In addition, when you
take the Dash action, you can also gain the effects of a
Disengage action in the same action.

Turtle

You gain a +1 bonus to AC while not wearing armor.
While wearing armor, you gain a bonus to DEX saves
equal to your rage damage bonus.

Wolf
Allies that can see or hear you have advantage on attack
rolls against creatures within s feet of you.

FEROCIOUS HOWL

11th-Level Wild Fury Feature

You learn to spur your allies with the primal ferocity of your
rage. When you enter a rage, you can use your reaction to
bellow a primal battle cry. Each ally within 60 feet of you
that can hear you gains advantage on ability checks, attack
rolls, and saves until the start of your next turn.

EMPOWERED RAGE

15th-Level Wild Fury Feature

Your connection with the beasts of the world is down in your
marrow. Your rage is further improved by ties with another
beast. You must possess an additional marking, symbol, or
token related to the chosen animal to gain this effect.

Crane

While raging, your jump distance increases by 20 feet,
and you take no damage from falling 100 feet or less.
In addition, your reach with melee weapons (but not
unarmed attacks) increases by 5 feet.

Ram

While raging, if you move 20 feet or more in a straight
line toward a Huge or smaller creature and hit it with

a melee weapon attack, the target takes 2d6 additional
damage (of the same damage type as the weapon) and is
knocked prone.

Shark

While raging, each time you hit a creature that is below
its hit point maximum with a melee weapon attack, the
attack deals an additional 1d12 damage (of the same
damage type as the weapon).

Snake

While raging, you have advantage on opportunity attacks.
When you hit a creature with an opportunity attack, you
can move up to your speed to remain within reach of the
target.



BARD

Bards are born performers who complement their diverse
skillset with magical prowess. Their breadth of expertise
makes them exceptional at whatever options they choose
to cultivate. As a bard, your innate charisma makes you
the class best suited to dealing with others, whether
navigating tense social encounters or ensuring your allies
survive a fight.

Bard is a class that can do a little bit of everything in a
game that often rewards specialization. The signature trick
of a bard is your ability to quickly, directly boost your allies.
Use this ability early and often.

BARDS AS ADVENTURERS

All bards are driven to seek stories, secrets, songs—and
audiences—which are gained most readily on the road.
Whether traveling with a performing troupe oras a
solitary wanderer trading songs for supper, a bard’s mix
of proficiencies and spellcasting make them more than
capable of handling a challenge.

CLASS FEATURES

As abard, you have the following class features.

HIT POINTS
Hit Dice: 1d8 per bard level
Hit Points at 1st Level: 8 + your CON modifier

Hit Points at Higher Levels: 1d8 (or 5) + your CON
modifier per bard level after 1st

PROFICIENCIES
Armor: Light armor

Weapons: Simple weapons, martial weapons with the
Finesse property

BARD QUICK BUILD

To quickly create a bard, follow these steps during

character creation:

« For ability scores, prioritize CHA and then DEX.

 For lineage and heritage, choose any combination
you like.

» For background and talent, choose Artist
and Scrutinous.

 For spells, choose the light, message, and vicious
mockery cantrips. Then choose your 1st-circle spells:
charm, hideous laughter, and thunderwave from the
Arcane spell list and cure wounds from the Divine
source spell list. For your ritual, choose unseen servant.

Tools: One type of musical instrument and two other tools
your choice
Saves: DEX, CHA

Skills: Any three skills of your choice

STARTING EQUIPMENT
You start with the following equipment, in addition to the
equipment granted by your background:

o (a)arapier or (b) any simple weapon

e (a)adiplomat’s pack or (b) an entertainer’s pack

o (a)amusical instrument or () a different tool you are
proficient with

o Leather armor and a dagger

SPELLCASTING

1st-Level Bard Feature

As a conduit for arcane power, you can cast Arcane
spells. See Chapter 7: Spellcasting for general rules of
spellcasting and the Arcane spell list.

Cantrips

At 1st level, choose three cantrips from the Arcane spell
list to learn. You choose more Arcane cantrips to learn at
higher levels, as shown in the Cantrips Known column of
the Bard Progression table.



Casting Spells

You know several spells and can cast any of them by using
an Arcane spell slot of the spell’s circle or higher. You don't
need to prepare spells ahead of time.

The Bard Progression table shows how many spells you
know and how many Arcane spell slots you have at a given
level. For example, at 3rd level, you have four 1st-circle slots
and two 2nd-circle slots. If you know the 1st-circle spell
magic missile and have a 1st-circle and a 2nd-circle spell slot
available, you can cast magic missile using either slot. If you
use a Ist-circle slot, you have three 1st-circle slots remaining,.

You regain all used spell slots when you finish a long rest.

Spells Known of 1st Circle and Higher
At 15t level, choose four 1st-circle spells that you know.
Three of these spells must be from the Arcane spell list, but
the fourth can be from any source spell list. Regardless of its
source, it is an Arcane spell for you.

The Spells Known column of the Bard Progression table
shows when you learn additional Arcane spells. Each spell
you choose must be from a circle for which you have Arcane

BARD PROGRESSION

spell slots. For instance, when you reach 3rd level as a bard,
you can learn one new Arcane spell of 1st or 2nd circle. The
Magical Secrets feature also lets you learn spells from other
sources at certain levels.

In addition, when you gain a level of bard, you can
choose one Arcane spell you know and replace it with
another spell of your choice from the Arcane spell list. The
replacement spell must be of a circle for which you have
Arcane spell slots.

Spellcasting Ability
Charisma (CHA) is your spellcasting ability. Your CHA
modifier determines the save DC or the attack modifier for
certain spells you cast:
Spell save DC =8 + your proficiency bonus (PB)
+your CHA modifier
Spell attack modifier =your proficiency bonus (PB)
+your CHA modifier

Rituals
You can also cast a type of long-form spell called a ritual.

ARCANE SPELL SLOTS BY CIRCLE

CANTRIPS RITUALS SPELLS

LEVEL PB FEATURES KNOWN KNOWN KNOWN 1ST 2ND 3RD 4TH 5TH 6TH 7TH 8TH 9TH
st +2 Bardic Inspiration (d6), 3 1 4 2 — — — — — — — —
Spellcasting
2nd +2  Bardic Performance: 3 1 5 3 — — — — — — — —
Celebrate Life, Bardic
Performance: Cutting
Words, Expertise (2)
3rd +2 Bard Subclass 3 2 6 2 — — — — — — —
4th +2  Improvement 4 2 7 3 — — — — — — —
Sth +3  Bardic Inspiration (d8), 4 3 8 3 2 — — — — — —
Font of Inspiration
6th +3  Bardic Performance: 4 3 9 4 3 3 — — — — — —
Clarity of Thought,
Expertise (4)
7th +3  Subclass Feature 10 3 3 1 — — — — —
8th +3  Improvement il 3 3 2 — — — — —
9th +4  Bardic Inspiration (d10), 4 5 13 3 3 3 1 — — — —
Magical Secrets
10th +4  Heroic Boon 5 5 14 4 3 3 3 2 — — — —
11th +4  Subclass Feature 5 6 15 4 3 3 3 2 1 — — —
12th +4  Improvement 5 6 15 4 3 3 3 2 1 — — —
13th +5  Magical Secrets 5 7 17 4 3 3 3 2 1 1 — —
14th +5  Bardic Inspiration (d12) 5 7 18 4 3 3 3 2 1 1 — —
15th +5  Subclass Feature 5 8 19 4 3 3 3 2 1 1 1 —
16th +5  Improvement 5 8 19 4 3 3 3 2 1 1 1 —
17th +6  Grand Performance 5 9 20 4 3 3 3 2 1 1 1 1
18th +6  Magical Secrets 5 9 22 4 3 3 3 3 1 1 1 1
19th +6 Improvement 5 9 22 4 3 3 3 3 2 1 1 1
20th +6  Epic Boon 5 9 22 4 3 3 3 3 2 2 1 1




Rituals don’t count against your known spell total, and
they don’t use up spell slots.
At 15t level, choose one ritual from any spell list—Arcane,

Divine, Primordial, or Wyrd (see Chapter 7: Spellcasting).
Regardless of its source, it becomes an Arcane spell for you.

You choose more rituals to learn at higher levels, as shown
in the Rituals Known column of the Bard Progression
table, but only from a circle for which you have spell slots.
Rituals you learn don't count against the number of spells
you learn at each level.

Spellcasting Focus

You can use a musical instrument (see Tools in Chapter
5) or an arcane focus (see Adventuring Gear in Chapter
5) as a spellcasting focus for your Arcane spells. At your
GM’s discretion, you can use a suitable tool or object from
a different tool kit you are proficient with as a spellcasting
focus instead.

BARDIC INSPIRATION

1st, 5th, 9th, and 14th-Level Bard Feature

You can inspire others through stirring words, music, or
other kinds of performance. As a bonus action on your
turn, you can choose a creature within 60 feet of you, other
than yourself, who can hear or see you. That creature gains
one Bardic Inspiration die, a d6.

Once within the next 10 minutes, the creature can
roll that die and add the number rolled to one ability
check, attack roll, or save that it makes. Once the Bardic
Inspiration die is rolled, it is lost. A creature can have only
one Bardic Inspiration die at a time.

You can use this feature a number of times equal to your
CHA modifier. You regain any expended uses when you
finish a long rest.

Your Bardic Inspiration die changes when you reach
certain levels in this class. The die becomes a d8 at sth level,
d1o at 1oth, and d12 at 14th.

EXPERTISE
2nd and 6th-Level Bard Feature
Choose two of your skill proficiencies, or one skill
proficiency and one tool proficiency. Double your PB for
any ability check you make that uses either of the chosen
proficiencies.

At 6th level, you can choose two more of your
proficiencies (any combination of skills or tools) to gain
this benefit.

BARDIC PERFORMANCE

2nd and 6th-Level Bard Feature

You weave magic into ongoing performances to produce
effects beyond spells. You start with two effects: Celebrate
Life and Cutting Words. You gain a new effect at 6th level,
and some bard subclasses grant additional effects (see
Bard Subclasses). Unless stated otherwise, targets must
be within 30 feet of you and be able to hear or see you
(depending on the type of performance) to be affected.

As an action, you can use your Bardic Performance
feature, choosing which performance effect you create
when you do so. Once active, you can continue the
performance for up to 1 minute, as long as you spend a
bonus action at the start of each of your subsequent turns
to maintain it. You can also choose to use your Bardic
Inspiration feature as part of the same bonus action
required to maintain this performance.

Your performance ends early if you become incapacitated,
silenced, use an action to begin a new performance, or
choose to end the effect (no action required by you to do so).

You can use your Bardic Performance feature to start a
new performance a number of times equal to your PB,
regaining all expended uses when you finish a long rest.

Bardic Performance: Celebrate Life
At 2nd level, while your Bardic Performance feature is
active, allies within range can choose to expend one of their
hit dice at the start of their turn. When they do so, they roll
the expended die and recover a number of hit points equal
to the result + your CHA modifier.

In addition, allies within range have advantage on death
saves, though they don’t need to see or hear you to receive
this benefit.

Bardic Performance: Cutting Words

At 2nd level you gain a special reaction while your Bardic
Performance feature is active. When a creature within
range that you can see makes an ability check, attack roll,
or damage roll, you can use your reaction to expend a use
of your Bardic Inspiration feature, rolling the die and
subtracting the number rolled from the creature’s roll.

Bardic Performance: Clarity of Thought

Starting at 6th level, you gain this Bardic Performance
option. While using your Bardic Performance feature, allies
within 30 feet of you can’t be charmed and have advantage
on saves against being frightened. If an ally within range

is already charmed or frightened when you begin your
performance, it has advantage on any saves it makes to end
the effect as long as your performance continues.

BARD SUBCLASS

3rd, 7th, 11th, and 15th-Level Bard Feature

Choose a subclass that reflects the college you align with,
either Lore or Victory (detailed at the end of this class). Your
choice grants you features at 3rd, 7th, 11th, and 15th level.



IMPROVEMENT

4th, 8th, 12th, 16th, and 19th-Level Bard Feature

Choose one of the following improvements (ability scores
can’t be raised above 20 with this feature):

o Increase a single ability score by 2.
o Increase two different ability scores by 1 each.

o Increase one ability score by 1 and select a talent from
the technical talents list (see Technical Talents in
Chapter 4).

FONT OF INSPIRATION
sth-Level Bard Feature
You now regain all expended uses of your Bardic
Inspiration feature when you finish a short or long rest.
In addition, you can now use your Bardic Inspiration dice
in a new way. When a creature within 60 feet of you that
you can hear or see you fails an ability check, attack roll,
or save, you can use your reaction to expend a use of your
Bardic Inspiration feature. When you do, roll the Bardic
Inspiration die and add the number rolled to the target’s
check total—potentially turning a failure into a success.

MAGICAL SECRETS
oth, 13th, and 18th-Level Bard Feature
You've picked up magical knowledge from just about
everywhere. Choose two spells (or cantrips) from any spell
list. A spell you choose must be of a circle you can cast with
your spell slots, as shown on the Bard Progression table.
The chosen spells count as Arcane spells for you and
are already included in the number in the Spells Known
column at these levels on the Bard Progression table.
You learn two additional spells from any source at 13th
level and again at 18th level.

HEROIC BOON
10th-Level Bard Feature

Your commitment to the bard’s path grants you a powerful
new ability. Choose one of the following heroic boons:

o Persistent Inspiration. When a creature adds one of
your Bardic Inspiration dice to an ability check, attack
roll, or save, and the roll still fails, the die isn’t lost and
can be used again.

o Valiant Inspiration. When a creature with one of your
Bardic Inspiration dice successfully deals damage with
an attack, the creature can expend and roll the die to
deal additional damage equal to the result. The extra
damage is of the same type as that of the triggering
attack (though the attacker chooses which type if there
are more than one). Alternatively, when a creature with
one of your Bardic Inspiration dice takes damage, the
creature can use its reaction to expend and roll the die
to reduce the amount of damage taken by an amount
equal to the result + your CHA modifier.

GRAND PERFORMANCE

17th-Level Bard Feature

Your Bardic Performance feature now affects creatures
within 60 feet of you that can hear or see you.

EPIC BOON

20th-Level Bard Feature

Your commitment to the bard’s path grants you a powerful
new ability. You gain the following epic boon:

o Curtain Call. If you start your turn with no uses of your
Bardic Inspiration feature remaining, you can use your
bonus action to recover a number of uses equal to your
CHA modifier (minimum of 1). This bonus action can be
taken as part of the bonus action required to maintain
your Bardic Performance feature. Once you use this
feature, you can’t do so again until you finish a long rest.

BARD SUBCLASSES

The bardic arts are ancient and heavy with traditions
handed down from master to apprentice. While most bards
still learn their craft from a single teacher, large settlements
increasingly have colleges dedicated to training groups of
students. These colleges typically focus on aspects of art
deemed most useful to their patrons, which categorizes
bards in ways that align with their abilities.

LORE

Bards who align with the college of Lore value knowledge
most highly. Many from this college are preoccupied

with preserving ancient rituals, folklore, and stories—or
recovering such things that were lost. These bards glean
wisdom from all manner of cultures and sources, allowing
them to utilize their magic and talents in novel ways.

LORE PROGRESSION

BARD LEVEL FEATURES

3rd Bardic Performance: Ode to Heroes,
Expanded Talent List, Jack of All Trades

7th Swift Ritual

11th Magical Rites

15th Peerless Skill

BARDIC PERFORMANCE
3rd-Level Lore Feature
You gain the following Bardic Performance option.

Bardic Performance: Ode to Heroes

You invoke songs and stories of legend to inspire your
allies to new heights of heroism and to intimidate your
foes. When you use your Bardic Performance feature,
choose STR, DEX, CON, INT, WIS, or CHA. While your
performance lasts, allies within range have advantage on
ability checks that use that ability and enemies within range
have disadvantage on ability checks that use that ability.



EXPANDED TALENT LIST

3rd-Level Lore Feature

When you gain a new talent, you can select it from either
the magic or the technical talents list (see Talents in
Chapter 4).

JACK OF ALL TRADES

3rd-Level Lore Feature

You make it your business to collect lessons and practical
guidance from the stories, songs, and cultures you
encounter. You can add half your PB, rounded down, to any
ability check you make that doesn’t already include your PB.

SWIFT RITUAL

7th-Level Lore Feature

You can cast an Arcane ritual you know as an action,
instead of using the ritual’s listed casting time. You must
still provide all other components necessary for the
casting. Once used, you can't use this feature again until
you finish a long rest.

MAGICAL RITES

11th-Level Lore Feature

You learn two ritual spells of your choice from any source
list. Each spell you choose must be of a circle for which you
have spell slots, as shown in the Bard Progression table.
The chosen rituals count as Arcane spells for you and aren't
included in the number in the Rituals Known column of
the Bard Progression table.

PEERLESS SKILL

15th-Level Lore Feature

When you make an ability check and have at least one use
of your Bardic Inspiration feature available, you can use it
to roll a Bardic Inspiration die and add the number rolled
to your ability check. If you succeed on the check, you get
to keep the Bardic Inspiration die, but if you fail the check,
the die is expended.

VICTORY

Bards who align with the college of Victory are tacticians
who thrive in the heat of battle. Whether rallying battalions
of troops or skirmishing with smaller parties, these bards
lead allies to glory with their commanding presence and
strategic genius.

VICTORY PROGRESSION

BARD LEVEL FEATURES

3rd Battle March, Bonus Proficiencies,
Expanded Talent List

7th Multiattack (2/Attack Action)

1th Unified Front

15th Inspired Strike

BATTLE MARCH
3rd-Level Victory Feature
You gain the following Bardic Performance option.

Bardic Performance: Battle March

When you use your Bardic Performance feature and as
part of each bonus action spent maintaining it, you can
command up to three willing allies, who can hear or see
you, to use their reaction to move up to half their speed.
This movement doesn’t provoke opportunity attacks.

BONUS PROFICIENCIES

3rd-Level College of Victory Feature

You gain proficiency with medium armor, shields, and one
martial weapon of your choice.

EXPANDED TALENT LIST

3rd-Level Victory Feature

When your bard level grants you the Improvement feature
and you choose to gain a new talent, you can select it from
either the martial or the technical talents list (see Talents
in Chapter 4).

MULTIATTACK

7th-Level Victory Feature

Your physical prowess has grown. On your turn, you can
make two attacks when you take the Attack action.

UNIFIED FRONT

11th-Level Victory Feature

When you are affected by a spell or feature that targets an
area and requires a save—like the fireball spell or a dragon’s
breath weapon—you can use your reaction to expend

a Bardic Inspiration die and add the result to your save
against the effect. On a success, any friendly creatures in the
affected area automatically succeed on their saves as well.

INSPIRED STRIKE

15th-Level Victory Feature

Once per turn, when you make a weapon or spell attack roll
and have at least one use of your Bardic Inspiration feature
available, you can roll a Bardic Inspiration die and add the
result to your attack roll. If you successfully hit with the
attack, you get to keep the Bardic Inspiration die, but if you
fail to hit, the die is expended.



CLERIC

Clerics are as diverse as the gods they serve, but all are
united in their mission to act as their faith demands. A
cleric’s abilities reflect the strength of their faith. The
more powerful a cleric becomes, the more their features
resemble those of the god they worship.

