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INTRODUCTION

O/ HE COMPLETE MARTIALIST HANDBOOK WAS
written to expand the options available to you
in your DUNGEONS & DRAGONS campaigns.
It includes original archetypes for the
Barbarian, Fighter, Ranger, and Rogue
classes. These new archetypes broaden the
fiction of each of these classes, letting you

play everything from a barbarian practicing painted rune
magic to a chemical cocktail crafting rogue. We hope
these archetypes help you play character concepts you've
always wanted to or dream up all new ideas!

In addition to the new archetypes, The Complete
Martialist Handbook also introduces new weapons,
feats, and magic items. The weapons are inspired
by real weapons used around the world throughout
history as well as black powder weapons that serve as
an alternative to the firearms rules presented in the
Dungeon Master’s Guide. The feats enhance thematic
weapon sets and less well-loved weapons from the
Player’s Handbook. The Martial Artist feat provides
a way to expand the role of unarmed combat in your
game beyond the Monk and Pugilist classes. Finally,
the chapter on magic items introduces dozens of new
pieces of loot for your hero to chase after on their quests.

Ross and I are proud to present The Complete
Martialist Handbook but, even more, excited for it to
have a role in your adventures. Thanks for picking up
The Complete Martialist Handbook. Have fun with it!

- Benjamin Huffman

Disclaimer: The authors of this book are not responsible for injury or death caused by a reader attempting to transform into an animal,
homebrew chemical cocktails, or execute an inquisition against alleged heathens. Please use black powder weapons responsibly and
always utilize the buddy system when operating the helm of exsanguination.

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, the dragon ampersand, Player’'s Handbook, Monster Manual, Dungeon Master’s Guide, D&D Adventurers League, all
other Wizards of the Coast product names, and their respective logos are trademarks of Wizards of the Coast in the USA and other countries. All characters and their distinctive likenesses are
property of Wizards of the Coast. This material is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the material or artwork contained
herein is prohibited without the express written permission of Wizards of the Coast.

©2016 Wizards of the Coast LLC, PO Box 707, Renton, WA 98057-0707, USA. Manufactured by Hasbro SA, Rue Emile-Boéchat 31, 2800 Delémont, CH. Represented by Hasbro Europe, 4 The
Square, Stockley Park, Uxbridge, Middlesex, UB11 1ET, UK. This work contains material that is copyright Wizards of the Coast and/or other authors. Such material is used with permission under

the Community Content Agreement for Dungeon Masters Guild.

All other original material in this work is copyright 2016-2018 by Benjamin Huffman and Ross Leiser and published under the Community Content Agreement for Dungeon Master’s Guild.
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RuNIC TATTOOING

For example, if a creature attempts to cast domi
person on you and you expend a 1st-level spell slot
DC for the Intelligence check would equal 18, sinc
dominate person is a 5th-level spell.

RuNIC RESONANCE
Beginning at 10th level, your runes magically hum
with arcane resonance for a short time after you c4
a spell. Immediately after you cast an evocation or
transmutation spell of 1st level or higher, or one of]
tattoo spells, you gain resistance to a type of dama
1 minute. If you made a damage roll as part of cast
the spell, the resistance is to a type of damage the
dealt (your choice if the spell dealt multiple damagj
types); otherwise, the resistance is to force damagg
This duration ends early if you drop to 0 hit poin
die, or if you cast another evocation or transmutati
spell of 1st-level or higher.
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SYLVAN WARDEN SPELLCASTING
Barbarian Cantrips Spells _spell Slots per Spell Level —
Level Known Known 1st 2nd 3rd  4th
3rd — — —
4th
5th
6th
7th
8th
9th
10th
11th
12th
13th
14th
15th
16th
17th
18th
19th 12
20th 13
THE CALM IN THE FURY
Starting at 6th level, while in a rage or quietude, you
can use a bonus action to switch to the other without
expending an additional use of your rage. When you use
this feature, your rage or quietude still ends 1 minute after
you expended the use of your rage, if it doesn’t end earlier.
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WARDEN’S RESPITE
Starting at 10th level, you gain the ability to lend a
piece of your resilience to your allies. When you enter a
rage or quietude, you create an aura that remains for 1
minute and extends 10 feet from you in every direction,
but not through total cover. While within your aura, each
creature of your choice gains resistance to bludgeoning,
piercing, and slashing damage if you are in a rage or
resistance to damage from spells if you are in quietude.
Once you use this feature, you can’t use it again until
you finish a short or long rest.