Cleric is a class that specializes in healing—a crucial part
of the adventuring job. Your class features still give you
plenty to do when no one is hurt, but no other class is set
up to heal and restore damaged allies like yours.

CLERICS AS ADVENTURERS

Few people can channel divine power as easily as a cleric,
so they are typically expected to face the world’s challenges
from an early age—or are compelled to do so if their power
comes to them later in life.

Clerics possess awesome healing capabilities, a healthy
mix of spells capable of harming foes or bolstering allies,
and sturdy constitutions that allow them to survive a fight
more easily than other casting classes. All these qualities
make them welcome additions to an adventuring party.

However, clerics are bound to serve their faith first and
their companions second. When faced with ethically or
morally complex situations, a cleric’s presence can be a
boon—or hindrance—to making decisions as a group.

CLASS FEATURES

As a cleric, you have the following class features.

HIT POINTS

Hit Dice: 1d8 per cleric level

Hit Points at 1st Level: 8 + your CON modifier

Hit Points at Higher Levels: 1d8 (or 5) + your CON
modifier per cleric level after Tst

PROFICIENCIES

Armor: Light armor, medium armor, shields
Weapons: Simple weapons

Tools: None

Saves: WIS, CHA

Skills: Choose two from History, Insight, Medicine,
Persuasion, and Religion

STARTING EQUIPMENT

You start with the following equipment, in addition to the
equipment granted by your background:

e (a)amace or (b) awarhammer (if proficient)

e (a)scale mail, (b) leather armor, or (¢) chain mail (if
proficient)

o (a)light crossbow and 20 bolts or (b) any simple weapon
o (a)apriest’s pack or (b) an explorer’s pack
 Ashield and a holy symbol

SPELLCASTING

1st-Level Cleric Feature

As a conduit for divine power, you can cast Divine
spells. See Chapter 7: Spellcasting for general rules of
spellcasting and the Divine spell list.

Cantrips

At 1st level, choose three cantrips from the Divine spell
list to learn. You choose more Divine cantrips to learn at
higher levels, as shown in the Cantrips Known column of
the Cleric Progression table.

Preparing Spells

You must prepare spells in advance before you can cast
them. You can prepare any spell on the Divine spell list
from circles for which you have Divine spell slots. (You
determine which spell slots you can access by checking your
level on the Cleric Progression table). You can choose a



number of spells equal to your WIS modifier + your cleric
level (minimum of one spell). This is your list of prepared
spells from which you can cast.

Preparing a new list of spells requires time spent in prayer
and meditation: at least I minute per spell circle for each
spell you change. You can change your list of prepared
spells as part of a long rest.

Casting Spells

You have prepared a number of spells and can cast any
of them by using a Divine spell slot of the spell’s circle or
higher.

The Cleric Progression table shows how many Divine
spell slots you have at a given level. For example, at 3rd
level, you have four 1st-circle and two 2nd-circle spell slots,
and with a 16 WIS, you can have six prepared spells of 1st
or 2nd circle, in any combination. You only have two spell
slots for 2nd-circle spells though, so if you prepare only
2nd-circle spells, you won’t be able to use your 1st-circle
spell slots at all.

Casting a spell doesn’t remove it from your list of
prepared spells, it just uses up a spell slot. You regain all
used spell slots when you finish a long rest.

Spellcasting Ability
Wisdom (WIS) is your spellcasting ability. Your WIS
modifier determines the save DC and the attack modifier
for certain spells you cast:
Spell save DC =8 + your proficiency bonus (PB)
+your WIS modifier
Spell attack modifier =your proficiency bonus (PB)
+your WIS modifier

CLERIC QUICK BUILD

To quickly create a cleric, follow these steps during
character creation:

« For ability scores, prioritize WIS and then either STR
or CON (depending on if you take Manifest Might or
Manifest Miracles).

« For lineage and heritage, choose any combination
you like.

» For background and talent, choose Adherent and
Mental Fortitude.

« For spells, choose the guidance, sacred flame, and
thaumaturgy cantrips (plus ray of frost if taking
Manifest Miracles). Then prepare your 1st-circle Divine
spells (choose a number of the following spells equal
to your WIS modifier + 1): bless, cure wounds, guiding
bolt, healing word, and shield of faith. Finally, choose
your Tst-circle ritual: detect poison and disease.

Rituals

You can also cast a type of long-form spell called a ritual.
Rituals don’t need to be prepared, and they don’t use up
spell slots.

At 1stlevel, choose one ritual from the Divine ritual list
(see Divine Ritual List in Chapter 7). You learn more
rituals at higher levels, as shown in the Rituals Known
column of the Cleric Progression table, but only from a
circle for which you have spell slots. Rituals you learn don't
count against the number of spells you learn at each level.

Spellcasting Focus
You can use a holy symbol (see Adventuring Gear in
Chapter 5) as a spellcasting focus for your Divine spells.

MANIFESTATION OF FAITH

1s5t-Level Cleric Feature

Clerics demonstrate their faith in one of two primary
ways, wielding it as a holy warrior or calling it as a miracle
worker. Choose how you manifest your faith with one of
the following.

Manifest Might. You gain proficiency with heavy armor
and one type of martial weapon of your choice (see
Weapons in Chapter ). In addition, you gain the ability
to infuse your weapon strikes with divine energy: once per
turn, when you hit a creature with a weapon attack, you can
deal additional radiant or necrotic damage (your choice)
equal toyour PB.

Manifest Miracles. You learn one additional cantrip of
your choice from any source of magic. This cantrip counts
as a Divine cantrip for you, but it doesn’t count against the
number of cantrips you know. In addition, you can add
your PB to the damage you deal with any Divine cantrip.

CHANNEL DIVINITY

2nd, 6th, 13th, and 18th-Level Cleric Feature

You gain the ability to channel divine energy directly from
your deity to produce effects beyond spells. You start

with one effect: Turn the Profane. Some subclasses grant
additional effects as you advance in levels, as noted in their
descriptions (see Cleric Subclasses).

When you use your Channel Divinity feature, choose
which specific effect you want, such as Turn the Profane.
Some of these effects require a save, and in those cases, the
DC is equal to your cleric spell save DC.

Beginning at 2nd level, you can use your Channel Divinity
feature once until you finish a short or long rest, then twice
between rests at 6th level, three times at 13th level, and four
times at 18th level. When you finish a short or long rest, you
regain all expended uses.



Channel Divinity: Turn the Profane

As an action, you present your holy symbol and speak a
prayer to censure unholy creatures. Each Fiend and Undead
of your choice within 30 feet of you and that can see or hear
you must make a WIS save. If the creature fails its save, it is
turned for 1 minute or until it takes any damage.

A turned creature must try to move as far away from you
as it can, though it can’t first get closer to you to do it. On
its turn, it can use only the Dash action or otherwise try
to escape from an effect that prevents it from moving. If
there’s nowhere to move, it can use the Dodge action. It
can’t take any reactions.

CLERIC SUBCLASS

3rd, 7th, 11th, and 15th-Level Cleric Feature

Choose a subclass that reflects your relationship to your
deity, Life, Light, or War (detailed at the end of this class).
Your choice grants you spells and other features at 3rd, 7th,
11th, and 15th level.

Domain Spells

Each cleric subclass has a list of domain spells that you
can access as soon as you can cast spells of that circle (as
shown on the Cleric Progression table). Once you gain
such a spell, you always have it prepared, and it doesn’t

CLERIC PROGRESSION

CLERICS AND GODS

One of the most important aspects of creating a cleric
is choosing which god (or gods) you revere. Your
relationship to these holy entities defines much of what
you do and how others view you. Who you worship
factors heavily into the subclass you choose at 3rd
level, so think ahead and keep the themes of your faith
in mind.

Most campaign settings include pantheons of gods
tailored to that particular setting. Your GM's homebrew
setting might have unique deities for your cleric to
worship, as well. See Appendix B: Gods & Pantheons
for a list of deities unique to the Labyrinth setting.

count against the number of spells you can prepare.
However, casting a domain spell still expends a Divine
spell slot as normal.

If one of these spells isn’t on the Divine spell list, it still
counts as a Divine spell for you.

DIVINE SPELL SLOTS BY CIRCLE

CANTRIPS RITUALS

FEATURES KNOWN KNOWN
st +2 Manifestation of Faith, Spellcasting 3 1 2 — — — — — — — —
2nd +2  Channel Divinity: Turn the Profane 3 1 3 = = = = = = = =
(1/Rest)
3rd +2  Cleric Subclass 3 2 4 2 — — — — — — —
4th +2  Improvement 4 2 4 3 = = = = = = =
Sth +3 Destroy the Profane (CR 1/2) 4 3 4 3 2 — — — — — —
6th +3 Channel Divinity (2/Rest) 4 3 4 3 3 — — — — — —
7th +3  Subclass Feature 4 4 4 3 3 1 — — — — —
8th +3 Destroy the Profane (CR 1), 4 4 4 3 3 2 — — — — —
Improvement
9th +4  Divine Intervention 4 5 3 3 3 1 — — — —
10th +4  Heroic Boon 5 3 3 3 2 = = = =
1th +4  Destroy the Profane (CR 2), 5 6 3 3 3 2 1 — — —
Subclass Feature
12th +4  Improvement 5 6 4 3 3 3 2 1 = = =
13th +5  Channel Divinity (3/Rest) 5 7 4 3 3 3 2 1 1 — —
14th +5 Destroy the Profane (CR 3) 5 7 4 3 3 3 2 1 1 — —
15th +5  Subclass Feature 5 8 4 3 3 3 2 1 1 1 —
16th +5  Improvement 5 8 4 3 3 3 2 1 1 1 =
17th +6  Destroy the Profane (CR 4) 5 9 4 3 3 3 2 1 1 1 1
18th +6  Channel Divinity (4/Rest) 5 9 4 3 3 3 3 1 1 1 1
19th +6  Improvement 5 9 4 3 3 3 3 2 1 1 1
20th +6  Epic Boon 5 9 4 3 3 3 3 2 2 1 1




IMPROVEMENT

4th, 8th, 12th, 16th, and 19th-Level Cleric Feature

Choose one of the following improvements (ability scores
can’t be raised above 20 with this feature):

o Increase a single ability score by 2.
o Increase two different ability scores by 1 each.

o Increase one ability score by 1 and select a talent from
the magic talents list (see Magic Talents in Chapter 4).

DESTROY THE PROFANE

5th, 8th, 11th, 14th, and 17th-Level Cleric Feature

When a Fiend or Undead fails its save against your Turn
the Profane feature, it is instantly destroyed if its challenge
rating (CR) is at or below a certain threshold, as shown in
the Destroy the Profane table.

DESTROY THE PROFANE

CLERIC LEVEL DESTROYS FIENDS OR UNDEAD OF CR...

5th 1/2 or lower
8th 1 or lower
11th 2 or lower
14th 3 or lower
17th 4 or lower

DIVINE INTERVENTION
oth-Level Cleric Feature
You can call on your deity to intervene on your behalf when
your need is great. At the start of your turn, you can request
aid from your deity by rolling a d2o and adding your PB. If
the result is 19 or lower, your request fails, and your deity
doesn't intervene. If the result is 20 or higher, your deity
intervenes on your behalf, imbuing you with a fraction of
their power.

If your deity intervenes, you can immediately use your
action to cast any spell with a casting time of 1 action
from the Divine spell list or your domain spell list,
regardless of preparation rules. Casting a spell in this way
doesn't expend a spell slot and doesn’t require material
components. If the spell is of a higher circle than you
can normally cast, you must make an ability check using
your spellcasting ability to determine whether you cast it
successfully. The DC for this check equals 10 + the spell’s
circle. On a failed check, the spell fails, your deity’s power
fades, and your action is lost.

Alternatively, on a successful intervention, your GM
can propose the form of the intervention. Anything that
replicates the effects of a Divine spell is appropriate. In this
instance, you still use your action but don’t cast a spell. You
have final say on allowing the GM to pursue this option or
choosing your own spell.

If your deity intervenes, you can’t use this feature again
for 1 week. Otherwise, you can use it again after you finish
alongrest.

HEROIC BOON

10th-Level Cleric Feature

Your commitment to the cleric’s path grants you a powerful
new ability. Choose one of the following heroic boons:

« Gift of Consecration. You are now immune to disease,
poison damage, and the poisoned condition. If you die,
your body is instantly preserved as per the gentle repose
spell for up to a year and a day.

o Gift of Wrath. Choose either the radiant or necrotic
damage type. You are now resistant to damage of the
chosen type. In addition, when you cast a spell that
deals damage of any type, you can choose for it to deal
radiant or necrotic damage instead (you choose which
each casting).

EPIC BOON

20th-Level Cleric Feature

Your commitment to the cleric’s path grants you a powerful
new ability. You gain the following epic boon:

o Divine Herald. When you use your Divine
Intervention feature, your deity automatically
intervenes without a roll, and you no longer have to
wait a week before you use Divine Intervention again,
though you can still use it only once per long rest. You
are still bound by the other restrictions of the feature.

CLERIC SUBCLASSES

You have proved your devotion, and your efforts are
rewarded. You gain access to the powers of a domain that
your god presides over or that best aligns with your faith.
Three domains are presented here: Life, Light, and War.

LIFE DOMAIN

Gods of the Life domain celebrate natural cycles of life and
death, exemplifying health and vitality. Devotees of this
domain are encouraged to heal the wounded, care for the
sick, and oppose the perversion of undeath.

LIFE DOMAIN PROGRESSION

CLERIC LEVEL FEATURES

3rd Channel Divinity: Preserve Life, Disciple of Life,
Life Domain Spells

7th Blessed Healer

11th Greater Preservation

15th Perfect Healing

CHANNEL DIVINITY
3rd-Level Life Feature
You gain the following Channel Divinity option.

Channel Divinity: Preserve Life

As an action, you present your holy symbol and evoke
healing energy that can restore a number of hit points
equal to 5 x your cleric level.



Choose any creatures within 30 feet of you and divide
those hit points among them. This feature can restore a
creature to no more than half of its hit point maximum.
This healing has no effect on Undead or Constructs.

DISCIPLE OF LIFE

3rd-Level Life Feature

Your healing spells are more effective. When you use a
Divine spell of 1st circle or higher to restore hit points to a
creature, the creature regains additional hit points equal to
2 + the spell’s circle.

LIFE DOMAIN SPELLS

3rd-Level Life Feature

You gain domain spells at the cleric levels listed in the Life
Domain Spells table. See the Cleric Subclass class feature
for how these spells work.

LIFE DOMAIN SPELLS

3rd bless, cure wounds, gentle repose, restoration
5th mass healing word, revivify

7th death ward, guardian of faith

9th greater restoration, mass cure wounds

BLESSED HEALER

7th-Level Life Feature

Healing spells you cast on others heal you as well. When
you cast a Divine spell of 1st circle or higher that restores
hit points to a creature other than you, you regain hit
points equal to 2 + the spell’s circle.

GREATER PRESERVATION
11th-Level Life Feature
The Preserve Life effect of your Channel Divinity feature
can now affect any creatures within 60 feet of you. In
addition, when you use Preserve Life, one target of your
choice can also receive one of the following benefits:

o Cure all diseases affecting the target.

 End one of the following conditions affecting the

target: blinded, deafened, paralyzed, or poisoned.
o Neutralize all poisons affecting the target.

WHAT IF THE DOMAIN I WANT ISN'T LISTED WITH MY GOD?

Since a cleric picks their god at 1st level and commits to a
domain at 3rd level, you might find that you want a domain
that isn't listed with your god on the Deities tables in
Appendix B: Gods & Pantheons. Don't worry! Suggested
domains are just that—suggestions. Gods are powerful,
mysterious beings with many facets. For example, it is
completely reasonable to say that Ares, the Greek god of

PERFECT HEALING

15th-Level Life Feature

When you cast a Divine spell of 1st circle or higher

that restores hit points, you automatically restore the
maximum possible number of hit points. For example,
if a cure wounds spell heals 1d8 + 3 hit points, rather than
rolling, the target heals 11 hit points.

warfare, listed with the War domain, would also have use
for a cleric devoted to the Death domain.

Selecting a nontraditional domain for your cleric’s god
could even lead to interesting stories. If you think your
desired domain is completely at odds with your cleric’s
god, work with your GM to discuss solutions that make
sense for the game.



LIGHT DOMAIN

Gods of the Light domain dedicate themselves to bringing
light and warmth to the people of the world, burning away
darkness and the evils that it hides. Devotees of this domain
are often associated with the sun and moon, stars, truth,
and the cleansing powers of fire.

LIGHT DOMAIN PROGRESSION

CLERIC LEVEL FEATURES

3rd Channel Divinity: Searing Radiance, Imbue
Light, Light Domain Spells, Overwhelming Flash

7th Radiant Spellcasting
1th Lux Malediction
15th Luminous Shroud

CHANNEL DIVINITY
3rd-Level Light Feature
You gain the following Channel Divinity option.

Channel Divinity: Searing Radiance

As an action, you present your holy symbol and channel
divine radiance through every magical light source that
you've created so long as they’re on the same plane as

you. Each hostile creature within the bright light of those
sources must make a CON save. Roll a number of d8s equal
to twice your PB. A creature takes radiant damage equal

to the result on a failed save, or half as much damage on a
successful save. Aberrations and Undead have disadvantage
on the save.

IMBUE LIGHT

3rd-Level Light Feature

You learn the light and dancing lights cantrips if you don’t
already know them. Dancing lights no longer requires
concentration when you cast it and lasts for the duration or
until you cast the spell again. These cantrips count as Divine
spells when you cast them, but they don’t count against

the number of cantrips you know as listed in the Cleric
Progression table.

LIGHT DOMAIN SPELLS

3rd-Level Light Feature

You gain domain spells at the cleric levels listed
in the Light Domain Spells table. See the Cleric
Subclass class feature for how these spells work.

LIGHT DOMAIN SPELLS

3rd burning hands, guiding bolt,
moonbeam, scorching ray

S5th daylight, fireball

7th elemental shield, wall of fire

9th dispel evil and good, flame strike

OVERWHELMING FLASH
3rd-Level Light Feature
When a creature within 10 feet of you makes an attack roll,
you can use your reaction to release a brilliant flash of divine
light. The creature suffers a penalty to the attack roll equal
to your WIS modifier, potentially missing their target. If
the attack still hits, the attacking creature is blinded until
the end of its turn.

You can use this feature a number of times equal to your
PB. You regain all expended uses when you finish a long rest.

RADIANT SPELLCASTING

7th-Level Light Feature

Your Divine cantrips that deal damage deal an additional
1d8 radiant damage. In addition, while you have light or
continual flame cast on a weapon that you are holding, the
first time that weapon deals damage on a turn, it deals
additional radiant damage equal to your WIS modifier.



LUX MALEDICTION

11th-Level Light Feature

The Searing Radiance effect of your Channel Divinity
feature now causes all sources of light you’ve made to
become magical sunlight for T minute.

In addition, when you use your Overwhelming Flash
feature against a creature, they are cursed by your
luminance in one of the following ways:

o The creature can’t regain hit points until the end of

its next turn.

o The creature takes radiant damage equal to your

cleric level.

o The creature suffers a —-10 penalty to WIS (Perception)

checks for 10 minutes.

o The target can’t benefit from being invisible for T minute.

A remove curse spell ends this effect. A creature can suffer
only one curse at a time. If the creature starts and ends
its turn in magical darkness, a Lux Malediction curse
afflicting it ends.

LUMINOUS SHROUD

15th-Level Light Feature

While you are within an area of bright light, the radiance fills
you with devout surety. You have advantage on saves, can't be
charmed or frightened, and gain either immunity to radiant
damage or resistance to necrotic damage (your choice).

WAR DOMAIN

Gods of the War domain celebrate strength, the glory of
victory, and the thrill of competition. Those gods with evil
or chaotic proclivities emphasize destruction and violence,
but most societies and heroic characters worship war gods
who honor courage and excellence in battle and cherish
those who fight when the need is great.

WAR DOMAIN PROGRESSION

CLERIC LEVEL FEATURES

3rd Channel Divinity: Mark of Triumph, Disciple of
War, Expanded Talent List, War Domain Spells,

7th Blessed Warrior

11th Greater Triumph

15th Holy Strike

CHANNEL DIVINITY
3rd-Level War Feature
You gain the following Channel Divinity option.

Channel Divinity: Mark of Triumph

Asabonus action, you present your holy symbol and
mystically mark one creature within 60 feet of you that you
can see. Until the start of your next turn, all creatures who
attack a marked creature have advantage on the first attack
roll they make against it.

DISCIPLE OF WAR
3rd-Level War Feature
Victory brings you closer to the divine, inspiring you to
press beyond your normal limits. Once per turn, when
you successfully hit a creature with an attack while using
the Attack action, you can choose to make an additional
weapon attack as part of that same action.

You can use this feature a number of times equal to your
PB. You regain all expended uses when you finish a short or
long rest.

EXPANDED TALENT LIST

3rd-Level War Feature

When you gain a new talent, you can select that talent from
the magic or martial talent list (see Talents in Chapter 4).

WAR DOMAIN SPELLS

3rd-Level War Feature

You gain domain spells at the cleric levels listed in the War
Domain Spells table. See the Cleric Subclass class feature
for how these spells work.

WAR DOMAIN SPELLS

3rd command, magic weapon, shield of faith,
warding bond

5th fear, spirit guardians

7th death ward, guardian of faith

9th antilife shell, flame strike

BLESSED WARRIOR

7th-Level War Feature

Attacks you make are particularly potent. When you deal
damage with a weapon or spell attack made with a Divine
spell, you can reroll any 1s you roll on the damage dice. You
must take the new result for any dice rerolled in this way.

GREATER TRIUMPH

11th-Level War Feature

When you use the Mark of Triumph effect of your Channel
Divinity feature, you can mystically mark a number of
creatures equal to your PB. All targets must be within 60
feet of you.

In addition, when a creature marked by your Mark of
Triumph feature is reduced to o HP, you can use your
reaction to move the mark to a different target within 60
feet of you that you can see. A mark moved in this way still
disappears at the start of your next turn, as normal.

HOLY STRIKE

15th-Level War Feature

Once per turn, when you successfully hit a creature with a
weapon or spell attack made with a Divine spell, you can
treat the attack as if you rolled a critical hit.



DRUID

Druids are the guardians and warriors of the natural world.

All druids feel a deep affinity for the environment, whether
it manifests as a spiritual connection to the beasts of the
land, the plants of the earth, or the elemental energies that
keep all things in balance.

Druid is a class that interacts with the environment often.
Your class is a “pure” spellcasting class, but your Wild
Shape feature gives you some ability to mix it up. Lean into
exploration with your various spells and capabilities.

DRUIDS AS ADVENTURERS

Druids are exceptional explorers and warriors. They hold
an impressive range of magical abilities that allow them to
heal allies, gather information, and invoke nature’s wrath.

While druids regularly confront threats in the wild, their
passions often clash with the values and ambitions of the
civilized world. Few understand the awesome and often
devastating forces of nature—and even fewer understand
those who place nature’s interests above their own.

CLASS FEATURES

As adruid, you have the following class features.

HIT POINTS
Hit Dice: 1d8 per druid level
Hit Points at 1st Level: 8 + your CON modifier

Hit Points at Higher Levels: 1d8 (or 5) + your CON
modifier per druid level after 1st

PROFICIENCIES

Armor: Light armor, medium armor, and shields
Weapons: Simple weapons

Tools: Herbalist tools

Saves: INT, WIS

Skills: Choose two from Animal Handling, Arcana,
Insight, Medicine, Nature, Perception, Religion,
and Survival

STARTING EQUIPMENT
You start with the following equipment, in addition to the
equipment granted by your background:

e (a)ashield or (b) any simple weapon
e (a)ascimitar or (b) any simple melee weapon

o Leather armor, an explorer’s pack, and a druidic focus

SPELLCASTING

1st-Level Druid Feature

As a conduit for primordial power, you can cast Primordial
spells. See Chapter 7: Spellcasting for general rules of
spellcasting and the Primordial spell list.

Cantrips

At 1st level, choose three cantrips from the Primordial spell
list to learn. You choose more Primordial cantrips to learn
at higher levels, as shown in the Cantrips Known column
of the Druid Progression table.

Preparing Spells

You must prepare spells in advance before you can cast
them. You can prepare any spell on the Primordial spell list
from circles for which you have Primordial spell slots. (You
determine which spell slots you can access by checking your
level on the Druid Progression table). You can choose a
number of spells equal to your WIS modifier + your druid
level (minimum of one spell). This is your list of prepared
spells from which you can cast.

Preparing a new list of spells requires time spent in prayer
and meditation: at least I minute per spell circle for each
spell you change. You can change your list of prepared
spells as part of a long rest.



Casting Spells
You have prepared a number of spells and can cast any of

them by using a Primordial spell slot of the spell’s circle or DRUID QUICK BUILD

higher. To quickly create a druid, follow these steps during
The Druid Progression table shows how many character creation:

Primordial spell slots you have per day at a given level. « For ability scores, prioritize WIS and then CON.

For example, at 3rd level, you have four 1st-circle and two « For lineage and heritage, choose any combination

2nd-circle spell slots, and with a 16 WIS, you can have six you like.

prepared spells of Ist or 2nd circle, in any combination.
You only have two spell slots for 2nd-circle spells though,
so if you prepare only 2nd-circle spells, you won’t be able to
use your Ist-circle spell slots at all.

« For background and talent, choose Homesteader
and Aware.

« For spells, choose the druidcraft, produce flame,
and shillelagh cantrips. Then prepare your 1st-circle
Primordial spells (choose a number of the following
spells equal to your WIS modifier + 1): burning
hands, entangle, fire under the tongue, goodberry,

Spellcasting Ability and speak with animals. Finally, choose your 1st-circle

Wisdom (WIS) is your spellcasting ability. Your WIS ritual: purify food and drink.

modifier determines the save DC or the attack modifier for

certain spells you cast:

Casting a spell doesn’t remove it from your list of
prepared spells, it just uses up a spell slot. You regain all
used spell slots when you finish a long rest.

Spell save DC =8 + your proficiency bonus (PB)

+your WIS modifier Rituals

You can also cast a type of long-form spell called a ritual.
Rituals don’t need to be prepared, and they don’t use up
spell slots.

Spell attack modifier =your proficiency bonus (PB)
+your WIS modifier

DRUID PROGRESSION PRIMORDIAL SPELL SLOTS BY CIRCLE

CANTRIPS RITUALS
PB FEATURES KNOWN KNOWN
1st 2 . Druidic, Natures Gift, 3 1 5 . L . . L L . L
Spellcasting

Wild Shape: Beast Form, Wild

ae e 2 Shape: Draw Power (1/Rest) . [ 5 - = = =
3rd +2 2 Druid Subclass 3 2 4 2 — — — — — — —
4th +2 2 Improvement 4 2 4 3 = = = = = = =
5th 303 ’(rggrf/‘;d Beast Form 4 3 4 3 2 - - - - - —
6th +3 3 Wild Shape (2/Rest) 4 3 4 3 3 - = = - - —
7th +3 3 Subclass Feature 4 4 4 3 3 1 — — — — —
8th +3 3 Improvement 4 4 4 3 3 2 — — — — —
9th +4 4 Improved Beast Form (CR1) 4 5 4 3 3 3 1 — — — —
10th +4 4 Heroic Boon 5 5 4 3 3 3 2 = — — =
11th +4 4 Subclass Feature 5 6 4 3 3 3 2 1 - = =
12th +4 4 Improvement 5 6 4 3 3 3 2 1 = = =
13th +5 5 Wild Shape (3/Rest) 5 7 4 3 3 3 2 1 1 — —
14th +5 5 Improved Beast Form (CR2) 5 7 4 3 3 3 2 1 1 — —
15th +5 5 Subclass Feature 5 8 4 3 3 3 2 1 1 1 —
16th +5 5 Improvement 5 8 4 3 3 3 2 1 1 1 —
17th +6 6 Nature's Grace 5 9 4 3 3 3 2 1 1 1 1

18th +6 6 Wild Shape (4/Rest) 5 9 4 3 3 3 3 1 1 1 1

19th +6 6 Improvement 5 9 4 3 3 3 3 2 1 1 1

20th +6 6 Epic Boon 5 9 4 3 3 3 3 2 2 1 1




At 15t level, choose one ritual from the Primordial ritual
list (see Primordial Ritual List in Chapter 7). You learn
more rituals at higher levels, as shown in the Rituals Known
column of the Druid Progression table, but only from a
circle for which you have spell slots. Rituals you learn don't
count against the number of spells you learn at each level.

Spellcasting Focus
You can use a druidic focus (see Adventuring Gear in
Chapter 5) as a spellcasting focus for your Primordial spells.

DRUIDIC

1st-Level Druid Feature

You know Druidic, the secret language of druids. You can
speak the language and use a system of natural elements
to leave hidden messages that only other druids will
understand. You and others who know this language
automatically spot such a message. Others spot the
message’s presence with a successful WIS (Perception)
check but can’t decipher it without magic.

NATURE'S GIFT

1st-Level Druid Feature

You have learned to harness the ambient energy of nature
and can redirect that energy to encourage growth and
healing. As a bonus action, choose one creature within 5

RULES OF TRANSFORMATION

You can stay in a beast form for a number of hours equal
to your PB. You then revert to your normal form unless
you expend another use of Wild Shape. You can also
choose to revert to your normal form as a bonus action.
You automatically revert if you become unconscious, drop
to 0 HP while in beast form, or die.

While transformed, your game statistics are replaced by
those of your new form, except you retain your INT, WIS,
and CHA scores. You also retain your personality. If you
make an ability check or save while in beast form, you
can choose whether to use either your normal character
proficiencies and PB or else use the Beast's listed ability
modifier to determine the check total (without your PB in
this case).

Your hit points for the new form are set to a new amount
dependent on the size of your new form, as shown in the
Hit Points by Form Size table. When you revert to your
normal form, you return to the number of hit points you
had before you transformed. If you revert as a result of
dropping to 0 HP, any excess damage carries over to your
normal form. For example, if you take 10 damage while
in beast form and your beast form has only 1 HP left, you
revert to your normal form and take 9 damage. As long as

feet of you (this can be you). When you do so, roll a number
of d4s equal to your PB (minimum of 2d4). That creature
regains hit points equal to the total rolled. This feature has
no eftect on Constructs or Undead.

You can use this feature a number of times per day equal
to your PB. You recover expended uses when you complete
alongrest.

WILD SHAPE

2nd, 6th, 13th, and 18th-Level Druid Feature

You gain the ability to channel energy directly from nature
to produce effects beyond spells. You start with two effects:
Beast Form and Draw Power. Some subclasses grant
additional effects as you advance in levels, as noted in their
descriptions (see Druid Subclasses).

When you use your Wild Shape feature, simply choose
which specific effect you want, such as Beast Form. Some
of these effects require a save, and in those cases, the DC is
equal to your druid spell save DC.

Beginning at 2nd level, you can use your Wild Shape
feature once until you finish a short or long rest, then twice
between rests at 6th level, three times at 13th level, and four
times at 18th level. When you finish a short or long rest, you
regain all expended uses.

the excess damage doesn't reduce your normal form to 0
HP, you remain conscious.

You are limited by the actions you can perform by the
nature of your new form, and you can't speak or take
any other action that requires hands or speech unless
your new form is capable of such actions. You can't cast
spells while transformed. However, transforming doesn’t
automatically break your concentration on a spell you've
already cast or prevent you from taking actions that are
part of an ongoing spell—such as those required by the
call lightning spell.

Your gear and anything you are wielding melds into your
new form. You can't activate, use, or otherwise benefit
from any of your gear while transformed.

HIT POINTS BY FORM SIZE

Tiny 2 + your PB
Small 5 + your PB
Medium 12 + your PB
Large 22 + your PB
Huge or Gargantuan 84 + your PB




Wild Shape: Beast Form
As an action, you can magically assume the form of a Beast.
When you first gain this feature, choose two Beasts of
challenge rating (CR) 1/4 or less as your known forms. To
select a known form, you must have seen or interacted with
a Beast in your past. For example, a druid that hails from a
desert environment is unlikely to be familiar enough with a
sea-dwelling creature like a dolphin to select it as a known
form. The Beast you choose can’t have any legendary
actions or lair actions. See Appendix C: Creature
Statistics for a selection of suitable Beasts to choose from.

Asyou advance in druid levels, you can choose more beast
forms as shown in the Beast Forms Known column of the
Druid Progression table.

When you gain a level of druid, you can replace one known
form with a different form of your choosing. Any new form
you choose must abide by the form restrictions.

Wild Shape: Draw Power
As abonus action, you can reshape the natural energies
around you to draw them within yourself and recharge
your spellcasting ability. When you do so, choose a single
expended Primordial spell slot to recover. The recovered
spell slot must be of a circle equal to or less than your
proficiency bonus (PB). For example, a sth-level druid with
a PB of +3 could recover an expended 1st, 2nd, or 3rd-circle
Primordial spell slot with this feature.

You can’t use Draw Power while transformed by the Beast
Form effect of your Wild Shape feature, even if you have
multiple uses of Wild Shape available to expend.

DRUID SUBCLASS

3rd, 7th, 11th, and 15th-Level Druid Feature

Choose a subclass that reflects your values and magical
practices, either Leaf or Shifter (detailed at the end of this
class). Your choice grants you spells and other features at
3rd, 7th, 11th, and 15th level.

Ring Spells
Each subclass has a list of ring spells that you can access as
soon as you can cast spells of that circle (as shown on the
Druid Progression table). Once you gain such a spell, you
always have it prepared, and it doesn’t count against the
number of spells you can prepare. However, casting a ring
spell still expends a Primordial spell slot as normal.

If one of these spells isn’t on the Primordial spell list, it
still counts as a Primordial spell for you.

IMPROVEMENT
4th, 8th, 12th, 16th, and 19th-Level Druid Feature
Choose one of the following improvements (ability scores
can’t be raised above 20 with this feature):
o Increase a single ability score by 2.
o Increase two different ability scores by 1 each.

o Increase one ability score by 1 and select a talent from
the magic talents list (see Magic Talents in Chapter 4).

IMPROVED BEAST FORM
sth, oth, and 14th-Level Druid Feature

You can now use the Beast Form effect of your Wild Shape
feature to assume more powerful beast forms. When you
learn a new form, you can choose a Beast of CR1/2 or less.

At gth level, you can assume the form of any Beast of CR 1
or less. At 14th level, you can assume the form of any Beast
of CR2 orless.

HEROIC BOON
10th-Level Druid Feature

Your commitment to the druid’s path grants you a powerful
new ability. Choose one of the following heroic boons:

o Rite of the Kingdom. All Beasts and creatures with
the Animal tag understand your speech, and you
can understand their noises and motions as if they
were speaking, even if they don't speak a language.

This ability doesn’t grant Beasts the intelligence to
understand or communicate complex concepts, but you
can share basic information with ease. Your GM has
final say on what a particular creature can express. In
addition, you have advantage on Charisma checks made
to interact with or influence such creatures.

o Rite of the Shaper. When you roll initiative and have
no remaining uses of Wild Shape, you regain one use.
Once you use this feature, you can’t do so again until
you complete a long rest.

PLAYER ADVICE

Nature’s Gift is not a spell, which means a druid can use it even while

transformed by their Wild Shape class feature.

DRUIDIC SIGNS AND SYMBOLS

Druidic makes use of hidden
signs to communicate messages.
Examples of such signs
are shown here.
Mushroom Ring

Stacked Stones

Entwined Flowers Acorn

Black Stones
in Bird's Nest



NATURE'S GRACE

17th-Level Druid Feature

Your attunement to the natural energies of the world
infuses your body, sustaining you and protecting you from
unnatural harm. You gain the following benefits:

 You can’t be magically aged, and you suffer none of the
frailty of old age. You can still die of old age though.

* You no longer need food or water to survive.

* Your ability scores and hit point maximum can’t be
lowered by any means short of a wish spell.

EPIC BOON

20th-Level Druid Feature

Your commitment to the druid’s path grants you a powerful
new ability. You gain the following epic boon:

o Archdruid. You can use the Beast Form effect of your
Wild Shape feature an unlimited number of times.
In addition, you can ignore the verbal and somatic
components of Primordial spells, as well as any
material components that lack a cost.

DRUID SUBCLASSES

While all druids revere nature, subclasses represent the
specific ways druids best commune with the primordial
forces of the world. The subclass you choose represents the
rites, traditions, and mysteries you embrace in your quest to
better understand the awesome powers of nature.

LEAF

Druids who align with the ring of the Leaf feel a deep
connection to plants. Leaf druids are drawn to the quiet,
natural spaces of the world. They find great peace and
wisdom among hidden groves, ancient forests, and
overgrown gardens left to flourish without the influence
of civilization. To you, nothing is more important than
nurturing the flora that makes all life possible.

LEAF PROGRESSION

DRUID LEVEL FEATURES

3rd Green Song, Leaf Ring Spells,
Wild Shape: Sacred Grove

7th Take Root

11th Grove Warden

15th Heart of the Forest

LEAF RING SPELLS
3rd-Level Leaf Feature

You gain ring spells at the druid levels listed in the Leaf
Ring Spells table. See the Druid Subclass class feature for
how these spells work.

LEAF RING SPELLS

DRUID LEVEL SPELLS

3rd barkskin, entangle, goodberry, spike growth
Sth plant growth, speak with plants
7th blight, freedom of movement
9th greater hold, tree stride
GREEN SONG
3rd-Level Leaf Feature

Your deep connection to plants allows you to communicate
with them. As an action, you can focus on a nonmagical
plant within 30 feet of you that you can see. When you do
so, you immediately learn its basic properties, including
whether it is edible, whether it is poisonous or otherwise
dangerous, and what type of environment it typically grows
in. You also learn its condition, including whether it is
unwell due to magical or mundane means.

In addition, Plant type creatures can understand your
speech, and you can understand them as if they were
speaking a language—regardless of what languages they
know (if any).

WILD SHAPE
3rd-Level Leaf Feature
You gain the following Wild Shape option.

Wild Shape: Sacred Grove

As an action, you can expend a use of your Wild Shape
feature to infuse the area around you with primordial
power, shaping it into a magical pocket grove.

When you use this feature, vitality surges into the ground
in a 10-foot radius centered on you. Normal plants in the
affected area rapidly expand, and magical plants sprout
from the ground. The sacred grove remains magical
for 1 minute, until you use a feature that causes it to be
destroyed, or you fall unconscious. After its magic fades,
any nonmagical plants remain healthy and overgrown. You
can choose to end this effect early (no action required). You
can maintain only one sacred grove at a time.