at

FonT OF LIFE
Starting at 14th level, you can channel your magic while
in a rage or quietude to reinvigorate your allies. As an
action, you can expend a spell slot to cast a curative
magic over creatures within 15 feet of you. Choose one
creature per level of spell slot expended. Each chosen
creature ends one effect of its choice that blinded,
deafened, paralyzed, or poisoned it, and either regains
hit points equal to 1d12 + your Wisdom modifier
(minimum 1) if you are in quietude, or gains temporary
hit points equal to 1d12 + your Wisdom modifier
(minimum 1) if you are in a rage.

Using this feature counts as making an attack for the
purpose of maintaining your rage, and as casting a spell
for the purpose of maintaining your queitude.

PATH OF THE WAR CHIEF

While some barbarians prefer a life of savage solitude,
others long for a tribe. Barbarians on the Path of the
War Chief are leaders and warrior kings who can turn
any scrappy group of companions into a tight-knit tribe.
Inspiring their allies to victory with battle cries and war
songs, war chiefs lead every battle from the frontline.

BoNUS PROFICIENCY

When you adopt this path at 3rd level, you gain
proficiency in one of the following skills of your choice:
History, Intimidation, Performance, or Persuasion.
Alternatively, you learn one language of your choice.

TRIBAL LEADER

At 3rd level, you learn to bolster the resolve of your
allies, and crush that of your enemies, with battle cries.
You learn two battle cries of your choice, which are
detailed under “Battle Cries” (see ‘Battle Cries’ below).
You learn an additional battle cry of your choice at 6th,
10th, and 14th level. Each time you learn a new battle
cry, you can also replace one battle cry you know with a
different one.

You can issue one of your battle cries as an action on
your turn. When you do, you choose a creature other
than yourself within 30 feet of you that can hear you as
the target for the battle cry. That target gains the effect
gf the chosen battle cry.

WBWlL c raging, you can issue a battle cry as a bonus
onyour turn.
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ERTAINER
En you choose this archetype at 3rd level, you gain
iciency in one of the following skills of your choice:
etics, Intimidation, Performance, or

suasion. Additionally, you learn

language of your choice.

NO-A-MANO MARK
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3rd

9th

17th

speak with animals
conjure animals

hold monster

unarmed strike and roll a 1 on a damage die, you can
reroll the die and must use the new roll, even if the new
rollisa 1.

PREDATOR’S COUNTER

At 15th level, when a creature within
5 feet of you attacks you, you can
use your reaction to lash out at
them before they strike you. When
you do, make an unarmed

strike against the creature

before determining

whether its attack hits

you. If your attack hits,

the attack roll against

you has disadvantage.




BouNnTYy HUNTER

Some rangers seek glory by hunting down the most
dangerous creatures the multiverse has to offer;

others take on the more practical tasks of capturing or
eliminating criminals and other nuisances. A Bounty
Hunter familiarizes themselves with humanoid cultures
and peoples, mastering martial techniques for efficiently
capturing or killing any bounty. The success of a Bounty
Hunter rests on its employment of studious techniques
for quickly becoming familiar with any unfamiliar quarry.

BounTy HUNTER MAGIC

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

BouNTy HUNTER SPELLS
Ranger Level Spells

3rd hunter’s mark
5th hold person
9th slow

13th locate creature
17th legend lore

FAvORED ENEMY: HUMANOIDS
When you choose this archetype at 3rd level, you
gain the benefits of your Favored Enemy against all
humanoid creatures. If you already chose one or more
humanoid races as favored enemy types, you choose an
additional favored enemy.

Additionally, you learn a language of your choice.

EFFICIENT TAKEDOWN

Beginning at 3rd level, you learn to efficiently dispatch
foes with swift strikes. When you take the Attack action
on your turn, you can use your bonus action this turn to
make a weapon attack. You don’t add your ability modifier
to the damage of this bonus attack unless the target is
one of your favored enemies or that modifier is negative.

DEAD OR ALIVE
At 7th level, you become an expert at capturing enemies,
instead of killing them. When you reduce a creature to O
hit points with a weapon attack or spell, you can choose
to knock the creature unconscious instead of killing it.
Additionally, when you hit a creature with the bonus
action attack granted by your Efficient Takedown, you
can choose for the attack to deal no damage to instead
reduce the target’s speed to 0 until the end of your next
turn.