When you first create the grove, choose one of the
following magical properties the grove has while its magic
is active:

o Tangle Weed. Creeping vines or brambles weave across
the ground, making the area difficult terrain. When a
creature attempts to move within the grove, you can
use your reaction to command the vines to grab it. The
target must succeed on a STR save against your spell
save DC or be restrained by the grasping plants for the
sacred grove’s duration. A creature restrained by the
plants can use its action to make a STR check against
your spell save DC. On a success, the creature is no
longer restrained.



o Tree Line. Saplings surge from the ground, creating
a protective circle. All creatures, except you, have
disadvantage on attacks against creatures within the
grove’s area. In addition, if you would take damage from
aweapon or spell attack while on solid ground within
the grove, you can use your reaction to command the
grove to intercept it. When you do, you take no damage
from the triggering attack and the grove is destroyed.

o Wildflowers. Patches of aromatic magical flowers
calm and clarify minds. All creatures in the grove have
advantage on saves against being charmed or frightened.
In addition, as a bonus action, you can choose to destroy
the grove to end all conditions affecting one creature in
the grove’s area. When you do so, all creatures of your
choice on solid ground in the grove gain temporary hit
points equal to your PB.

TAKE ROOT
7th-Level Leaf Feature

While standing on solid ground, you can use a bonus action
to root yourself in place. While rooted, your speed is o feet,
and you can’t be forced to move or be knocked prone by any
means. You remain rooted until you choose to end the effect
(no action required).

If you are rooted when your turn begins, you can choose to
spend one of your hit dice. When you do so, roll the die and
regain hit points equal to the result plus your CON modifier.

GROVE WARDEN

SHIFTER

Druids that align with the ring of the Shifter feel a deep
connection to the animals that walk the world. Shifters
delve into the mysteries of transformation, spending much
of their time in the forms of the beasts they so admire.

To you, there is no greater joy than feeling wind beneath
your wings, stalking prey on padded paws, or swimming
through crystalline depths.

SHIFTER PROGRESSION

DRUID LEVEL FEATURES

3rd Potent Forms, Quick Shift, Shifter Ring Spells
7th Beast's Fury

11th Elemental Infusion

15th Manifold Mind

POTENT FORMS

3rd-Level Shifter Feature

You can select more powerful creatures for the known
forms used with the Beast Form effect of your Wild Shape
feature. When you gain this feature, you can choose any
Beast or creature with the Animal tag witha CR of 1 or
lower as a known form.

PLAYER ADVICE

11th-Level Leaf Feature

Your bond to your sacred grove has deepened, allowing you
more precise control over it. The grove you summon using

Your GM has the full list of creatures with the Animal tag that are
compatible with this feature, but common options include owlbear,
griffon, hippogriff, pegasus, and worg. Some suitable options are

the Sacred Grove effect of your Wild Shape feature now
covers a 30-foot-radius circle centered on you, and you can
now decide whether allied creatures (including yourself)
within the grove are immune to any effects it imposes.

HEART OF THE FOREST

15th-Level Leaf Feature

If you are reduced to o HP while within your sacred grove,
the grove withers, and you regain a number of hit points
equal to your druid level. Once you use this feature, you
can’t use it again until you finish a long rest.

If your body is destroyed completely, after the grove
withers, a single acorn is left at its center. If this acorn is
either undisturbed or planted somewhere, you gain a new
body in 1d10 days and regain all your hit points. Your new
body appears within 5 feet of the acorn, which is destroyed
as soon as you regain consciousness.

included in Appendix C: Creature Statistics.

In addition, you can now speak any language you know
while in beast form—even if your chosen form would not
typically allow you to do so. However, you still can’t cast
spells while transformed, even if a spell requires only a
verbal component.

At higher druid levels, you can choose beast forms with a
CRas high as your druid level divided by 3, rounded down
(ignoring CR limitations in your Improved Beast Form
feature). For example, upon achieving 6th level of druid,
you can choose any Beast of CR 2 or lower as a known
form, CR 3 or lower at 9th level, and so on—as shown in
the Potent Forms table.

POTENT FORMS

DRUID MAX DRUID MAX

LEVEL CR EXAMPLE LEVEL CR EXAMPLE
3rd 1 Wolf 12th 4 Elephant
5Sth 1 Hippogriff 15th 5 Triceratops
6th 2 Pegasus 18th 6 Mammoth

9th 3 Owlbear




QUICK SHIFT

3rd-Level Shifter Feature

By delving into the mysteries of the shifters, you have
learned to change form more rapidly. When you use the
Beast Form effect of your Wild Shape feature, you can
transform as a bonus action instead of as an action.

SHIFTER RING SPELLS

3rd-Level Shifter Feature

You gain ring spells at the druid levels listed in the Shifter
Ring Spells table. See the Druid Subclass class feature for
how these spells work.

SHIFTER RING SPELLS

DRUID LEVEL SPELLS

3rd alter self, animal friendship, speak with
animals, wildsense

Sth conjure animals, water breathing
7th giant insect, polymorph
9th dominate, insect plague

BEAST'S FURY
7th-Level Shifter Feature

Immediately after you take the Attack action on your

turn while in beast form, you can use your bonus action

to make a single unarmed strike with your claws, hooves,
fangs, or whatever natural weapon suits your chosen

form. This attack deals 1d6 + your PB damage, and you are
considered proficient with it. You decide if this attack deals
bludgeoning, piercing, or slashing damage when you first
assume your beast form.

In addition, all damage you deal with melee weapon
attacks while in beast form now counts as magical damage
for the purposes of overcoming resistance or immunity to
nonmagical damage.

ELEMENTAL INFUSION
11th-Level Shifter Feature

By expending two uses of the Beast Form effect of your
Wild Shape feature, you can infuse your chosen form
with one of the four elemental powers described here.
Alternatively, you can use your reaction to spend one use of
Wild Shape while already transformed by the Beast Form
effect, either infusing yourself with one of the following
powers or changing which power is active.

Air

You gain a 9o-foot flying (hover) speed and are resistant
to lightning and thunder damage. You gain the following
action:

o Whirl (Recharge 4-6). Each Large or smaller creature
within 5 feet of you must make a STR save (DC 10 +
your PB). On a failure, a target takes 3d8 + your PB
bludgeoning damage and is flung up to 20 feet away

from you in a random direction and knocked prone. If
a thrown target strikes a solid surface, it takes 3 (1d6)
bludgeoning damage for every 10 feet it was thrown. If
the target lands in the same space as another creature,
that creature must succeed on a DC 13 DEX save or
take the same damage and be knocked prone. The
target is then prone in an adjacent unoccupied space.
If the target’s STR save is successful, a target takes half
damage and isn’t flung or knocked prone.

Earth

You gain a 30-foot burrowing speed and can burrow
through nonmagical, unworked earth and stone without
disturbing the material you move through. You gain
tremorsense to a range of 60 feet and are resistant to
bludgeoning, piercing, and slashing damage. Melee attacks
you make deal double damage to objects and structures.

Fire

You shed bright light in a 30-foot-radius and dim light

for an additional 30 feet. You are immune to fire damage.
Melee attacks you make deal an additional 1d8 fire damage.
When you deal fire damage to a flammable creature or
object, you can choose whether it ignites—an ignited
target takes 5 (1d10) fire damage at the start of each of its
turns until a creature uses an action to douse it. Your GM
determines what constitutes a flammable creature or object.

Water

You gain a 9o-foot swimming speed and can breathe
underwater. You are resistant to cold and poison damage.
You gain the following action:

o Wave (Recharge 4-6). Each creature within 5 feet of you
must make a STR save (DC 10 + your PB). On a failure,
a target takes 2d8 + your PB bludgeoning damage. Ifa
target is Large or smaller, it is also grappled (escape DC
14). Until this grapple ends, the target is restrained and
unable to breathe unless it can breathe in water. On a
successful STR save, a creature takes half damage and
isn’t grappled. At the start of each of your turns, each
target grappled by you takes 2d8 + your PB bludgeoning
damage. A creature within s feet of a grappled target
can pull it out of the grapple if it expends an action to
attempt a DC 14 STR (Athletics) check—freeing the
target on a success.

MANIFOLD MIND

15th-Level Shifter Feature

You can now cast Primordial spells while in beast form,
and your form doesn't hinder performing the somatic and
verbal components of spells. You must still provide any
required material components as normal.



FIGHTER

There are many ways to build a fighter, but at the end of
the day, their talents shine brightest in the thick of a fight.
Whether archer, knight, wrestler, or general, your class
options are designed to make you the best at dishing out
damage with your favorite weapons.

What fighters are good at is written on the label. Your class
gives you more options than just standing and swinging
to hit, however. Use weapon options to change up a fight
and make things easier for the less martially inclined party
memebers.

FIGHTERS AS ADVENTURERS

Fighters are capable and hardy, and they excel at combat—
all qualities well-suited to life as an adventurer. With the
diverse weapon and armor options available, they can easily
thrive on the frontlines of combat or decimate foes from
afar with ranged attacks.

While everyone benefits from having a fighter at their
side in combat, fighters often serve as a grounding force
in adventuring parties. A fighter’s skills are recognizable
across numerous cultures and communities. This can make
them more relatable to common folk who understand skill
with a weapon more than rarefied magic use.

CLASS FEATURES

As a fighter, you have the following class features.

HIT POINTS
Hit Dice: 1d1o per fighter level
Hit Points at 1st Level: 10 + your CON modifier

Hit Points at Higher Levels: 1d10 (or 6) + your CON
modifier per fighter level after 1st

PROFICIENCIES

Armor: All armor and shields

Weapons: Simple weapons, martial weapons
Tools: None

Saves: STR, CON

Skills: Choose two from Acrobatics, Animal Handling,
Athletics, History, Insight, Intimidation, Perception,
and Survival

STARTING EQUIPMENT

You start with the following equipment, in addition to the
equipment granted by your background:

e (a) chain mail or (b) leather armor, longbow,
and 20 arrows

e (a)amartial weapon and a shield or
(b) two martial weapons

o (a)alight crossbow and 20 bolts or (b) two handaxes

o (a)adungeoneer’s pack or (b) an explorer’s pack

LAST STAND
1st-Level Fighter Feature

When you take damage that would reduce your hit points
to less than half your hit point maximum (rounded down),
you can use your reaction to spend hit dice, up to a number
equal to your PB. Immediately roll those hit dice. You
regain hit points equal to the sum of all dice rolled + your
CON modifier.

MARTIAL ACTION
1st-Level Fighter Feature

Your tactical expertise allows you to act quickly on the
battlefield. You can take a bonus action on each of your
turns in combat to perform a weapon option (see Weapon
Options in Chapter 5) or one of the martial actions
granted by this feature.

Choose one of the following martial actions that you know.



FIGHTER PROGRESSION

LEVEL PB FEATURES
st +2 Last Stand, Martial Action
2nd +2 Action Surge
3rd +2 Fighter Subclass
4th +2 Improvement
Sth +3 Multiattack (2/Attack Action)
6th +3 Improvement
7th +3 Subclass Feature
8th +3 Improvement
9th +4 Multiattack (3/Attack Action)
10th +4 Heroic Boon
11th +4 Subclass Feature
12th +4 Improvement
13th +5 Action Surge (2/Rest)
14th +5 Improvement
15th +5 Subclass Feature
16th +5 Improvement
17th +6 Multiattack (4/Attack Action)
18th +6 Action Surge (3/Rest)
19th +6 Improvement
20th +6 Epic Boon
Aim

Requires Wielding a Ranged or Thrown Weapon

As abonus action, you take the time to increase the
effectiveness of your next ranged weapon attack. Select
one target you can see. If you make a ranged weapon attack
against that target before the end of your turn, double your
PB for the first attack roll.

Guard

Requires Wielding a Shield

As abonus action, you raise your shield to intercept
incoming attacks. Select one enemy creature within § feet
of you. That creature has disadvantage on the first attack
roll it makes against you or an ally within 5 feet of you
before the start of your next turn.

FIGHTER QUICK BUILD

To quickly create a fighter, follow these steps during

character creation:

» For ability scores, prioritize STR and then either INT (if
you plan to take Spell Blade subclass) or DEX.

« For lineage and heritage, choose any combination
you like.

 For background and talent, choose Soldier and either
Combat Casting (if you plan to take Spell Blade
subclass) or Combat Conditioning.

Quick Strike
Requires Wielding Two Light Weapons

After you take the Attack action on your turn and attack
with a Light melee weapon that you’re holding in one
hand, you can use a bonus action to make two attacks with
adifferent Light melee weapon that you’re holding in the
other hand—instead of the one attack typically granted by
two-weapon fighting. Don’t add your ability modifier to
the damage of these additional attacks unless the modifier
is negative.

Wind Up
Requires Wielding a Heavy or a Versatile Melee Weapon
with Both Hands

As abonus action, you ready a powerful attack against a
nearby target. Select one target you can see within 10 feet of
you. If you hit that target with a melee weapon attack before
the end of your turn, the first such attack deals extra damage
equal to your PB (of the same damage type as the weapon).

ACTION SURGE
2nd, 13th, and 18th-Level Fighter Feature

When the need is great, you push your body to its absolute
limit. On your turn, you can activate this feature to gain
another action—in addition to the action and possible
bonus action you regularly get on your turn.

Once you use this feature, you must complete a short or
long rest before you can use it again. Starting at 13th level,
you can use it twice before a rest but only once on the
same turn. At 18th level, you can use it three times before a
rest but only once on the same turn

FIGHTER SUBCLASS

3rd, 7th, 11th, and 15th-Level Fighter Feature

Choose a subclass that reflects your role in battle, either
Spell Blade or Weapon Master (detailed at the end of this
class). Your choice grants you features at 3rd, 7th, 11th, and
15th level.

IMPROVEMENT
4th, 6th, 8th, 12th, 14th, 16th, and 19th-Level Fighter Feature

Choose one of the following improvements (ability scores
can’t be raised above 20 with this feature):

o Increase a single ability score by 2.
o Increase two different ability scores by 1 each.

o Increase one ability score by 1 and select a talent
from the martial talents list (see Martial Talents in
Chapter 4).

MULTIATTACK

sth, 9th, and 17th-Level Fighter Feature

Your physical prowess has grown. On your turn, you can

make two attacks when you take the Attack action.
Starting at 9th level, you can make three attacks when you

take the Attack action. At 17th level, you can make four.



HEROIC BOON FIGHTER SUBCLASSES

10th-Level Fighter Feature Asyou develop mastery, you gain new abilities that support
Your commitment to the fighter’s path grantsyou a your preferred combat tactics. The subclass you choose
powerful new ability. Choose one of the following heroic represents your specialized training in pursuit of ever-
boons: greater martial might.

o Defiant. When you fail a save, you can instead choose
to succeed on the save. You can use this feature once SPELL BLADE

and regain the use of it when you finish a long rest. You
can use it twice before a long rest at 13th level, and three
times at 17th.

Fighters of the Spell Blade discipline view fighting with
swords and sorcery as a logical marriage of power. For you,
magic can be wielded as a weapon, and honing your mind is
o Unstoppable. When you start your turn, you can choose just as important as honing your body.

to end one of the following conditions affecting you:

blinded, charmed, frightened, incapacitated, paralyzed, ARCANE SPELLCASTING

or stunned. You can use this feature a number of times 3rd-Level Spell Blade Feature

equal to your PB, and you regain all expended uses when You enhance your martial prowess with the ability to cast

you finish a long rest. Arcane spells. See Spell Rules in Chapter 7: Spellcasting
EPIC BOON for the general rules of spellcasting and the Arcane spell list.
20th-Level Fighter Feature Cantrips

At 3rd level, choose two cantrips to learn from the Arcane
spell list. You choose more Arcane cantrips to learn at
higher levels, as shown in the Cantrips Known column of
the Spell Blade Progression table.

Your commitment to the fighter’s path grants you a
powerful new ability. You gain the following epic boon:
* Turn the Tide. Once on each of your turns, when you
hit a creature or object with a weapon attack on your

turn, you can cause the attack to deal additional damage Casting Spells

(of the same damage type as the weapon) equal to your You know a small number of spells and can cast any of

STR or DEX score (your choice). The attack’s damage them by using an Arcane spell slot of the spell’s circle or

ignores resistance and immunity, and it can’t be reduced higher. You don't need to prepare spells ahead of time.

or avoided by any means.
SPELL BLADE PROGRESSION ARCANE SPELL SLOTS BY CIRCLE
FIGHTER CANTRIPS SPELLS
LEVEL FEATURES KNOWN KNOWN 1ST 2ND 3RD 4TH
3rd Arcane Spellcasting, Enchant Weapon (+1), 2 3 2 — — —

Expanded Talent List

4th = 2 4 3 = = =
Sth — 2 4 3 — — —
6th = 2 4 3 = = =
7th Spell Multiattack 2 5 4 2 — —
8th = 2 6 4 2 = =
9th — 2 6 4 2 — —
10th — 3 7 4 3 — —
11th Enchant Weapon (+2), Follow Through 3 8 4 3 — —
12th — 3 8 4 3 = =
13th — 3 9 4 3 2 —
14th = 3 10 4 3 2 =
15th Charged Strike, Enchant Weapon (+3) 3 10 4 3 2 —
16th = 3 il 4 3 3 =
17th — 3 1l 4 3 3 —
18th = 3 il 4 3 3 =
19th — 3 12 4 3 3 1
20th — 3 13 4 3 3 1




The Spell Blade Progression table shows how many
spells you know and how many spell slots you have at a
given level. For example, at 7th level, you have four 1st-
circle slots and two 2nd-circle slots. If you know the 1st-
circle spell shield and have a 1st-circle and a 2nd-circle spell
slot available, you can cast shield using either slot. If you use
a 1st-circle slot, you have three 1st-circle slots remaining,.

You regain all used spell slots when you finish a long rest.

Spells Known of 1st Circle and Higher

At 3rd level, choose three 1st-circle spells from the Arcane
spell list that you know, two of which must be from either
the abjuration or evocation schools.

The Spells Known column of the Spell Blade
Progression table shows when you learn additional Arcane
spells. Each spell you choose must be an abjuration or
evocation spell and from a circle for which you have Arcane
spell slots.

In addition, when you gain a level of fighter, you can
choose one Arcane spell you know and replace it with
another spell of your choice from the Arcane spell list.

The replacement spell must be of a circle for which you
have Arcane spell slots, and it must be an abjuration or
evocation spell—unless you’re replacing the third
spell you gained at 3rd level.

Spellcasting Ability

Intelligence (INT) is your spellcasting ability. Your
INT modifier determines the save DC or the attack
modifier for certain spells you cast:

Spell save DC =8 + your proficiency bonus (PB)
+your INT modifier

Spell attack modifier =your proficiency bonus
(PB)
+your INT modifier

ENCHANT WEAPON
3rd, 11th, and 15th-Level Spell Blade Feature

A crucial step on the path of the spell blade is learning
to imbue your weapons with magical power. If you
spend 1 hour of uninterrupted focus in contact with a
weapon (which can be done during a rest) you can imbue
that weapon with a limited form of enchantment. This
enchantment lasts until you either choose to end it or use
this feature to enchant a different weapon.

Your enchanted weapon functions as a magic weapon
with the following properties:

o Ifitison the same plane of existence as you, you can
use a bonus action to summon the weapon. When you
do so, the weapon instantly appears in your hand.

 You have a +1 bonus to attack and damage rolls made
with it. If the weapon would normally grant a magical
bonus to attack and damage rolls, your enchantment
bonus stacks with the weapon’s existing bonus.

Creatures who handle or inspect the enchanted weapon
can tell itisn’t a true magic item (unless the weapon was
magic to begin with). Otherwise, it follows the rules of a
typical magic item (see Magic Items in Chapter §).

Starting at 11th level, the bonus increases to +2. At 15th
level, it becomes +3.

EXPANDED TALENT LIST
3rd-Level Spell Blade Feature

When you gain a new talent, you can select it from either the
magic or the martial talents list (see Talents in Chapter 4).

SPELL MULTIATTACK
7th-Level Spell Blade Feature

When you use your Multiattack class feature to make
multiple attacks with the Attack action, you can replace one
of those attacks with the casting of a cantrip that you know
with a casting time of T action. You can’t cast more than
one cantrip in one Attack action in this way.



FOLLOW THROUGH

11th-Level Spell Blade Feature

When you take the Cast a Spell action, you can make a
single weapon attack as part of that same action, provided a
target is within range.

CHARGED STRIKE
15th-Level Spell Blade Feature
You can add your INT modifier (minimum of +1) to the
damage of your melee weapon attacks in addition to either
your STR or DEX modifier.

In addition, any damage you deal with a weapon is
considered magical.

WEAPON MASTER

Most fighters feel a deep connection to their weapons,
but none more so than the Weapon Master. For them, a
favored bow or blade is a natural extension of their body
and a trusted ally. Fighters who pursue this subclass learn
to use their chosen arms with efficiency and artistry.

WEAPON MASTER PROGRESSION

FIGHTER LEVEL FEATURES

3rd Mastery, Stunts
7th Deadly Flourish
11th Advanced Stunts
15th Grand Finale
MASTERY

3rd-Level Weapon Master Feature

Choose three types of simple or martial weapons with
which you have proficiency. You have mastered the use of
those three weapons.

Once per turn, when you roll damage for an attack with
aweapon you have mastered, you can reroll the weapon’s
damage dice and use either result.

Alternatively, once per turn, when you use a weapon
option (see Weapon Options in Chapter 5) for a weapon
that you have mastered, you can roll the attack’s damage
even if the weapon option doesn’t normally allow it.

STUNTS

3rd-Level Weapon Master Feature

As part of your training, you've learned to use unique
tactics with certain weapons. You gain access to special
maneuvers called stunts.

To use a stunt, you must wield a weapon that matches the
weapon type listed in the stunt description (if one is listed).
You can only use one stunt per turn. You gain access to
advanced stunts at higher levels.

All stunts listed are available to you at 3rd level. You can
perform stunts a number of times equal to your PB + 1.
After that, you must finish a short or long rest to regain
expended uses.

Saves. Some stunts require your target to make a save to
resist its effects. The save DC for these stunts is calculated
as follows:

Stunt save DC =8 + your proficiency bonus (PB)
+your STR or DEX modifier (your choice)

Stunts are presented in alphabetical order.

Arcing Strike

Requires a Heavy Melee Weapon

When you deal damage with a heavy weapon wielded

in both hands, you can also deal half the damage you
dealt to a different target within reach that you can see.
If the second target is an object, it takes the full damage
instead. You can decide to use this after you know your
damage roll.

Cheap Shot

Requires a Melee Weapon

When you successfully hit a target with a melee weapon
as part of the Attack action, you can immediately make
an unarmed strike against that target as part of the same
Attack action.

Make It Count

When you take the Attack action, you can make a single
weapon attack with a +10 to the attack roll. On a hit,
the attack deals additional damage equal to your fighter
level. You can’t make additional attacks as part of that
Attack action, even if a feature like Multiattack would
normally allow you to do so.

Parry

Requires a Melee Weapon

When a creature you can see hits you with a weapon
attack, you can use your reaction to reduce the damage
you take by 1d10 + your PB (to a minimum of o damage).

Redirect

When you miss a target with a weapon attack, you can
use your reaction to immediately reroll the attack, but
you must select a different target you can see within §
feet of the original target.

Riposte

Requires a Melee Weapon

When a creature you can see within range misses you
with a weapon attack, you can use your reaction to
immediately make a melee weapon attack against that
creature.

Straight Through

Requires a Ranged Weapon

When you deal damage with a ranged weapon attack,
you can also deal half the damage you dealt to a different
target you can see within 5 feet of the original target. You
can decide to use this after you know your damage roll.



Tactical Retreat

Requires a Melee Weapon

When you hit a creature with a weapon as part of the
Attack action, you can immediately move up to half
your speed as part of the same action without provoking
opportunity attacks.

DEADLY FLOURISH
7th-Level Weapon Master Feature

Attacks made with weapons you have mastered through
your Mastery feature score critical hits on rolls of 19 or 20.
When you score a critical hit, you can use your reaction to
do one of the following:
o Make a ranged weapon attack against a number of
creatures equal to your PB within 15 feet of the target
hit by your critical hit.

o Make a separate melee attack against each creature
within 5 feet of you.

ADVANCED STUNTS

11th-Level Weapon Master Feature

The following powerful stunts are available to you
whenever you could use a stunt.

Assassin’s Ambush

When you hit a creature, from which you are hidden,
with a weapon attack, roll your weapon damage dice
twice instead of once. On a critical hit,

roll the weapon’s damage dice three

times instead of twice.

Bulwark

Requires a Shield

When you take damage from a spell

or ability that requires a save, such as the
fireball spell, you can use your reaction to
reduce the damage dealt to you by an amount
equal to your AC. Psychic damage can't be
reduced by this stunt.

Felling Sweep

Requires a Heavy Melee Weapon

As an action, you can make a single

melee attack that targets each creature within
reach, using a single attack and damage roll.

Preemptive Strike

Requires a Melee Weapon

When a creature comes within reach of your
weapon, you can use your reaction to make a single
attack against it. On a hit, the target’s speed is
reduced by 15 feet until the start of your next turn.

Rapid Release

Requires a Ranged or Thrown Weapon

After you take the Attack action, you can use a bonus
action to make an additional attack with a ranged or
thrown weapon. You can draw a thrown weapon as part
of the attack.

Wrestler's Clutch

Requires a Melee Weapon

When you hit a creature with a melee attack, the creature
must succeed on a STR save or become grappled by

you. While this grapple persists, stunts you use against
the grappled creature don't expend uses of your Stunts
feature. This grapple ends if you attack another creature,
the target escapes, or you end it (no action required).

GRAND FINALE

15th-Level Weapon Master Feature

When you roll initiative and have no uses of your Stunts
feature remaining, you can regain 3 uses. You must
complete a long rest before you can use this feature again.



MECHANIST

Mechanists are inventors, makers, and engineers,
interested in the composition of material objects and in
the components of creation itself. While others dedicate
their lives to mastering magic or science, the mechanist
sees such forces as flexible components within a grander
design. To walk the path of the mechanist is to open

the back of the universe, observe its moving parts, and
restructure them as suits your needs.

Mechanist is a class that invites creative interpretation
by players. Your class can hold up in combat, but finding
ways to use the items and objects around you brings out the
aspects that make this class shine.

MECHANISTS AS ADVENTURERS

Mechanists are capable warriors with an arsenal of magical
tricks. With a little creativity, a mechanist can create items
or tools to suit any purpose, whether creating weapons
that exploit a foe’s weakness, conjuring a device to save a
falling friend, or enhancing a vehicle to reach a destination
in record time.

CLASS FEATURES

As a mechanist, you have the following class features.

HIT POINTS
Hit Dice: 1d10 per mechanist level
Hit Points at 1st Level: 10 + your CON modifier

Hit Points at Higher Levels: 1d10 (or 6) + your CON
modifier per mechanist level after Tst

PROFICIENCIES

Armor: Light armor, medium armor, and shields
Weapons: Simple weapons, martial weapons

Tools: Tinker tools and two additional tools your choice
Saves: CON, INT

Skills: Choose two from Arcana, History, Investigation,
Perception, and Sleight of Hand

STARTING EQUIPMENT

You start with the following equipment, in addition to the
equipment granted by your background:
e (a)amartial weapon and a shield or
(b) two simple weapons
o Light crossbow and 20 bolts
e (a) scale mail or (b) leather armor

o Tinker tools and a dungeoneer’s pack

EYES OF THE MAKER

1st-Level Mechanist Feature

When you touch a magic item or some other magic-imbued
object, you learn its properties and how to use it, whether
it requires attunement to use, and how many charges it has

(if any). You learn whether any spells are affecting the item
and what they are. If the item was created by a spell, you
learn which spell created it.

SHARD OF CREATION
1st-Level Mechanist Feature

You learn how to craft a shard of creation, which is a Tiny
magical object with many uses that appears on your person.
In its base state, the shard appears as a constantly shifting,
fluid-like bundle of plasma.

The shard vanishes instantly if you are slain or if it is not in
your possession for more than 24 consecutive hours. If the
shard is destroyed or you lose it, you can perform a 1-hour
ritual to create a replacement. This ritual can be performed
as part of a short or long rest.

The shard has a number of charges equal to your INT
modifier (minimum of 1), and you regain all expended
charges when you finish a long rest. Charges can be spent to
activate the following properties.

Inspire

When you make an ability check while touching the shard
(regardless of its current form), you can spend 1 charge to
roll a d6 and add the number rolled to your check result.



MECHANIST QUICK BUILD

To quickly create a mechanist, follow these steps
during character creation:

« For ability scores, prioritize INT and then either
STR or DEX (depending on if you want to focus on
melee or ranged weapons).

« For lineage and heritage, choose any combination
you like.

» For background and talent, choose Maker and
Trade Skills.

Transform

While touching the shard, you can use an action to
transform it into any type of nonmagical weapon or
shield or into any object of Medium size or smaller. The
object appears in an unoccupied space within 10 feet

of you, but the chosen space must contain a surface or
liquid capable of supporting the object. If the object you
create is of an appropriate size to be worn or held, you
can choose for the object to appear in your hand or on
your person. The total value (in gold pieces) of an object
created can’t be more than 20 x your mechanist level.

MECHANIST PROGRESSION

LEVEL PB EFFECTS KNOWN ITEMS

AUGMENT AUGMENTED
FEATURES

st +2 — — Eyes of the Maker,
Shard of Creation
2nd +2 2 3 Augment,
Efficient Action
3rd +2 3 3 Mechanist Subclass
4th +2 3 Improvement
5th +3 4 4 Multiattack
(2/Attack Action)
6th +3 4 4 Rapid Augment
7th +3 5 4 Subclass Feature
8th +3 5 4 Improvement
9th +4 6 5 Greater Creation
10th +4 6 5 Heroic Boon
11th +4 6 5 Subclass Feature
12th +4 7 5 Improvement
13th +5 7 6 Engineer’s Insight
14th +5 7 6 Ranged Augment
15th +5 8 6 Subclass Feature
16th +5 8 6 Improvement
17th +6 8 7 Always Prepared
18th +6 9 7 Perfect Creation
19th +6 9 7 Improvement
20th +6 9 7 Epic Boon

A transformed shard remains in its new form until
you die, use an action to return it to its original state,
or use an action to transform it again. No matter what
shape the shard assumes, those who handle the shard
can sense something strange about its nature. The shard
can’t be passed off as a typical item for purposes of
buying and selling.

AUGMENT
2nd-Level Mechanist Feature

You gain the ability to channel magical energy into items.
To use this ability, you must spend 1 hour focusing on the
item that you wish to augment while remaining in physical
contact with it (which can be done as part of a short or
long rest).

You gain two augment effects of your choice. Augment
effect options are detailed at the end of the class
description. At certain mechanist levels, you gain
additional augment effects of your choice, as shown in
the Augment Effects Known column of the Mechanist
Progression table.

When you use this ability, choose an effect from those
you know. Regardless of the effect, an augmented item is
considered a magic item while the effect remains active.
You can apply these effects to existing magic items, and
any bonuses or features granted by an augment effect stack
with any properties a magic item already possesses.

Unless specified otherwise, a chosen effect lasts
indefinitely, but as an action, you can touch an item to end
an ongoing effect that you created. You can have eftects
active on multiple items, provided you spend the required
time focusing on each item individually. However, an item
can only bear one effect at a time. Multiple uses of the
same effect don’t stack.

The maximum number of items you can affect with
this feature at one time is listed in the Augmented Items
column of the Mechanist Progression table. If you try to
exceed your maximum, you must choose an ongoing effect
to end.

You can also augment your transformed shard of
creation, provided its form meets the requirements for the
chosen effect. The effect remains with the shard when it
transforms as long as the new form remains compatible—
if not, the effect immediately ends.

EFFICIENT ACTION
2nd-Level Mechanist Feature

Your mechanical expertise allows you to use items more
efficiently in the chaos of battle. You can use a bonus action
to take the Use an Object action (see Actions in Combat
in Chapter 6) or to perform a weapon option (see Weapon
Options in Chapter 5).



MECHANIST SUBCLASS

3rd, 7th, 11th, and 15th-Level Mechanist Feature

Choose a subclass that reflects your relationship to your
craft, either Metallurgist or Spellwright (detailed at the end
of this class). Your choice grants you features at 3rd, 7th,
1rth, and 15th level.

IMPROVEMENT
4th, 8th, 12th, 16th, and 19th-Level Mechanist Feature
Choose one of the following improvements (ability scores
can’t be raised above 20 with this feature):
o Increase a single ability score by 2.
o Increase two different ability scores by 1 each.
o Increase one ability score by 1 and select a talent from
either the martial or the technical talents list (see
Talents in Chapter 4).

MULTIATTACK
sth-Level Mechanist Feature

Your physical prowess has grown. On your turn, you can
make two attacks when you take the Attack action.

RAPID AUGMENT
6th-Level Mechanist Feature
You can now use your Augment feature more rapidly. As
abonus action, you can touch an item and imbue it with a
known augment effect of your choice. You remain bound
by all other restrictions of the Augment feature, including
number of items.

You can use your Rapid Augment feature a number of
times equal to your INT modifier and regain all expended
uses when you finish a long rest.

GREATER CREATION
9th-Level Mechanist Feature
Your growing insight into the nature of reality allows you
greater control over your Shard of Creation feature. You
receive the following enhancements to its given properties.
Inspire
Your bonus to ability checks is now 1d8 (instead of 1d6).
Transform
You can now transform the shard into any Large or
smaller tool or nonmagical object. All other restrictions
still apply, including the limit on the gold piece value.

HEROIC BOON
10th-Level Mechanist Feature

Your commitment to the mechanist’s path grants you a
powerful new ability. Choose one of the following heroic
boons:

o Curse of Unmaking. As an action, you can make a
melee spell attack using your augment attack modifier
(see Augment Effects) against a creature or item
within reach. On a successful hit, the target becomes
cursed so that it is vulnerable to all damage. If the target

is a creature, it can attempt a CON save against your
augment save DC (see Augment Effects) each time it
takes a new instance of damage, ending the curse on
a success. Once you use this feature, you must finish a
long rest before you can use it again.

o Mend the Broken. As an action, you touch a creature
or item and cause it to magically regain a number of hit
points equal to 5 x your mechanist level. This effect also
repairs any catastrophic damage suffered by the target,
such as lost limbs, missing parts, or other harm that
would ordinarily be irreparable. If the item doesn’t have
a hit point total, your touch restores it to working order
as best it can with the pieces available. This feature can’t
restore expended charges on magic items or restore
magical properties to nonmagical items that were once
magical. Once you use this feature, you must finish a
long rest before you can use it again.

ENGINEER'S INSIGHT
13th-Level Mechanist Feature
Aslong as you have at least T minute of uninterrupted focus
on a task, when you make an ability check, treat any d2o
roll of 9 or lower as though you rolled a 10.

Normal activity like moving doesn’t interrupt focus, but
attacking, taking damage, or participating in anything that
requires initiative order does interrupt focus.

RANGED AUGMENT
14th-Level Mechanist Feature

You can now use your Rapid Augment feature on items
you can see within 6o feet of you. (You no longer need to
touch them.)

In addition, if an effect from your Augment feature
would typically require you to touch the item to activate its
properties, you no longer need to do so as long as the item
is within 60 feet of you. You don’t need to see the item to
activate its properties in this way.

ALWAYS PREPARED
17th-Level Mechanist Feature

When you would take damage from an attack, you can use a
reaction to take the Use an Object action.

PERFECT CREATION
18th-Level Mechanist Feature
Your growing insight into the nature of reality allows you
greater control over your Shard of Creation feature. You
receive the following enhancements to its given properties.
Inspire
Your bonus to ability checks is now 1d10 (instead of 1d8).

Transform

You can now transform the shard into any item—
including structures and vehicles—of Huge size or
smaller. You are no longer bound by any cost restrictions
when choosing a form.



EPIC BOON
20th-Level Mechanist Feature

Your commitment to the mechanist’s path grants you a
powerful new ability. You gain the following epic boon:

o Creative Engine. You gain a +1 bonus to your saves for
each effect from your Augment feature currently active
on items within 60 feet of you. If you fail a save while
any of those items are within 60 feet of you, you can
automatically end one of those effects (your choice) to
succeed on the save instead.

AUGMENT EFFECTS

This section lists the effects available for mechanists to
learn and use with their Augment feature. Each option
lists the type of item required for the effect to function and
provides a description of how the effect works. Any effects
that require an action to activate their properties can be
activated with the Use an Object action.

Some effects require you to make an attack roll or require
your target to make a save. The attack bonus and save DC
for these is calculated as follows:

Augment save DC = 8 + your proficiency bonus (PB)
+your Intelligence (INT) modifier

Augment attack modifier =your proficiency bonus
(PB) + your Intelligence (INT) modifier

ADHESIVE
Item Requirement: Large or Smaller Equipment or Object that
Isnw’t Being Worn or Held

You imbue an item with the ability to stick to surfaces. While

the item is within 30 feet of you, you can use an action to
speak a command word and affix the item to a solid surface
it is touching. The chosen surface can’t be part of a creature.

While afhxed, the item can support up to 1,000 pounds
of weight. If additional weight is added, the item detaches
from the surface (falling or moving as appropriate).

A creature can spend an action to attempt to remove the
affixed item with a STR (Athletics) check. The DC for this
check equals 8 + your PB + your INT modifier. If a creature
succeeds on this check, the item detaches from the surface.

If the item isn’t forcefully detached, it remains attached
for 24 hours or until you use an action to detach it. If the
item is detached by any means, its adhesive properties can’t
be activated again until you finish a long rest.

COLLAPSIBLE
Item Requirement: Large or Smaller Item that Isn’t Being Worn,
Held, or Fixed in Place

You imbue an item with the ability to become smaller.
While you touch the item, you can use an action to

reduce its size. When you do so, the target is halved in all
dimensions, its weight is reduced to 1/8 of normal, and it
decreases its size category by one, such as from Medium to

Small. The target’s size can’t be reduced further by multiple
uses of this feature. As an action, you can touch the target
and cause it to return to its original size.

At Higher Levels. Once you reach gth level in the
mechanist class, you can affect Huge or smaller items that
meet the other requirements.