BouNTY RESEARCH

Beginning at 11th level, you can spend 1 hour in study
and training, which counts as a light activity, to choose
an additional favored enemy type. You don'’t learn an
associated language when you choose another favored
enemy this way. You retain this favored enemy type until
you use this feature again.

Additionally, you automatically succeed on
Constitution saving throws you make to maintain
concentration on the hunter’'s mark spell while it targets
one of your favored enemies.

KNow THE ENEMY

Starting at 15th level, when you're hit by an attack

from one of your favored enemies, or the target of your
hunter’s mark spell, you can use your reaction to quickly
block the blow. When you do so, the damage you take
from the attack is reduced by 1d10 + your ranger level.

GEOMANCER

You have learned to tap into the mystical properties

of the land, giving you greater and more flexible

magic than other rangers. Geomancers have a deep
connection to certain types of terrain but can access
the magic inherent to any land they are in. Geomancers
take great pride in thei i
greatest spellcaste
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Starting at 3rd leve]
ritual that takes 1
and counts as light
you. When you co
ritual, choose a ter
you have selected
Natural Explorer fe}
(see Ranger in the
Handbook) or the t4
you're currently in (|
coast, desert, fores
grassland, mountail
settlement, swamp
the Underdark). If
are not in a locatio
that matches any o
the terrain types, of
are in a location th4
could match multip
terrain types, your
will decide which td
your location count]
Until you perform t
ritual again, you arq
geomantically reso
with that terrain tyq



GEOMANCER MAGIC

At 3rd level, you know additional spells depending on
the terrain you are currently geomantically resonant
with and your ranger level, as shown in the Geomancer
Spells by Terrain tables. These spells count as ranger
spells for you but don’t count against the number of
ranger spells you know.

GEOMANCER SPELLS BY TERRAIN

ArcTiC
Ranger Level Spells
3rd ice knife XCE
5th hold person
9th sleet storm
13th ice storm
17th cone of cold
Coast
Ranger Level Spells
3rd purify food and drink
5th misty step
9th water breathing
13th freedom of movement
17th scrying
DeserT
Ranger Level Spells
3rd create or destroy water
5th dust devil X°F
9th wall of sand *°&
13th hallucinatory terrain
17th insect plague
Forest
Ranger Level Spells
3rd goodberry
5th bark skin
9th plant growth
13th guardian of nature *°*
17th tree stride
GRASSLAND
Ranger Level Spells
3rd beast bond *°*
5th earthbind *°&
9th speak with plants
13th conjure minor elementals
17th awaken
MouNTAaIN
Ranger Level Spells
3rd thunderwave
5th spider climb
9th meld into stone
13th stoneskin
17th wall of stone
SETTLEMENT
Ranger Level Spells
3rd charm person
5th knock
9th leomund’s tiny hut
13th locate creature

17th animate objects

Swamp
Ranger Level Spells
3rd entangle
5th pass without trace
9th stinking cloud
13th blight
17th contagion
UNDERDARK
Ranger Level Spells
3rd snare €
5th web
9th enemies abound *°¢
13th greater invisibility
17th cloudkill

Spells marked with an *°E can be found in Xanathar’s
Guide to Everything. If you don’t own the book, you can
choose an appropriate alternative from the Player’s
Handbook or, better yet, run out and get Xanathar's Guide

INVOKE THE ELEMENTS

At 3rd level, your attacks are enhanced with the mystical
elements of the land. The first time you deal damage with

a weapon attack each turn you deal 1d6 additional damage.
The damage type of this additional damage depends on the
terrain you are geomantically resonant with.

INVOKE THE ELEMENTS
Terrain Type Damage Type
Arctic Cold

Coast Acid
Desert Fire
Forest Force

Grassland  Radiant
Mountain  Thunder
Settlement  Psychic
Swamp Poison
Underdark  Necrotic

GEOMANTIC RECOVERY
At 7th level, you can regain some of your magical
energy by communing with the mystical elements of
your environment. During a short rest, you choose
expended spell slots to recover. The spell slots can have
a combined level that is equal to or less than a third of
your ranger level, and none of the slots can be 6th level
or higher.