DETECTING
Item Requirement: Goggles, Glasses, Spyglass, or Similar
Equipment or Object with a Transparent Surface

You imbue an item with magical capabilities to enhance
perception. While you touch the item, you can use an action
to activate one of the listed effects. You must equip, wear,
or actively look through the augmented item to gain the
benefit of the chosen effect:

o Darkvision. You gain darkvision out to a range of
30 feet.

o Invisi-Vision. You can see invisible creatures and
items as if they were visible. You are also aware of any
creatures within 30 feet of you or if any creatures come
within 30 feet of you, regardless of lighting conditions.

o Magic Vision. You gain the benefits of the detect magic
spell within 30 feet of you.

o X-Ray Vision. You gain the ability to see through
solid material within 30 feet of you. To you, solid items
within that radius appear transparent and don’t prevent
light from passing through them. The vision can
penetrate I foot of stone, I inch of common metal, or up
to 3 feet of wood or dirt. Thicker substances block your
vision, as does a thin sheet of lead.

While the augmented item is activated, you can use an
action to deactivate it or switch the type of vision the item
bestows. You can keep the item activated for up to 1 minute,
all at once or in several shorter spans, each one using a
minimum of 6 seconds (1 round) from the duration. The
effect fully recharges when you finish a long rest.

At Higher Levels. Once you reach oth level in the
mechanist class, the range of all vision effects increases to
60 feet.

EMPOWERED
Item Requirement: Weapon

You imbue a weapon with offensive power. The weapon
gains a +1 bonus to attack and damage rolls. If it wasn’t
already magical, it is now. If it was already magical, this
bonus stacks with any existing bonuses.

At Higher Levels. Once you reach gth level in the
mechanist class, the attack and damage bonus increases to
+2. At 15th level, it becomes +3.

ILLUSIVE
Item Requirement: Large or Smaller Item

You imbue an item with the ability to mask its true
appearance. While you touch the target, you can use an



action to cause the item to appear as a different item of
the same size and general composition. You can’t use this
feature to change a target’s overall nature. For instance, a
vehicle must always appear as another kind of vehicle, and
equipment must appear as some other kind of equipment.
Otherwise, the extent of the illusion is up to you.

The change in appearance doesn't hold up to physical
inspection. For example, if you use this effect to make a
sharpened sword seem dull, anyone who touched the blade
would be harmed as if they touched a fine-edged blade.

To discern whether an item is disguised, a creature can use
its action to inspect the item and must succeed onan INT
(Investigation) check against your augment save DC.

At Higher Levels. Once you reach gth level in the
mechanist class, you can affect Huge or smaller items.

LOADING
Item Requirement: Weapon with the Ammunition Property

You imbue an item with the ability to conjure magic
ammunition. When you wield the weapon, an appropriate
piece of ammunition magically appears in place as
you attack. Any damage dealt by this ammunition is
considered magical.

If you use this effect on a weapon with the Loading
property, you don’t need to spend any time reloading the
weapon.

PHOSPHORESCENT
Item Requirement: Small or Smaller Item that Can Be Worn

or Held
You imbue an item with the ability to glow. While the item
is on your person, you can use an action to cause the item
to emit bright light in a 20-foot radius and dim light for an
additional 20 feet. When you first activate the item, you

TYPES OF ITEMS

Mechanist rules refer to items and sub-categories of items
at various times, and those differences are important, so a
clear understanding of the terms can help keep things on
track. See the Interacting with Items section in Chapter 6
for more detail on different types of items.

Item: This broad category includes many kinds of
physical materials. All equipment, objects, structures, and
vehicles are items. Most nonliving, constructed things a
PC could encounter are items. Items can be divided into
sub-categories:

+ Equipment: A piece of equipment is a specific type of
item that can be worn or wielded by PCs, such as most
of the weapons, armor, tools, and adventuring gear
described in Chapter 5.

can choose whether this light shines normally or whether
it can only be seen by a number of creatures of your choice
within 30 feet of you. The maximum number of creatures
you can include equals your INT modifier. The light can be
any color you choose.

You can cause the item to stop emitting light at any time
(no action required).

At Higher Levels. Once you reach gth level in the
mechanist class, the radius increases to bright light in a
30-foot radius and dim light for an additional 30 feet. You
can choose for the bright light to be sunlight (see Vision
and Obscured Areas in Chapter 6).

PROPULSIVE

Item Requirement: Armor (not Shields) or Small or Smaller
Object that Can Be Worn

You imbue an item with the ability to increase the wearer’s
speed. While wearing the augmented item, your base
movement speed is increased by 5 feet.

In addition, while you wear the item, you can use
an action to move vertically up to 10 feet and remain
suspended there for up to 1 minute. You can repeat this
action on subsequent turns, rising up to an additional 10
feet each time you do so.

While suspended, you can move only by pushing or
pulling against a fixed item or surface within reach (such as
awall or ceiling), which allows you to move as if you were
climbing. When this effect ends or you choose to end it (no
action required), you float gently to the ground if you are
still aloft, and you can’t activate this Augment effect again
until you finish a long rest.

At Higher Levels. Once you reach oth level in the
mechanist class, the movement speed bonus increases to
10 feet. At 15th level, it becomes 20 feet.

 Object: An object is a broad type of item that includes
everyday things such as a barrel, a length of rope, or an
iron door. An object typically has a size, hit points, and
armor class, and it can be interacted with and broken.
Reviewing Object and Structure Statistics section in
Chapter 5 is helpful for understanding objects.

« Structure: A structure is a type of item that is similar to an
object, but it is usually large in scale and immobile, such
as a wall, hut, or well. It typically has a size, hit points, and
armor class, and it can be interacted with and destroyed.
Reviewing the Object and Structure Statistics section in
Chapter 5 is also helpful for understanding structures.

« Vehicle: A vehicle is a type of item with its own stat block
and governed by distinct mechanics, such as a boat or
wagon. See Vehicles in Chapter 5 for more details.



PROTEAN
Item Requirement: Weapon

You imbue a weapon with the ability to change its damage
type. When you successfully deal damage with the
augmented weapon, you can replace the weapon’s damage
type with another type of your choice. Damage altered
in this way is always considered magical for purposes of
overcoming resistances and immunities.

You can use this augment effect a number of times equal
to your PB and regain all expended uses when you finish a
long rest.

REACTIVE
Item Requirement: Large or Smaller Item that Isn’t Being Worn,
Held, or Fixed in Place

You imbue an item with the ability to detect specific
triggers and react in one of several ways. While you touch
the item, you can use an action to set or change the item’s
trigger and reaction.

You can set the item to trigger when a creature you specify
comes within 30 feet of it. This can be a specific creature
you have met, such as “Jon the messenger,” a general
visual description, such as “anyone wearing a city watch
uniform,” or a creature type, such as “Celestials.” Your GM
has final say on what is reasonable for a trigger.

When triggered, you instantly become mentally aware
that the item has been triggered, and the item can react in
one of the following ways. At your GM’s discretion, an item
might be able to react in other comparable ways:

Recording. The item begins to record everything it can
“see” and “hear” within 60 feet of it for the next hour,
perceiving as a creature with typical vision or hearing
could. After 1 hour, the item ceases to record new
information and stores the recording until the item is no
longer augmented or until you use an action to set a new
trigger or reaction. While a recording is stored, you or any
creature of your choosing can touch the item to mentally
see and hear anything contained in the recording.

Sound. The item emits a sound for up to T minute that
can be heard to a range of 60 feet (you choose quality
and range), such as the sound of ringing bells or a set of
bird calls. Alternatively, you can cause it to emit a pre-
determined message of 25 words or less in your own voice.

At Higher Levels. Once you reach gth level in the
mechanist class, the item can react when a specified
creature comes within 60 feet of it.

REINFORCED

Item Requirement: Item with Hit Points

You fortify an item. The target’s hit points and hit point
maximum increase by an amount equal to § x your
mechanist level. If the item is destroyed while this effect is
active, the effect ends.

RETURNING
Target: Equipment or Object that Can Fit in the Hand and Isn’t
Being Worn or Held

You imbue an item with the ability to return to your hand.
While the augmented item is within 60 feet, you can cause it
to instantly teleport into your hand (no action required). You
must have at least one hand free for this ability to function.

At Higher Levels. Once you reach gth level in the
mechanist class, you can affect an item up to 120 feet away
from you. At 15th level, you can affect an item anywhere on
the same plane as you.

REPELLANT
Item Requirement: Shield
You imbue an item with the ability to repel attackers. When
a Large or smaller creature hits you with a melee attack, you
can use your reaction to force the target to make a STR save
against your augment save DC. On a failure, the creature is
pushed 15 feet away from you. If the creature encounters a
solid surface (like a wall) before moving the full amount, it
takes 1d6 bludgeoning for each 10-foot increment it moved.
At Higher Levels. Once you reach gth level in the
mechanist class, a target that fails its save is pushed 30 feet
away from you.

MECHANIST SUBCLASSES

Asyou perfect your craft, you gain new abilities that reflect
the specific ways you’ve learned to restructure the forces of
the universe. Your choice of subclass speaks to the kinds of
mystic creations you excel at making,.

METALLURGIST

Mechanists who pursue the Metallurgist’s craft delight
in the thrill of combat and engineered armaments.
Metallurgist creations are awesome to behold in battle,
though few enemies live to spread tales of their terrifying
metal mechanisms.

METALLURGIST PROGRESSION

MECHANIST LEVEL FEATURES

3rd Augment: Absorbing, Mystic Metal
7th Heavy Hitter (d6)

9th Heavy Hitter (d8), Juggernaut

15th Full Metal, Heavy Hitter (d10)

AUGMENT: ABSORBING
3rd-Level Metallurgist Feature

You gain the following unique effect for your Augment
feature. This effect can’t be replaced and doesn’t count
against the number of effects that you know, as shown in
the Augment Effects Known column of the Mechanist
Progression table.



Absorbing
Item Requirement: Armor or Shield

You empower armor or a shield with the ability to absorb
and adapt to different damage types. When you take a
single instance of acid, cold, fire, force, lightning, poison,
or thunder damage while wearing or wielding the item,
you can use your reaction to reduce the damage taken by an
amount equal to twice your INT modifier. You then gain
resistance to the triggering damage type for 1 minute or
until you use this feature to absorb a different damage type.
You can use this feature a number of times equal to your
PB, regaining all expended charges when you finish a
long rest.

MYSTIC METAL
3rd-Level Metallurgist Feature

You learn to transmute armor into a mystical form. If

you spend I hour of uninterrupted focus in contact with

a nonmagical suit of armor (which can be done as part of
ashort or long rest), you can transmute that armor into

a suit of mystic metal. The transformation lasts until you
choose to end it or until you use this feature to transmute a
different suit of armor.

Any ongoing effects from your Augment feature on the
armor automatically end when the armor reverts to its
normal state. If anyone other than you attempts to don the
mystic metal, it instantly reverts to its normal state.

Once transformed, the mystic metal resembles a head-to-
toe suit of metallic armor, but you choose its color, style,
and other cosmetic details. Regardless of appearance,
mystic metal armor is not made of natural materials such
as metal or wood. Therefore, it isn’t affected by magic like
the heat metal spell or abilities like that of a rust monster.
The mystic metal is lightweight and doesn’t hinder
movement, and you are considered proficient with it.

Your mystic metal functions as a magic suit of armor with
the following properties:

o Each gauntlet of the armor functions as a simple
melee weapon with the Light property (which you are
proficient with). You can choose whether you use your
STR or INT modifier to determine the attack bonus
and damage dealt by the gauntlets. On a successful hit,
agauntlet deals 1d6 + your STR or INT modifier (your
choice) magical bludgeoning damage.

o Ifitison the same plane as you, you can use a bonus
action to summon the armor. When you do so, you
choose whether the armor appears in an unoccupied
space within 5 feet of you or if it appears on you, fully
donned. If you are already wearing armor when you

summon the mystic metal armor, it can’t appear on you.

o While worn, the armor is attached to your body and
can’t be removed against your will.

o While you wear the armor, your AC equals 13 + your
INT modifier.

Creatures who handle or inspect the mystic metal can tell
itisn’t a true magic item. Otherwise, it follows the rules of
a typical magic item (see Magic Items in Chapter §).

HEAVY HITTER
7th-Level Metallurgist Feature

You learn to upgrade the offensive capabilities of your
Mystic Metal feature. While wearing the armor, you gain
the following benefits:

o When you deal damage with a weapon attack, you deal
an additional 1d6 force damage. This extra damage
increases at higher levels, becoming 1d8 at 9th level and
1d10 at 15th level.

o When you make a weapon attack, you score a critical hit
onarollof 19 or 20.

JUGGERNAUT
11th-Level Metallurgist Feature

While wearing the armor from your Mystic Metal feature,
you have proficiency in the Athletics skill, and you have
advantage on any check made to initiate a grapple or shove,
or to perform any weapon option that requires a STR check.

In addition, if you move at least 15 feet on your turn before
making a melee weapon attack, you have advantage on the
attack roll.

FULL METAL
15th-Level Metallurgist Feature

While wearing the armor from your Mystic Metal
feature, you can use a bonus action to transform it into
a nigh-impervious state for I minute. If you are reduced
to o HP, you can choose for the Full Metal feature to
automatically activate (no action required).

While this state is active, you are immune to bludgeoning,
piercing, and slashing damage, and you have resistance to
all other damage types.

Once this state is used, you can’t activate it again until you
complete along rest.

SPELLWRIGHT

Mechanists who pursue the Spellwright’s craft are
fascinated by the intricacies of magic and its potential to
enhance their creations. Spellwrights are the enchanters,
tinkers, and crafters responsible for countless magic items
found across the world.

ARTIFICE INTUITION

3rd-Level Spellwright Feature

When you wield a magic weapon (including those with
active effects from your Augment feature), you can use your
INT instead of STR or DEX to determine the weapon’s
attack bonus and damage.



AUGMENT: IMBUE SPELL
3rd-Level Spellwright Feature

You gain the following unique effect for your Augment
feature. This effect can’t be replaced and doesn’t count
against the number of effects that you know, as shown in
the Augment Effects Known column of the Mechanist
Progression table.

Imbue Spell
Item Requirement: Weapon, Shield, or Object that Can Be Worn
or Held

You imbue an item with spell-like offensive or defensive
magical properties, choosing one of your known imbued
spells (see Imbued Spells Known) when you do so.

While holding the item, you—and only you—can take

an action to produce the spell’s effect from it, using your
spellcasting ability (see Spellcasting Ability). Any imbued
spell you cast in this way is always cast at the highest circle
you have access to via the Maximum Circle column of

the Spellwright Progression table. If the imbued spell
requires concentration, you must concentrate as the normal
spellcasting rules (see Chapter 7: Spellcasting). You can
use an imbued spell a number of times equal to your PB,
regaining expended uses when you complete a long rest.

Imbued Spells Known

When you first gain access to this feature, choose two 1st-
circle spells from the abjuration or evocation school. These
are your imbued spells. They can be from any source—
Arcane, Divine, Primordial, or Wyrd—but they must have
a casting time of T action. You can’t cast these spells as a

SPELLWRIGHT PROGRESSION

MBUED MAXIMUN
NOVVN
3rd Artifice Intuition, 2 1st
Augment: Imbue Spell

4th = 3 st

5th — 4 1st

6th = 4 1st

7th Energy Efficient 5 2nd
8th — 5 2nd
9th — 6 2nd
10th — 6 2nd
11th Device Savant 7 2nd
12th — 7 2nd
13th — 8 3rd
14th — 8 3rd
15th Overcharge 9 3rd
16th — 9 3rd
17th — 10 3rd
18th — 10 3rd
19th — 1 4th
20th — 1 4th

normal spellcaster would, but you know these spells for the
purposes of use with this feature.

You learn more imbued spells in this way as you
progress in mechanist levels as shown on the Spellwright
Progression table. Each imbued spell must be from the
abjuration or evocation school and each must be from the
same circle or lower as the circle listed in the Maximum
Circle column. When you gain a new level of mechanist,
you can replace one imbued spell you know with another
spell of your choice that fits the required criteria.

Spellcasting Ability
Intelligence (INT) is your spellcasting ability. Your INT
modifier determines the save DC or the attack modifier for
your imbued spells:
Spell save DC =8 + your proficiency bonus (PB) +
your Intelligence (INT) modifier
Spell attack modifier =your proficiency bonus (PB) +
your Intelligence (INT) modifier

ENERGY EFFICIENT

7th-Level Spellwright Feature

When you cast a spell from a magic item (including items
you have augmented), you can apply one of the following
applicable benefits:

o Casting the spell expends 1 fewer charge than the listed
cost, to a minimum of 1 charge.

o The spell deals additional damage equal to your INT
modifier (of the same damage type as the spell). If the
spell has multiple targets, you choose which target takes
the additional damage. Don’t add this bonus more than
once on the same casting,.

o Double your PB when determining the spell save DC
for this casting of the spell.

DEVICE SAVANT
11th-Level Spellwright Feature
Your metaphysical understanding of magic items allows
you to use them with ease. You ignore all restrictions on use
of magic items, including class, lineage, level requirements,
or access to specific spells.

If an item requires you use of your spell save DC or spell
attack modifier, use Intelligence (INT) as your spellcasting
ability (see Spellcasting Ability in this subclass).

OVERCHARGE
15th-Level Spellwright Feature

When you cast one of your imbued spells, you can modify
it in one of the following ways. Once you do so, you can’t
modify that same spell again until you finish a long rest:

o When you cast a spell that targets only you, you can
choose to double the spell’s duration.

o When you successfully hit a target with a spell attack or
when a target fails to make its save against your spell,
you can use your reaction to cause your spell to deal
maximum damage (no roll required).



MONK

Monks are martial warriors that might hail from palatial
fortresses in the sand-choked desert, forlorn island
hermitages where they study the stars, or expansive
communes where they toil to perfect their bodies and
minds. All monks possess a near-perfect understanding
of their bodies and have deeper connections to the world
that are indistinguishable from magic, be it anatomical,
mystical, or occult in origin.

Monk is a class that can more easily stand alone than
others. Your class sports powerful attacks, strong defenses,
and fast movement.

MONKS AS ADVENTURERS

Monks seek out ever greater understanding and challenges.
Due to their strict adherence to personal improvement,
monks are among the most self-sufficient class, prepared to
take on a variety of obstacles and journeys.

Though they’re capable warriors, most monks follow
teachings or seek specific experiences that might not align
with every party. The monk’s self-reliance, strict discipline,
and morality might conflict with traveling companions
intent on following materialistic desires.

CLASS FEATURES

As a monk, you have the following class features.

HIT POINTS

Hit Dice: 1d8 per monk level

Hit Points at 1st Level: 8 + your CON modifier

Hit Points at Higher Levels: 1d8 (or 5) + your CON
modifier per monk level after 1st

PROFICIENCIES

Armor: None

Weapons: Simple weapons, shortswords

Tools: One of your choice

Saves: STR, DEX

Skills: Choose two from Acrobatics, Athletics, History,
Insight, Religion, and Stealth

MONK QUICK BUILD

To quickly create a monk, follow these steps during

character creation:

« For ability scores, prioritize DEX and then WIS.

« For lineage and heritage, choose any combination
you like.

« For background and talent, choose Adherent and
Mental Fortitude.