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

For example, as a 7th-level ranger, you can recover up
to two levels worth of spell slots. You can recover either
a 2nd-level spell slot or two 1st-level spell slots.

STRENGTH OF THE EARTH
At 11th level, when you finish a long rest, you gain
temporary hit points equal to twice your ranger level.
Whenever you finish a short rest, you gain temporary hit
points equal to your ranger level.

While you have temporary hit points granted by this
feature, the additional damage from your Invoke the
Elements feature increases to 2d6.
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Firecat. Your transformation has the statistics of a fire
elemental, though with the appearance of a jungle cat
made entirely of roaring flame.

Riversnake. Your transformation has the statistics
of a water elemental, though with the appearance of a
venomous snake made entirely of rushing water.

Thunderbird. Your transformation has the statistics of
an air elemental, though with the appearance of a giant
eagle made entirely of gusting wind.

While you are transformed, the following rules apply:

» Your game statistics are replaced by the statistics of
your guardian spirit (earth elemental, fire elemental,
etc.) but you retain your alignment, personality, and
Intelligence, Wisdom, and Charisma scores. You also
retain all of your skill and saving throw proficiencies.
When you transform, you assume your guardian
spirit’s hit points. When you revert to your normal
form, you return to the number of hit points you had
before you transformed. However, if you revert as a
result of dropping to 0 hit points, any excess damage
carries over to your normal form.

You can'’t cast spells, and your ability to take

any action that requires hands is limited to the
capabilities of your guardian spirit form. Transforming
doesn'’t break your concentration on a spell you've
already cast.

You retain the benefit of any feature from your class,
race, or other source and can use them if the new
form is capable of doing so. However, you can’t use
any of your special senses, such as darkvision.

You choose whether your equipment falls to the
ground in your space or merges into your new form.
Equipment that merges with the form has no effect
until you leave the form.

.

.

You can revert to your normal form earlier by using a
bonus action on your turn. You automatically revert if
you fall unconscious, drop to O hit points, or die.

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

ROGUE

At 3rd level, a rogue gains the Roguish Archetype
feature. The following options are available to a rogue,
in addition to those offered in the Player's Handbook:
the Apothecary, the Bouncer, the Paramour, and the
Zealous Inquisitor.

APOTHECARY

You have trained in the science of chemistry and learned
to make a variety of concoctions that heal and harm.
You may specialize in cruel poisons and admixtures

that debilitate your enemy, restoratives and drugs that
empower your allies, or dabble in both. Apothecaries
often learn their craft under a mentor or at an academic
institution, but it’s also possible to learn this science
through books and experimentation.

CHEMIST

Starting at 3rd level, you gain proficiency in
alchemist’s supplies, herbalism Kkits, and poisoner’s
kits if you don’t already have them. Your proficiency
bonus is doubled for any ability check you make that
uses any of those proficiencies.

CRAFT CONCOCTION

When you choose this archetype at 3rd level, you
learn to craft poisons, tinctures, and admixtures from
materials you have on hand.

Concoctions. You learn three concoctions of your
choice, which are detailed under “Concoctions” below.
You learn two additional concoctions of your choice
at 9th, 13th, and 17th level. Each time you learn new
concoctions, you can also replace one concoction you
know with a different one.

Doses. You can spend 1-minute crafting a dose of
concoction you know with materials you have on hand.
You can create up to 3 doses per day and regain all
your expended doses when you finish a long rest. All
concoctions become inert and have no effect after 24
hours. You can create an additional dose per long rest
when you reach 9th (4 doses), 13th (5 doses), and 17th
level (6 doses).

Saving Throws. Creatures immune to poison are
immune to the effects of your concoctions. Some of your
concoctions require a creature to make a saving throw
to resist the concoction’s effects. The saving throw DC
is calculated as follow:

Concoction save DC = 8 + your proficiency bonus +
your Intelligence modifier

BiocHEMICAL LORE

Starting at 9th level, when you are within 30 feet of a
creature you can see, you know if they have vulnerability,
resistance, or immunity to poison.
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Sneak Attack damage. This destroys the dose of toxin.
A weapon can only benefit from one dose of bitterbite
toxin at a time.

Charming Philter. You can apply a dose of this philter
to yourself or a target creature within 5 feet that you
can see with the Use an Object action. For the next hour,
when a creature that must breathe enters a space within
15 feet of the target it must succeed on a Wisdom saving
throw or be charmed by the target for the remainder
of the duration of the philter. This effect automatically
ends if the creature takes damage from the target or one
of the target’s allies and cannot affect the creature again
for 24 hours.

Flashfreeze Powder. You can blow a dose of this
powder towards a creature within 5 feet with the Use an
Object action. When you do, that creature must succeed
on a Dexterity saving throw or take cold damage and
have its movement speed is reduced to O until the start of
your next turn. This cold damage is equal to your Sneak
Attack damage. If the creature succeeds on the saving
throw, it takes half damage and its speed is unaffected.

Haste Tar: A creature can apply a dose of this tar
to their gums with the Use an Object action. When it
does, for the next minute the creature adds half your
proficiency bonus to its AC and can take the Attack (one
weapon attack only), Dash, or Disengage action as a
bonus action on its turn. After that minute, the creature
gains a level of exhaustion.

Mule Mix. A creature can pinch a dose of this mix into
its mouth with the Use an Object action. When it does,
it has advantage on Strength saving throws, it deals an
additional 1d6 damage when it makes weapon attacks
that add Strength to hit, and it is considered one size
larger for determining carrying capacity and the weight
it can push, pull, or lift. These effects end after one hour,
at which time the creature gains a level of exhaustion.

Nervewrecker Toxin. You can apply a dose of this
toxin to a weapon with the Use an Object action. The
next time this weapon deals damage to a creature, the
creature must succeed on a Constitution saving throw or
be poisoned and take 1d10 poison damage at the start
of each of its turns. The creature can repeat this saving
throw at the end of each of its turns, ending this effect
on a success.

Restorative Tonic. A creature can consume a dose
of this tonic with the Use an Object action. When
a creature drinks this tonic, roll your Sneak Attack
damage dice. The creature regains hit points equal to
the result.

Revenant’s Resolve. A creature can consume a dose
of this mixture with the Use an Object action. When it
does, roll your Sneak Attack damage dice. The creature
gains temporary hit points equal to the result, and
for the next minute ignores the effect of any levels of
exhaustion it has. After that minute, the creature gains a
level of exhaustion.

Stonesleep Tincture. A willing creature can consume
a dose of this tincture with the Use an Object action.
When it does, the creature can choose to fall asleep
on its turn anytime within the next minute. If it does,
the creature is petrified for 8 hours. When this effect
ends after 8 hours, the creature gains all the benefits of
having finished a long rest and loses an additional level
of exhaustion.

Sleeping Syrup. A creature can apply a dose of this
syrup to a weapon, food, or drink with the Use an Object
action. A creature that consumes the food or drink or
who takes damage from that weapon must succeed on a
Constitution saving throw or gain a level of exhaustion.

A creature that fails that saving throw must succeed

on another Constitution saving throw after one minute
has passed or become unconscious for 8 hours. When
a creature uses its action to rouse the sleeping creature
or the sleeping creature takes damage, the sleeping
creature may make another Constitution saving throw,
waking up on a success.

Smelling Salts. A creature can take the Use an Object
action to administer a dose of these salts to itself or
another creature within 5 feet of it. When it does, the
creature affected can choose to wake up or end one
effect causing it to be charmed, frightened, or stunned.

Tangle Root Toxin. You can apply a dose of this
toxin to a weapon with the Use an Object action. The
next time this weapon deals damage, the creature is
inebriated for the next minute. While inebriated, it has
disadvantage on Perception ability checks and the first
time each turn it uses its movement, it must succeed
on a Dexterity saving throw or fall prone and have its
movement speed reduced to 0 until the end of its turn.

Waking Nightmare Acid. You can apply a dose of this
acid to a weapon with the Use an Object action. The
next time this weapon deals damage, the creature must
make a Wisdom saving throw. If the creature fails, it is
frightened and takes 1d6 psychic damage at the start of
each of its turns for the next minute. The creature can
repeat this saving throw at the end of each of its turns,
ending the effect on a success.

Universal Antidote. A creature can drink a dose of
this antidote with the Use an Object action. When it
does, all poisons and non-magical diseases currently
afflicting the creature immediately end. Additionally, for
the next minute, the creature has resistance to poison
damage and advantage on saving throws against poison.