STARTING EQUIPMENT

You start with the following equipment, in addition
to the equipment granted by your background:

e (a)any simple weapon
o (a)adungeoneer’s pack or (b) an explorer’s pack

e (a)10dartsor (b)asling

MARTIAL ARTS

1st-Level Monk Feature

You have mastery of combat styles that use unarmed strikes
and monk weapons, which are shortswords and any simple
melee weapons that don’t have the Two-handed or Heavy
property. You gain the following benefits while you are
unarmed or wielding only monk weapons and you aren’t
wearing armor or wielding a shield:

 You canroll ad4 in place of the normal damage of your
unarmed strike or monk weapon. This die changes as
you gain monk levels, as shown in the Martial Arts
column of the Monk Progression table.

 You can use DEX instead of STR for attack and damage
rolls of your unarmed strikes and monk weapons.

o When you are hit by a ranged weapon attack, you can
use your reaction to reduce the damage you take from
the attack by 1d10 + your DEX modifier + your monk
level. If you reduce the damage to o, you can catch the



missile or thrown weapon if it is small enough for you
to hold in one hand and you have at least one hand

free. If you catch a missile in this way, you can make a
ranged attack with the weapon or piece of ammunition
you just caught, as part of the same reaction. You make
this attack with proficiency, regardless of your weapon
proficiencies, and the missile counts as a monk weapon
for the attack, with a normal range of 20 feet and a long
range of 60 feet.

e When you use the Attack action with an unarmed
strike or a monk weapon on your turn, you can make
one unarmed strike as a bonus action. For example,
if you take the Attack action and attack with a
quarterstaff, you can also make an unarmed strike as
abonus action, assuming you haven’t already taken a
bonus action this turn.

UNARMORED DEFENSE

15t-Level Monk Feature

While you are wearing no armor and not wielding a shield,
your AC equals 10 + your DEX modifier + your WIS
modifier.

TECHNIQUES

2nd-Level Monk Feature

Your training gives you access to special techniques that
allow you to amplify and manipulate the energy within
yourself and the environment. Your ability to use this
energy is represented by technique points. Your monk level

MONK PROGRESSION

determines the number of points you have, as shown in the
Technique Points column of the Monk Progression table.

You can spend these points to fuel various techniques. You
start knowing three techniques: Flurry of Blows, Patient
Defense, and Step of the Wind. You learn more technique
features as you gain levels in this class.

You recover \ expended technique points when you finish
ashort or long rest. You must spend at least 30 minutes of
the rest meditating to regain your technique points.

Some of your techniques require your target to make
a save to resist the technique’s effects. The save DC is
calculated as follows:

Technique save DC =8 + your proficiency bonus (PB)
+your WIS modifier

Flurry of Blows

Immediately after you use an action on your turn, you can
spend 1 technique point to make two unarmed strikes or
make one attack with a monk weapon as a bonus action.

Patient Defense
You can spend 1 technique point to take the Dodge action
as a bonus action on your turn.

Step of the Wind

You can spend 1 technique point to take the Disengage or
Dash action as a bonus action on your turn. When you do
so, your jump distance is doubled until the start of your
next turn (see Special Movement Rules in Chapter 6).

MARTIAL TECHNIQUE UNARMORED
LEVEL PB L) POINTS MOVEMENT FEATURES
st +2 1d4 — — Martial Arts, Unarmored Defense
2nd +2 1d4 3 +10 ft Techniques, Unarmored Movement
3rd +2 1d4 5 +10 ft Monk Subclass
4th +2 1d4 5 +10 ft Improvement
Sth +3 1d6 6 +10 ft Multiattack (2/Attack Action), Stunning Strike
6th +3 1d6 7 +15 ft Empowered Strikes, Evasion
7th +3 1d6 8 +15 ft Subclass Feature
8th +3 1d6 9 +15 ft Improvement
9th +4 1d6 9 +15 ft Perfect Motion
10th +4 1d6 10 +20 ft Heroic Boon
T1th +4 1d8 1l +20 ft Subclass Feature
12th +4 1d8 12 +20 ft Improvement
13th +5 1d8 13 +20 ft Astral Teachings
14th +5 1d8 14 +25 ft Diamond Soul
15th +5 1d8 15 +25 ft Subclass Feature
16th +5 1d8 16 +25 ft Improvement
17th +6 1d10 17 +25 ft Timeless Self
18th +6 1d10 18 +30 ft Empty Body
19th +6 1d10 19 +30 ft Improvement
20th +6 1d10 20 +30 ft. Epic Boon




UNARMORED MOVEMENT

2nd-Level Monk Feature

Your speed increases by 10 feet while you aren’t wearing
armor or wielding a shield. This bonus increases when
you reach certain monk levels, as shown in the Monk
Progression table.

MONK SUBCLASS

3rd, 7th, 11th, and 15th-Level Monk Feature

Choose a subclass that reflects your method for
connecting with the energies of the universe, either
Flickering Dark or Open Hand (detailed at the end of this
class). Your subclass grants you features at 3rd, 7th, 11th,
and 15th level.

IMPROVEMENT
4th, 8th, 12th, 16th, and 19th-Level Monk Feature

o Choose one of the following improvements (ability
scores can’t be raised above 20 with this feature):

o Increase a single ability score by 2.
o Increase two different ability scores by 1 each.
o Increase one ability score by 1 and select a talent

from the martial talents list (see Martial Talents in
Chapter 4).

MULTIATTACK

sth-Level Monk Feature

Your physical prowess has grown. On your turn, you can
make two attacks when you take the Attack action.

STUNNING STRIKE

sth-Level Monk Feature

You can interfere with the flow of energy in an opponent’s
body. Once per turn, when you successfully hit another
creature with an unarmed strike or monk weapon, you
can spend 1 technique point to attempt to stun your foe.
When you do so, the target takes damage from your attack
as normal and then it must succeed on a CON save or

be stunned until the end of your next turn. Each time a
stunned target takes damage, it can repeat the save, ending
the stunned effect on a success.

EMPOWERED STRIKES

6th-Level Monk Feature

Your unarmed strikes count as magical for the purpose
of overcoming resistance and immunity to nonmagical
attacks and damage.

EVASION

6th-Level Monk Feature

You can dodge out of the way of certain area effects, such as
a blue dragon’s lightning breath or a fireball spell. When you
are subjected to an effect that allows you to make a DEX
save to take only half damage, you instead take no damage
ifyou succeed on the save and only half damage if you fail.

PERFECT MOTION

9th-Level Monk Feature

While you aren’t wearing armor or wielding a shield, you
gain the following benefits:

o When you fall, you can use your reaction to reduce any
falling damage you would take by an amount equal to 5 x
your monk level.

¢ You can move along vertical surfaces and across liquids
on your turn without falling during the move. If you
end your movement or if your movement is interrupted
while you are standing on a vertical surface or on liquid,
you fall as normal.

HEROIC BOON

10th-Level Monk Feature

Your commitment to the monk’s path grants you a powerful
new ability. Choose one of the following heroic boons:

o Purity of Body. Your mastery of the energy flowing
through your body makes you immune to disease, poison
damage, and the poisoned condition. In addition, when
you are reduced to o HP but not killed outright, you
can instantly reset your hit point total to your current
number of technique points. You can’t recover hit points
in this way again until you finish a long rest.



o Purity of Mind. The clearness of your mind gives you
advantage on Wisdom saves. As a bonus action, you
can end one effect on yourself that is causing you to be
charmed or frightened.

ASTRAL TEACHINGS

13th-Level Monk Feature

As an action, you can expend 2 technique points to become
proficient in one language, skill, tool, or weapon of your
choice until you are incapacitated or use this feature again.

DIAMOND SOUL

14th-Level Monk Feature

Your mastery of energy grants you proficiency in all saves.
In addition, when you make a save and fail, you can spend 1
technique point to reroll it. You must take the second result.

TIMELESS SELF

17th-Level Monk Feature

Your spirit sustains you, body and mind. You gain the
following benefits:

 You can’t be magically aged and suffer none of the
frailty of old age. You can still die of old age, however.

 You no longer need food or water.

* Your ability scores and hit point maximum can’t be
lowered or reduced by any means short of a wish spell.

EMPTY BODY

18th-Level Monk Feature

You can use your action to spend 4 technique points

to become invisible for I minute (see Appendix A:
Conditions). During that time, you also have resistance
to all damage but force damage. In addition, you can
spend 8 technique points to cast the astral projection spell
as an action (ignoring the standard casting time), without
needing material components. When you do so, you can’t
take any other creatures with you.

EPIC BOON

20th-Level Monk Feature

Your commitment to the monk’s path grants you a
powerful new ability. You gain the following epic boon:

o Boundless Technique. When you roll for initiative,
you regain up to 4 expended technique points. If you
start your turn with no technique points remaining, you
regain 2 technique points.

MONK SUBCLASSES

Your mastery of mind and body has opened new insights
into the nature of existence. Perhaps you began your studies
into each of these disciplines long ago, but now, you might
pursue them to the fullest. Two are presented here, the way
of the Open Hand and the way of the Flickering Dark.

FLICKERING DARK

Those few monks who coax and feed the shadows from
beyond the veil may bond with the all-consuming darkness.
They can conjure life-devouring expanses of shadow, peer
beyond the material world, and funnel that endless hunger
into a strike that bridges the gap between here and beyond.

FLICKERING DARK PROGRESSION

MONK LEVEL FEATURES

3rd Dark Flame, Obsidian Eyes
7th Grace of Umbra

11th Feeding Dark

15th Strike of Searing Shadow
DARK FLAME

3rd-Level Flickering Dark Feature
Asabonus action, you can spend 2 technique points to
shroud yourself in a To-foot radius of coiling, flickering
magical darkness. The darkness moves with you, remaining
centered on you, and lasts for 1 minute. It can't be dispelled
by a spell of 5th circle or lower.

When you first summon the dark flames, choose one of
the following properties:

o Clawing Shadows. Creatures that enter the darkness
for the first time on a turn or end their turn within it
take necrotic damage equal to your martial arts damage
die. You regain hit points equal to the necrotic damage
dealt. Constructs and Undead are unaffected.

o Grasp of Nothingness. Your unarmed strikes deal
additional necrotic damage equal to your PB.

o Spreading Darkness. While the darkness is active,
you can use an action to spend I technique point to
cast the darkness spell without expending a spell slot or
material component. This spell ends if you cast it again
or dismiss it (no action required).

At 11th level, you can choose two options instead of one

each time you use this feature.

OBSIDIAN EYES
3rd-Level Flickering Dark Feature
With 1 minute of quiet meditation (which can be done
as part of a rest), you fill the eyes of a willing creature,
including yourself, with inky black shadow. Until that
creature finishes a long rest, it can see in dim light,
darkness, and magical darkness as if it were bright light, to
adistance of 60 feet.

At 7th level, the target can see invisible creatures. At 11th
level, the target can't be blinded.

GRACE OF UMBRA

7th-Level Flickering Dark Feature

Awisp of true darkness shrouds your movement. When
you use your Step of the Wind technique, you become as



insubstantial as darkness until the end of your next turn.
While you aren’t in sunlight, you and everything you’re
carrying and wearing becomes intangible, and you can
move through small holes, cracks, and narrow openings.

In addition, you can spend 1 additional technique point as
part of the same bonus action to teleport up to your speed
to an unoccupied space that you can see within an area of
dim light, darkness, or magical darkness.

At 15th, level, you have resistance to all damage, except
radiant, while this feature is active.

FEEDING DARK

11th-Level Flickering Dark Feature

Your hold over shadow siphons energy from those around
you. Creatures that start their turn within an area of
magical darkness created by you must succeed on a CON
save or deal only half damage with weapon attacks that use
STR or DEX until the end of its turn.

Whenever a creature succeeds or fails its save against this
feature, you can use your reaction to teleport up to 1 mile
to a space adjacent to the target. Once you use this feature,
you can’t use it again until you finish a long rest, unless you
spend 3 technique points to do so.

STRIKE OF SEARING SHADOW

15th-Level Flickering Dark Feature

When you hit a target with a melee attack, you can use your
reaction to spend 5 technique points. When you do, your
strike carries a touch of infinite nothingness. The target
must make a CON save, taking 3d1o fire damage and 3d10
necrotic damage on a failed save or half as much damage
on asuccessful one. Each creature of your choice within
30 feet of the target must succeed on a STR save against
your technique save DC or take 2d1o force damage and be
pulled up to 20 feet directly toward the target.

When you reduce a creature to o HP with this feature,
itis reduced to ash, and its shadow remains permanently
affixed to the surface upon which it died. You gain a
number of temporary hit points equal to half the creature’s
hit point maximum.

OPEN HAND

Monks of the Open Hand hone their bodies to physical
perfection. They learn techniques to push and trip their
opponents, practice advanced meditation to protect them
from harm, and develop secret techniques to transform
their bodies into the ultimate weapon.

OPEN HAND PROGRESSION

MONK LEVEL FEATURES

3rd Focus Intent, Open Hand Technique
7th Wholeness of Body
11th Tranquil Soul

15th Quivering Palm

FOCUS INTENT
3rd-Level Open Hand Feature
When you or a creature within § feet of you makes an ability
check or attack roll, you can use your reaction to roll your
martial arts die. The target gains a bonus or a penalty (your
choice) to its roll equal to the number you rolled.

You can use this feature a number of times equal to your
WIS modifier. You regain all expended uses when you
finish a long rest.

OPEN HAND TECHNIQUE

3rd-Level Open Hand Feature

You can manipulate your enemy’s energy with your own.
When you hit a creature with one of the attacks granted by
your Flurry of Blows technique, you can impose one of the
following effects on that target:

o Itcan’t take reactions until the end of your next turn.
o It mustsucceed on a DEX save or be knocked prone.

o Itmustsucceed ona STR save or be pushed up to 15 feet
away from you.

WHOLENESS OF BODY

7th-Level Open Hand Feature

When you roll initiative and have at least 1 hit point, you
regain a number of hit points equal to your CON modifier
+your monk level.

TRANQUIL SOUL

11th-Level Open Hand Feature

You have learned the way of war, so you may better walk
the world in peace. As an action, you can spend 3 technique
points to cast the sanctuary spell on yourself. The spell lasts
until the end of your next short or long rest (or it can end
early as normal).

QUIVERING PALM

15th-Level Open Hand Feature

As an action, you can make a single unarmed strike against
acreature. On a hit, you can spend 4 technique points to fill
that creature with potentially lethal vibrations that last for
anumber of days equal to your monk level.

For the duration, so long as you and the target are on the
same plane, you can use an action to end the vibrations,
ripping the creature apart. When you do, the target must
make a CON save. On a failure, the target takes force
damage equal to § x your monk level and is paralyzed
until the end of your next turn. On a success, the target is
stunned for 1 minute, and at the end of each of their turns,
and each time they take damage, the target can repeat the
save, ending the effect on a success. A target that fails the
save by 5 or more instantly dies.

Each time you use this feature after the first, the technique
cost to use it increases by 2. When you finish a long rest, the
cost resets. This feature can affect only one target at a time.



PALADIN

Though many consider a life pursuing divinity to be a life of
healing, learning, and worship, there are a few who pledge
themselves as unbending instruments of a greater cause.
These divinely guided warriors are called paladins, and
each of them follows a set of principles—an oath sworn to
agod, themselves, or the tides of fate.

Paladin is a class that combines aspects of healing and
fighting. Your class can hit very hard a small number of
times, so stay in the thick of things to be useful when
the moment comes up.

PALADINS AS ADVENTURERS

Paladins are versatile warriors with a variety

of divine and martial abilities and proficiencies

that make them perfect for a life of adventuring. They

are hardy traveling companions, capable of shrugging

off physical and mental strain, and they often possess
rousing personalities and unshakable resolve that fortifies
adventure, whether in backstabbing noble courts or
monster-strewn badlands.

Unlike clerics, paladins aren't bound to the
sometimes-mercurial whim of gods, but to an oath that
allows them to act with utter surety. Companions who
try to subvert that oath might find themselves at odds
with the powerful divine warrior.

PALADIN PROGRESSION DIVINE SPELL SLOTS BY CIRCLE
SPELLS
LEVEL PB FEATURES KNOWN 1ST 2ND 3RD 4TH 5TH
Ist +2 Divine Sense, Lay on Hands — — — — — —
2nd +2 Divine Smite, Martial Action, Spellcasting 2 2 — — — —
3rd +2 Paladin Subclass 3 3 — — — —
4th +2 Improvement 3 3 — — — —
Sth +3 Multiattack (2/Attack Action) 4 4 2 — — —
6th +3 Aura of Protection 4 4 2 = = =
7th +3 Subclass Feature 5 4 3 — — —
8th +3 Improvement 5 4 3 = = =
9th +4 Aura of Courage 6 4 3 2 — —
10th +4 Heroic Boon 6 4 3 2 = =
11th +4 Subclass Feature 7 4 3 3 — —
12th +4 Improvement 7 4 3 3 = =
13th +5 Channel Divinity (2/Rest) 8 4 3 3 1 —
14th +5 Cleansing Touch 8 4 3 3 1 —
15th +5 Subclass Feature 9 4 3 3 2 —
16th +5 Improvement 9 4 3 3 2 =
17th +6 Aura Improvements 10 4 3 3 3 1
18th +6 Channel Divinity (3/Rest) 10 4 3 3 3 1
19th +6 Improvement 1 4 3 3 3 2
20th +6 Epic Boon 1l 4 3 3 3 2




CLASS FEATURES

As a paladin, you have the following class features.

HIT POINTS
Hit Dice: 1d10 per paladin level
Hit Points at 1st Level: 10 + your CON modifier

Hit Points at Higher Levels: 1d10 (or 6) + your CON
modifier per paladin level after 1st

PROFICIENCIES

Armor: All armor and shields

Weapons: Simple weapons, martial weapons
Tools: None

Saves: WIS, CHA

Skills: Choose two from Athletics, Insight, Intimidation,
Medicine, Persuasion, and Religion

STARTING EQUIPMENT
You start with the following equipment, in addition to the
equipment granted by your background:

e (a)a martial weapon and a shield or
(b) two martial weapons

o (a) five javelins or (b) any simple melee weapon
o (a)apriest’s pack or (b) an explorer's pack

o Chain mail and a holy symbol

DIVINE SENSE
1st-Level Paladin Feature

During your turn, you can open your awareness to detect
the presence of supernatural forces (no action required).
For 1 minute, you know the location of any Celestial,
Fiend, or Undead within 60 feet of you that isn’t behind
total cover. You know the creature type of any being whose
presence you sense, but you don’t know which specific
creature it is. Within the same radius, you also detect the
presence of any place or object that has been consecrated or
desecrated with the hallow spell.

You can use this feature a number of times equal to your
PB + 1. When you finish a long rest, you regain all uses.

LAY ON HANDS
1st-Level Paladin Feature

Your blessed touch can heal wounds. You have a pool of
healing power that replenishes when you take a long rest.
With that pool, you can restore a total number of hit points
equal to 5 x your paladin level.

Asanaction, you can touch a willing creature and draw
from the pool to restore a number of hit points to that
creature up to the maximum amount remaining in your
pool. Alternatively, you can expend s hit points from your
pool of healing to cure the target of one disease or neutralize
one poison affecting it. You can cure multiple diseases and
neutralize multiple poisons with a single use of this feature,
expending hit points separately for each one.