BOUNCER

Most rogues focus on the elegant arts of infiltration,
trickery, and mind games, but as a Bouncer, you prefer
the simple but effective techniques of the back alleys -
using anything within your reach as a weapon, even your
foes themselves. You rely more on brute strength and

an ability to tie your opponents in knots than cunning,
though you know better than to discard any natural
advantages. Other rogues may think you lack guile, but
you'd rather have a reputation for an iron fist than a
silver tongue.

BAck ALLEY TRAINING

When you choose this archetype at 3rd level, you
augment your clandestine skills with the rough and
tumble practices of the back alleys, learning to utilize
everything around you to your advantage. You gain
proficiency with the Athletics skill, medium armor, and
improvised weapons.

You also gain an additional way to use your Sneak
Attack; you can use your Sneak Attack against a
creature when you make an attack with a melee weapon,
even if it doesn’t have the finesse property. All other
rules of Sneak Attack still apply to you.

ANYTHING AT HAND

At 3rd level, while you have a creature of your size or
smaller grappled, you can use it as a melee improvised
weapon. If the creature is the same size as you, you treat
it as though it’'s a weapon with the two-handed property;
otherwise, you can make the attack with only the hand
you used to grapple the creature. When you do, you

deal bludgeoning damage depending on the creature’s
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Tiny 1d4

Medium 1d8

Huge* 2d6

Per the normal grappling rules, you can only grapple a
creature that is no more than one size category larger
than you. Since players may be able to increase their size
beyond Medium through the use of spells and magic
items, the table includes size categories that they won'’t




ZEALOUS INQUISITOR

Deities enjoy having clerics, paladins, and crusaders
spread their word and fight in their name, but

these pious servants aren’t always willing to tarnish
themselves in their god’s best interest. As a Zealous
Inquisitor, you execute your deities will without
compunction - punishing sinners, silencing heretics, and
striking down abominations.

DiviNE DOMAIN

When you choose this archetype at 3rd level, choose
one Divine Domain from your chosen deity’s list of
eligible domains.

ZEALOUS MAGIC

When you reach 3rd level, your zealous devotion to your
deity ignites in you a spark of divine magic, allowing you
to cast spells. This magic, however, differs greatly from
that of clerics and paladins, which is carefully cultivated
over years of prayer and practice. Your magic is not as
deep, but your passion for doing your deity’s work and
permanently silencing those who would speak against
your god causes it to reignite much more quickly. See
chapter 10 in the Player’s Handbook for the general
rules of spellcasting and chapter 11 in the same for the
cleric spell list.

Cantrips. You know two cantrips of your choice from
the cleric spell list. You learn another cleric cantrip of
your choice at 10th level.

Spell Slots. The Zealous Inquisitor Spellcasting table
shows how many spell slots you have. The table also
shows what the level of those spell slots is; all of your
spell slots are the same level. To cast one of your cleric
spells of 1st level or higher, you must expend a spell slot.
You regain all expended spell slots when you finish a
short or long rest.

For example, when you are 7th level, you have two
2nd-level spell slots. To cast the 1st-level spell command,
you must expend one of those spell slots, and you cast it
as a 2nd-level spell.

Spells Known of 1st Level and Higher. You know
three 1st-level cleric spells of your choice, two of which
you must choose from the divination and enchantment
spells on the cleric spell list, or from your Divine
Domain’s list of domain spells.

The Spells Known column of the Zealous Inquisitor
Spellcasting table shows when you learn more cleric
spells of your choice of 1st level or higher. A spell you
choose must be of a level no higher than what’s shown
in the table’s Slot Level column for your level and must
be a divination or enchantment spell of your choice, or
a spell of your choice from your Divine Domain’s list of
domain spells. When you reach 7th level, for example,
you can learn a new cleric spell, which can be of 1st or
2nd level.

The spells you learn at 8th, 14th, and 20th level can
come from any school of magic.

Additionally, when you gain a level in this class, you
can choose one of the cleric spells you know and replace
it with another spell from the cleric spell list, which
must also be of a level you can cast. The new spell must
be a divination or enchantment spell, or a spell from
your Divine Domain’s list of domain spells, unless you're
replacing the spell you gained at 8th, 14th, or 20th level.