PALADIN QUICK BUILD

To quickly create a paladin, follow these steps during

character creation:

« For ability scores, prioritize STR and then CHA.

« For lineage and heritage, choose any combination
you like.

« For background and talent, choose Courtier and
Combat Conditioning.

Asabonus action, you can use this feature to affect
yourself instead of a different creature. This feature has no
effect on Constructs or Undead.

DIVINE SMITE
2nd-Level Paladin Feature

Once per turn, when you hit a creature with a weapon
attack, you can expend one Divine spell slot to deal extra
radiant damage to the target, in addition to the weapon’s
normal damage. The extra damage is 2d8 for a 1st-circle
spell slot, plus 1d8 for each circle higher than 1st, to a
maximum of 5d8. The damage increases by 1d8 if the target
is a Fiend or Undead.

MARTIAL ACTION
2nd-Level Paladin Feature

Your tactical expertise allows you to act quickly on the
battlefield. You can take a bonus action on each of your
turns in combat to perform a weapon option (see Weapon
Options in Chapter 5) or one of the martial actions
granted by this feature.

Choose one of the following martial actions that you know.

Guard
Requires Wielding a Shield

As abonus action, you raise your shield to intercept
incoming attacks. Select one enemy creature within s feet
of you. That creature has disadvantage on the first attack
roll it makes against you or an ally within 5 feet of you
before the start of your next turn.

Wind Up
Requires Wielding a Heavy or a Versatile Weapon
with Both Hands

Asabonus action, you ready a powerful attack against a
nearby target. Select one target you can see within 10 feet
of you. If you hit that target with a melee weapon attack
before the end of your turn, the first such attack deals
extra damage equal to your PB (of the same damage type
as the weapon).



SPELLCASTING
2nd-Level Paladin Feature

At 2nd level, you enhance your martial prowess with the
ability to cast Divine spells. See Chapter 7: Spellcasting
for general rules of spellcasting and the Divine spell list.

Casting Spells
You know a small number of spells and can cast any of
them by using a Divine spell slot of the spell’s circle or
higher. You don't need to prepare spells ahead of time.
The Paladin Progression table shows how many spells
you know and how many Divine spell slots you have at a
given level. For example, at sth level, you have four 1st-
circle slots and two 2nd-circle slots. If you know the 1st-
circle spell bless and have a 1st-circle and a 2nd-circle spell
slot available, you can cast bless using either slot. If you use
a1st-circle slot, you have three 1st-circle slots remaining.
You regain all used spell slots when you finish a long rest.

PLAYER ADVICE

Your Channel Divinity powers don't require concentration unless
the ability explicitly states that it does. An oath of Justice paladin
can, at high levels, affect a single target or multiple targets with
Burden of Guilt and Judgement, prioritizing damage on certain
targets and limiting the escape ability of others.

Spells Known of 1st Circle and Higher
At 2nd level, choose two 1st-circle spells from the Divine
spell list to learn.

The Spells Known column of the Paladin Progression
table shows when you learn additional Divine spells. Each
spell you choose must be from a circle for which you have
Divine spell slots. For instance, when you reach sth level as
a paladin, you can learn one new Divine spell from the 1st
or 2nd circle.

In addition, when you gain a level of paladin, you can
choose one Divine spell you know and replace it with
another spell of your choice from the Divine spell list. The
replacement spell must be of a circle for which you have
Divine spell slots.

Spellcasting Ability
Charisma (CHA) is your spellcasting ability. Your CHA
modifier determines the save DC or the attack modifier for
certain spells you cast:
Spell save DC =8 + your proficiency bonus (PB) +
your CHA modifier
Spell attack modifier =your proficiency bonus (PB) +
your CHA modifier

Spellcasting Focus
You can use a holy symbol (see Adventuring Gear in
Chapter §) as a spellcasting focus for your Divine spells.

PALADIN SUBCLASS
3rd, 7th, 11th, and 15th-Level Paladin Feature

Choose a subclass that reflects the oath you swear to
uphold, either Devotion or Justice (detailed at the end of
this class). Your choice grants you spells and other features
at 3rd, 7th, 11th, and 15th level.

Oath Spells
Each paladin subclass has a list of oath spells that you
can access as soon as you can cast spells of that circle (as
shown in the Paladin Progression table). Once you gain
such a spell, it is always on your list of known spells, and
it doesn’t count against the number of spells you know.
However, casting an oath spell still expends a Divine spell
slot as normal.

If one of these spells isn’t on the Divine spell list, it still
counts as a Divine spell for you. You can’t replace oath
spells when you gain a level of paladin.

Channel Divinity

Each paladin subclass gives you one or more ways to
channel divine energy into magical effects, and each
subclass explains how they work.

When you use your Channel Divinity feature, choose
which effect you want. Some of these effects require a save,
and in those cases, the DC is equal to your spell save DC.

Beginning at 13th level, you can use your Channel
Divinity feature twice between rests, then three times at
18th level. When you finish a short or long rest, you regain
any expended uses.

IMPROVEMENT
4th, 8th, 12th, 16th, and 19th-Level Paladin Feature
Choose one of the following improvements (ability scores
can’t be raised above 20 with this feature):
o Increase a single ability score by 2.
o Increase two different ability scores by 1 each.

o Increase one ability score by 1 and select a talent
from the martial talents list (see Martial Talents in
Chapter 4).

MULTIATTACK
sth-Level Paladin Feature

Your physical prowess has grown. On your turn, you can
make two attacks when you take the Attack action.

AURA OF PROTECTION

6th-Level Paladin Feature

When you or a friendly creature within 10 feet of you
makes a save, the creature gains a bonus to the save equal
to your CHA modifier (minimum bonus of +1). You must



be conscious to grant this bonus. A creature can only
receive the benefits of one Aura of Protection feature at a
time (thatis, auras from multiple paladins don’t stack).

AURA OF COURAGE
oth-Level Paladin Feature

You and friendly creatures within 10 feet of you can’t be
frightened while you are conscious.

HEROIC BOON

10th-Level Paladin Feature

Your commitment to the paladin’s path grants you a
powerful new ability. Choose one of the following heroic
boons:

o Divine Recovery. When you heal a creature with your
Lay on Hands feature, the target can expend one of
their hit dice, roll the die, and add their CON modifier
to it. The target regains that many hit points, in
addition to any healing received from Lay on Hands.

 Radiant Strikes. Your every strike is divinely
empowered. When you hit a creature with a weapon,
the attack deals an extra 1d8 radiant damage. Fiends
and Undead instead take 2d8 radiant damage. This
extra damage stacks with any damage from your Divine
Smite feature.

CLEANSING TOUCH

14th-Level Paladin Feature

You can use your action to end one
spell on yourself or on one willing
creature you touch.

You can use this feature a number
of times equal to your CHA modifier
(minimum of one). You regain
expended uses when you finish a
long rest.

AURA IMPROVEMENTS

17th-Level Paladin Feature

The range of your Aura of Protection and Aura of Courage
features (and any auras granted by your paladin subclass)
increases to 30 feet.

EPIC BOON

20th-Level Paladin Feature

Your commitment to the paladin’s path grants you a
powerful new ability. You gain the following epic boon:

o Aura of Salvation. As an action, you can exude a
calming reassurance for T hour. While the aura is active,
you and friendly creatures within 30 feet of you have
resistance to nonmagical damage and automatically
succeed on death saving throws. A creature with at least
1 HP that starts its turn in the aura regains hit points
equal to your CHA modifier. This effect ends early if
you are incapacitated or die. Once used, you can't use it
again until you finish a long rest.

PALADIN SUBCLASSES

When you have strengthened your resolve, pitted yourself
against wickedness, and proven that fate is on your side,
you will be ready to take your sacred oath. Each oath is
both a set of principles to which you will strive

and a reflection of manifestation of

your divine powers.



Choose wisely, for breaking your oath may strip you of
your powers until you right the wrong or overcome the
adversity that broke your oath in the first place.

DEVOTION

Swearing an oath of Devotion binds a paladin to the
principles of duty, honor, justice, and order. These paladins
define themselves as holy warriors or knights, pledged to
further a righteous cause to which they devote themselves.
They typically hold angels, resplendent servants of good, in
high regard, often adorning their armor, shield, or weapon
with their iconography.

TENETS OF DEVOTION
Though the exact words and strictures of the oath of
Devotion vary, its paladins share these tenets.

Compassion. Protect the weak, aid the helpless, and show
mercy to your enemies whenever you are able.

Courage. Though caution is wise, never fear to act.

Duty. Do always as you have sworn to do. Obey those who
have authority over you.

Honesty. Never tell a lie when the truth will suffice. Your
word is your sacred promise.

Honor. Treat others with fairness. Let your deeds prove
your character.

DEVOTION PROGRESSION

PALADIN

LEVEL FEATURES

3rd Channel Divinity: Sacred Weapon, Channel Divinity:
Sanctifying Light, Devotion Oath Spells

7th Aura of Devotion

11th Purity of Spirit

15th Holy Nimbus

CHANNEL DIVINITY
3rd-Level Devotion Feature

You gain the following two Channel Divinity options.

Channel Divinity: Sacred Weapon

As an action, you can imbue one weapon you are holding
with positive energy. For 1 minute, you add your CHA
modifier to attack rolls you make with that weapon
(minimum bonus of +1). The weapon also emits bright
light in a 20-foot radius and dim light 20 feet beyond that.

PLAYER ADVICE

The Sacred Weapon feature can enhance ranged weapons as well as
melee weapons. For example, if you use it on a longbow, the bow itself
becomes the sacred weapon, so all arrows fired from it receive the bonus
to attack rolls—you aren’t imbuing individual arrows with divine energy.

If the effected weapon isn’t already magical, it becomes
magical for the duration.

You can end this effect on your turn (no action required).
It ends early if you fall unconscious.

Channel Divinity: Sanctifying Light

Asan action, you present your holy symbol and speak

a prayer to bathe yourself in a flash of holy light. Each
Aberration, Fey, Fiend, and Undead of your choice within
30 feet of you that can see you must make a CHA save. If
the creature fails its save, it is blinded for T minute. At the
end of each of its turns, a target can make a CON save,
ending the effect for itself on a success.

DEVOTION OATH SPELLS
3rd-Level Devotion Feature

You gain oath spells at the paladin levels listed in the
Devotion Oath Spells table. See the Paladin Subclass class
feature for how these spells work.

DEVOTION OATH SPELLS

PALADIN LEVEL SPELLS

3rd sanctuary

5th warding bond

9th protection from energy
13th stoneskin

17th mass cure wounds

AURA OF DEVOTION

7th-Level Devotion Feature

You and friendly creatures within 10 feet of you can’t be
charmed while you are conscious. This aura is enhanced by
the 18th-level Aura Improvements class feature.

PURITY OF SPIRIT
11th-Level Devotion Feature
Your connection to divinity gives you constant protection
from the influence of supernatural creatures. You always
have the following protections against Aberrations,
Celestials, Elementals, Fey, Fiends, Undead, and creatures
with the Outsider tag:

o Listed creatures have disadvantage on attack rolls

against you.
* You can use your Divine Sense feature to detect

any listed creatures, not just Celestials, Fiends, and
Undead.

e You can’t be charmed, frightened, or possessed by
listed creatures.

HOLY NIMBUS

15th-Level Devotion Feature

As an action, you can emanate a nimbus of sunlight. For

1 minute, bright light shines from you in a 30-foot radius,
and dim light shines 30 feet beyond that. This light counts



as true sunlight, such as when interacting with Sunlight
Hypersensitivity, and it banishes areas of magical darkness
created by the darkness spell or similar magic.

When an enemy creature starts its turn in the bright light,
it takes radiant damage equal to your paladin level. In
addition, for the duration, you have advantage on saves.

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

JUSTICE

Swearing an oath of Justice binds a paladin to the purpose
of bringing great evil to justice. These paladins have been
stripped of concerns for honor, piety, or purity—given

free rein to oppose evil as they find prudent. They have
promised themselves only to enact divine justice on those
who bring harm and terror. Oftentimes, these paladins

can be identified by the trappings with which they adorn
themselves—ceremonial weapons, etchings of scripture, or
vestments depicting their fallen enemies.

TENETS OF JUSTICE
Simple, sharp, and undeniable, the tenets of justice are as
efficient as the paladins who swear them. Enacting them
supersedes the paladin’s desires, fears, promises, and
righteousness, so long as justice is served.

Bury the Fallen. Put to rest anyone who falls while facing
your sworn enemy.

Excise the Wicked. Those who sow evil and terror must be
destroyed.

No Mercy. Forgiveness of evil is evil itself.

JUSTICE PROGRESSION

PALADIN

LEVEL FEATURES

3rd Channel Divinity: Burden of Guilt, Channel Divinity:
Judgement, Justice Oath Spells

7th Aura of Vigilance

11th Unworthy Adversary

15th Divine Executioner

CHANNEL DIVINITY
3rd-Level Justice Feature
You gain the following two Channel Divinity options.

Channel Divinity: Burden of Guilt

As abonus action, you can call upon your divine power to
curse a single foe you can see within 30 feet. For 1 minute,
the target’s speed is halved. If it is flying at the end of its
turn, it must succeed on a CHA save or fall to the ground.
This effect ends early if you fall unconscious.

Channel Divinity: Judgement

As abonus action, you can use your Channel Divinity to
designate a single target within 10 feet of you as your divine
quarry. For 1 minute, you have advantage on attack rolls

against the target, and your weapon attacks against it deal
additional radiant damage equal to your CHA modifier.
This effect ends early if you deal damage to a creature other
than the target of this feature.

JUSTICE OATH SPELLS
3rd-Level Justice Feature

You gain oath spells at the paladin levels listed in the
Justice Oath Spells table. See the Paladin Subclass class
feature for how these spells work.

JUSTICE OATH SPELLS

PALADIN

LEVEL SPELLS

3rd pendulum

5th misty step

9th haste

13th greater invisibility
17th greater hold

AURA OF VIGILANCE

7th-Level Justice Feature

While you aren't incapacitated, you and friendly creatures
within 10 feet of you gain a bonus to initiative rolls equal
to your proficiency bonus. This aura is enhanced by the
18th-level Aura Improvements class feature.

UNWORTHY ADVERSARY

11th-Level Justice Feature

When a creature you can see within 30 feet of you makes
an attack against an ally, you can use your reaction to move
up to half your speed toward the attacking creature. If the
attacking creature is the target of the Judgement effect of
your Channel Divinity feature, you can make a weapon
attack against that creature as part of the same reaction.

DIVINE EXECUTIONER

15th-Level Justice Feature

Using your action, you can channel the full might of order,
balance, and righteous violence into yourself and become
an instrument of decisive justice. You gain the following
benefits for 1 hour:

o Each time you deal damage, you can reroll the damage,
but you must use the new result.

o When you take the attack action on your turn, you can
make one additional attack as part of that action.

o When an enemy you can see within 10 feet of you deals
damage to you or an ally within 10 feet of you, you can
use your reaction to force that creature to also take half
the damage it dealt, of the same damage type.

Once used, you can't use this feature again until you finish
alongrest.



RANGER

Rangers are unparalleled explorers with a mystical
connection to the natural world. A combination of martial
prowess, spellcasting, and supernatural awareness ensures
rangers excel as scouts, trackers, and hunters. Few classes
prove as deadly as a ranger once their quarry is within sight.

Ranger is a class that blends features from multiple classes
and has plenty of opportunity for customization. Your class
features lend themselves to creating a skirmisher, archer,
or warrior focused on high-utility magic.

RANGERS AS ADVENTURERS

Rangers are born adventurers. No class is better suited

to surviving the rigors of the wild than a ranger, and their

excellent survival skills are often the difference between life

and death for adventuring parties far from civilization.
While rangers shine outside of combat, they also possess

an impressive array of martial abilities. They might lack

the brawn of fighters or full spellcasting abilities of druids,

but they make up for it with excellent damage output and

mobility.

CLASS FEATURES

As a ranger, you have the following class features.

HIT POINTS
Hit Dice: 1d10 per ranger level

Hit Points at 1st Level: 10 + your CON modifier

Hit Points at Higher Levels: 1d10 (or 6) + your CON
modifier per ranger level after Tst

PROFICIENCIES

Armor: Light armor, medium armor, and shields

Weapons: Simple weapons, martial weapons

Tools: Your choice of herbalist tools, navigator tools, or
trapper tools

Saves: STR, DEX

Skills: Choose three from Animal Handling, Athletics,
Insight, Investigation, Nature, Perception, Stealth, and
Survival

STARTING EQUIPMENT
You start with the following equipment, in addition to the
equipment granted by your background:

e (a) scale mail or (b) leather armor
o (a) two shortswords or (b) two simple weapons
e (a)adungeoneer's pack or (b) an explorer's pack

 Alongbow and quiver of 20 arrows

EXPLORER

1st-Level Ranger Feature

Your ability to deal with environmental challenges is
unmatched. You gain the following benefits:

 You gain either a climbing speed or swimming speed
equal to your base movement speed.

 You have advantage on checks to track a creature (see
Tracking in Chapter 6).

* Your speed isn’t halved when you move through
nonmagical or magical difficult terrain. You suffer
other penalties caused by moving through difficult
terrain as normal.

MYSTIC MARK

1st, 6th, 13th, and 17th-Level Ranger Feature

When you hit a creature with an attack roll, you can
mystically mark it as your favored quarry. The creature
remains marked for 1 minute, until you use this feature to
mark a different creature, or until you become incapacitated.



While a creature is marked (including for the attack that
triggered the mark), you deal an extra 1d4 damage to it
(of the same damage type as the weapon) each time you
successfully hit it with a weapon attack.

You can use this feature a number of times equal to your
PB. You regain all uses when you finish a long rest.

This extra damage increases as you gain ranger levels,
becoming 1d6 at 6th level, 1d8 at 13th, and 1d10 at 17th.

MARTIAL ACTION
2nd-Level Ranger Feature

Your tactical expertise allows you to act quickly on the
battlefield. You can take a bonus action on each of your
turns in combat to perform a weapon option (see Weapon
Options in Chapter 5) or one of the martial actions
granted by this feature.
Choose one of the following martial actions that you know.
Aim
Requires Wielding a Ranged or Thrown Weapon
As abonus action, you take the time to increase the
effectiveness of your next ranged weapon attack. Select
one target you can see. If you make a ranged weapon
attack against that target before the end of your turn,
double your PB for the first attack roll.

RANGER PROGRESSION

RANGER QUICK BUILD

To quickly create a ranger, follow these steps during

character creation:

« For ability scores, prioritize DEX and then WIS.

« For lineage and heritage, choose any combination
you like.

« For background and talent, choose Homesteader
and Far Traveler.

Quick Strike
Requires Wielding Two Light Weapons

After you take the Attack action on your turn and attack
with a Light melee weapon that you’re holding in one
hand, you can use a bonus action to make two attacks
with a different Light melee weapon that you’re holding
in the other hand—instead of the one attack typically
granted by two-weapon fighting. Don’t add your ability
modifier to the damage of these additional attacks unless
the modifier is negative.

PRIMORDIAL SPELL SLOTS BY CIRCLE

SPELLS

LEVEL PB FEATURES KNOWN 1ST 2ND 3RD 4TH 5TH
st +2 Explorer, Mystic Mark — — — — — —
2nd +2 Martial Action, Spellcasting 2 2 = = = =
3rd +2 Ranger Subclass 3 