Spellcasting Ability. Charisma is your spellcasting
ability for your cleric spells since your magical ability
comes from the strength of your fervor and conviction
to your deity. You use your Charisma whenever a spell
refers to your spellcasting ability. In addition, you use

ZEALOUS |NQUISITOR SPELLCASTING

Rogue  Cantrips Spells Spell Slot
Level Known Known Slots Level
3rd 2 3 1 st
4th 2 4 1 Ist
5th 2 4 2 st
6th 2 4 2 1st
7th 2 5 2 2nd
8th 2 6 2 2nd
9th 3 6 2 2nd
10th 3 7 2 2nd
11th 3 8 2 2nd
12th 3 8 2 2nd
13th 3 8 2 2nd
14th 3 ) 2 2nd
15th 3 B 2 2nd
16th 3 10 2 2nd
17th 3 10 2 2nd
18th 5 10 2 2nd
19th 3 10 2 2nd
20th 3 11 2 2nd

your Charisma modifier when setting the saving throw
DC for a cleric spell you cast, and when making an
attack roll with one.

Spell save DC = 8 + your proficiency bonus +
your Charisma modifier

Spell attack modifier = your proficiency bonus +
your Charisma modifier

Spellcasting Focus. You can use a holy symbol (found
in chapter 5 of the Player’s Handbook) as a spellcasting

!EALOUS |NQUISITOR |EIULTICLASSING WITH !THER

SPELLCASTERS
If you have both the Zealous Magic and Pact Magic class
features, you determine your available spell slots for
each class individually. For example, if you are a rogue 3/
warlock 2, you would have three 1st-level spell slots.
Your Zealous Magic class feature otherwise interacts
with the Spellcasting class feature the exact way that the
Pact Magic class feature does, and you follow all of the
other rules for multiclassing spellcasters, as detailed in

JUDGMENT

Starting at 3rd level, you can cast divine judgment on
your enemies, harnessing your zealous fervor. As a
bonus action on your turn, you can cast judgment on
a creature within 60 feet of you that you can see. The
target suffers the following effects:

« It can't regain hit points or gain temporary hit points.

. It can’t become hidden from or invisible to you, even
by magical means.

- You have advantage on Intelligence (Investigation)
and Wisdom (Insight) checks you make to
interrogate the creature.

Your judgment lasts 1 minute. It ends early if you fall
unconscious or die, if you choose to end it (no action
required), or if you use this feature again.
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CHAPTER 2: WEAPONS

This chapter provides an expansion to the wg
detailed in the Player’s Handbook. Most of t
weapons are inspired by non-European cult
some of history’s less common implements g
included are black powder weapons, which
alternative to the firearms presented in the [}
Master’s Guide. The weapons in this chapter]
few new weapon properties and special weaf
which are described after the Weapons table i

WEAPONS
Name Cost Damage Weight Properties
Simple Melee Weapons
Bo staff 2sp 1d6 bludgeoning 4 |b. Defensive, two-handed
Brass knuckles 1gp 1d4 bludgeoning 11b. Light, unarmed
Khatar 3gp 1d4 piercing 3 Ib. Light, unarmed
Knuckle knives 3gp 1d4slashing 2 |b. Light, unarmed
Torch 1cp 1d4fire 11b. Special
Martial Melee Weapons
Boomerang 3sp 1d4 bludgeoning 2 |b. Light, special, thrown (range 50/150)
Chakram 10 gp 1d4 slashing 4 1b. Light, thrown (range 100/300)
Hook sword 15 gp 1d6 slashing 4 |b. Defensive
Sai 2 gp 1d4 bludgeoning 4 |b. Defensive, light
Spiked shield 15 gp 1d6 piercing 7 Ib. Defensive
War fan 8 gp 1d4 bludgeoning 4 |b. Defensive, thrown (range 15/30)
Weighted chain 6 gp 1d4 bludgeoning 8 |b. Light, reach
Martial Ranged Weapons
Bola 3gp — 5 Ib. Special, thrown (range 10/30)
Ammunition (20/60), black powder, heavy, loading, two-
" handed, special
Hand cannon 100 gp 1d10 piercing 8 Ib. Ammunition (30/90), black powder, loading
Ammunition (100/400), black powder, heavy, loading,
two-handed

Six shooter 125 gp 1d8 piercing 6 Ib. Ammunition (30/60), black powder, light
Ammunition
Bullets (10) 2gp 11b.

Boomstick 100 gp  2d6 piercing 10 b

Rifle 150 gp 1d12 piercing 12 Ib.
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